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: With the Star Wars™ Customizable Card Game- by Decipher,it's your strategy that controls the outcome. Will the Galactic Empire expand? It's your decision.

Will the dark side of the Force triumph? That remains to be seen. With 324 customizable cards the choices are yours. Available in Starter Sets and Expansion Sets everywhers, J
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T, \ p | I.‘ A Magical Realm

Welcome to Arcadia, homeland of the changelings. Here, great
cities sprawl through waterfalls and lie within the hearts of
sleeping giants. Here. magic is a part of life. and life itself is a
magical event. And here, in the world of living dreams,
something has gone horribly wrong.

It is in the ancient kingdom of Ardenmore that the Wyld Hunt begins
As a hero, you seek the whereabouts of your liege, Lord Gamine,
and attempt to stave off the minions of Mad King Ironheart
However, once Gamine is found and secrets are revealed. ..
the adventure truly begins.

o

A Revolutionary Card Game

ARCADIA: THE WYLD HUNT is radically ditferent from other card games.
Combining the best elements of roleplaying and card gaming. ARCADIA: THE
WYLD HUNT introduces new concepts that appeal not only to card players.
but to anyone who plays games. Highlights include:

= A character-based adventure, You develop a character who grows stronger and
more experienced as you play.

*Epic scale: There are many individual Quests to have, but when played in
sequence, they add up to a sweeping event.

sSimple yet challenging. A single card describes the rules. The players' level of
skill provides numerous levels of difficulty.

= Accessible to everyone. Players buy a Character Booster and a Story Booster.,
and they are ready to begin the Hunt — for about five dollars.
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A-M in America...the Rising Sun hits card games
July 1996 Pioneer preserits the first, and only, Anime card game
. ACTUAL SCREEN ART from ‘Bubble Gum Crisis’, 'Ranma 1/2", “Techni Muyo!”
and ‘€l Hazard: The Magniticent World'. 4 .
- The first game designedtor solitaire play, or as many as you can tit around the table!
- Ready to play out of the bon! ;

- Look for rare cards in Anime videos from Pioneer Anim€igo and Via.




EDEFTOR'S-LETTER —=

Beware: Gamers

When | got started with this whole InQuest gig some 10 months ago,
| knew very little about collectible card games. And as time rolled on, |
realized that | knew even less about the people who play them.

While I've learned a thing or two about the games—y’know, things
like being able to decipher the difference between Wyvern and Middle-
earth and how to use a giant Magic Chaos Orb card to my advantage—|
still can’t figure out those gamers.

There oughta be some sort of an investigation here. Some of these
people cannot possibly be from this planet. They should be locked up for
good. Seme of them seem downright dangerous, and the last thing | need
is my life jeopardized by a freak attacking me because of a dispute over an
Icy Manipulator card.

So I've put together the following list of the Top 10 most baffling CCG-
related things I've witnessed during my time here at InQuest:

10. A pimple-faced, pudgy teenager running around a retail store’s
parking lot, wearing nothing but Heresy cards to cover his privates, yelling
“l am the king of Spain!” at the top of his lungs.

9. A beat-up old van, looking much like the Mystery Machine from
“Scooby-Doo,” barreling past me on the highway with a sign on the back
that read “Wyvern or Bust.”

8. A skinny old man from Lima, Peru, vehemently insisting that he was
Crenshaw the Mortificator from the Doomtrooper card set.

7. A psychotic mother, who looked like the Chaos Orb from the neck
up, standing in a remote corner of a Shop-Rite, mercilessly taunting her
infant child with a Shivan Dragon card.

6. Hyborian Gates.

5. Price Guide Director Stephen Shamus lying in a bowl of his own urine.

4. A hefty 12-year-old trying desperately to exchange his Marvel Over-
Power cards for a chocolate dip cone at the local Dairy Queen.

3. A father who named his first-born “Jyhad” (hey, it could’ve been a
lot worse—he could’ve been a Blood Wars fan).

2. Baron Sengir himself throwing a portly midget clear across the room
at a local pool hall.

1. A sizable middle-aged man at the local 7-11 eating a Guardians card.
“I thought it was a beef jerky,” he said.

Are there rational explanations for these actions? Do you gamers out there
consider this type of behavior “normal”? | am begging you to please con-
tact me and fill me in on this life of yours. | demand an explanation.

But as baffled as | am by these and other actions (I had to keep this [ist
to a PG-13 rating, y'know), you gamers seem like swell guys and gals.
Kinda makes me feel bad about rounding up some buddies to pants the
college D&D club before chasing the members around campus while
smacking them with lacrosse sticks....

SCORE:
Scott 2, Gamers 0

Don't take any wooden nickels,

Scott Gramling
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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

came against King Thror and descended on the
Mountain in flames.”
—The Lord of the Rings

Middle-earth: The Dragons™ is the first
expansion set for Middle-earth: The Wizards,
[CE’s 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-earth: The Dragons. Each card is

beautifully illustrated with fine color artwork

created by over 45 renowned
fantasy artists.

‘\:\--'§§ | '

Pleage Published by Tros Cy Biai i - )5, Charlottesville, VA

ase Contact us at: 12002 USA. the exc ROWN Extirekises, Ine. (1CE), PO Box 1603 i
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epyrieht © 1995, 1996 Tor ki Exmreisis. a division of The Saul Zaentz Company,
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"FEupaL Lomps,” players will be given
the chance to build their own
tyrannical castle state. They can
load it down with an array of
twisted, savage combatants: includ-
ing highly skilled Warknights,
voodoo taunting Mystics and
psychotic scientists. Players can
then add all variety of body-
mangling weapons from high-tech
acid pellets to primitive ripping
blades and voodoo totems. Once
players have built their legions,
jt's up to them to bend their opponents
to their will, within the fast-
paced, exciting combat system
of the DARE AGE.

In addition, Brom, the co-
creator of the Darx Acz world and
one of the hottest fantasy artists
working today, is personally
responsible for painting over 25
percent of the Dirk Aee cards. Look
for Darz Ace: FPeuparL Lorbs at a store
near you this July.

Also, look for the Darx AGE com-
panion CD-BROM, a screen saver
with a fascinating inside look
into the making of this Summer's
hottest game.

Continuing in the
FP@ tradition,
DArk AGeE features
all new artwork by
an Armageddon
of top rated pros:

VJ_o__hr_i' Beri%_ey :

Rick Berry

Johnl Bolton!
Mim Bradstrere't_

_"'Brom
Dave Dorman Kl
o Phill Hale
Bob Eggleton

Henry Higginbotham{scutptures)

John Zeleznik

sl ! ..
4 ArETvore. © 199 Prom.
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Letters to the Editors
GUESS WHO’S READING YOUR MAIL

Okay, listen up. This is Rick Swan talking, the new overseer of “InQuisition.” Yep, I've been
pushed—er, promoted—from the back of the mag to the front (but I'll still be yakkin’ at you
on the last page, same as always). From here on out, I'm the guy who'll be sifting through
your scrawls, picking out the cream o’ the crop to share with the drooling multitudes. But, of
course, | can’t print ‘em if you don’t write ‘em! Matter of fact, right now I'm perched on the
roof, binoculars in hand, looking for the mail truck.

So whadda ya think? Will CCGs be the death of roleplaying? Is Magic: The Gathering getting too
big for its own good? Is Richard Garfield a special effect whipped up by Industrial Light and Magic?
Well, how the heck would | know? Wrap your tentacle around a pencil and fill me in. While you're
at it, tell me what you thought of this ish. What tickled your fancy? What made you see red?

And speaking of seeing red. ..

RPGs R.1I.P.? TEE-HEE

I am quite sick of the people who claim ROLEE{UIQJTNGS
that Magic and other card games like it have |
killed roleplaying. The only way roleplaying
will die is if you, the roleplayer, let it die. If i
all of you decide to stop playing your Dun-
geons & Dragons and games like that, role-
playing will die. And not because of us, but
because of you. We are not your scapegoats
for the diminishing interest in roleplaying i
and the increasing interest in card games.
Keep your afternoon-long, very boring, back- |
pack-filling roleplaying games. | believe I'll :
stick to my pocket-sized deck of Magic cards.
And please don’t knock me for it. After all, F a0
how can you criticize someone for playing a o ¢
game that is fun for him? i 171 e ‘

LiveEv ) 7
Cyberspace ﬂm : I g M !

: T

Once and for all, card games and roleplaying games ‘I:::I:: ::. b
aren’t in competition. Did Trivial Pursuit kill :
Manopoly? Did miniature golf kill field hockey? Did

TEE-HEE,

video games kill pinball machines? (Er, scratch that
ast example.)

Why We Can’t Get Dates,
Part One

| am a woman, and | believe that the all-
too-large-breasted females in your maga- i which I find extremely demeaning.
zine are quite offensive (particularly in the Will you stop with the nasty pictures

advertisements). Why aren’t there men like  already?!! i
that in there? And | don't want a cute little answer. Iwant
Arkangel16 i you to stop printing these offensive pictures.

Cyberspace H Gen Flieger

) i Lakewood, OH
Good question. If you're a large-breasted man,

please get in fouch with us immediately. | think I fove you.

ATH 15 HARDY |

| don't play Magic, or any other stupid
¢ card game for that matter, but my brother
i does. | read the “InQuisition” part of your
i mag because the letters (and answers) writ-
i ten by weirdoes, freaks, quacks, psychos and
i otherwise mentally unbalanced peaple are
i funny. But | have a big problem with your
i mag. It's full of pictures of half-naked women

Orb Biz

You might be interested to know that
the issue with the oversized Chaos Orb in it
(InQuest #12) disappeared from the shelves
of my local comic book store before | even
saw it. The story | heard was that two men
came in and bought all the copies earlier
that day. I'd been waiting for it since | saw
the announcement several months ago.
Steve Jahner at Capital City Comics and
Books in Lansing was nice enough to call his

distributor, find out that they were out of it

(so he couldn’t reorder), and call around to
three stores in the area. He managed to
locate one copy.

If | remember right, the tournament rules
only require that cards have “identical card-
back design.” The rules don’t say anything
about a size difference. Does this mean the
oversized Chaos Orb is tournament legal?

Kenneth M. Kawamura

E. Lansing, MI

Hmm. Would a Chaos Orb the size of aTV Guide be
allowed in a tournament? I'd say thai'd be about
as likely as an Orb sprouting wings and flying
around the room. Tell you what, try if out at your
next fourney and lef us know what happens.

End of the World Imminent

Yes, that's right, there’s a crisis in the
making for the CCG industry. What is it, you
ask? Well, game designers are going to run
out of synonyms for “tap.” So far there are
six different ways to tap a card, namely: tap
(Magic: The Gathering, Jyhad), crank (On the
Edge), drain (Ultimate Combat), open (Heresy:
Kingdom Come), turn (Shadowfist) and

LU IR L




More Grade-A Letters

engage (Galactic Empires).

where in its text box.
Colin Byrum
Dayton, OH

We'll take your contest idea under advisement
(but don’t hold your breath). Meanwhile, here are
some more options: tweeze, disgorge, expectorate

and poot.

Chaos Clarified

Every day at lunch we play. There's usu- §
ally a game or two of Magic going on, with
Star Trek at the far end, a good portion of the
table taking up a Middle-earth: The Wizards
duel, and some trading on the floor. Kids i
walk by and laugh at us, and we throw i
apples. (You'd be surprised how good our

aim has become over the past year.)

So when we read the “Ultimate Chaos”
article (InQuest #12), we were just like, “We
really have to do this.” So we did. And it :
sucked. Really, really sucked. For something :
that seemed so simple, it was really hard.

This led us to the conclusion that we were
doing something wrong.

So could you please explain how to play
Ultimate Chaos in a little more depth? | |
mean, if my friend is playing Blood Wars and
I'm doing Middle-earth and | attack him with

an Orc Patrol, what happens?
Linnea Graybill
Phoenix, AZ

Well you might consider clobbering him with an appl.

Just Wondering

I've been wondering about something,
What will happen when Magic cards go out,
and are they going out? Me and my friends :
really like to play, but we’re going to lose a

lot of money if they go out.
Jacob Whalen and John Selickman
Cyberspace

Uh, go out where?

Get in touch with your fellow gume fans! Send
your name, address, e-mail address (if
}/nU've got one), age, gender and fhree
avorite gomes fo InQuestMag@aol.com
or mail it fo us af: 1.0. Pen Ptﬂs, /o
InQuest, 151 Wells Ave., Congers, NY
10920. Make a friend!

8 G.l

My word processor lists :
only two other options:
employ and draw upon,
which both kind of suck. I sug- £
gest that /nQuest run a contest asking for
the best synonym for “tap,” and the win-
ner would get a copy of every card that has }
an existing rip-off synonym printed some-

: Sticky Fingers :
: I have a question regarding my copy of :
InQuest #11. | had just picked up this mag
and some cards at a store in my town. When
I got home and tried to open up the mag, i
| couldn’t, because the pages were glued
together by some sort of white liquid. | am
just wondering what it is that have the pages
i now and was glad when the store | work at
i began carrying InQuest. Besides being an
entertaining read (I put it ahead of Time), it
i gave me a chance to see how a deck could
i be built beyond my typical Weenie World.

stuck together.
Kevin Null
Tower City, PA
Hobbit snt. If won't happen again.

Doofus Alert

Ring, but it's not useless.

Okay, here is what | want you to do. Pick
up the Anorien region card. Go ahead, pick :
it up. Does it say at the bottom that you can
move from Anorien to Dagorlad? No! Do
you know why? Because there is a very large
geographical boundary called the Anduin :
i of other rarefuncommon cards. His solution,

River. Do you make the connection?

Don't take any of this the wrong way,
because | do love the magazine. Somebody
i just goofed. It's okay. It happens. :

Teddy
Cyberspace

Like anybody would wanna go from Anorien fo
Dagorlad in the first place. But, yeah, yeah, we get
i dose to the 60-card minimum, (3) try to include four-

the point.

i May your descendants be as numerous
i as the stars in the sky and as many as the i

sands on the Earth. May they be blessed,

yea, even unto the tenth generation. May
i your names never fall by the wayside. For i

Stephen Fitch
Age: 29 Sox: Male

Everetf, WA 98204

Vampire

12907 E. Gibson Rd # € 205

E-moil: ofocl4love@aol.com
Likes: Magic, OverPower,

truly you are great.

Patrick Holloway
Cyberspace

Yes, and you aughta see us pick our feeth with our foes,

Wallet Killer
I've played Magic for more than a year

But most of your articles seemed to

assume that every player had four copies of
Whoever wrote the article on the 10
i most-desirable Middle-earth: The Wizards
i cards (“Lore of the Rings,” InQuest #12) isa
i complete doofus! They got all the good cards
right but really messed up on the worst card.
They said the Anduin River is the most worth-
less card in the set. Granted, it's no The One
i he asked, “What's the best way to make a

every rare card in existence. Maybe you
should list how much it would cost to build
one of your killer decks. I'd rather make my
monthly mortgage payment, thank you.
My hopes went up when | saw Jeff
Hannes’ “Killer Instinct: How to Build a Killer
Deck in Nine Easy Steps” (InQuest #11). When

killer deck if you don't already own four of
every Magic card?” | thought, “Finally! An
article that hits me right where | live—namely,
my wallet.” But no! Hannes describes his easy
deck as containing four Jokulhaupses, four
Erhnam Djinns, four Black Vises and a fistful

if you don’t already own four of every card,
is to go out and buy them?!?

Rob Buchler

Alma, MI

Hey, we feel your pain. But even if you're on a bud-
get, the fundomentals of killer decks still apply,
namely (1) choose (and stick with) a theme, (2) stay

card sefs of your sirongest stuff, and (4) concenirate
on preventing damage and gaining life. It's sad but
true: Any killer deck, even the simplest, requires time,

effort and, yes, money. This is war, pal. You can't go
i up against a bazooka with a pea shooter.

Couch Potate Dept.

When they say, “Tap the Rockies” in

those Coors Lite commercials, are they talk-
i ing about tapping their snow-covered moun-
i tains to add red mana to their mana pool?

Gman23464
Cyberspace

Turn off the damn TV,

Michael Berelson

Age: 18 Sex: Male

115 Southside Avenue Apt. B3

Hastings on Hudsan, NY 10706

Emat: demonov@tcnefcom.com

| Likes: Magic, D&D, Call of
Cthulhy




Suggestion Box

1. Could you include a Top 10 list of {

weird-looking cards from different CCGs?

2. Could you include poster-sized inserts

of Magic card pictures?

3. Could you have Boris Vallejo do

some covers?
4. Could you include a list of all CCGs
out there that are worth knowing about?

5. Could you tell Rick Swan that | like
mozzarella, jack and ricotta, in that order too? i
6. Could you please tell us about any new
campaigns coming out for AD&D or about

any new roleplaying games in general?
Ben Jacobs
Springfield, MA

1. We've never seen a weird-looking card.
2. Probably not.
3. Maybe.

4. They're all worth knowing about. Except maybe

one. Or two.

5. He’s changed his mind. Now he likes coffage,

against Magic tournaments offering such
huge monetary prizes. Magic is still a game
that should be played for fun. Later, when
it has established a firm base and reputa-
tion, it may be well to play for higher stakes.
But this kind of large monetary remuneration
reeks of insecurity, as if the Duelists" Con-
vocation and Wizards of the Coast some-
how have to make Magic “respectable” by
offering a bloated reward. | feel that this
behavior will only encourage cheating, greed
and humorlessness on the part of cutthroat
players who are out for one thing: the
almighty dollar.

In reply to Nathan Hunter, who wrote
that the only music he and his friends could
think of playing was metal and alternative .
("InQuisition,” InQuest #12): Get an edu-

On the Edge, your music is indeed appro-
priate. But for Magic (and many other
CCGs), you need to listen to InQuest's advice
and go further. What could be a more per-

.5

o

% (Children use Lite-Brites
cation! Yes, if you are playing Cyberpunk or . (backlighted plostic
pegs) fo create colorful

k- pictures,
i Empires’ designers, who
R own this toy, decided to

The Name

of the Game

True stories behind the names

of game cards

Magic: The Gathering—Fallen Empires

Creature names: The Fallen Empires designers

(Skaff Elias, Dave Pettey and Jim Lin) chose Thrull

" for its similarity fo “thrall,” or slave. Thallid is an

" actual type of fungus, and Saproling comes from

+; another type of fungus, suprophyte. Homarid derives

from the Latin name for the lobster genus, Homarus,

while Camarid!(created by the Homarid Spowning
B 1 Bed), comes from o crayfish genus, Cambarus.

Order of Leithur: fEHrcHoOO

EMNBE
g%m(:‘;meAﬁ'm

Fallen

cheddar rmdguat. i fect compliment to Magic than Wagner's ( introduce “Leithurrites”
6. If enough of you want it, there’s no telling what i Ring cycle, from whence Tolkien’s own into Magic.
we'll do. i mythos was partly derived? Put in “Das Orgg:  Magic

il

Rheingold” and press play; it is, after all, ' playtester and!designer. Chris Page constantly mis-
the “heavy metal” of opera! How can you #' [ICICIHIERCHERERITRER I IS EENG S
pass up “The Ride of the Valkyries” or ., uted an Urgg. _ i
“Siegfried’s Funeral March”? Follow that | * SRRVl v pianist/com-
up with Orff’s “Carmina Burana,” any ., ,“{l: Thelonius Monk (1917-82).

Sibelius symphony, any of Arvo Part’s works, - ‘ [ Vodalian Knights/Soldiers/Mage/War Machine:
and add the most tremendous Dies Irae " k"vnﬂﬂﬂ is Russian for “water.”

available (Berlioz’s “Symphony Fantastique” - HISCLLICILLE

and Verdi's “Requiem”) and you'll never go Hair-de-hobbins: “Scary Mary, Hair-de-hobbins”
back to metal. At least not for card games. is a nickname given fo co-designer Keith Parkinson's

Charles Bartholomew wife by his brother.
New York, NY Soooooooul Mirror: A tribute to Don Cornelius,

host of the 1970s TV show “Soul Train.”

Crook End, Iron Grag, Blackwaithe, Goldwaithe:
These fairies have names of actual locations in Eng-
land's loke district.

Floyd the Flying Pig: A flying porker graced the
cover of Pink Floyd's 1977 Animals album, and has
figured praminently in their concerts since. Scoft Moser,
a ploytester and Pink Floyd fan, suggested the card
nameand flying ability.

Thuanks go out this i
Dave Gentzler and K

IT's JUNE.
M ON
VACATION.
O AWAY,

Letter to Santa
I'started playing Magic just after the Ice
Age and Fourth Edition expansions came i
out. I missed a lot of good cards and expan-
sions that are nearly impossible to find or i
afford now. | was wondering if you could i
send me a few Juzam Dijinns, one Chaos Orb
and some Sinkholes. ('m working on a land
destruction deck.) i
G. Forbes

Mahtomedi, MN

Dies Irae. ..isn't that a White Zombie tune?

Purpose of Life

Everyone | know is engaged in this hor-
rible debate. Perhaps you can solve it for us.
Is the object of Magic to kill your opponent -{
or to have fun? We are at each other’s throats
about the whole thing.

Jim Chandler O’Neal

Cleveland, MS

Ever look at a card, scratch your head (or whatever) and ask
yourself, “Hey, | wonder where they got that name from?"
Then write down the name of the card, the game it comes from,

Oh, sure. And while we're af if, we'll send you

It depends. If yau’fe winning, the object is fo kill
Richard Garfield’s home phone number, a semi i

your apponent. If you're losing, the objet is fo have

full of M&Ms, and the keys to the office. Sheesh.

Music Appreciation

| agree with those people who are

fun.

Solitary Mamn _
I'm a die-hard CCG collector. | collect

your full name, and your maiing address and send it fo:

P B N 3

Chad Hall
Ago: 15 Sex: Male
336 Main S1.
Smithfield, VA 23430
E-moil: k! .com
Likes: Magic, OverPower

Zack Davies
Age: 18 Sox: Male

USM Box 7930

Hattiesburg, MS 39406-7930
Quite Cull@aol.com

Likes: Magic, Shadowrun,
ADED

Joel Sizemore
Age: 17 Sex: Male

5327 Howley Rd.

The Dalles, OR 97058
E-moil: Joel3210@aol.com
Likes: Yampire, Magic,
Advonced DED

Mike Malone
Age: 15 Sex: Male
4311 Allworthy' Lane
Chesterfield, VA 23832
E-mail: Sethron@uol.com
Likes: Doomtrooper

Jutvlgglei



MAGIC:

The Creations
The fan who invented the best Magic cord this month
wins o Carrion Ants Magic card signed by Richord
Thomas and three different foreign edition Magic

packs! (The other guy just gets some packs of

whatever was sent free o us this month.)

LRAND VRIZE

SERRA
Wayne Mittlestead, Toronto, Ontario, Canada

TNMNER, !

SOy

- - = L £ 4
| Phying Attacking does not cause Serrs o tap.
&3 Regowrate target whats crosturs.
fip 2 comn [f o tusrvm 3 b, sty
targt oesture. A cresturs sy ool be
targoter] neey than cnoe o e way
Al ol foll wndler may padgpoent.” - Serva a

ELK-IN BOTTLE

Ryan Kuptz, Fenton, MI

To enter, send an original Magic card no bigger than

8-by-11-and-a-quarter inches (use an existing Magic
card and just glue on new ar! and stuff if you want) fo;

Magic: The Creations
¢/o InQuest

151 Wells Ave.

Congers, NY 10920

CONTEST WINNERS

Julie Reed of Kent, Wash., won 1@ #11's “Win o Date ]

with Cihulhu” contest, taking home a complete sef of
Myihos cards, the Call of Cihulhu rulebook, a
Miskatonic University T-shirt and a bunch of other
Elder God stuff.

Jordan Frank of Fort Salonga, N.Y., is top banana
from [Q#11's “Meet Your Destini” contest, taking
home an original Ed Beard Jr. painting and a whole
mess of ofher keen Destini sluﬁ.

f

Magic, OverPower and Mortal Kombat cards.
It’s not that | can't find any cards to buy, but
I can't find anyone to play with. | know peo-
ple in my town play. I've seen them around
school playing during break.

It's not that I'm trying to sound like a
whiner, but I'm just getting bored sitting
around with no one to play with.

Dan Tunseth

Mayville, ND

Now wait a sec. You see people at school playing, yet
you say you have no one fo play with? What are
you waiting for? Introduce yourself! And if they
don't treat you nice, let us know, and we'll come
over and beat them senseless.

Iindigestion, Part One
| was reading InQuest #8 or #10 or some-
thing, and | came across a letter from some
irate gamer saying how she collected like 12
games, and she only played four of them.
. None were Magic. Also, she said too much of
your magazine was based around Magic.
First off, what kind of gamer doesn't play
Magic? It is THE game. Sure, I've played plenty
of other games, and they were pretty good.
However, Magic will always reign as High Djinn.
Second, if you only play 1/3 of the games
you collect, you suck! Ever heard of an idea
called “having fun”?
Third, how dare you mock the great
InQuest? I'll admit that when | picked up #3
(I have been a faithful reader ever since), all

- I played was Jyhad. Now, thanks to this mag,
"\ I play several more games, especially Magic.
;i.- This upsets me too much.

Nathan Hermecz

y !1 Cyberspace

 Fasy, Nathan. Try some Pepto-Bismol.

Indigestion, Part Tweo

My friend and | have a strict Magic diet.
We start off in the morning with a few Din-
gus Eggs. As we work our way into brunch,
we much on that big Merfolk hoagie we keep
in the freezer. For lunch, we have some Spit-
ting Slugs, but we usually spit them out; they
taste like crap! When we are thirsty, we guz-
zle down Alabaster Potions. Later for dinner,
we like a feast of Unicorn cooked medium-
rare. It is usually a Pearled Unicorn, but if
we're in a spicy mood, we devour Adarkar
Unicorns, Our absolute favorite is Thallid
Stew. If anyone wants to know how to cook
it, here is the recipe:

Four Thallids

Four Thorn Thallids

Four Thallid Devourers

Three cups of hot water

Add the ingredients one at a time to the
hot water. (It helps if you tear them up first.)
Stir and eat. For all you guys that like a little

L Lo Laid

i bit of a kick, add a couple of Chub Toads or
a Leaping Lizard.

Mike Pettengill and Dietz Shaffer
Epping, NH

Hey, Nathan. . .pass that Pepto, would ya?

Coincidence or Conspiracy?

| am collecting Homelands, and | almost

i have the whole set. But one night | found
out some startling news. Only white legends
i have white copyright dates on them, but
i other white cards have black copyright dates.
i Please find out why Wizards of the Coast is
daing this.

Roy Villavicencio
South San Francisco, CA

 Presumably, ir's an aesthetic decision fo make the
¢ cards fook nice and pretty. Or maybe it’s a plan to
i drive guys like you insane.

That's it, boys and girls. Don't forget: Arrange the
i alphabet into words, form the words info sentences
i and send us the results. See ya next fime! (@)

Des Moines, lowa-based Rick Swan has designed and
edited nearly 50 gaming products, is the author of The
Complete Guide to Roleplaying Games (St Martin's
Press) and can eat his weight in Howler Monkeys.

Send yer letfers to
InQuestMag@aol.com or:

INQUISITION

151 Wells Ave.

Congers, NY 10920

Include your full name, mailing address and phane num-
ber in all letters. Some letters may be edited for space.
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Chaosium’s Cthulhu
Cycle fiction presents |
many of the original |
stories of the
Cthulhu Mythos on
which the Mythos
card game is based,
as well as many \
new stories by ‘
modern authors.

N o o LR IR |
Call of Cthulhu is Chaosium’s award winning :
roleplaying game, based on the works of |
H.P. Lovecraft, in which ordinary
people are confronted by the
errifying beings;and forces of the
Cthulhu M ] -

For a free :a‘st'o of Chaosium’s books and gan
Visit our web page at http:/fwww.sirius.co

Mustration by Lee Gibbons /
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> Kingdom Bdition

#* Special Phoenix insert cards (cards 240-277) available
in Kingdom Edition Starter Decks only
* New rule booklet including summary of play
* Revised card texts
* Wyvem Starter Deck acclaimed for its strong playabiliity

The Kingdom of Wyvern invites you to obtain all 38 Kingdom Edition Phoenix Cards at
once with the Kingdom Edition Redemption Program. Collect 50 Kingdom Edition
Booster Pack wrappers and redeem them for cards 240-277. Send the 50 wrappers—
Kingdom Edition only!—plus $1.00 for shipping and handling to:

KinGpom EDITION REDEMPTION

LS. Games Systems, Inc.

179 Ludlow Street

Stamford, CT 06902
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WHAT'S

Details on the new “Star Wurs

frilogy. See page 14,

Hero is back with new
Champions prodycts. See
poge 14,

“liens; Resurremon " the

Loglf;t Aliens mgwa will star
{ Imy 7

| S possible, you say?

INQUEST NEWS

WoltC LAUNCHES

JNWIDE MAGIC LEAGUE

| izards of the Coast is launching a new

| program for its hit collectible card game,

Magic: The Gathering. Beginning in
August 1996, participating retailers in selected cities will
offer in-store league play, organized and administrated
by the Renton (Wash.)-based company.

Rob Vace, director of strategic projects in WotC's
Events Division, believes that Arena is an “unprece-
dented” event in the gaming industry. “Players [in Arena]
will have a national ranking system, standardized for-
mats of play across the system, and eventually through-
out the world, and unique extremely cool prizes and
giveaways only offered to players participating in Arena.”

Upon joining Arena players will get one of five basic
lands, each illustrated with a detail from one large
painting by Alliances artist Tony Roberts. Top league fin-
ishers will receive a Disenchant or Fireball with new
art, while judges can earn pins and uncut card sheets.

Retailers, Voce said, can expect increased foot traf-

. fic and sales as well as improved communication with
WotC. And WotC itself hopes to achieve closer con-
tact with its customers “at the grassroots level,” which
should lead to a better product.

According to Voce, Arena is part of an attempt to
position Magic as an “intellectual sport,” similar to
chess. So far, most of that attempt has targeted the
high-level Magic player via championship tourneys and
the Pro Tour. In contrast, Voce likens Arena to “the
playground of Magic,” allowing players to “work [their]
way up through the system,” with exceptional players
qualifying for the Magic Pro Tour through local tour-
naments associated with Arena.

WotC President Peter Adkison envisions Arena as

NEW ARENA FIREBALL CARD ART FOR TOP LEAGUE FINISHERS

eventually spreading worldwide. “Within 12 months, we
expect Arena to be running in 30 or 40 cities... Within
a couple years, it should be everywhere: fully automated,
instant feedback, worldwide.” He also notes that Arena
need not be limited to Magic. “There’s no reason we
wouldn't do it for other games as well... We think Netrun-
ner would work well in a league environment.”

WotC is actively testing Arena in Seattle, Tacoma and
Olympia, Wash.; league formats have included sealed
deck, Type Il and continuous draft. The response so far
has been quite favorable, and WotC is considering the

. =y comments of players and retailers.

1 WotC recommends that inter-

ested players ask their local retailers
about participating in Arena, contact
WotC via e-mail at league@wiz-
ards.com or “surf” http://www.wiz-
ards.com/Arena. Retailers should call
their merchant customer service num-
ber to request inclusion in the league.
| m Andy Collins

Editor’s note: When Andy Collins wrote
this article, he was a volunteer for the
Arena program. He has since become
a full-time employee of Wizards of the
Coast working on Arena.
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Star lWars:
A New Version

Lo BB W W W B W N NN NN NN NN EENEEREEN-RB-EB-B-N-B-REEN-EN-B-N-F B

As George Lucas prepares fo film the next
installment in the legendary “Star Wars”
series, Fox is plonning fo re-release the
original trilogy to movie theaters, replete
with brand new special effects and scenes
that didn't make it into the original release.

Called “The Star Wars Trilogy Special
Edifion,” the retooled movies will mark the
20th anniversary of “Star Wars™ release.

The first of the refooled movies, “Star
Wars: A New Hope,” will hit the theaters in
spring 1997, with new digital effects from
Lucasfilm’s Industrial Light and Magic stu-
dio and a new digitol soundirack using the
THX sound system.

“The digital technology that ILM pio-
neered in films like “Jurassic Park’ and
“Forrest Gump” allows me o revise a few
scenes, which bring the movie loser to my
original vision,” said George Lucas, cre-
ator of the “Star Wars" series.

Among those modified scenes are the Mos
Eisley spaceport and the Tatooine desert, all of

S

(T y

which will be re-populated with aliens created
entirely by digital technology. There will also be
new vehicles and new droids.

Most important, however, is the scene
in which Jabba the Hut confronts Han Solo
before the Millennium Falcon escapes from
Tataoine. Lucas originally filmed it with Har-
rison Ford and a human stand-in for Jabba
hut could not complete it because he lacked
the special effects technology ot the time.

Now, however, Lucas has restored the
scene, adding more than four minutes to
the original movie, with a digitized Jubba
the Hut seamlessly overlayed onto the
screen. While the original Jabba, which
debuted in 1983's “Return of the Jabbo,”
was an oversized puppet, this computer-ani-
mated version will be able to slither across
the screen.

The second and third movies in the orig-
inal trilogy, “The Empire Strikes Back” and
“Return of the Jedi,” will also feature fully
restored prints, enhanced visual effects and
sound remastered in THX dubbing af the Sky-
walker Sound studios. Both are slated for re-release
loter in 1997. m Andrew Steven Harris

JABBA THE HUTT

Hero Partners with R. Talsorian

Hero Games, the champion of superhero gaming, has a
new set of teammates. R. Talsorian Games will be handling pro-
duction and distribution of Hero’s paper-based products.

Under the agreement, Hero will supply fully edited
manuscripts that R. Talsorian will produce and distribute. In
February, Hero ended its 10-year team-up with Iron Crown
Enterprises, with whom they had a similar relationship (“Hero
Splits from ICE,” “InQuest News,” InQuest #14).

The first planned Hero-R. Talsorian release will be a new edi-
tion of Champions, Hero's popular superhero RPG, ini-
tially published in 1981. “The new Champions will be
foremost a campaign book, the first systematic campaign
world we've published for the game,” said Steve Peter-
son, co-designer of the Hero System, the universal rules
system on which Hero products are based.

“Simplified mechanics will focus on the numbers
you functionally need and will be very easy to pick up,
but the new edition will be completely upward-com-
patible with existing rules,” Peterson added.

When asked if the new Champions is going to look as
stunning as R. Talsorian’s acclaimed Castle Falkenstein RPG,
Peterson responded, “That’s what we’re shooting for.”

Mike Pondsmith, president of R. Talsorian Games,
summed up the project in a tone of calm conviction:
“What we've got for Champions is going to be killer.”

After Champions appears in December 1996, Hero

hopes to adhere to about the same production schedule it
had with ICE: one new product every month or two.

Hero is currently working on another product line, Hero
Plus, which will be a series of full-color books in electronic
format featuring a variety of genres, especially fantasy and
science fiction. For more information on the team-up with
R. Talsorian, Hero Plus and Hero’s other adventure
book licenses, check out the Hero Web site at
http://www.herogames.com. m Bob Kruger

S Wors ™ £.© Locefien .

Chompiors ™ & @ Yiexo Gomes




C.MING TH'IS SUMMER

- e gy

.,- Fnofgw IRON CROWN ENTERPRISES, INc. AND HOBBYGAMES, LTD

vt - B P SR,

Copynghlp@ 1996 Iron Crown Enterprises, Inc. (Charlottesville, Virginia, USA) and
Hubbryga q eq, Limited [Wesl Sussex, UK). The “Burning Die.” Dicemaster, and all

cons and. images. used therein, are mmmammm@wm&s»J
(ILOE) andlﬁobbygames All vighlq reserved. o




Quest for the Grail
consistently | receives
tbe highest ratings
for art, playability
and pur¢ enjoyment
from card gamers
around the world.

In Quest for the
Grail the adventure
of jthe age of Ring
Hrtbur comes to, life.
It 18 casy to lkarn
and play, and
features familiar
beroic characters
wbo players can
identify with. The
cards are lavishly
illustrated by gredt
classic illustrators
and the best new
artists around.

Stone Ring Games
provides exceptional
player support, with
a newsletter, more
store, club and
convention c¢vents
than any other game
and a major
presence  on | the
internet.

Che legend goes on
this summer with
Rnights of the Isles,
an expansion
evoted to the heroic
exploits of the
knights of Scotland
and Ireland.

Auailable tbrough all major distributors or calk

Stone Ring Games
1-512-472-7505

“ALIENS:
RESURRECTION”

Just when you thought it was safe to go back into hypersleep,
the goop-dripping, acid-blooded,
face-hugging xenobrood of 20th-
Century Fox's successful “Aliens”
movies return in a fourth installment
of the series, “Aliens: Resurrection,”
due in the spring of 1997,

The movie will focus on Ripley, the
heroine of the first three movies, played
by actress Sigourney Weaver. That leads
to all sorts of questions, since Ripley
died at the end of the third movie.

Fox isn’t saying anything definite,
but it points to the title of the movie—
“Resurrection”—as a clue, and it notes
that it is generally assumed that the
movie will involve some form of clone-
related plot device to bring Ripley back
to life. The story itself, Fox says, involves interstellar pirates and
their encounter with the Aliens. m Andrew Steven Harris

Whlte Wolf
Investigates
Virtual Magic

White Wolf Game Studios is looking into a recently advertised game, Spheres
of Ascension, and its manufacturer, Virtual Magic Inc., because of concerns over
copyright and frademark infringement,

White Wolf Vice President of Sales and Marketing Michael Krause called
the presentation of Spheres of Ascansion “confusingly similar” to White Wolf's
own Mage: The Ascension roleplaying game and tarot deck.

Wes Harris, White Wolfs vice president of licensing, said that calsto the fol-
free number in the Spheres of Ascension ad went fo an answering service hired fo
foke orders. “What you got wes a voice that said, ‘Spheres of Ascension. How many
decks would you like?,’ and then they'd usk for your credit card number,” he said.

T, Harris checked with several Florida organi-
SPHERES OF ASCENSION  zations, including the Better Business
bd Bureau and the Occupational License
Office, none of which had any informa-
tion on Virtual Magic.

“We wouldn't want a fan to have a
problem with this company and have no %
way fo get in touch with them,” Harris %

said. “We're concerned that no one ©
knows this company or who is running Fg
it.” He noted that Viriual Magic had not 2
responded to messages lft ot the oll-free num- &
ber or fo a registered letter sent by White Wolf.

InQuest's attempts fo contact Virtual Magic
through the toll-free number were also unavail-
ing. m Patrick Daniel 0'Neil

Miens ™ & © 20th Century Fox



Game Designers’ Workshop has gone out of business.

Lounched in June 1973, GDW produced a wide variety of products, includ-
ing the Traveller, Twilight:
2000, Dark Conspiracy and
2300 A.D. roleplaying gumes
and the Command Decision
and Harpoon miniatures
games. GDW has already
found new homes for most
of its games.

“The market was, and
is, changing, ond for a vari-
ety of reasons we were
unable to change with them,” Frank Chadwick, GDW president and co-founder,
said of his business’ demise.

However, the venerable company’s death knell may have been a lawsuit
by roleplaying giant TSR.

“Probably the single most significant event for us was the [1992 copyright

infringement] lawsuit with TSR over the Dangerous Journeys RPG,” said Chad-

wick. Although Dangerous Journeys' licenser paid GDW's legal expenses and TSR
purchased the remaining games in a 1994 out-of-court settlement, “the entire

incident knocked about two years out of our product development plan.... We never
quite found our footing again.”

“Although we never had the No. 1 roleplaying game, we had a couple of good
solid No. 2s which became classics,” said Chadwick. “I don’t know of anyone else
who worked in as wide o variety of forms as we did or who did it so well.”

The company declared bankruptey in January and closed Feb. 29. m Teeuwynn

Games Worlsh
FJ‘T.WUU@@D orKsnop,
| | T | \ ) \
Distributors Go to Court
The lawsuit against Games Workshop by three Southwestern
games distributors is moving into the discovery phase and will
go from there to trial.

Games Workshop, which makes Warhammer and other
games, began acting as its own distributor to retail outlets
in September 1995 (“Distributors Sue Games Workshop,”
“News & Notes,” InQuest #8). The three plaintiffs—Wargames
West, The Armory and Greenfield Hobby Distributors—have
charged Games Workshop with breach of contract, fraud
and violation of anti-trust regulations, claiming that the
company’s self-distribution could unfairly drive up the price
of its products,

After settlement talks broke down, Judge E.L. Meechem of
the U.S. District Court denied the distributors’ motion for a
preliminary injunction that would have forced Games Work-
shop to continue to sell them products.

Games Workshop spokesman Mark Hall had no comment
on the developments except to say that his company would con-
tinue to do business as it had since September.

The case now goes into the discovery phase, as each
party attempts to gain information from the other in prepa-
ration for trial, which is not likely to begin before the sum-
mer. m Patrick Daniel O'Neill

SCIENCE FICTION
ROLEPLAYING

Our destiny waits
amid the stars.

August 1996
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In Dther News_ |

= Topps hos delayed its Killer Instinet CCG until June, when the
martial arts video game will be released for the Nintendo 64 enter-
tainment system.

The 1996 Killer Instinct CCG champion will win a Killer Instinet f arcade
gome. (See page 46 for a review of the Killer Instinct (CG.)

&= Pinnacle’s purchase of competing card-maker Donruss has thrown
plans for Tap of the Order ‘96 into doubt. Ron Kent of Donruss’ game
design firm, NXT Games, says that X-Files and Red Zone ‘96 will definitely
appear this summer.

&5 West End Games’ Star Wars: Shadows of the Empire novel fie-in
appears in June. Twenty smackers gets you o 128-page hardcover source-
book detailing the fime between the “Empire Strikes Back” and “Return of
the Jedi” movies.

Star Wars: Classic Adventures Vol. 3, to appear in June, will contain
three long-out-of-print Star Wars roleplaying scenarios. The 128-page West
End paperbaock features o murder/espionage romp on the Mon Calamari
homeworld and costs S18.

5" In June, White Wolf will release a $22, 192-page players guide
for its Changeling RPG. It has new facts on Nafive American changelings,
revised magic rules and other stuff.

White Wolf plans five historical setfings for its “World of Darkness”
games, starting with Vampire: The Dark Ages this spring. Look for an Old
West Werewolfin 1997.

White Wolf showcases more undead dread in two anthologies. The Art
of Gore (515) features new tales from Clive Barker and others. Tombs (S6)
has stories by Michael Moorcock, Neil Gaiman, Nancy Collins and Ben Bova.

1l Met in Lankhmar, a 56 White Wolf paperback, features Fritz Leiber's
Fathrd and Gray Mouser.
(Gray Mouser takes on
Zorroin “Contest of Cham-
pions” on page 36.)

5" Test drive TSR's
upcoming Advanced Dun-
geons & Dragons (D-
ROM on America Online
(keyword: TSR). The
product can generate
characters, maps and
monsters and contains
TSR's five most popular
AD&D handbooks.

5" FPG's June
release uses metallic
printing to showcase art

FOR THE FIRST TIME EVER,
MAGICIS BEING RELEASED SIMUL-  from the Guardians ((G.
TANEOUSLY IN ENGLISH, FRENCH  The cards also feature
AND GERMAN WITH ALLIANCES. play hints, killer combos

and background info. There are five Guardians game cards exclusive
to this release.

= Knights of the Isles, the first Quest for the Grail expansion from
Stone Ring Games, has been delayed fill June.

The Order of the Round Table is Stone Ring's new organization for Quest
for the Grail players. For info write 1416 E. 37th St., Austin, TX 78722.

5" Thunder Castle Games’ cutting-edge Highlander (CG products
include an expansion, The Watcher's Chronicle, and a strategy book,

'Ef/f" b |
MY 0 v e s T

Watcher's Field Guide,

&5 The Fantasy Adventures expansion based on the “Wheel of Time”
novels has been delayed till lote summer fo coincide with the release of
Robert Jordan's newest book.

&= |n June Maytair is releasing 98 sets of five limited edition Fantasy
Adventures press sheets. Each goes for a cool 5250,

&= “Showdown in New
York” is a 90-minute video-
tape from Wizards of the
Coast covering the first Magic:
The Gathering Pro Tour event
in New York. The $14.95 cas-
sette will keep you up to
speed on the winning fourney
deck strategies. (For news on
the second Pro Tour stap, see
page 24.)

Magic: The Puzzling is o
$14 book featuring 25 Magic
brain teasers.

French and German ver-
sions of Magic's new Alliances

This group gets + 1 Power and +2 Resistance for
each Fanalic group in yout Powet Structure,

expansion, the sequel to the ' R RT——
Ice Age stand-alone set, are THANKS IN NO SMALL PART
being released in June, the TO ILLUMINATI STEVE

; JACKSON GAMES HAD A

some line he English-lon- R CORD-BREAKING YEAR.
guage edition debuts.

WotC has sold the SLA Industries RPG line to a new Seatile company, &
Jageeda Publishing.

©=" “That's no moon!” Parker Bros. gives you a close look at the &
Empire’s secret weapon in its Star Wars: Death Star Assault board game.

The next Star Trek: The Next Generation Customizable Card Game
expansion, Q-Confinuum, has been pushed back till August. Holodeck Adven-
tures will follow in four to six months. The final Nex? Generation CCG prod-
uct, All Good Things. .., will appear before 97 is through.

&5 Art of Mythos presents art and strategies from Chaosium’s new CCG.
The §12.95 softcover appears in June.

Bowen Designs is releasing a Cthulhu statue designed by illusirator
Stephen Hickman. Call (503) 786-0548 for more information.

&5 New GURPS products from Steve Jackson Games include GURPS
Dinosaurs and GURPS Compendium I: Character Creation,

Some INWO: Assassins packs contained identical common cards. Oth-
ers had identical uncommon cards. Finally, some cards were printed with
the wrong backs. For questions or replacements call (512) 447-7866.

SJG credits the INWO CCG for pushing its 1995 sales over $3 million
for the first time ever.

w5 The 1996 Gen Con Game Fair will be held at the Wisconsin Cen-
ter (formerly MECCA) Aug. 8-11. For registration information call (414)
248-3525 and sk for Gen Con or e-mail TSRInc@aol.com.

#5 Wanna be o hero? With the coupon from the WildStorms Player's
Guide, a photo of yourself and 519.95 you can become a member of
WildC AT, StormWatch, Gen!3 or WetWorks.

w5 How'd you like to have a Battlechimp Potemkin on your back?
For info on Shadovrist T-shirts write Digitech International, 1110 Hamilton
St., Vancouver, British Columbia, Canada V6B 252,

™ § @ Steve Jocksan
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INQUEST NEWS

Electronic News

OLD LUCASARTS CLASSICS

MicroProse’s Magic: The Gathering PC CD-
ROM game is due this month. It'll boast
hundreds of cards from the original card
game and 12 “never before seen” ones.
This software is the most eagerly antici-
pated product since sliced bread.
Wouldn't it be funny if all the copies were
sent to the same store in Seattle?

LucasArts’ first volume of LucasArts
Macintosh Archives (June, $40) features
Indiana Jones, Day of the Tentacle, Rebel
Assault and other goodies previously
available only to PC gamers.

In June look for The Settlers Il from
Blue Byte ($48; SSI distributed, and
poorly marketed, the prequel, Serf City).
With this very detailed god sim you can
help your people survive, build and
develop an economy in a mission-based
real-time campaign.

Koei doesn’t seem to understand the concept of sequel. In
Romance of the Three Kingdoms IV: Wall of Fire (June, $45), as
in the previous games, you start with a small domain in China;
you must unite the nation through economic, diplomatic and
especially military methods. This has better graphics but few
surprises if you've played the classic first game in the series.
Tweaks include new characters, new weapons and—in a major
break from the series” historical accuracy—magic.

In August, Viacom
New Media hopes to
release Snow Crash
(tentatively $50),
based on Neal
Stephenson’s cyber-
punk classic and sup-
posedly showcasing
awesome graphics.

Viacom New
Media, makers of the
Beavis & Butt-Head Vir-
tual Stupidity PC game,
will unleash another
game based on another
MTV cartoon—"Aeon Flux”—this August (tentatively $50). Show
creator Peter Chung is working on the game; expect some racy
shots of Aeon’s three-dimensional real-time gymnastics,

Blue Byte has already published Battle Isle 2220, another
sequel ($44). Set in the year 2220 (duh), this complex turn-
based strategy game, a European cult favorite, features
tutorials and networking capability.

Thinking about moving to the Klingon homeworld?
Then get Simon & Schuster’s recently released Star Trek
Klingon ($38). This, er, eduware provides extensive training
in the Klingon spoken language and the ultraviolent Klin-
gon culture. A Mac version is due later this year.

In Sega’s Panzer Dragoon (May,
$45) you shoot stuff from atop a
radar-equipped dragon. This is one
of the first games to exploit accel-
erator cards that bring PC video to
arcade-game quality. Despite obvi-
ous glitches, Panzer Dragoon should
go down as a benchmark.

Duke Nukem 30D's jet packs, scuba
gear and pipe bombs make it more
than another DOOM clone. If you
don’t want to risk carpal tunnel syn-
drome or $48 without a test drive,
Apogee is selling demos at software
stores. m Rick Moscatello

NEW MICROPROSE MAGIC,

THE SETTLERS Il OFFERS A RICH
ECONOMIC SIMULATION BASED
IN REAL TIME.

PLUGGED IN

The Incredible Expanding OGF
America Online’s Online Gaming Forum (OGF) has expanded so much since

we first previewed it that it has an additional forum. The Collectible Card
Forum (Keyword: Collect Cards) focuses specifically on CCGs, with special

emphasis on Magic. The new forum has message boards and fons o’ down-
loadable files and—tadal—a chat room.

Make Yer Own Dumn Game
Wanna create your own video game? A new book, NetWarriors Online:
The Game Programmer’s Guide to Online Resources, by Joe Gradecki

(Wiley, $27.95) could help. Even if you're not a brainy type, NetWarriors

Online can get you fo incredible online sites.

The unpretentious tone and layout of this hook make it useful fo pro-

gramming novices. It discusses stuff accessible through online services, the
Internet and other channels.

Info for New Magic Players

New Magic players are often confused by the complexity of the game
and the culture. Online newbies should check out the rec.games.deck-
master FAQ (http://www.itis.com:80/ather-games/deck_faq.html) fo
get their bearings.

InQuest Brags
In our not-so-humble opinion, the /nQuest forum on America Online is the
best place to talk about gaming. We've got message boards for discussion
on every freakin’ game under the sun. We've even got a regular chat hour
every Thursday ot 6 p.m. EDT in the Special Events Chat Room. For Wiz-
ard World and /nQuest Online, use keyword: InQuest.

Ahem. And InQuesf's staff could beat OGF's in Magic any day o the week.
m Buddy Scalera (WizardTGT(@aol.com)

e Sett ™ & © B By, D Mok 0™ 8 © Koges



" % % % ... GANGLAND! = Z2rD CAME OF MOBS & MOBSTERS
is an innovative game that not /4 lﬂ‘ l
only breaks new ground, ...’ SENEAN
but does so without the
air of superiority that '
often comes alony
with a good idea."

— InQuest Magazine

J =

GANGLAND!

Core Game System contains:

« 172 Full-Color Cards

e lllustrated [nstruction Manual

¢ 1 Gangster-sized Die
AVAILABLE WHEREVER
GREAT GAMES ARE SOLD!

LIMITED

GANGLAND! .
MURDER
INCORPORATED!

COLLECTIBLE ENHANCEMENT PACKS

z : ent Set! * Expanded & Enhanced Rules, Includin

The First GANGLAND! Enhancem Variations for 2 Players & TraditionaigCCG
* 125 Collectible Cards! Custom Deck Construction!
* lllicit Businesses, Specialized Characters, * More Cool Artwork!

Gun Molls & Femme Fatales!
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| : Wizards of the Coast

™8O TSR Inc,

{5’ puBLIsHER: Kenzer & (o,
L9 ' ser size: Around 250 cards I
on - ]
é : RELEASE: June 1996
5 pAckAGING; 60-card starter decks; 15-card booster packs
3|
2 SUGGESTED RETAIL: S10.95 per starter deck;
$3.45 per booster pack

ON THE SHELVES |

THE GUIDE TO UPCOMING

By Matt Forbeck

: Andent Hearts

: Over150 curd;
June 1996
12-card booster packs

RELEASE:
PACKAGING:

SUGGESTED RETAIL: S2.25 per booster pack

Here's the Deal: The second expansion set for Vampire: The Eternal Struggle {the CCG
formerly known as Jyhad), Ancient Hearts ushers two vampire clans into the V-TES mix:
the Assamites and the Followers of Set. Followers of the Vampire: The Masquerade role-
playing gome might already be fomiliar with these clans, which you can now use in this
card game inspired by that popular RPG. Ancient Hearts also introduces some new mechan-
ics to liven the gome up even more.

: Draconomicon

: TSR

100 cards plus 25 chose cards
June 1996

12-card booster packs

$2.50 per booster pack

SET SIZE:
RELEASE:
PACKAGING:

UGGESTED RETAIL:

Here’s the Deal: This 10th expansion set for Spellfire concentrates, not surprisingly,
on the coolest critters of all: the dragons. Up unfil now, Spellfire dragons have heen
something to beat on, but this set puts them back at the top of the game. It features
new spells, realms, arfifacts ond magical items, oll for use with the great big flying
lizards. Cooler yet, each card has all-new, never-before-seen artwork!

. Monty Pythos and the Holy Grall

Here’s the Deal: Hey, it's Monty Python. You're either going to love it or you won't!
The obiject of the game is to have fun. Secondorily, you can win by being the first
player to locote the Holy Grail. The cards feature sfills from the dlassic mavie of the
some name. Some cards require you fo do things like sing songs from the film to
activate them, so fans of the comedy troupe will have o definite advantage. (For more
information, see “300-Card Monty” on page 50.)

221]OUEST

GAME RELEASES

I-'-"—"—n-...

Spelifire Fourth Edition

TSR

500 cards

une 1996

55-card starter decks; 12- mrd booster packs

$9.95 per starter detk,
§2.50 per hooster pack

SPELLFIRE!

Master the Magic

g{

HAME:

UBLISHER:
SET SIZE:
RELEASE:

PACKAGING:

™ & © TSR Inc.

SUGGESTED RETAIL:

Here’s the Deal: This whopping release includes not only cards from the original set but
also those from many out-of-print sets like Arfifacts and Forgotien Realms. Oh, and there're
new cards too, all of which feature brand new artwork. The rules have been updated, and
now each deck can only have one copy of each card. When you pick up a storter deck, you
olso get a free booster pack of the latest expansion set, Draconomican.

Undead

TSR

20 dlce

Junel996 -
8-dice !«cker packs

$6.95 per kicker pack

NAME:
PUBLISHER:
SET SIZE:

RELEASE:

PACKAGING:

™ & © TSR Inc

SUGGESTED RETAIL:

Here's the Deal: This latest Dragon Dice set introduces the creatures from the other side
of the black veil of death: the undead! The dice are colored black and green, so et ready
for some neat magical spell use. Each set comes complete with four common, two uncom-
mon, one rare and one monster die as well as new rules for the new dice. One of the mon-
sters is actually an ultrarare that's going fo be ultrahard to find.

nane: A New Hope
Decipher
162 cards

RELEASE: July 1996

PUBLISHER:

SET SIZE:

packasTHG: 15-card booster packs

™ & © lucgshim Lid

sUGGESTED RETAIL: S3 per booster pack

Here's the Deal: The first expansion 1o the Star Wars collectible card game takes its
subfitle from the first “Star Wars” film. Accordingly, it focuses on material from that film.
Chewhacea and R2-D2 both premiere in this set, as does the mother of all cards: the
Deoth Star, copable, like its movie counterpart, of destroying planets! There are also
cards that allow the Light side to destroy the Death Star, Each display box features 0
rules sheel that explains how fo use the new cards.
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by Beth Nioursund

anchored luxury liner converted to a unique hotel,
surrounded by beaches, shops and a 260-foot-high
bungee jump. Inside: tourists, dressed-to-the-gills Senior
Prom boys and girls...and several hundred Magic players.

Welcome to Pro Tour Il

Wizards of the Coast certainly went all out for this
one. Banners featuring the Pro Tour logo, mana symbols
and expansion symbols festooned the ramps leading into
the ship and all three floors of the huge exhibit hall. Once
inside, we could have challenged a WotC gunslinger to
an ante game, learned to play Netrunner, visited the
Dominia Diner for lunch, traded cards with a Legends
designer, viewed original card art, purchased WotC prod-
ucts—including Magic in six languages—or played in any
number of open tournaments (including a Japanese Sealed
Deck tournament and the first-ever Alliances preview
tournament).

Instead, we wandered down to the bottom floor to watch
the core of the event: 177 top Magic players from around
the world competing for a total of $100,000 in cash.

But wait, what’s this we see on the tables? An Ironclaw
Orc? Pearled Unicorn?? Cyclopean Mummy??? No seri-
ous player would put these in a tournament deck. What‘ve
these guys been smokin’?

Welcome to the world of booster drafts. This format,
like sealed decks, tests a player’s ability to make the most
of a very limited set of cards. The draft begins with eight
players seated around
a table. As a judge
calls out instruc-
tions and keeps

long Beach, California. May '96. The Queen Mary: an

The skinny on the Magic Pro Tour's
southern California showdown

track of time, each player opens a booster pack, selects
one card and then passes the pack to his neighbor. When
the first eight packs are empty, the process repeats for
two more rounds of packs, switching directions each time.
(For the Pro Tour, they used two rounds of Fourth Edition
packs and one round of Homelands; all the boosters were
pre-opened and stamped in special patterns to prevent
card substitution.)

Players had to make their decisions quickly: a minute
and a half for the first card from each pack, decreasing to
a few seconds as the packs shrank to the last “What garbage
am | stuck with?” card. After drafting, the players were
escorted to a deck-building area, given 20 of each basic
land and had half an hour to construct 40-card-minimum
decks from their gleanings.

Friday’s Swiss-pairings tournament eliminated nearly two
thirds of the players, leaving the top 64 to continue on to
the second day. Saturday followed the same format. The
top 64 (now assured of at least $400 apiece) re-drafted for
another day of Swiss pairings. Every game—indeed, nearly
every card!—was critical, as only the top eight would con-
tinue to the playoffs.

Sunday morning, the top eight players drafted one last
time for the single-elimination, best-of-five playoffs (see
sidebars). No spectators were allowed in their playing area,
but a huge closed-circuit TV screen in the exhibit hall
showed the key matches, with running commentary and
play analysis by Mark Rosewater (of WotC R&D) and Mark
Justice (1995 U.S. National Champion),

Finally, it came down to two: Thomas Guevin, the
favorite, a 22-year-old software engineer from New Hamp-
shire, vs. underdog Shawn “Hammer” Regnier, a 27-year-

Shawn “Hammer” Regnier
Winner (517,000)
Blue(12)/White(7)/Black(4)

18 spells, 7 creatures (2 walls)

Strategy: Take control of the game.
Prevent opponent’s creatures from deal-
ing damage by using Flood and mulfiple
Gaseous Forms. Chew on them with a
Giant Oyster. Win by running opponent
out of cards or by a creature aftack after
opponent runs out of blockers. Control
Magic or Animate Dead opponent’s best
creature. Four assorted counters for stop-
ping enemy spells.

Thomas Guevin
Runner-Up (510,000)
Red(12)/White(6)/Blue(4)

5 spells, 19 creatures (no walls)

Strategy: Get o teature advan-
tage, then Armageddon. The other key
cards were Immolations, Lightning Bolt
and An-Zerrin Ruins, oll for taking out
opponent’s creatures. His creatures also
induded three pokers: two Prodigal Sor-
cerers and an Anaba Shaman. The gem
of the deck: a Shivan Dragon.

Darwin Kastie Mark Uenhaus
Snmifinulisi (55,900) Semilinnlisi(SS,WO)
Red(9)/Black(10) Green(17)/Red(8)

6 spells, 16 creatures (no walls)

Strategy: Medium-sized and large
creatures fo win the ground war. Two X
spells (Fireball and Drain Life), either
of which can win the game with enough
mana in play. Flight was o major weak-
ness, since his only flier was a Sengir
Bot, but he had a Grapeshot Catapult
and was prepared to use the X spells fo
take out fliers if necessary.

8 spells, 18 creatures (1 wall)

Strategy: Swarm opponent with
small creatures before he can get out
anything big. If that doesn’t work, win the
air war with a Regenerating Cockatrice or
a Firebreathing Willow Fairie. Giant
Growth, Lightning Bolf and Retribution
elped remove apponent’s creatures.




old former wrestler turned game-and-comic
store owner. Guevin was #7 the first day
and #1 the second day, and swept his first
two playoff opponents 3-0 in fast games,
while Hammer had just squeaked by both
days at #61 and #7.

In the Juniors tournament (18 and
under), 102 Juniors drafted and played in
a separate tournament for $30,000 in schol-
arships. Max Szlagor defeated runner-up
Paul McCabe for the Juniors championship.

Back on the Seniors side, Guevin had
won the first duel, and many spectators
thought that he’d repeat his sweep. But
Hammer took the second duel by Power
Sinking Guevin's Shivan, then Animating it.

As the third duel went on (and
on...and on...), Guevin became a bit flus-
tered, making several mistakes. This duel
lasted nearly two hours, ending when
Guevin’s library ran out.

Still, Guevin would not go down and
came back to win the fourth, tying it all up
at two games apiece.

So it came down to one final game to
decide it all. At the fifth hour, the crowd

erupted with cheers and applause as
Hammer ended the last duel with the
same Shivan Sink/Animate play he
used in the second game, winning
the championship.

“You had to make choices early on in the
draft, what routes you wanted to go,” the
champion Shawn “Hammer” Regnier had
said after building his deck before the start
of the first matches in the finals. “There were
definitely some other paths | could have gone
down. | had a Lightning Bolt in my early
pack. Everybody says, ‘Give me direct dam-
age’—this was the first direct damage I'd
seen all weekend. But | chose to go with a
slow, controlling game. That's more my style.

“I'm not playing the typical ‘smash
deck’ that a lot of people play in sealed
deck. A lot of people grab the fast crea-
tures. They grab the Ironclaw Orcs, they
grab the Ogres, they grab the Brothers of
Fire because it's creature control. There's a
lot of mean cards that went by [in the draft]
that | could have grabbed, but I'd rather
control the game, get it past 20 turns and
make it mine.” W

Shawn “Hammer” Regnier, winner
of the Magic Pro Tour I, contem-
plates his next move.

Scott Johns
Quarterfinalist (53,500)
Red(9)/Green(10)/Black(2)

8 spells, 15 creatures plus a Mishra's
Factory (no walls)

Strategy: Mind Twist opponent, then
win with medium to large creatures. No
fliers (except a Leaping Lizard), but two
Sandstorms for flier control.

Preston Poulter
Quarterfinalist (53,500)
Black(12)/Blue(7)/Red(2)

7 spells, 15 creatures (1 wall)

Strategy: A mixed bog of creatures
including two pokers (Anaba Shaman
and Prodigal Sorcerer), four small fliers
and two pumpables (Frozen Shade and
Carrion Ants). Four creature-control
spells: Immolation, two Weaknesses
and Torture.

Vaughn Sandor
Quarterfinalist (53,500)
Black(14)/Blue(9)

16 spells, 11 creatures (3 walls)

Strategy: Unblockable creatures—
two fliers, ane swampwalker, Tawnos's
Wand, Jump, Flight and Fear—backed
up by o Howl from Beyond, three Dark
Rituals and Energy Tap. Walls and
Uncle Istvan to hold off opponent’s
forces. Other star cards: Pestilence and
Drain Life.

Here’s Shawn “Hammer”
Regnier’s blue /white /black
control deck that won him a
whopping $17,000.

CREATURES

1 Dark Maze

1 Giant Oyster

1 Giant Tortoise

1 Grapeshot Catapult
1 Samite Healer

1 Wall of Bone

1 Yotian Soldier

SPELLS

92 Alabaster Potions

1 Animate Dead

1 Blue Elemental Blast
1 Counterspell

1 Gircle of Protection: Black
1 Circle of Protection: Green
1 Control Magic

1 Disenchant

1 Feast of the Unicorn

1 Flood

4 Gaseous Forms

1 Power Sink

1 Spell Blast

1 Swords to Plowshares

LAND
9 Islands
5 Plains

4 Swamps

Jefirey Wood
Quarterfinalist (53,500)
Green(19)/Black(6)

12 spells, 14 creatures (no walls)

Strategy: A very balonced deck,
with half the creatures costing one or
two mana, the other half medium to
large, fopped by a Black Carriage and
Craw Wurm. Regeneration, Carapace,
Giant Growth and two Fogs fo help win
the creature war. Stream of Life, Living
Artifact and Simulacrum fo save his own
life. Plus, Sylvan Library.
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KILLER DECKS »

THE BEST IN TOURNAMENT-LEVEL MAGIC DECKS"

' ASSault and Batery........

|

the Juniors division of the first Magic Pro Tour tourna-

ment. The tournament used standard Type Il deck con-
struction rules with one extra twist: each deck had to include
at least five cards apiece from Fallen Empires, Chronicles, Ice Age
and Homelands.

Your goal when playing this deck is simple: destroy anything
your opponent puts into play, nibble away with two points of
damage here and there when the opportunity strikes, and fin-
ish him off with a sneak attack from Eron the Relentless or a
massive Stormbind blitz.

One of the main concepts behind this deck is that it doesn’t
need very many ways to damage its opponent, because the
ones it has are hard to stop (Eron the Relentless, Blinking Spirit,
Mishra’s Factories and Stormbind).

Wait a sec—what about all those
red, direct-damage spells? Don’t
they count? Well, yes, the Light-
ning Bolts, Incinerates and Fireballs
can be used to damage your oppo-
nent, but don't think of them that
way. These spells are primarily for
creature control. With 10 direct-
damage spells and four Swords to
Plowshares, you should be able to
destroy just about anything your
opponent can field in the way of
creatures. But don’t waste the direct
damage on shooting your oppo-
nent unless you can finish him off.
(Of course, if he’s playing a crea-
tureless deck, blast him with every-
thing you've got!)

You may be wondering how
useful Stormbind can be with only
five green mana sources in the deck.
Relax. Since one of them is a basic
Forest, all you need is one use of

This deck, played by Max Suver, tied for third place in

Summon Iegend

Relentless Raider

RED

2 Fireballs

4 Incinerates

4 Jokulhaupses
4 Lightning Bolts

Creatures
RED

s the Relentless

3 Blinking Spirits
i Balance
2 Disenchants

3 Land Taxes
4 Swords to Plowshares

Spells

2 Stormbinds

E€ron the Relentless

Land Tax and you're set. Use the Stormbind the same way as
the Lightning Bolts and Incinerates. Once it's in play, every
card in your hand is almost a mini-Bolt.

Attack with the Mishra’s Factories as soon as you've got-
ten rid of any initial wave of creatures your opponent may
have had. Some decks use Factories mainly as colorless mana
sources, and only turn them into creatures when they really
need a blocker or when an opponent’s tapped out. This deck
isn’t so cautious with them. With close to half the deck being
lands (and with three Land Taxes, you've got a good chance
of getting one near the beginning of the game), you shouldn’t
have too many mana problems.

Blinking Spirits are loads of fun, and nearly impossible to
get rid of if your opponent isn’t playing blue. Cast a Blinky as
soon as you've got enough mana.
Use it for a blocker if you have to (like
when you're waiting to pull a Swords
to Plowshares to get rid of your oppo-
nent’s Repentant Blacksmith). Once
you've gotten rid of your opponent’s
creatures, keep hitting him with Blinky
for two points a shot.

Be careful of your timing with Eron
the Relentless. If you can catch your
opponent with his pants down—that
is, tapped out and with no creatures
to block—Eron does more damage
than a Fireball for the same cost. If
you can keep him alive long enough
to attack more than once, even bet-
ter, but don’t count on it; he’s a mag-
net for every creature-killing spell in
your opponent’s deck. But if your
opponent isn’t considerate enough
to tap out for you, try testing the
waters by activating a Mishra’s Fac-
tory; this should hopefully draw out
your opponent’s Lightning Bolts. If

Artifacts e
1 Feldon's Cane Sideboard A
1 Zuran Orb 3 Circles of Protection:|

REY i
Lands 3 Circles of Protection:
2 Brushlands | Black ¥

4 Dwarven Ruins | 2 Disenchants

1 Forest ' 3 Divine Offerings

2 Karplusan Forests | 2 Pyroblasts

4 Mishra's Factories ‘} 2 Serrated Arrows

6 Mountains neve— —
7 Plains

1 Ruins of Trokair
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the Assembly Worker doesn’t get Bolted, it may be safe
to play Eron.

Jokulhaups is your “reset button.” Cast it when
things start to tilt in favor of your opponent, when he
overextends himself in any way or when he puts out
annoying artifacts like Disrupting Scepters or Jayem-
dae Tomes. Try to keep some land in your hand (Land
Tax works wonders for this) so you can quickly get
started again after Jokulhaups.

Jokulhaups also forms a “god combo” with two
other cards in this deck: Land Tax and Stormbind. Get
those two enchantments in play and then cast Jokul-
haups. By the time he gets enough land back out to
become dangerous, you'll have filled your hand with
land and be flinging them at him (or any weenie crea-
tures he puts out) with Stormbind.

Balance is another “reset button,” and combines
well with Stormbind since you can respond to your
own Balance by throwing as many cards as you have
mana for. Then, of course, there’s the Zuran Orb combo:
sacrifice all your lands to the Orb after casting Balance,
and really ruin your opponent’s day. (If playing against
a blue deck, don’t make the mistake of sacrificing the
land first—wait until it's too late for your opponent to
counter the Balancel) Also, when you've got the Orb
out, remember to sacrifice any land that's about to be
destroyed by anything else.

The Dwarven Ruins and Ruins of Trokair are in here
mostly to fill the five-card Fallen Empires requirement,
bt they turn out to work well for some combos. Jokul-
haups takes six mana to cast; if you're just using nor-
mal lands, you may have a tough time getting enough
mana to cast it before your opponent does some seri-
ous mauling. A sacrifice-land or two makes a big dif-
ference here. Also, if you get into one of those Land
Tax standoffs where neither player wants to put out
another land because it will let the other player tax,
you can sacrifice a Ruins to break the tie.

Sideboard strategies: pull in the Disenchants if your
opponent is using any artifacts or enchantments at all.
Against artifact-heavy decks, bring in Divine Offering as
well. Pyroblast is for blue decks, of course, and Serrated
Arrows are for weenie decks. If your opponent uses Cir-
cle of Protection: Red, take Eron the Relentless out; the
chance of him getting to deal any damage becomes
low enough that it's not worth the space. W

Since both Beth Moursund and Max Suver neglected to
put in a writer's bio, we could be real cruel and tell you
about the time Beth had that little “accident” with
nacho cheese, a VCR and a squirrel, or the time we
caught Max playing with Barbie dolls. But we won't.

THE NON-KILLER DECK

Lero Intolerance

The point herejisn’t to win.

With!every card in this deck having a zero cosfing cost, you con't expedt too
much fromiit. And, by/golly, you wont be disappointed.

As pathetic as it may sound, the goal of this deck is justito see how long you
canikeep your head above water. Your creatures are sacrificial blockers and
everything else fallsiinto the cotegory of delaying the inevitable: your death.
Alll pumped fo play? Here are some quick guming fips:

Delif’s Cone: Super-duper useless! “Saifice to gain in life the domage
your unblocked creature does to opponent.” Yeah, that works pretty good
with a/Kobold. (Yeah, yeah, | know, you can use Mishra's Factory, but it
ruins the joke. Leave me alone.)
Creatures: Try and'save the Omithopters fo black flyers. Don't be afraid to
sacrifice o Kobold by stopping a weenie, but try and keep the Mishra's alive.
As sad asiit sounds, theyre your, big guns.
Mana Crypt: Don't put this into ploy! You don’t need the mana it
generates and itimay,end up stinging you for three points a furn.
Tormod’s Crypt: Maybe, just maybe, you:con win by staying alive until
your opponent runs out of cards. Keep toasting his graveyard fo prevent him
from using|Feldon's Cane.
Zuran Orb: Don't put this out till you've got plenty. of land. It's one of the
few artifacts that your opponent will care enough about to blow up.
Glacial' Chasm: Later. in the gome, these become your lusi-diich effort fo
drag things out. Hell, if you've got a couple in your hand, don't pay one's
upkeep, ditch it, then drop another out.
Moxes & Lotus: Hey, relax. If you don't have these, just putiin more Jeweled
Amulets or something.
Sate Haven: Block with one of your creatures, then suck it into Safe Haven.
(Remember what | said about delaying the inevitable?)

Pat McCallum

ATotal Zero

Benchwarmers

1 Mox Jet Land
1 Mox Sapphire 4 Mishra's Factories
1 Mox Emerald 4 Strip Mines
1 Mox Pearl 1 Maze of tth
1 Delif's Cone 4 lce Foes
4 Dark Spheres 4 Deserts
1 Urza's Bauble 4 Ooses
2 Tormod's Cryps 4 Safe Havens
4 Glacial Chasms

Creatures
4 Crookshank Kobolds

4 Omithopters

Artifacts
1 Mana Crypt
1 Jeweled Amulet
1 Black Lotus

1 Mox Ruby




. @: | have on Ali from Cairo out and I'm of one
3 life. My opponent Lava Bursts me, which cannot be
prevented or redirected. Do | die?

—Brian Travis, Manchester, (T
A Read that Lava Burst again. It can't be
prevented or redirected if aimed ot o creature. If it's
aimed at o ployer, you can prevent or redirect it all you
want, so Ali prevents it. (Your opponent should have
aimed the Lava Burst at Ali!)

Q: If | cost o Living Lands and then an Armageddon,
do all my forests live through it?

—losh Ballard, Concordia, KS
A: No. They're still londs.

Q: | hove o White Knight out ond | cast Deathlace on
my oppanent’s Maze of Ith. Can the maze be used to
untap the White Knight?

—Michael Jahn, Hamilton, Onfario
A: No. It's black, so it can’t target o creature
with pratection from black.

Q: | have no Forests. If Wild Growth is put on my lond
and the opponent has forestwalk, con he be blocked?

—Duane Hutchins, Moscow, PA
A: You said it yourself—you have no forests.
Forestwolk only works if you have o Forest.

Q: Viith Goblin Warrens, con the goblins sacrificed be
faken goblins?
—Stoven Burke, Watertown, NY

A: Yep. If you have enough mano, you can fum
two goblins into a whole horde,

Q: If | hove two Lords of the Pit out and no other
creatures, whot do | do during my upkeep?

~ —Sigu Ho, Bethlehem, PA
A: (ry? No, seriously, you saciifice one Pitlord to
the other. On your next upkeep, if you sfill have no
other creatures, you cry.

This month’s winner walks off
with three different foreign
edition Magic packs and
pack of Legends!

Q: If Zelyon Sword wos on o creature killed in
combat, would it go o the graveyard to0?

—leremy Mayo, Gleason, TN
A: Nope. Zelyon Sword is an artifact, not an
enchantment, so it’s never “on” o creoture. Some
artifocts, like Flying Carpet, hove o special clause
saying they're destroyed if the creature they're helping

- S ST,
i Frequently asked guestions
7. on Magic: The Gathering

— | By Beth Moursund

gets destroyed. But since Zelyon Sword doesn’t say
that, it's safe.

@: If | cost Stasis, Kismet ond Psychic Venom on my
apponent’s lond, does Psychic Venom do two domage
to my opponent?
—hdi Yuwano, Jokarta, Indonesia
A Psychic Venom does domage each fime the
land it's on changes from an untapped to a tapped
sfate. If the lond just sifs there tapped and never gets
untapped, the Venom can’t do any domage.

@: | have o Blight on o lond. | use o Twiddle to tap the
lond that Blight enchants so it will be destroyed. But my
opponent uses a Juniper Order Druid to untap that land.
Will it stil be destroyed ot the end of the tum?
—Wes Dulaney, Bristol, VA
A Yes. Blight says “If target lond becomes tapped,”
not “If target land is stll tapped ot the end of the tum.”

@: May 1 use Jinx with Glaciol Chasm so all domage to
me is reduced fo zero and | don't hove to pay the upkeep?
—D'haesa Tlo, Belgium
A: 1f you cast Jinx on your Glaciol Chasm during
your upkeep, you won't hove to poy ifs upkeep, and the
upkeep will start back at two life ogain on your next tum,
But until the end of the Jinx tumn, you don't have o
Glacial Chasm anymore, so you fake domage os normal.

@: My opponent hos o Justice that has been Sleight
of Minded to white. If | attack with my Serra Angel and
the Serra Angel deals domage, what happens if |
decide to Eye for an Eye the Jusfice?
—Dome Vongvises, Pikeville, KY
A: You ond your opponent each take four more
points of domoge.

Q: If you put fist strike on o Venomed creature, does
it deal its domage first and destroy the other creature,
staying alive itself?
—Aaron Pasisz, Niagara Falls, NY
A: The first-striking creature deals its domage
first. I this is enough to kill the other creafure, you're
fine. If it's not, then the other creafure deu!s its
domage. The Venom effect doesn’t happen until the
very end of combat—the first strike makes no
difference for that.
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Q: My opponent attacks with two Shivan
Dragons. | block one with my Llonowar Elves ond
the other with my Land Leeches, which are
enchanted with Venom. If | use General Jarkeld to
switch my blockers, do both Shivans die at the end
of combat?

—David Ahem, Wasterly, RI

A: Yes, they do. But we're shill wondering

how those Elves and Leeches managed fo black
the flying Dragans...

@: What would happen if you Baomeranged a
Saproling foken? Would it go into your hand or
would it go to the graveyord?
—Daniele Nonni, Elmhurst, NY
A: It goes into your hand for one brief
moment. Then, as soon as it gefs there, it
vonishes, because the rules soy any token thot
leaves play is removed from the game entirely.

Q: I'm controlling five of my opponent's lands
with my Orcish Squatters. The next turn | cast
another Orcish Squatters. The next my opponent
costs Fireball on my first Orcish Squatters. Do |
need to retum the land?
—Donny Low, Selangor, Malaysia
A Yes. Each Squatters keeps track of which
land it stole. If that particulor Squatters leaves
ploy, you give back all of its land.

@: Con Rashka the Sloyer block o card
like Elven Riders?
—~Alexander Lubinski, Rocklin, CA
A Elven Riders con’t be blocked by any
creatures except walls ond flying creatures. Rashka
the Slayer isn't a wall and isn’t a flying creature,
even though it has the special ability of blocking
. fiyers. No.

Q: If | ploy Underwarld Dreams on my opponent
and then use my Vexing Archonix, does my
opponent toke damage even if she quesses right?
—Tom Carey, Omahe, NE
A: No. Underworld Dreams only does
domage when o ployer “draws” a cord, and it's
very literal. Quite o few spells ond effects put cards
into a player’s hand without using the word
“drow”; Viexing Arcanix is one of them.

@: Say you have o Feldon’s Cane (out of Chronicles)
in play. My friend says that i you Disenchant it right
ofter tapping it you would sfill shuffle, but you
wouldn't have to remove the cane from the game. ls
this frue?
—Alex Gilmore, Cabool, MO
A: Thot used to work, but the Wizards
issued erata for the Cane af the beginning of
February. Now it says to sacrifice the Cane but
remove it from the gome instead of putting it
into the graveyard. So it con’t be recycled by
anything short of o Ring of Ma'ruf.

Q: My opponent attacks with his Force of Nature. |
block with my Blinking Spirit, then bring it back to
my hond. How much domage do | toke? [ soy
none, my brother says six and my friend says eight.

—Charles Sturling, Castlegar, British Columbio

A: And the winnah is... your friend! If |

there’s nothing there to soak up any of the
trample damage, all of it spills over to the
defending ployer. If the Force of Nature didn’t
have trample, then you'd be right.

Q: If | cast Mano Short during my opponent’s
upkeep, can ttiey tap land to pay the upkeep costs
their cards require os a response? Mana Short says
“emplies torget player's mana pool,” so it seems
that this would negate their response and their
upkeeps would go unpaid, right?
—Todd Hommerstrom, Midwest City, OK
A: Wrong. Mana Short follows the some
rles os any other instant. Your opponent can use
all the fast effects he wants to as a response, then
everything resalves in lostoirst order. At the very
end, when the Mana Short resolves, it eats any
mana that's still left in his pool.

Q: My good “friend” Jim Chonnel,/Firebolls me

for roughly 19, and | Fork the Fireball right back at

him. This is enough to kill us both, so do | win
because my Fork is on inferrupt?
—~Russell Eggenberger, Plainfield, IL
A: No such luck. You don't check to see if
someone is at zero or fewer life until the end
of a phase or the beginning or end of an
attack. If you're both at zero or fewer ot that
time, the gume is a draw.

Q: If | Channel oll my life for o Braingeyser to my
opponent and my opponent doesn’t have enough
cards, do | win automatically or is it o draw
because | have no life?
—0. Boswell, Sento Clorita, CA
A: You win. When someone fries to drow
o cord from on empty library, the gome ends.
You never get to the end of the phose, so you
never check your life total.

Q: Would o Seraph take control of a Veteron

Bodyguard if your opponent didn't block it and ollowed
the bodyguard fo be killed by the damage?

—Travis Akins, Durango, (0

A: Yes. The Veferon Bodyguard redirects

all domage to you from unblocked creatures

onto itself. Redirection doesn’t change the

source of the domage, so the unblocked Seraph

domaged the Bodyguard. ")

SPOTLIGHT

- @: Do | need a Death Star system card to ploy the Death Star
sifes?

A: No. You never need the space system card in order fo
play a'site and vice versa. Some systems, such os Alderaan, have
I no planet sites.

- Q: Isn't Electrobinoculars o game breaker? If you pay one fo
 look at your fop card and put it back anywhere, even to the fop

of yaur Farce pile, can’t you keep doing that until you have the
 card you want on fop?

A: Acually, it's o misprint. Instead of deploying for two,
 using one to peek, it should say “Use 1 Force to deploy on any
~ warrior. At any fime, you may peek of the top cord of your
 Reserve Dack by using 2 Force...”

Q: Do you have to Force drain if you can? Do you have to
activate all the Force you can? Do you hove to fire all weapons
during battle? Can you move o guard once he’s in place?

A You needn't always drain; if you do, o deck with a lot of

Counter/Surprise Attacks will bite you back. If you octivate all

! the Force you can, you might not have ony cards to draw for

destiny. If you fire all weapans, you might soon be out of Force,
And guards never move.

Q: What's the difference betwsen “Add 1 battle destiny” and
“Add 1 to battle destiny”?

A: “Add 1 desting” means you get to draw one extra
destiny card during battle, even if you normally can’t drow any.
For example, playing “The Force is Strong in This One” on Luke
gives him on extra desfiny draw besides the one he naturally
gets. “Add 1 to destiny” means if you drow o tw, it's now a
three. If you draw o four, it's now a five.

Q: How do | get my pilofs to their ships?

A: Several ways. You can play the ship and directly deploy
the pilot onto the ship. Or you can deploy the pilot to a planet
and have him wait for o ship. You con shuttle planetside pilots up
to any ship for one Force if the ship has “shipdocking” ability. If
not, you need fo play a ship with docking, dock this second ship
with the first ship, shuttle the pilot to the second ship and then
move him onto the first ship. That's becouse fighters aren't
designed to take new people aboard in the middle of space.

Thanks to Myles S. Hildebrand and Decipher’s lason Winter. For
odditional answers to your Star Wars questions, send your
comments via e-mail to lediMoster@decipher.com or via
standard mail to Decipher, Star Wars Quesfions, P.0. Box 56,
Norfolk, VA 23501.
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z ur’s We:rdmg is a card less valued than many

of t_’hg rares in [ce Age, and the reason is
simple: it looks like a card that hurts you as
much as it does your opponent. It's a subtle card,

hands face up on the table, and when it's time
draw, any opponent may pay two life
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No chance. Most players
once they realize this,
will go ahead and
concede, unless they’re
unbelievably stubborn.

This approach works
similarly with landkill and
critterless decks. How
many of you playing
landkill decks would love

to keep your opponent
from drawing and using land? Well,
get your opponent low on land, slap
down the Weirding and watch him
squirm as he takes damage from
your Vise. The advantage of
preventing him from drawing land
outweighs the minor loss of a card
to his hand in that sort of deck.
What about insuring that there
are fewer creatures for you to kill?

Play the Weirding any time and

then, suddenly, you have the

B Hey, not only can you see
up this guy’s robe, but
Zur's Weirding can give

you the lock!

30ﬂlOU[3T

yet powerful. When you play it, both players lay !helr b
0 _ enfertainment that way.

unparalleled luxury of being able to choose when
your opponent gets a creature into his hand. It's
ideal in creatureless decks. Wait till you get that
Wrath of God and then go ahead and let him have
one or two creatures. You'll get a lot more

There are some cards that make the Weurdmg
even m*i‘)re powerful. Any of the life-giving cards’ll
give you more points to spend on blocking cards, so
those can be handy. Ivory Tower, Healing Salve,
'gyeam of ?i'fe,.‘ Alabaster Potion, Drain Life and

Fountain of ¥ di.:th are all great for guaranteeing that
you can affor

o to bump his cards, though I'd
recommend the Founta:ns over the spells, since
they’re permanents, and thus, re-usable.

~ Truth to tell, with enough life-giving cards, you

deck P cqn afford to put the Welrdlng into almost any type

weenie deck can beneflt from the fact that
yonent can’t get out any bullies large
to snack on your‘pets. Cook a burn deck by
deny l;‘!g him Fireballs. Keep a Goblin deck from ever
getting those KlrgSu nd Grenades out. The uses are
endless, as long as you have the life to support it.
And when yi he amount of damage you
can avoid, it st always worth it. Pay two life to
prevent your opp ent from being able to throw a
five-point Fireball your way ‘Sure it's worth;it!

Want to pull a vicious trick? Combine this card
with Necropotence, which means you don’t use a
normal draw phase (and thus, he can't strip you of
any cards). Necropotence actually stops you from
having a draw phase, and it states that the cards are
placed into your hand just before your discard ph’aﬁég;
Thus, you never draw and your opponent can't force
you to discard! Elkin Bottle works similarly.

Another nasty trick is to use Boomerang or Time
Elemental to bounce the Weirding back to your
hand before your turn—you get around the effect,
but your opponent doesn’t when you replay it at the
end of your turn. Rather like with Stasis, this play can
frequently cause frothing at the mouth in
unsuspecting enemies.

So you see, once you understand what's really
going on with the card, there are very few decks that
you can’t manage to fit Zur’s Weirding into. After all,
who wouldn’t want to lock in the win early? @

David Joyce prefers his locks on a garlic bagel with cream cheese anda
touch of onion.
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The Star Waprs™
2-Player Customizable
Card Game™! lets you
battle across the entire
Star Wars™ unjverse!
Create your own mix of
ships, characters and
gear;, and use them to

defeat your opponent.

The Galaxy's
Greatest
Card Game —
Now at

unique, exclusive cards—
including Luke Skywalker
and Lord Darth V/ader!
With dual 60 card
decks, and a 15 card

expansion set, the

force Is with you!

%S JUS)

Includes unique
Luke and Vader

PREMIERE cards not found

anywhere else!

—
WAl

GUSTOMIZABLE BARD BAME

INTRODUCTORY TWO-PLAYER GAME

R e ——

Over 650 Toys"R'Us stores coast to coast. Call 1-800-TOYSRUS for
the store nearest you. ©@19896, Geaoffrey, Inc.
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Top 10 most powerful W

The best expansion set...ever? That’s what some players argue.
What all players do agree on is that Alliances has some of the
most powerful cards ever produced for Magic: The Gathering.
From the monstrous creatures with lightning-fast casting costs

to the crushing spells with NO casting cost, InQuest played them
all and separated the men from the boys to present the
10 most powerful Alliances cards.

Balduvian Horde

Well, every expansion has at least one
card that has people saying, “What the
heck were they thinking?” Judging from
the Balduvian Horde, Wizards of the
Coast wasn'’t thinking about much. At
four mana for a 5/5 creature, who cares
if you have to discard a card when you
cast it? The Horde might be the biggest
playable creature to come out since Ara-
bian Nights. With a Tinder Wall, you can
get it out on the second turn, it doesn’t
do a point of damage to you every turn
and it doesn’t cost seventy bucks. As
good as a Juzam? Try “better.”

32@@OUEST

Lim-Dul’s Vault

Yikes! And you thought Demonic Tutor
was useful. With Lim-Ddl’s Vault, you
can find just about any card in your
library for only a few life. But wait, there’s
more! Why just settle for one good card
on the top of your library when you can
have as many as five? Let's face it, most
of the time you play Demonic Tutor,
you don’t REALLY need that card right
away. Lim-Dal’s Vault lets you get a
bunch of useful cards at the top of your
library, and it's an Instant! If we have to
explain why this card rocks, go back to
playing your all-Homarid deck.

Lim=DalsVaul . O

cards for Magic: The Gathering
by Jeff Hannes, Pat McCallum and Michae) Searle

Force of Will

The guy across the table says, “Okay, | won
the coin toss so I go first. | play a Lotus, a
Mox Emerald, a Mox Ruby and a Land,
and | tap it all to play a Shivan.” Has this
every happened to you? If so, then your
first inclination was probably to beat the
guy senseless and rip up his cards. Using
your better judgment, you kept quiet and
prayed for a Swords to Plowshares so you
could give him five life. Now, with Force of
Will, the solution is much simpler. Just
counter the damn thing! And if you're
tapped out? No prob! just chuck a Dandan
to let you counter any spell for free!

Forae of Wil
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A lot of people play creatureless decks in tour-
naments...a lot of people are gonna have to
come up with a new deck. Wizards of the Coast
has been trying to discourage creatureless decks
with cards like Autumnn Willow, and now Helm
of Obedience puts the nail in the coffin. “Not
playing with any creature? Okay, | Millstone you
for eight...every turn!” And if your opponent
is playing with creatures? “Hey, is that a Polar
Kraken in your deck? Put that puppy into play
on my side!” Who knows...people may start
playing with Demonic Hordes in an all-blue deck
just so your opponent gets control of it.

helm of Obedience

| %, Put the top cand of target opponent’s library
Into bis of bet graveyard. Continue deing thiv

' wuntll you have put X cants of a creatpre eand into

| that praveyerd, whichever occurs it If the last

| cand put inta the graveyand (s a creature card, buty
elm of Obwadhingg snd pwt that créaturs inta

| play under your contrel as though It were it Gt
X cannot be equal 1w 0.

Ritual of the Machine

What's up with taking control of your
opponent’s creatures without having to
worry about getting thwarted by a Dis-
enchant? There's Helm of Obedience,
False Demise and, of course, Ritual of
the Machine. “Ooh...that's a lovely look-
ing Serra Angel you've got there! Think
I'll put my Thrull through this little
machine here...” It's like a Terror, only
better. Hey, this card’s almost as cool as
Changeling! (“Magic: The Creations,”
InQuest #7.) Ya think those guys over at
Wizards of the Coast are reading InQuest?

Rirunl of the Machine

Diminishing Returns

Noticing a theme yet? We've already
got a Juzam and a Tutor, so why not
throw in a Timetwister? Diminishing
Returns is the mass-card-drawing tool
everyone’s been waiting for, and it's
every bit as good as its out-of-print
cousin. Sure it costs one more mana,
and you have to chuck 10 cards from
the game, but that doesn’t change
what the card does. Only have one
card in your hand? Grab seven new
ones. Yup, that sucks.

DisminiBhing Retur s

Each playet shuffles his orher
“hand and graveyard into his o
“her library. Remove the top ten

cards of vour libracy from the

‘game. Ench player draws up o

seven cards. 2

Lalke of the Dead

How would you like it if each of your
swamps could produce five mana? Don't
think they’d ever make a card like that?
Guess again. Lake of the Dead takes a
couple of turns to get into play, but once
it’s there, all your mana troubles will be
history. Third turn Sengir Vampire with-
out a Dark Ritual? No problem. Ihsan’s
Shade? No problem. Lord of the Pit? Cos-
mic Horror?? Baron Sengir??! We're talk-
ing serious mana production here. Now
you can get all the stupidest, most expen-
sive creatures out with no trouble.

S fice i twal
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Yavimaya Ants

What do you get when you cross a
Ball Lightning with a Hungry Mist? A
misty ball of hungry lightning? Not
quite. The combination looks more
like the butt-kicking Yavimaya Ants.
With all of green’s fast mana, the Ants
are just as easy to play as a Ball Light-
ning, do almost as much damage
AND they stick around for a while.
Even if you can only pay the cumula-
tive upkeep once, 10 damage in two
turns ain’t too shabby.

Elvish Spirit Guide

Wow! A 2/2 creature for three mana!
This thing rocks!!! Oh, wait a sec...while
that may be ALL the Gray Ogre has
going for it, the Elvish Spirit Guide has
this one other nifty ability that's worth
mentioning. Want to get a big creature
out early in the game? Use the Spirit
for an explosive start. Need some green
mana in a pinch when you're tapped
out? Once again, Elvish Spirit Guide to
the rescue. Just got Power Sunk for one?
Cast the Spirit Guide and beat the crap
out of him.
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Scars of the Veteran

Biggest problem with Reverse Damage?
You have to save three mana to use it
and it cant even protect your creatures.
Not only can you cast Scars of the Vet-
eran with zero mana and protect your
creatures from an untimely Fireball, you
can also make them HUGE in the pro-
cess. You Fireball my Serra for four? |
make it a 4/8! With its ability to pro-
tect up to seven points of damage for
almost no cost, Scars of the Veteran is
a must for any white deck.
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Stromgald Spy

Speaking of cool, the Stromgald Spy
may not be the most powerful card in
Alliances, but his ability is just too funky
to not mention. Sure, you could take
the easy route and use a Glasses of
Urza and look at your opponent’s
hand, but it’s so much cooler to send
the spy in for a little bit of espionage.
Now all we need is a white Summon
Spy card so we can get the Spy vs. Spy
deck going...

Seromgald Spy

b If Stromgald Spy atracks and is not
blocked, you may choose to have it
deal no damage to defending
i o plasss oAy e

ing player must play wit
his or her hand facc up on the table
until Stromgald Spy leaves play.

Let’s get this straight. ..with Mishra’s Ground-
breaker you get to pay four mana and use up
a card to make one of your lands Lightning
Bolt bait. This is a good thing? Wouldn't you
rather draw a Bog Wraith or a Phantom Mon-
ster? Heck, we’d even settle for a Hill Giant
or, gasp, Mercenaries. Oh yeah, we suppose
you could use it to kill your opponent’s lands,
but, um, wouldn't it just be easier to use a
Stone Rain or something? If you didn’t have
to sacrifice the Groundbreaker to use its spe-
cial ability it MIGHT be a decent card...

®: Sacrifice Mishra's
Groundbreaker. Target land
becomes a 3/3 artifact crénture.

[ That creature srill counts as a land.
The very ground yielded to Mishra's

i eodshes.

Ranking the Golo:s

1. Red

Big creatures, mass destruction, cards that do
damage for zero mana...red's just about got
it all in this expansion. Red still can’t deal with
enchantments, but MAN can it handle artifacts
and lands. Forget Goblins, Kobolds and
Dwarves....the apes are the big boys in red now.
The best thing about the red cards in Alliances
is that there are very few that are outright worth-
less. In fact, there are quite a few cards that will
make an impact on the tournament scene.

2. Blue

Between Diminishing Returns, Library of Lat-
Nam and Force of Will, blue has the most
powerful cards of the five colors (though
fewer of them). Complemented by a nice
mix of countering ability, library manipulation
and creature control, blue’s got a nice set of
cards. Alliances didn’t really do anything to
make all-blue decks viable, but it certainly
made blue a color to be reckoned with.

3. Green

Once again, green gained a bunch of really

T O,

good creatures. Deadly Insect and Elvish
Ranger may not be very exciting, but they
pack a lot of punch. And although Kaysa’s a
legend, green finally got a card to give all of
its creatures a boost. However, green got
shafted on just about everything else. Tor-
nado is practically unusable, and the various
new enchantments just aren't exciting enough
to put green any higher than third on the list.

4. Black

Black’s got some really funky new abilities with
cards like Ritual of the Machine and Strom-
gald Spy. Lim-Dil’s High Guard is another
useful weenie (2/1 first strike for three mana)
and Dystopia is a horrifically powerful hoser—
a must for the sideboard of any straight black
deck. Still, overall, Alliances just doesn’t add
that much to this color, There are a few really
good cards, but there are just too many that
aren't terribly exciting.

[ BTV AR

: VATIEE
White’s got a lot of interesting cards, but
nothing that'll really turn any heads. Scars

of the Veteran is funky because of its zero-
cost, but every color’s got that. As always,
white’s got some interesting, over-priced
creatures, but nothing that’s going to shake
up the play environment. Of course, white
players shouldn’t complain. With white dom-
inating the tournament scene, it's about time
Wizards of the Coast held back a little.

The Other Stuff:

The artifact mix in Afliances is pretty good.
There are some worthwhile artifact crea-
tures, and a lot of twisted new abilities that
can be added to any deck. For the most
part, the gold cards are usable, with none
costing more than four mana to cast, and no
more than one of each color mana. As for
lands, each color got a specific land. Some
are great, some are okay, but none of them
suck. It's always nice to see new lands, so no
complaints here.

InQuest editors Jeff Hannes, Pai McCallum & Michae!
Searle patiently awail the fournament-winning Mishra's

Groundbreaker deck.
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LET'S GET
READY TO
RRRUMBLE!!

Fantasy heroes, villains, gods and monsters square off in
the First Annual InQuest Invitational Tournament.

Farget your World Series, your Super Bowl, your
frog boseball tournament. You want action? Well,
pal, here's as much as you can handle. We've
rounded up the greatest fantasy figures of liter-
ature and legend, paired "em off and furned em
loose in a little something we like fo call the First
Annual InQues? Invitational Tournoment. The
result? Just some of the nostiest no-holds-barred
brawls this side of Bill Clinton vs. Bb Dole.

As full-service fight promoters, we've
induded the pertinent physical stafistics along
with round-by-round breakdowns of the actual
battles. And of course we'll tell you who won
and how they pulled it off.

We didn't specify the lengths of the rounds,
but you can assume they range from a few sec-
onds o, in the case of Sauron and Cthulhu, o few
weeks (some guys take forever fo throw a punch).
The heights and weights, however, are guaranteed
accurate; we checked ‘em ourselves with o fape
measure and a bathroom scale.

There's the bell. Let’s go ringside!

By Rick Swan

Godzilla
Height: 40 stories
Weight: One gazillion Ibs.
Reach: 20 stories
Hygiene Tip: Always clean the pedestrians
out of your toenails

Vs,

The Kraken

Height: Undetermined
{wouldn’t stop wiggling)
Weight: Ditto
Reach: Double Ditto
Hygiene Tip: Runny nose? Use a hankie,
not your tentacle

Here we have two spawn of the sea who've
overdosed on ugly pills. When he’s not spar-
ring with Mothra and King Kong, fitness-con-
scious Godzilla likes to use Tokyo for a
trampoline. The Kraken, divine instrument of

vengeance, enjoys capsizing ships and scarf-
ing down sailors. Today, they're meeting off
the coast of Norway, giving the Kraken a home
court advantage. But | wouldn’t worry too much
about old tall, green and repulsive.

Round One: Bellowing and snorting,
Godezilla splashes toward the awaiting Kraken.

Round Two: The Kraken hurls itself forward,
encoiling Godzilla in its tentacles.

Rounds Three~Nine: A couple of rounds of
thrashing and snapping give way to a few
rounds of pounding and writhing.

Rounds 10-12: The Kraken generates a
whirlpool that sucks Godzilla under. Godzilla
is dazed. The Kraken Gpens its jaws and hauls
Godzilla toward its gaping beak.

Round 13: Godzilla blasts a cone of radioac-
tive breath right between the Kraken's eyes.
The Kraken makes a funny gurgling sound.

Round 14: Godzilla admires the sunset
through the hole in the Kraken’s head, then
paddles away.

Winner: Godzilla

Batl dkusirations © Brian Doogles Ahen



Cthulhu

Height: Ate the tape measure
Weight: Ate the scale
Reach: Ate the second tape measure
Turn-Ons: Bubble baths, back rubs,
a smoldering pile of burning cultists

V5.

Sauron
Height: 5117
Weight: 180 Ibs.
Reach: 37"
Turn-Ons: Walks on the beach, soft juzz,
a head on a stick

“A monster of vaguely anthropoid out-
line, but with an octopus-like head whose
face was a mass of feelers, a scaly, rub-
bery-looking body, prodigious claws on
hind and fore feet...” Nope, that’s not an
InQuest editor after an office party. That's
Cthulhu, the cosmic abomination
described by fright maestro H.P. Love-
craft. Facing off against the Unspeakable
One is Sauron, Tolkien’s prince of dark-
ness, lord of all things dank and stinky.
Cthulhu longs to polish off the human
race. Sauron, would-be conqueror of
Middle-earth, longs to wipe the smirks off

the faces of those snotty little hobbits.
First, though, they’'ve gotta deal with
each other.

Round One: Cthulhu challenges
Sauron to a sack race. (Just kidding.)

Round One: Devious creep that he is,
Sauron decides to let his minions do his
fighting for him. He rallies a horde of
followers—corrupt warriors, dark spell-
casters, cutthroat assassins—and sends
them after Cthulhu.

Round Two: Cthulhu eats them.

mons Balrog, the Demon of Might, along
with a pack of dragon-like fell creatures.
Round Four: Cthulhu eats them.
Round Five: Frustrated but deter-
mined, Sauron rounds up an army of
orcs, led by his trusted lieutenants, the
murderous Nazgal.
Round Six: Cthulhu eats them.
Round Seven: Sauron stands alone.
Cthulhu opens a few of his mouths.
Sauron turns yellow and slithers away.
Cthulhu has a sandwich.

Round Three: Undeterred, Sauron sum-

Winner: Cthulhu

Mer(in
Height: 5°9”
Weight: 155 Ibs.
Reach: 34"
Job Title: Quintessential Good Guy
Magician

Height: 510"
Weight: 165 Ibs.
Reach: 35”
Job Title: Quintessential Good Guy
Magician

Ganda f U\z Gr
ght

In this clash of the geezers, will
experience and virtue triumph
over virtue and experience? Or
will it be the other way around?
Merlin, the all-knowing archmage
of Camelot, has been a mentor to
sorcerers and an adviser to kings.
But Gandalf ain't exactly a slouch.
As chronicled in ).R.R. Tolkien's
“Lord of the Rings,” the mighty
Gandalf has defended Middle-
earth from the forces of evil for
untold eons. This should be good.

Round One: Merlin suggests
they call off their duel. “I have
seen the future, and it is | who
will win, so what's the point?”
Gandalf declines the offer. “Send
me through the veil of death,”
he warns, “and | will return,
stronger than before.” Then he
pelts Merlin with a hail of frogs
just for being a wise guy.

Round Two: Merlin turns Gan-
dalf’s staff into a snake. Gandalf
turns Merlin’s beard into a wasp
nest, complete with wasps.

Rounds Three-Eight: The bat-
tle escalates into a flurry of thun-
derbolts, wind storms and
energy blasts. Neither mage
seems much affected.

Round Nine: Merlin conjures a
gaping crevasse that swallows Gan-
dalf, then closes. Flush with victory,
Merlin teleports back to Camelot.

Much Later: Merlin is snooz-
ing in his quarters when a daisy-
fresh Gandalf materializes at the
foot of his bed. “Told ya!” says
Gandalf, then incinerates Merlin
with a fireball.

Winner: Gandalf the Grey




Elvic
Height: 510~
Weight: 160 Ibs.
Reach: 327
Pet Peeve: Girls who like him just
for his sword

vs.

K u\p Arthur
gight: 617
Weight: 185 [bs.
Reach: 33~
Pet Peeve: Lancelot’s bad breath

Eric, the tormented hero of the Michael
Moorcack novels, is in a bad mood. Of
course, you'd be cranky too if you had
accidentally killed your girifriend and
been forced to destroy your home-
town. Arthur, on the other hand, feels
great. And why shouldn't he? He's got
the Round Table and all those cool
knights, He’s got Guinevere, the Cindy
Crawford of Camelot. He easily out-
muscles Elric, who needs spedial potions
to pump himself up. In fact, he’s pretty
much got Elric beat all the way around
except, perhaps, in the sword depart-
ment. Sure, Excalibur is one heck of a
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pig-sticker. But Elric’s Stormbringer [it-
erally sucks—souls, that is.

Round One: Elric sees Arthur
rubbing a smudge from his helm.
Convinced that Arthur has just
given him the finger, Elric
unsheathes Stormbringer.

Round Two: Arthur stands his
ground, Excalibur held high.
Elric charges.

Rounds Three—Nine: A whirlwind
of clanking, lunging and jabbing
ensues, with neither man managing
a scratch. That's especially good
news for Arthur, who no longer has
the enchanted scabbard that pro-
tects him from harm; Morgan le Fay
heaved it into a lake. (Whatta crum!)

Round 10: Stormbringer emits
a soft, black glow. Wonders Arthur,
What did Merlin say about that sword?

Round 11: Arthur nicks Elric’s
elbow. Stormbringer moans.
Think, Artie!

Round 12: Arthur hacks off Elric’s
earlobe. Stormbringer trembles and
howis. Oh yeah! The damn thing’s alive!

Round 13: Elric scores, a slice to
the cheek. Stormbringer commences
to suck. Arthur kisses his soul goodbye.

Winner: Elric

Gm{ Mouser
eight: 517
Weight: 135 Ibs.
Reach: 24"
Most Embarrassing Moment: Tried to
pick his own pocket

vSs.

Zorro
Height 6
Weight: 180 Ibs.
Reach: 36”
Most Embarrassing Moment: Put his
mask on backwards,
walked off a cliff

In this corner, the rogue: Zorro, the
masked vigilante, And in this comer, the
runt: Gray Mouser, master thief and
trickster supreme. The suave and sophis-
ticated Zorro (played by Douglas Fair-
banks in the movies and Guy Williams
on TV} is accompanied by his loyal com-
panion, the deaf mute Bemardo. The
conniving Mouser (star of Fritz Leiber’s
“Lankhmar” stories) also has a loyal com-
panion, Fafhrd, who today, unfortu-
nately, is attending a Viking convention.

Round One: Zorro instructs

Bernardo to watch his horse, Tornado,
and stay out of the way. The Mouser
checks his belt; his dagger, Cat's Claw,
is safe and sound.

Round Two: Zorro spends a
round making fun of the Mouser’s
name. The Mouser spends a round
deciding which one of Zorro’s organs
he'll skewer first.

Round Three: “Draw your
weapon!” shouts Zorro. The Mouser
brandishes his sword, Scalpel. Zorro
smoothes his mustache.

Rounds Four—Nine: Thrust, parry,
thrust, parry, smooth mustache,
parry, thrust.

Round 10: Zorro lunges, attempt-
ing to carve his trademark 7 in the
Mouser’s tunic. Mouser backs off at the
last moment. Zorro only manages a 7.

Round 11: Rattled by his incom-
plete trademark, Zorro hesitates. The
Mouser whips out Cat’s Claw and
heaves it at Zorro, zapping him a
new belly button.

Round 12: Bemardo rushes to com-
fort the fallen Zorro, who gasps, “How
come you never leamed to do that?”
The Mouser swipes Zorro's billfold and
Tornado’s feed bag, then slips away.

Winner: Gray Mouser



Odin
Height: 6"9"
Weight: 295 lbs.
Reach: 40”
Favorite Practical Joke: Giving wedgies
to Thor

vs.

Zeus
Height: 610"
Weight: 315 Ibs.
Reach: 42"
Favorite Practical Joke: Scaring tourists with
rubber dragons

This is gonna be close. They’re both
gods, virtually omnipotent and all but
invulnerable. Olympian heavyweight
Zeus favors thunderstorms, eagles and
beautiful women. Asgardian bigwig
Odin prefers blood-drenched battle-
fields, ravens and Sleipnir, his eight-
legged horse. Odin wields Gungnir, a
magical spear. Zeus is prone to—oh,
who are we kidding? They're practically
the same guy.

Rounds One-718: After agreeing to

use Earth as a battleground, they warm
up with a few plagues, floods and earth-
quakes. Neither Odin nor Zeus suffers
any damage, but the human race is
wiped out.

Rounds 719-12,043: The fight rages
on inconclusively. Earth can’t handle the
stress and falls to pieces.

Rounds 12,044-850,214: The battle
shifts to the heavens. Planets explode,

stars are extinguished, civilizations col-
lapse. Zeus and Odin remain pretty
much unscathed.

Round 850,215: Getting nowhere,
they agree to settle their differences
with a coin flip. Zeus calls heads; he's
the victor. Too bad there’s nothing left
to win.

Winner: Zeus

{ornan
Height: 6'4"
Weight: 235 Ibs.
Reach: 37”

Age of Loincloth: 11 years

vs.

Terzen
Height: 62"
Weight: 210 [bs.
Reach: 35”

Age of Loincloth: 13 years

It’s the Battle of the Beefcake
as the lord of the jungle takes
on the barbarian butt-kicker.
They're two of a kind, uncivi-
lized skull-crushers who share
a penchant for savagery, an
instinct for viciousness and an
aversion to haircuts. Tarzan,
the star of umpteen Edgar Rice
Burroughs novels and a slew
of lousy movies, is more agile
and arguably more cunning.
Conan, invented by Texan-
born tale-spinner Robert E.
Howard, has the edge in brute
strength. Conan also carries
a sword, which today he's

gonna have to leave at home;
otherwise he’d turn Tarzan
into Purina Chimp Chow. To
make it fair, we'll give ‘'em
both knives.

Round One: Tarzan crouches,
moves around Conan in a slow
circle. Conan, eyes ablaze,
allows his warrior’s rage to
churn and rise.

Round Two-Six: With a
snarl, Tarzan leaps at Conan.
They crash to the ground, a
tangle of flailing arms and
flapping loincloths.

Round Seven: “By Crom!”
shouts Conan. Tarzan looks
around for Crom, doesn’t see
him, resumes the battle.

Round Eight: Tarzan reverts
to his animalistic self and sinks
his teeth into Conan’s neck.
Big mistake, monkey boy!

Round Nine: Conan goes
ballistic. Consumed with bar-
barian bloodlust, he filets
Tarzan like a flounder. Memo
to Tarzan: Never tick off
a Cimmerian.

Winner: Conan




Thomas Covenant
Height: 5°11”
Weight: 190 Ibs.
Reach: 34”
Adversary with the Goofiest Name
(Creature Division): Drool Rockworm

Vvs.

Rend al'Thor
Height: 6"
Weight: 185 Ibs.
Reach: 36”
Adversary with the Goofiest Name
(Insect Division): Biteme

Thomas Covenant, the tortured hero
of Stephen R. Donaldson’s epic nov-
els, is the defender of the Land and
nemesis of the wretched Lord Foul.
Rand, warrior supreme and sheep-
herder extraordinaire, comes to us
courtesy of Robert Jordan’s “Wheel
of Time” series. In addition to their
literary pedigrees, these fellows have
a lot in common. They're both lover
boys; Rand’s head over heels for the
dishy Elayne, Tom'’s got it bad for his
beloved Joan. They're both handy
with a sword. And when it comes to
magic—well, let’s put it this way: On
a good day, either one of "em could

make Merlin pull the sheets over his
head and whine for his mommy.

Round One: “I have endured
starvation, beatings and leprosy,”
Thomas proclaims.

“I'wield the power of the One
Source!” answers Rand.

“I have risked death in the
Spoiled Plains, in Hotash Slay, in
Kurash Qwellinir!” -

“And | wield the power of the
One Source!”

“I command the almighty
magic of the White Gold!"

“Uh, did | mention that | wield
the power of the One Source?”

Rounds Two-Seven: Rand fires
up his Blade of Light. Tom infuses
himself with the magic of the White
Gold. They assault each other with
bolts of green lightning and sheets
of shimmering flame.

Round Eight: Though he's
bruised, scorched and mangled,
Tom keeps on coming. Rand gets
nervous. Doesn't this schmuck know
when to quit?

Round Nine: No, he doesn't. After
all, what's a few whacks from a Light
Blade to a guy who's had leprosy?
Tom perseveres. Rand withdraws to
lick his wounds and fight another day.

Winner: Thomas Covenant
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master tactician and weapons vir-
tuoso. He can use anything—and
| mean anything—to send his
enemies to the cemetery.

Round One: Jax suggests hand-
to-hand combat—no weapons.
“Fine with me,” snickers Bene-
vSs. dict, who sets aside his lance. Jax

1 lays down his walnut staff, his
BQM(JLC{ sword and his knife.

Garet 7 X
Height: 5'10”
Weight: 170 bs.
Reach: 33"
Number of Scars: 312

! Height: 64" Rounds Two~Eight: And they're
,‘ Weight: 175 Ibs. off. A left to the jaw. A right to
' Reach: 37" the kidney. A knee to the groin.
Number of Scars: 91 (but his are bigger) ~ Who's winning? Who knows?

j Round Nine=19: They continue

Bring out the Band-Aids! Two of  to beat the crap out of each
fantasy’s premier fighters are  other. This could go on all day.
about to feed each other a bag of Round 20: Late for an appoint-
knuckle sandwiches. Garet Jax, ment, Benedict decides to end
whose exploits are detailed in  it. He whips off his boot, clob-
Terry Brooks’ Wishsong of Shan-  bers Jax over the head, then stuffs
nara, is sort of a medieval ninja.  the boot down Jax’s throat.
Flint-eyed and cat-quick, he’s as Round 21: jax collapses, chok-
adept with his hands as he is with ing, cursing himself for his inepti-
a blade. Tall, thin Benedict, from  tude. But really, he never had a
Roger Zelazny's “Amber” books,  chance, How do you stop sorme-
may look a bit scrawny next to body who can kill you with a shoe?
Jax, but don’t be fooled: He’s a Winner: Benedict
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S Mah?
Height: Er... You méasure him
Weight: Umpteen tons
Reuch: Long enough
Likes: Nags of gold, barbecued hobbits

vs

Puff the Mc\ ¢ Dragon

Height: Knee-high to a grasshoppér (a really big grasshopper)
Weight: Pleasingly plump
Reach: For the sky
Likes: Living by the seq, frolicking

At first, this might seem like a classic mismatch. Puff, the
bright-eyed rascal immortalized in the excruciating—I
mean, excellent—folk song, epitomizes benevolence and
friendship. Tolkien’s Smaug, the granddaddy of nasty red
dragons, symbolizes avarice and doom. True, Smaug is
bigger and stronger, and he has that flame breath going
for him. But Puff has something better: the power of love.
For inside Puff resides the potentiality of all humanity—
nay, the entire universe—and with it the idea of utmost
goodness, the durability of moral law and the triumph of
hope over despair.

Round One: Smaug toasts Puff like a marshmallow.

Winner: Smaug. Okay, so it is a classic mismatch.

And so it ends, at least for now. We've got plenty of
other bouts on tap: Samson vs. Hercules, the Loch Ness
Monster vs. Bigfoot (see “Famous Hoaxes” on page 66 for
a preview), William Tell vs. Robin Hood, Rin Tin Tin vs.
Lassie. But they’ll have to wait until we hose down the
arena—Cthulhu left a stain. ‘

Rick Swan, who also leaves a stain, urges you to turnito the lost page of this magazine
as quickly as you can.




I Inthe wake of the first Magic: The Gathering professional

tournament comes the'coolest.Magic product sm:g?the Craw™
Giant: The Pro Tour Collector Set—Inavgural Edition;:
.. This limited-edition (only 20,000 mudde, kids!);
an sllptused set features the top eight decks from the
inaugural Magic pro tournament. Each deck features
the signature of its champion, and each card
features the'PP8 Tour card back design (Not
legal for tournament play. Whaddaya
think we are? Crazy?). With this
set, you and seven of yovr
buddies can recrente a top-
flight Magic tourna-
ment any day of?
the week. That
m you're
worthy of a
set like this.
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Publisher: Wizards of the Coast in collabora-

tion with R. Talsorian Games

Genre: Cyberpunk

Set Size: 374 cards

Release: April 1996

Packaging: Starter sefs containing one 60-
card Corporate deck and one 60-card
Runner deck; booster packs of 15 cards

Suggested Retail: 517.95 per starter set;

§2.95 per booster deck

card games

etrunner

e most precious commedity in the world is something that cannot be registered in any bank
account. It is bought and sold daily, but truly owned by none who possess it. It's information,
and the battle to control it is the core of Wizards of the Coast's latest masterpiece, Netrunner.
Netrunner's world is derived from Cyberpunk 2020, R. Talsorian Games’ vision of a dark future

when the capabilities of technology have been bent to ends that are both astonishing and terri-
ble. The Corporations plot in their skyscrapers, working to achieve their Agendas—some ben-
eficial, some malign, but always profitable. Opposing them are the Netrunners, datathieves out
to stop the Corporate plots or just sell them to the highest bidder.

These two rivals meet in The Net, the global computer network where the lines between
digital dream and reality are blurred. In Netrunner, each player assumes the role of one side.

Netrunner is played using modular turns. Instead of having a draw phase, an attack phase and
so on, each side is permitted a certain number of actions in its turn. An action can consist of
drawing a card, drawing a “bit"—a token representing money, power and influence—from the
“bit bucker,” placing a card into play or any of a dozen other things. These actions can be dupli-
cated or ignored as you choose; you design your own turn. The Netrunner starts with four
actions per turn. The Corporation gets a mandatory card draw and three actions. Extra actions
can be obtained through cards in play.

As the Corporation, your game revolves around the esmblishment and protection of data forts,
where all plans and assets are kept. Three of these are permanent Central Data Forts: Research
& Development (your deck), Headquarters (your hand) and the Archives {your discard pile).

The other data forts are subsidiaries. Think of them as World Wide Web pages on speed.
In subsidiary data forts, you'll find either an agenda or a node, Agendas are the real prizes; they
are the secret plans, the corporate takeovers, the private wars and the boardroom dealings that
are the life and death of any company. Nodes represent the other projects the company is involved
in, things like advertising, recruitment and development. Nodes are not as important as agendas
for victory, but they're easier to use and can provide lots of assets for the Corporation.

The Corporation can spend an action and a bit to advance an agenda or node, bringing it
closer to fruition. Each node and agenda has a difficulty number to indicate how many times it must
be advanced in order to take effect. A node that has been sufficiently advanced is activated and
can be used repeatedly, but stays in play in its data fort. An advanced agenda is taken out of the
game and gives the Corporation points toward victory, although some maintain an effect on the
game even after they're achieved. The Corporation wins by advancing seven points’ worth of
agendas to completion. (Or by frying the Netrunner to a crisp, But that comes later.)

The data forts are protected by intrusion countermeasures electronics—ICE. These are pro-
grams designed to keep the Runner from accessing the agendas and nodes in the forts. Some of
these simply prevent the Runner from going further into the fort. Others erase his programs and
destroy his equipment. Still others, called Black ICE, are programmed to kil the intruder or wipe
his mind completely.

The Runner's game is simpler—he must break into the Corporation’s data forts. Once he gets
in, he can access a single card. If this card is a node, he can pay a cost in bits and cause it t© be dis-
carded. If this card is an agenda, he can “expose” it, taking it out of play with no benefit to the
Corporation and keeping the victory points to himself. If the card is neither, he places it back where
he found it. The Runner wins by stealing seven points' worth of agendas from the Corporation,

As the Runner, you can attempt a break-in on any data forr, including R&D and the Head-
quarters—yes, this means you can search your opponent’s hand and deck for agendas. However,
all ICE and cards in data forts are played face-down, so you never know what you're up against
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A. Rez Cost: The number of bits E. Ice Subroutines: Whatthe
required to turn the card face-up and allow  lee does. All encountered subroutines take

ifs effects fo take place. effect unless bypassed by a Runner’s programs.
B. Card Name:Hmmmm... F. Ice Strength: The power of
C. Art:The pretty stuff. the Ice. A subroutine can only be bypassed

D. Keywords: The keywords indi- by an lcebreaker with o strength equal to
cate into which of the various categoriesthe ~ or higher than its own.
card falls. This card is lce, Bluck lce, Sentry, G Commentary: Flavor text.
AP (Anti-Personnel) and Zombie. H. I1lustratoxr: The person who

did the pretty stuff.

_ Ice-Sentry-Black lee-AP-Zombie
9 Do 1 brain damage.
* 3 Do 1 brain damage.
® 3 End the run.
Every time a runner encounters
c?ombfe again, she's gotta be
sayin’to h f “You used to
be sﬁmarrer than this!”

until you take a chance and confrontit. Is that card an agenda that can b
stolen for victory or just a node that you can trash? That Node just might
be a trap, waiting to destroy you.

In order to slip past Corporate ICE, the Runner assembles a variety of
software and hardware, which he powers by spending bits. It's vital to have an
defense—otherwise the Runner will find himself looking on as the Corporation advances itself to vic-
tory. However, software takes up space (one memory unit per program), and the Runner initially only
has four memory units that can be filled.

Each piece of software—called an |CEbreaker—is tuned to a particular type of
defense; some are built to break through walls, others to get past artificially intelligent
hunters. If the strength of the ICEBreaker is equal to or greater than that of the ICE, the
Runner can use the ICEBreaker to turn off one of the ICE's effects, or subroutines. Since
most ICE have more than one subroutine, it can cost many bits to overcome a single piece.
Get past all the pieces of ICE and you can reap your reward.

The Corporation has two other defenses that the Runner must keep in mind. The
first is the threat of a Trace; if the Corporation manages to “tag” the Runner, it knows
where he is and can cut him off from his resources. The second is the threat of dam-
age—each point of damage done to the Runner forces him to discard a card from his
hand. If the Runner is forced to discard more cards than he has, he's dead. As if that weren't
scary enough, there's a type of damage called, appropriately enough, brain damage which
reduces his maximum hand size by one, making it easier to kill him later.

One of the beautiful characteristics of Netrunner is that, even though each side has
powerful cards that might be considered “game-breakers” in other systems, the game
balances itself without resorting to forced card limits or other arbitrary measures.

The Corporation gets to go first, and may have an unlimited amount of resources
in play—after all, it has billions of dollars to spend and has been in business long before
the Netrunner bought a Fisher-Price My First Cyberdeck. However, the Corporation
gets fewer actions in its turn, and must worry about defending its sprawling areas of vir-
tual real estate.

The Runner has more actions and, some would say, more freedom in play because
all he has to worry about is himself, rather than the management of a conglomerate. The
Runner can also set the pace of the game, choosing when to attack and when to stay home.
What's the Runner 's weakness? The Runner can die.

Richard Garfield has already sent us to the heights of fantasy with Magic: The Gath-
ering and through the blood-stained city streets in Vampire: The Eternal Struggle. Now, he
completes the hat trick in the digital dreamscape of Netrunner. Download this ene to your
hard drive—it's a keeper-.

—Jason Schneiderman
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Publisher: Topps

Designers: Greg Gordon and Shane Hensley

Genre: Fighting Video Game

Set Size: 363 cards

Release: June 1996

Packaging: 60-card starter decks; 12-card

r' booster packs

Suggested Retail: $9.95 per starter deck;
$2.75 per hooster pack
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d news, video game fans: You no longer have spend all your hard-earned cash on your

vorite video game Killer Instinct. You can now spend it on the collectible card game instead. That's

ight, no more having your head handed to you by a four-year-old with freakishly fast reflexes,

With the card game, you get the added bonus of keeping your cards after someone playing Glacius
whips your butt.

The first offering from Topps, a company more known for its sports cards then trading card games,
does a good job of capturing the feel of Killer Instinct, far better than Brady Games did late last year
with its Mortal Kombat CCG. Topps worked closely with Rareware and Midway on the creation of
the game and filled in a lot of blanks surrounding the Killer Instinct world. They provided a lot of the
artwork as well as more background information on all the characters and Ultratech, the dark mega-
corporation that seems to control most of the 21st century. Ultratech is everything one has night-
mares about. It's big, It's all-powerful. The Law doesn't apply to them because they own most of the
police force. They perform atrocities in genetic mutation, like the experiment that created Riptor.
Who will stop this evil? You, hopefully. ..but hey, no pressure,

Each player wkes the role of a shadow corporation, a company living on the fringes of Ultrat-
ech’s influence. You're looking to gain enough credits to topple the mega- corporation, and
in the 2| st century the easiest way of scoring large amounts of cash is the Killer Instinct world-
wide fighting circuit. Fighters from every corner of life meet to turn each other into bloody
pulps. Its television ratings are like the Super Bowl, the World Series and the O.). verdict
rolled into one. The shadow corps that finances a winner becomes filthy rich in no time.

How do you enter the circuit? Each player stacks his deck with one fighter that your corps
has signed. And don’t warry if you and your opponent are playing the same warrior: Cloning
in the 2| st century is apparently widespread. In addition to your fighters, your deck will con-
t@in important fast effects and some of your other personnel like hackers or cheerleaders.

The card game, much like the video game, is all about duking it out with your opponent. You
begin the game with one fighter already signed. This is called a “fighter stack.” Each stack contains
seven moves, one of which must be that warrior's special attacks. This move card must be face up
on the stack to show your opponents which fighter you've signed. The move card must also be a
special move, and all the special moves in a single fighter stack must be for the same fighter.

When you're ready to begin combat, one of your fighters faces off against one of your oppo-
nent's. Each warrior begins the combat phase with 28 hit points. Combat is played out in sequences
of seven moves—cards revealed simulaneously with your opponent—uwith the players attempt-
ing to play moves they think will hit the other fighter.

All moves have speed (quick, medium, fierce) and placement (low, high, jumping) values. Moves
will land based on three things: how fast your move is, where you place your move and what move
your opponent plays. Fast moves will usually land, but do very little damage, one or two points at
most. The slower moves rarely land, but pack a punch. Shot placement is also very important. High
moves hit jumping moves. Jumping moves hit low moves. Low moves hit high moves. After the moves
are revealed, players match the top of their card against the top of their opponent’s card. If your
“bloodline,” the splatters of blood across the top of most move cards, hits his damage number, you've
hit him. If not, chances are you've just been smacked.

If you can string together the proper sequences of moves together, you can wallop your oppo-



> 1996 Nimtendo, Rere ™Nintendo

Killer fmsting ™ &

hreakllnwn,

A. Fighter N ame: fulgore.
B. Blood line: If your opponent’s dam-
age number falls within this puddle o’ blood, your
move hits him.

C. Damage: If you manage to hit your
opponent, this is how much damage the move deaks.
D. Card N ame: loserstorm!

E. Combo Markers: The left
combo marker represents the move that's being
played. The right combo marker s only used when

nent with a combo. Yep, that's right, just like in the game.
If your opponent falls below four hit points, you may be
able to land a danger move, which usually results in a
gruesome and instant end for him.

Effects remain in your hand, unless they are a per-
manent effect such as shadow corps personnel, weak
spot or enhancement, in which case they may be put in play. VWeak
spots have qualifiers such as “high fierce,” which adds a blood splotch to any one move
being played that would allow that move to hit high fierce moves in addition to what it already can
hit. After it is used once, the effect is discarded.

During a match, fighters each play seven move cards per sequence. After each fighter has
played the seven moves, the sequence is over and both players pick up the moves, discard any effects
played during the sequence and begin a new sequence using the same stack with all the moves from

the previous sequence available again. Fighters continue to battle this way, taking as many sequences as necessary to deal 28 points of damage to their

a move hits. If they hit, you get a free ‘virtual’ hit
equal to the lesser of the two hits.

F. Artwork: Sceen shot of Fulgore
blastin’ somehody.

G. Card Ty pe: Special move.

H. Special Rules: Explains what
kind of attack it is: High Medium Energy Attack.
I. Card Quote: In this cose, some
kinda computer jargon we're not hip fo.

oppanent. As saon as one fighter has suffered 28 points of damage, the match ends, and the other fighter is the winner. The loser holds up the cards
in his fighter stack, and the winner pulls out one at random and throws it in the discards pile. If the loser was unlucky enough to be hit by a danger

move, the entire stack gets discarded.
A turn works in the following order:

Draw Phase: Each player draws two cards and adds them to his hand. Hand size is unlimited. Players may exchange cards between hands and
fighter stacks. Stacks with less that seven move cards are unsigned. Since you may add any number of moves during the draw phase, stacks become

signed when they contain seven or more moves.

Promotion Phase: This phase determines who fights who. Each player will have one warrior fight. This can be random or player's can start a
bidding war. In a bidding war, ll bids are made with victory points. Players make their bids in secret and reveal them at once. The highest bid wins. If

there is a tie, no one wins. A player who wins the bidding war may choose who fights who this turn.

Combat Phase: The player in each combat with the most signed fighter stacks may play an arena card. Arenas determine where the fighters will
duke it out, and often favor one fighter, and give him added bonuses. Since each individual fight takes place separately, several fights can be going on at

once and be in different arenas.

not a move.

End Phase: Each player checks for victory. If any player (i.e., Bob) or single
fighter(i.e., Fulgore, Orchid, etc.) earns three wins, the game ends and all victory points
are totaled up. The player that can account for the most victory points wins. Exam-
ple: If Bob controls Fulgore and Joe controls Fulgore, and Bob's won a match, while
Joe's won two matches, the game ends. If it was just between Bob and Joe, the player
with the most victory points wins. Since there are no individual turns in Kifler Instinct,
this is a simultaneous check for all players.

A minor flaw in the game is that the top card of your fighter stack is shown to your
opponent. This is easily remedied, however. During playtesting, we resorted to using
each fighter's draw effect to cover the stack. Thus revealing the fighter's identity, but

Ovenrall, Killer Instinct is a good game. It is quite possibly the best fight simulation
game on the market. lts minor flaws are hidden by an easy, exciting and fun combat
system. [t mirrors the video game well enough to attract the coin-op game fans, and
well worth the money veteran gamers as well,

-Wil Chase
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L1Z DANFORTH

VITAL STATS

LiZ DANFORTH

Ider than dirt.” That’s how Liz Danforth
“ describes herself, noting that the only fantasy
game she had growing up was cowboys and

Indians. Though she loved fantasy and science

fiction, she majored in anthropology at
Arizona State University and expected that art would be
“nothing more than a hobby.”

The birth of fantasy gaming turned that hobby into a
vocation. For most of her career, Danforth has been known
primarily for her black-and-white ink work for Iron Crown,
FASA, Game Designer’'s Workshop (“Rest in peace,” she
comments) and others. Her first professional work, in 1975,
was a cover for a Flying Buffalo magazine called Supernova.
“I did a ‘supernovaing’ sun
with spaceships fleeing away
from it.”

Her work for Wizards of
the Coast’s breakthrough
collectible card game, Magic:
The Gathering, has allowed
Danforth to expand her
painting range. “If | were a
writer, I'd say | was still
finding my voice [in color
work]. Magic cards provide
the perfect venue to hone
my skills.”

Danforth lists 19th-
century English artist Aubrey
Beardsley as a strong
influence on her early ink
work. “Everything was very
sinuous and organic,” she
says. “Clean line work,
strong lights and darks—that
definitely affected my black-
and-white work.”

She also aspires to the
“otherworldliness” of 19th-
century American painter
Howard Pyle, Maxfield Parrish and N.C. Wyeth (who studied
under Pyle). “I want to achieve the...sense of [an] ‘other
place’ where you could almost step into the painting.”

Her strangest experience involved a piece called With a
Knot in My Stomach. Begun as a sketch done “in an
emotional furor” (“I'm glad | don’t feel that way anymore”
is all she reveals now), she later painted it for a gallery show.
Danforth says the piece, which shows a human body
twisted as if it were made of rags, gets more response than
any of her other work. The reaction surprised her, since she
thought the unusual art wouldn’t interest others. One
viewer reportedly said, “A lot of the pieces in this art show
are supposed to scare you, but that one really does.”

Danforth has authored a few stories published in various
game-related anthologies, but laments that she has little time to
write. “I can show pictures, but | can’t tell stories about them. I'd
like to share that aspect of my imagination with people.”

Look for upcoming examples of Danforth’s work in the
Alliances expansion for Magic, the Dragons expansion for
Iron Crown's Middle-earth CCG and the Mirage stand-alone
set for Magic.

Name: Liz Donforth
Birth: 1953 in Rockford, (Il
Occupation: Arfist and wriler

Base of Operations: Phoenix, Ariz.
Career Highlights: Artwork for

Subilety of Gue from Middke-eart The Drogons

Favorite work by another artist. .,

Hans Holbein’s The Ambassadors is a picture of wealthy,
powerful men in full Renaissance costumes—fur, gold,
velvet—but at the bottom of the painting is a gray smudge.
When viewed at an angle, the foreshortening effect creates
the image of a skull, a symbol of death hidden among the
symbols of power.

Favorite munchie at 2 a.m....

Bread, especially rye and multigrain. I'm a “breadaholic.”

Things you collect...

Unusual things—crayfish claws, strange rocks, odd
jewelry—to look at for ideas while I'm working.

Favorite TV shows...

“The X-Files,” “The Simpsons.”

Last good book you read...

The 1811 Dictionary of the Vulgar Tongue, which is full of
university slang and underworld dialect. I’d like to write a
story with characters using that sort of speech.

Last good movie you saw...

“Braveheart.” | appreciated the realistic sword-fighting—
none of this silly “Oh, you've poked me in the shoulder”
stuff, but swords really slashing into people’s faces. That
makes up for the factual inaccuracies.

Favorite roleplaying game...

I'started with [Flying Buffalo’s] Tunnels and Trolls. With so
little free time, | don’t play much, but my friends and I enjoy
using Stellar Games’ Destiny Deck: Draw a few cards to
create the atmosphere and the goal, and then just make up
the adventure as you go.

Favorite comic strips. .,

Calvin and Hobbes, Sally Forth and Dilbert.

Nickname and how you got it...

Just Liz. I've always wanted a nickname—! have friends
nicknamed Bear and Ugly John—but I've never had one.

Favorite musical performers,..

| especially like the Celtic styles; also Jethro Tull, Alan Parsons.

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

During my freshman year in high school, | dressed up as
Willy Wonka, and my friend dressed as an Oompa-Loompa,
and we went door-to-door passing out candy to the people
in their houses. We got a lot of really strange looks!

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

I would create tolerance in | people. Id solve ecological
problems. On a more selfish note, I'd make myself weigh
120 pounds.
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nd now for something completely

different...

No, it’s not a man with three nostrils, it's
an all-new collectible card game based
on “Monty Python and the Holy Grail,”
the 1975 movie by the wacky British
comedy troupe known to them and us
as Monty Python.

Put out by lllinois-based Kenzer &
Co., the proposed 300-card set should
find its way into stores everywhere this
June. So dump all your Shivans and
Moxes—all you need for this game
(besides a starter and some boosters, of
course) is a quick wit and a bit of levity.

So How Do Ya Play?

As King Arthur, your objective in the
Monty Python and
the Holy Grail CCG
is to lead your
Knights of the
Round Table in
search of the
Holy Grail.

“The way you start,” says co-designer
Brian Jelke, “is by laying out 14 cards
[from your deck] in front of you, sort of
shaped like England. You need to move
your knights through [your own] Eng-
land one space at a time. Once you get
through those cards, you get to an area
on the board in front of you that we call
Avalon, which we refer to as the Grail
Level. There you have a chance at find-
ing the Holy Grail.”

As you move through England, you'll
encounter such familiar adversaries as
hostile knights that go “Nih!” and oth-
ers that'll bite your leg off even after
you've dismembered them, a killer rab-
bit with nasty big pointy teeth, the Leg-
endary Black Beast of Aaaarrrgggg! and
all kinds of monsters. You either com-
bat them or try to outwit them. Mean-
while, your opponent’s doing the same
thing. And all the while, you're playing
cards on each other to stop one another
from reaching his goal.

Deck building can be a bit tricky, says
Kenzer President and Python co-designer
David Kenzer. “The tougher you make
your deck,” he says, “the more likely

. your England’s gonna be really
hard to get through. If you go
ahead and buy tons of cards and
you've got all the Killer Rabbits
and Legendary Black Beasts
and Frenchmen you can get
your hands on, you may
have to fight those
guys yourself.

“But there's
still strategy,
because when
you build
your deck, if

you putina
Legendary
Black Beast
or two,

you're probably gonna want to put in
a couple of Cartoonist Dies cards. The
animator has a fatal heart attack and it
eliminates=the cartoon peril. It's just
additional strategy.”

One of the key points of the game is
that each card has two abilities on it.
“You'll have a primary aspect of the
card,” |elke explains, “like an event or a
taunt or something. It'll have a picture for
example of the Frenchman, the quote
on there and some effect that would
generally harm the other player. If you
don’t want to use it for that, there’ll be
a smaller box on the side that just says
something like ‘or plus one combat.’

“We think that’s gonna be a pretty
strong aspect of the game. It'll mean that
every turn, you should be able to use a
card for something. You won't just be sit-
ting there waiting to draw out a particu-
lar type of card.”

If you like waiting for specific cards,
don’t worry: There'll be plenty of item
and weapon cards such as the Trojan
Rabbit, a Shrubbery and the Holy Hand
Grenade. Of course, these things are
pretty heavy to carry around, but Jelke
offers a solution. “All the knights have to
have a page. In order [for a knight to join
your party], you have to bring out a page
from your hand, because somebody has
to carry his stuff.

“That brings another element to the
game. Maybe you can’t hurt the guy’s
knight, but if you somehow kill his page,
then his knight will go away.”

Deceased characters go
straight to the discard pile,
or, as Kenzer & Co. call it,

the dead cart. You'll have
at least a slim chance of
resurrecting your characters,
however: The game contains
an “I'm Not Dead Yet” card.

Kenzer & Co. has added a num-
ber of unique aspects to the game
to ensure that the zaniness found in
the movie transfers over to the CCG.
“We have a quote on almost
every card,” Jelke reveals,
“and we're gonna put in
the rules that you have
to read the quote in
order to make the
card take effect. If
you wanna be a
rules lawyer




and your friend’s not reading the quote,
well, you can say it doesn’t work.

“The other thing that’s kinda pop-
ular, but some [play-testers] didn’t want

to do it, are these song cards. There's
a limited number of songs in the movie,
like ‘Brave Sir Robin.” And the idea of the
card is that it'll have a verse. You play
it on the other player and he needs to
stand up and sing the song; otherwise,
some bad effect takes place. It's noth-
ing too extreme, but at the same time
it'll be kind of silly if we start doing tour-
naments and we've got people stand-
ing up singing songs.”

That's not all. Players should be sure
they know such complex facts as their
own names and their favorite colors.
That's right, you'll be facing the Bridge
Keeper—who has trouble differentiating
between African and European swal-
lows—and he won't let you
pass until you've answered |
three questions.

“The first ones, of course,
will be easy,” Jelke says, “like
‘What's your name?’ or
‘What's your quest?” And
the third one will be a trivia
question on the movie,
the Pythons or some-
thing else.

For example:
Name five char-
acters that John
Cleese played in
the movie. And
if you answer
the question
then that’s fine;
if you fail to
answer the
question then
you're subject
to some nasty
| effect like losing
a knight. It's a
pretty unique
type of card
. S that | haven’t
seen in any other card game.”

Plenty of strange cards abound,
including the one Jelke’s currently work-
ing on, Intermission. “You play it and
your opponent has to go take a break.
You're allowed to take your turn while
they're gone, so | guess you're on your
honor. The main point is that he can’t
play cards on you then. We're gonna test
that and see how it works. | cant guar-
antee that it'll be in the final version.”

But quite possibly the most intriguing
(and potentially cheesy) card is one that
can win it all for you in one shot. “If you
have the right card,” says Kenzer, “you
can win the game on turn one. There's
a card that lets you jump all the way
to Avalon from wherever you're at
and lets you make a roll for the Grail.
It’s called Last Chance.” Obviously,
you're supposed to save the card for a
last-ditch effort when your oppo-
nent’s mere moments
away from winning the
game, but you can
take a shot at win-
ning right away
if you're dealt
the card in
% Yyour first

% hand. If

R

don't succeed in finding the Grail with it,
you're sent all the way back to the bot-
tom level,

Gan You Picture That?

The art for the cards is largely being taken
straight from laserdisc, with only a small
amount of original art being used for bor-
ders, card backs, symbols and a few other
things. With some 90 minutes’ worth of
film, there are plenty of pictures available.

“The more time | spend going
through this movie and trapping pic-
tures,” Kenzer says, “the more funny
stuff | find. There’s gonna be cards that
people look at and say, ‘I don’t know
where that came from in the movie.’

“lwas working on one last night, the
part where they just ran away from the
Frenchmen and Lancelot says something
like, ‘The fiends, I'll tear them apart.” And
Arthur’s like, ‘No, no, no,’ and he holds
him down.

“When you're watching the movie,
you're always looking at Lancelot a-nd
Arthur because that's where the action
is. But when trapping a shot for th’e
game, 'm looking at the other people’s
faces to make sure they aren’t blurry
and stuff. )

“In that particular scene, Brave Sir
Robin is hilarious. He’s got his shield ha_lf
up, he's hiding behind it, he’.s got this
petrified look on his face. | was just crack-
ing up. That stuff you just don’t s€€ when
you're watching the movie because Y?Ul‘
eyes are attracted to the action. So we've
got virtually an infinite number of cards we
can come out with.”

That being the case, the. company
has tentatively scheduled its first expan-
sion set for March of next year:

How The Quest Was Won
Backin 1993, Jelke, kenzer, Steve 1onans
son, Mark Schultz and Adam Nre[:t!)Obm-
nik decided to turn their };Oswzr:
roleplaying, into a business, and thu




born Kenzer & Co. The company’s fan-
tasy roleplaying campaign product line,
The Kingdoms of Kalamar, is slowly gain-
ing speed thanks to some positive word
of mouth, and the company’s hoping
that Monty Python will really put them
on the map.

Initially, the group wanted to put
out a board game, so they all began
searching for certain licenses, reveals
Kenzer. “Brian [Jelke] actually made this
big list of movies, and we were kicking
around some ideas. Then we decided to
seriously think about something we
might want to license. Hell, [I'm] an
attorney that does intellectual proper-
ties licensing for a living, so why don‘t
we use that? ‘

“| think | went through my movie col-
lection and started looking at them, and
I was like, ‘Holy cow, Menty Python! If
we can't sell that to gamers, then we
know we should just quit.’

— g

“So | called Brian up and he started
going through his list, and | told him to
stop because | had the ultimate game.
As | described it to him he agreed that
it was the ultimate license. The funny
thing was, it was on his list, but it was like
30 down—under ‘The X-Files’ and above
‘The Lion King."”

So Kenzer & Co. called up Python
Pictures and, since nobody was doing
anything with the license, got the rights.
It didn’t take long for the group to
change its mind and do a CCG instead
of a board game. And Kenzer & Co.’s
been happy ever since.

“We want people to be laughing out
loud when they play this,” sums up Jelke.
“We're having a great time designing it
and if people have half as much fun play-
ing it as we've had designing it so far, then
I think it's really gonna be a success.” ]

Andrew Kardon, teen heartthrob and copy
editor for Wizard: The Guide to Comics,

claims his favorite color is black—no,
blu...aaaliiiiliiiieeee!

——
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Grail's Coolest Cards

Y’know, sometimes the best
cards in a game aren’t the most
powerful or expensive ones.
Sometimes they're just the most
fun. So we asked Monty Python
and the Holy Grail game designer
Brian Jelke for his opinion on the
neatest cards in the set. Here's
what he said:

Famous Historian and Slay-
ing of the Historian: While the
Historian can help you out dur-
ing the game, if your opponent
tosses out a Slaying of the His-
torian card, your game ends in
a certain number of turns. “This
is a game winner and darkly
hilarious at the same time.”

Knights of the Round Table
Song (three cards, one verse on

Deed
| Cart

Deck

PLAYER 1

" PLAYER 2

Deck

Decd
Cort

..;, Round Table Area

each): Stand up and sing or suffer the
consequences! “I love to hear Adam
[Niepomnik] butcher this song. Espe-
cially the word ‘indefatigable.

Get On With It: If your opponent’s
moving too slow, you play it on him
and it becomes your turn. “The perfect
card to use on Mark [Schultz] and all
other slow indecisive people.”

Grail-Shaped Beacon: Castle
Anthrax and its residents, like Zoot, dis-
tract your opponent with false, uh, leads.
“Knights are drawn to it like moths to a
flame. Another game winner, and one
of the cards developed early on.”

Sir Robin: “Weak as a child but he
can’t be killed in combat because he
just runs away. Pretty cool indeed.”

The Legendary Black Beast
of Aaaarrrgggg!: Sacri-
fice someone from the
Round Table just for
encountering the beast.
Then face a nearly hopeless
battle. “This is probably the tough-
est monster in the game short of
the killer rabbit—another cool
card, but you'll have to wait to
hear about that one.”

Repression: “Allows a
knight to throw chivalry out
the window and get rid
of those pesky
peasants such
as Dennis.”

NOW

BEFORE | TAUNT
YOu A SECOND
TIME!

The Holy Hand Grenade of Anti-
och: “’O Lord, bless this thy hand
grenade that with it thou mayest blow
thine enemies to tiny bits, in thy
mercy.” ‘Nuff said.”

Get Slop Poured on You: Rude
Frenchman at Castle Aaarrgg dump...
slop... on Arthur in the movie. In the
game, your humiliated knight must
fight an opponent. “If used in con-
juction with a tough monster, your
opponent is almost guaranteed to lose
his best knight.”

All the taunt cards: “I love to read
the quotes. The effects are pretty use-
ful too. | was teaching these Swedish
guys to play at the GAMA trade show.
Imagine the sound of a Swede speak-
ing English but doing a
French accent. We're
going to be really
big in Sweden."”
—Andrew Kardon

GO AWAY

The damn French
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deserves a little respect.
By Anthony Duignan- l:allrera




THE PROFESSOR IS IN.

Dressed in a dark gray/green flannel shirt, jeans and a
pair of black slip-on canvas shoes, the stocky Foster appears
to sit in conflict with his Saturday morning audience, spec-
tators at the science fiction and fantasy convention I-Con IV.
Foster is pugnacious, articulate and at times impatient with
the kind of naive fawning Trek fans seem to heap on the leg-
endary TV show.

Case in point: the panel that Foster, Star Trek novel-
ist Barbara Hambly, comics writer Peter David and fan-
tasy writer Doug Murray are chairing: “Star Trek: Is This
Our Future?”

“Itisn't,” says Fosler.

“The quest for the slars, like all of mankind's previous
explorations, will be driven by the need to make profit,” Fos-
ter says simply. The audience, full of Trek fans, gives upa
collective groan at the harsh
reality. Foster shrugs.

“T'm arealist,” he says. “But
philosophically, 'm an optimist.”

It's a fitting and accurate
self-description.

For the last 20 years, Fos-

ALAN DEAN FOSTER

SP
OF THE

Do you give novelizations the same commitment as
screenplays or your personal work?

| approach them all with the same seriousness
and | think that’s why my novelizations have been
so successful.

People know. You don’t fool the reader. The
readers accept a book and if somebody has obvi-
ously slapped it together in a few weeks for a quick
paycheck, people can tell.

I'll put Alien up against a lot of books as a book
and say this is a good book. Nevermind that it orig-
inated as a movie. You would be surprised about
the prejudice that there is about novelization. Part
of it is because there is so much quickie, bad stuff
churned out.

Also, people don't think about novelization
in the same light. You take a book and make it
into a movie, you get an
Academy Award, Best
Screenplay Adaptation.
You take a movie and turn
it into a book, you don’t
get anything. You don’t
get no respect.

ter, &9 and the author of more =t O e VLT How did you get involved in
than 50 bookss, his latest being Bt e s A et writing the “Star Wars” nov-
Dinolopia Lost(Turner; $21.95), created by George Lucas elization and Splinfer of the
has suffered the slings and il Mind’s Eye?

arrows of both fans and critics in It was a two-book contract,

his attempt to bring credibility
to a much-maligned art form:
screenplay novelization.

From his first book in the
genre, transforming the Ifalian
schlock-female-Tarzan movie
“Luana” into something halfway
readable, to his “Star Wars"-
inspired bestseller Splinfer of the
Mind’s Eye on through the Sfar
Trek Logs and the “Alien” tril- _,Q
ogu, Foster says he has worked
fo craft those books with all the
skill, imagination and effort he
would devote to his own per-
sonal projects. Now he would  papy Horge [left).
like some respect.

INQUEST: How did you become involved

in novelizations?

ALAN DEAN FOSTER: Ballantine had bought the
rights to one of the worst movies ever made, a film
called “Luana.” It was a really hideous, purported
female Tarzan movie that combined all the worst
aspects of Italian filmmaking and, because | had a
masters in film and knew my way around a film
script, Ballantine asked if | would be interested in
making it into a book. They didn’t even have a
copy of a script for me to look at.

I watched the film, in Italian, and it was so bad
that | threw out the whole thing, except for the
bare outlines of the plot. Basically, all | did was nov-
elize the cover which was painted by Frank Frazetta.
And that’s how | began to do film novelization.

The highly suceessful Splinter of the Mind’s Eye novel
has been translated into a comic book series from

the novelization and Splin-
ter. Working with George
Lucas was one of the most
pleasurable experiences I've
ever had working with any-
one in the movie business.

George said, “l want a
sequel book. It needs to be
a book that can be filmed
on a low budget.” The idea
being that nobody knew
how “Star Wars” was going
to do, and George, thinking
ahead and obviously having
studied Walt Disney, wanted
to be able to make a sequel
utilizing existing props.

That's why the story is set on a fog-shrouded
planet; it cuts down on expensive backgrounds. |
originally had a fairly large space battle in there, but
it was cut. That was the only major change.

Do fans still come up to you and ask you to explain
Luke and Leia's now incestuous kissing scene and
Darth Vader's near death in Splinfer?

Nobody ever asks me about that. They either tell
me they liked the book or they didn’t like the book.
They were more concerned about Vader losing his
arm in Splinter as opposed to him losing itin “Jedi.”
| did get questions about that, but it's something
| have no response for.

When you start out writing a story and it ends
up becoming a mythology, it's very difficult to go
back retroactively and fix things. But these are ques-
tions you should ask George. What | suspect is that

.




he thought he was going to make a cer- :

tain movie and he wasn’t too concerned
with what he was going to do with the
23rd sequel or whatnot.

What was it like working with Lucas?

I'had a ball working with him. He's justa . ()

regular guy. He just happens to be a vision- |

ary filmmaker with lots of money, and
frankly I think he makes the movies he
makes because those are what he wants
to see and nobody else is making them.
I haven’t seen him in a great many
years and, unless he’s changed, he's still
the nicest guy I've ever worked with in
the business.
Which universe do you prefer: Star Wars or
Star Trek's?
I would prefer Aliens’. [Laughs] Actually,
| prefer Star Wars’. But really, it's apples

and oranges. One is more of a mythical f
young hero thing and the other is much §

more versatile.

| can’t really pick one over the other.
There are other things that | prefer, like
“Forbidden Planet.” That’s a better idea
for me of what | want a science fiction
film to be about.

Sure, it’s a Hollywood execution, but '

at least there’s something a little deep
there. Yes, you have the scantily clad gal,
you have the funny robot, but behind it
all, there’s something much bigger. Even
if it is a rip-off of Shakespeare.

Actually, before the Star Trek Logs, |
hardly ever watched “Star Trek.” |
watched “The Twilight Zone.” | still watch
“The Twilight Zone.” | watch it over and
over again. They did more with one guy
in a room, shot in black and white, than

{
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But the monks say he is the Devil and as
long as they keep him locked up, the
world will be a reasonably safe place. The
last time he was out was World War I.
The guy let’s him out and, sure
enoughy; it's the Devil and World War ||
starts. At the end of the episode, the
guy spends the rest of his life doing
penance for this. He finally catches the
Devil, locks him up in his hotel room
and as he’s preparing to move him, you

care what she was playing. She just hap-
pened to be a Star Trek character.

| liked Scotty, Jimmy Doohan’s char-
acter. He struck me as being less
Olympian and more human than any of
the other characters. He was the blue
collar guy, or the officer blue collar equiv-
alent, down there in the dumps slaving
away. Doing the hard work while every-
one else was hopping around getting all
the glamour. .
Following the Star Trek Logs series, you
were heavily involved with the first
“Star Trek"” movie.
| wrote the treatment for the first film,
The first five minutes of “Star Trek: The
Motion Picture,” are mine. But after that,
it was all changed. You see, as soon as
“Star Trek” became a big-budget movie,
| became an instant non-person. Nobody
asked me my opinion, and as a fan, |
would have given it freely, which prob-
ably would have puzzled them a bit more.

But that experience precipitated my
move to Arizona. | just got fed up. They
tried to keep my name off the script and
| had to go to arbitration with the
Writer’'s Guild.

How do you go about adapling scripts or
screenplays? Do you have to follow any
guidelines laid out by the film or TV
show's producers?

Generally, I'm left alone and | approach
it as a fan, as someone sitting in a
movie theater who wants to see the
best movie possible.

When I'm doing a novelization, |
essentially get to rewrite the movie and
Iry to fix as many of the mistakes as I can,
and add as much inter-

a lot of the shows today
make with big budgets
and a big cast.

What is it about “The
Twilight Zone” that sets
itapart from other shows
like “The Outer Limits” or
“Star Trek"?

The writing. The writing
and the acting as well.
My favorite “Twilight

“THE QUEST FOR THE
STARS, LIKE ALL OF
MANKIND’S PREVIOUS
EXPLORATIONS, WILL
BE DRIVEN BY THE NEED
TO MAKE PROFIT.”

esting material as | can.
Those are the two
main things you try to
do. Sometimes they let
you get away with it
and sometimes, like
with “Alien 3,” which |
wrote a completely dif-
ferent ending for and a
whole bunch of differ-
ent stuff, they say, “No,

Zone” episode was called
“The Howling Man.” It was written by
Charles Beaumont, a writer who died
young, around 42. You talk to writers like
Harlan Ellison and Norman Spinrad, all
these guys looked up to Beaumont.

It's about a man lost in Europe in the
mountains in a terrible storm, and he’s taken
into a monastery and he hears a man howl-
ing, he hears this horrible howling sound.

He goes up, finds a man in the cell
[who] tries to tell him the monks are mad
and they’re going to lock him up too.

561QUE$T

see the maid’s hand reach for the key
to the hotel room door because of the
howling coming from the room. It was
very, very eerie and done with practi-
cally no money.

How about “Star Trek"? You obviously
walched enough episodes to familiarize
yourself with the characters. Do you have
a favorite Star Trek character?

That's a good question. Nobody has ever
asked me that before. | was always very
fond of Nichelle Nichols’ character. | didn’t

you can’t get away with that.”

Your appreach to film novelization has
somelimes pui you at odds with the movie
indusfry's powers-that-be. What happened
with your novelization of “Alien 3"?

I can’t tell you that because of the 20th
Century Fox contract. But let me see
what | can tell you. There's no gratu-
itous death of the little girl, which was
Ripley’s motivation for living and fight-
ing. Ripley doesn’t die in the end. And
little things, like you don’t have 23rd



century guys looking for batteries for
a flashlight—those common 20th
century anachronisms that Holly-
wood doesn’t deal with.

Obviously you're a big sci-fi film fan.

Do you have any favorite movies?

My favorite? “Forbidden Planet.” But
I have too much of a soft spot for it.
It was kind of a formative film for me.
I think it was for a lot of people my
age. | saw it at a drive-in movie when
it came out.

There are two excellent science
fiction movies and one pretty good
one that came out in the 1950s. The
two biggies were “Forbidden Planet”
and “The Day the Earth Stood Still.”
The other is “This Island Earth.” It has
very good special effects; the aliens
were not horrible monsters. But “Star
Wars” is up there and “Close Encoun-
ters” is also up there.

Do you have a faverile science

fiction book?

I'have to give you a handful of stuff.
Men, Martians and Machines by Eric
Frank Russell which contains the first
great story in science fiction that uses
ecology, in my opinion. Any collection of
Robert Sheckley short stories, Arthur C.
Clarke’s Childhood’s End and Asimov’s
Foundation Trilogy.

Where do you take your inspiration from?
A lot of it comes from my travels. | was
dmMazed that when | met these literary
90ds of mine that they never traveled.
They were very much stay-at-homes.
Their idea of a big trip was to go from
L.A. to New York. There were few excep-
tions |ike Harry Harrison and his wife, but
Ot many. So my travels do inspire.

| just finished a novel that's set in con-
temporary Papua, New Guinea, that is
neither science fiction or fantasy. It's
called The Last Paradise. | just turned it in
and my agent’s going to option it.

It's a contemporary adventure story

can do today are wonderful, but |
find it's very repetitious and | find it's
a lot of shoot-"em-up.

I had very high hopes for “Third
Rock from the Sun.” It's very nicely
acted. John Lithgow is, of course,
wonderful, as is Jane Curtin, but it’s
terribly written. You get these huge
disappointments one after another.

I'll tell you a TV show | watch reli-
giously, “Re-Boot.” | know it’s can-
celed, but how they did that week
after week was incredible. It's won-
derful stuff.

You've written extensively in both the
science fiction and fantasy genres.
Which do you prefer?

| prefer to write science fiction. The
fantasy novels are very light. | have
a book that just came out called Mad
Amos, which is all western fantasy.
It's a series of stories about a moun-
tain man who is a little more than he
appears to be. But those stories are all
light and fun.

There's more meat to science fiction.

Anthony Duignan-Cabrera never really cared foo much

about the infamous “Luke and Leia Kiss.” He was much
more concerned with the “Han and Chewie Hug.”

about an American guy who is having a 1!

tough time of it because his wife and - **
children were killed in an accidentand he |~ =

goes there to find himself.

Which is easier for you to write: characters 1

or situations and plotting?

The easiest thing for me is describing
alien worlds. | have a good time describ-
ing aliens and alien worlds. For me to
do Midworld and 20 years later do a

| travel where | can. And where | can't,
| make it up.

Which characters are the most difficult?

The human characters are the tough-

or fantasy creatures, but real
human beings are difficult.
Maybe because they’re so famil-
iar to people. You can fudge more
with an alien, but with humans, every-
one is a critic.

Do gou keep up with any of the current crop
of sclence fiction TV shows now airing?

| try. The “Star Trek” stuff is very well
done, it's beautifully done. They've got
a proper budget. The special effects they

From dinosaurs to giant ostriches, Foster's
populated his universes with @ wealth of
fantastie creatores.

e FREE

ASS0OCIATION
We gave Alan Dean Foster o word association fest
and asked him to fire off the first things that came:

 into his head after each concept.

~ Star Wars: George Lucas. Proof science fiction
sequel, well, that jungle is as familiar to |
me as any on Earth. | love to travel and |

could make money at the movies.
Time travel: H.G. Wells. Great concept. Proba-
bly mpos-:ﬂ:la

i " Asimov: Robots. A wonderful man who lived

to wrife.

F AIens.Sumsofmyfmrile people.
Future: | wish |

est to develop. Aliens | find very easy, ||

The Futu _mliwunuthorSO[lyenrs
Star 'n&zr Importantin s day: s become

0 mgglat around its own shoulders.

y: A 14-year-old with the soul of a poet.

Space: Nice place fo visit but | wouldn't want to

live there.

War of the Worlds: A great Classics Iflus-

trated comic. | never read the book, but it was

a great comic.

Artificial Intelligence: I'd ike o non-human
whether it’s an alien or o machine. Id pre-

n, Imi I ,sattlo ra mudune that can




DUELISTS' CONVOCATION

NORTH AMERICA

When you're a member of the Duelists' Convocation™,
every match you play in a DC sanctioned tournament
counts toward your official international ranking. The
more you win, the higher you're ranked. As a top
ranked DC member, you could land a spot on the
$1,000,000 Magic: The Gathering® Pro Tour™!

DC MEMBERSHI

Legend Membership in the Duelists’ Convocation provides you with
the ultimate competitive advantage in Deckmaster® tournament
competition: The Legend Membership gives you a-ranking, more
information, more privileges, and access to more cool stuff than
your average tournament player. In short, it gives you the edge you
need to be the best!

Mana Membership is available for all tournament competitors who
just want to get ranked. By competing in a DC sanctioned tourna-
ment, you will automatically receive a membership card and entry
into the DC database. . . for free!

oimmns

Legend Membership $12.00
Special Subscription Rate Exclusive to Legend Members:

Six issues of The Duelist  $14,95
For credit card orders and membership renewals

call 1-619-738-2379.
Visa, MasterCard, Discover
For membership and sanctioning informatio

call (206) 204-8032. A ; ‘

Or send with payment to:  § - .
The Duelists' Convocation - o
Wizards of the Coast ﬁ' B - oy’ ¥
P.0. Box 707 .

Renton, WA

98057-9916

d

LEGEND BENEFITS

The Legend Membership gets you
ranked and gives you more:

e A Duelists' Convocation
membership card—exclusive
to Legend members

e - Special subscription rates for
The Duelist™—Wizards of the
Coast, Inc’s official Deckmaster
magazine

e Two playable Magic: The
Gathering cards, featuring
unique art available only to
Legend members

e A collectible Magic: The
Gathering poker deck

e Special discounts on Duelists'
Convocation merchandise

e ... plus surprises too cool to
mention here!
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SIMIPLE STRATEGIES and DECHK DESIGIX
Tor BECIRKELS by david wil(gusss

Legend of the Five Rings is a game of strategy, skill
and honor. The Emperor lies dying

and it’s your job to win the throne

for your clan. We'll start by talking

about the strategy involved, then

branch off into how a deck is con-

structed with nothing more than the

cormmon cards you already have.

Gather your clan and read on!

Strategy

Fiefs: In the first few turns of any game,
you'll want to focus on your fief. Bring-

ing new gold-producing holdings into
play is always more important than bring-
ing in personalities. Holdings will give you
the gold you need to bring in other cards.
If a personality is your first turn’s “purchase,”
then you’ll be one turn behind your oppo-
nent in your gold production.

Dynasties: You want to go through your
dynasty deck quickly. It may be painful to dis-
card a personality like Ogre Bushi or your Clan
Champion, but if you don’t have the money
or honor necessary to bring him into play,
he’s simply filling a province that might
provide a better card. The provinces
give you the ability to draw up to
four cards a turn from your dynasty
deck. If your opponent is putting two, three
or four dynasty cards into play per turn, you won't sur-
vive very long by bringing out one card per turn.

Once you have a few holdings in play, hire some per-
sonalities and look for combat. It's important to attach fol-
lowers to your personalities, since they provide a buffer against
ranged attacks as well as the sheer numbers that are often the
keys to victory.

Battles: When you enter battle, you need to
realize that it can be won or lost in several dif-
ferent places. Before the battle begins, cav-
alry units can use their speed to attack
an undefended province. To
defend against cavalry, your
own cavalry is best, but
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After the defender’s made the first move, plenty of tactics
can still affect the battle’s outcome. For instance, play Deadly
Ground if you're ahead on force so no new battle actions can
be played.

Two things to remember: Your opponent can't do anything
until you resolve your action. And when you play a card or
battle actions that allow youto action is as important as what you play.
change provinces are also use- Duels: Duels are another good way to gain honor and elim-
ful. This will allow you to match  inate the deadlier personalities in your opponent’s family. Never
your more powerful infantry up against the challenge a personality with a higher chi than your own, since
speedy but less numerous cavalry. they can strike immediately and win. Remember, you can

Once battle is engaged,
it's time for the first battle action. Since the
defender always goes first, this advantage
can be used to win the battle a great deal
of the time. This is the best time to play a
terrain card, because your opponent can't
play one while yours is in play. It's also a
good time to use ranged attacks or Fear.
Since this action is before your opponent
can add bonuses to his personalities or fol-
lowers, your ranged attack can kill them
before they get too big. Also, if both sides
have archers, letting loose your arrows first
will make sure he can’t release his.

When you're being attacked by a large
army, it's probably not to your advantage
to throw your units in front of the province
if you know they’ll be killed. Even if the
province is saved from destruction, you
won’t be able to defend your other
provinces. Your best bet is to combine your
defenders to win one battle rather than
split them up. You might have fewer
provinces, but you'll have enough troops PP
to keep the remaining ones around. Also, 779
if you do win the battle, you'll have reduced SANCTIFIED TEMPLE
your opponent’s number of troops.

45{&4
o hs
e Romss

Card Dissection
A. Force: How big and bad your personality is.
B. Character Name: The name of your personality. In Rokugan,
like Japan, the family name comes first.
€. Chi: The personality’s power and strength. Used for duels against
other personalities and by the shugenja for casting spells.
. D. Minimum Family Honor: Your personality won't work for any
Dragon Clan Samurai » Cavalry &2 family with less honor than this.
_Battle: Bow for a Ranged 3 Atinck. E. Gold Cost: How much a personality’s services will cost.
With the soind in his face, he rode by their F. Personal Honor: The honor rating of your personality.

spearmen, dodging thrusts as his aim rested on
ot s o G. Text: Gives clan affiliation (if the personality is a samurai or a

shugenja) and tells what special abilities the personality possesses.




increase your personality’s chi by adding
the focus value of cards you discard from
your hand.

If you can create two duels in a battle,
try using low focus values in the first duel
and saving your big numbers for the sec-
ond, more important foe. If you're going
to be challenging your opponent to duels,
you should have some cards that penal- |
ize dishonored personalities. If their per-
sonalities refuse the duels, then you can
bring shame upon their family or they
may even commit seppuku in a fit of
despair.

Honor: The imperial favor is a big ben-
efit for the most honorable player. You
can get the favor unopposed when you
have more honor than your opponent, so
you should do it whenever you can afford
to. Even if you use the favor simply to
draw an extra card from your fate deck,
this can be very beneficial. |

The ability to prevent honor loss or
restore a personality’s honor are impor-
tant and occasionally very valuable. The
best use of the favor is to remove a unit
from a battle. This can be used to win
close battles by removing a single big unit
from combat or saving a unit that’s about
to be destroyed. Finally, the favor is very
useful in protecting your provinces from
destruction. By removing the attacker’s
largest unit, they may not have enough
force to destroy the province.

Diplomacy: In a multiplayer game,
diplomacy with the other players is as
important as the cards you play. In a two-
player game, overwhelming force is a
viable strategy, but if in a multiplayer game |
you anger the entire empire—the other
players—your family is destined to be
short-lived. The first player to race toward
political victory (40 points of honor) is
likely to be attacked by one, if not all, of
the other players. On the other hand, it’s
very difficult to destroy all the provinces
in the game, so political victory is com-
mon in multiplayer games.

Deck Gonstruction

Your first decision in constructing a deck |
is which clan to play. This is going to be
the biggest decision you make, so a few
comments on each clan are in order:

» Crab: Lots of defense and force but lit-
tle honor, chi or magic. This clan fits best with quick strike or
defensive decks.

* Crane: Honor—and to a certain extent gold—is the focus of
a Crane deck. It isn’t good at combat but is formidable in a
multiplayer game or for a fast honor
victory.

» Dragon: Dragon does everything fairly well. It is probably the
best of the clans at dueling but not particularly great at amass-
ing honor.

Clan
‘Unicorn Tl g g e
. 1 Chqunnthanum Fsﬁval- ;
2 Diamond Mines
1 Glimpse of the Unicorn
~1Inheritance
1 luchi Daiyu
3 Jade Works
1 Master Smith
3 Matsu Agetokis
1 Moat
3 Moritos
1 Ogre Bushi
1 Oni no Tsuburu
1 Oracle of Earth
>4

¢ Lion: The Lion
clan has some of the

best attacking personalities, and the house ability adds to thts

Lion is strong in honor, so both victory conditions are repre-
sented. However, Lion is weak in magic and has little money with
which to begin.

« Phoenix: Phoenix tends to start slowly, and you will need some
samurai to support the shugenja, but when their magic is
released the game is probably over.
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* Unicorn: Nearly all Unicorn
personalities are on horseback,
and the ability to attack and
destroy undefended provinces will give you a
resource advantage later in the game. The Uni-
corn clan has the highest starting gold production,
which makes up for mediocre magical ability and low honor.

Design your clan’s deck in two parts: your dynasty deck
and your fate deck. The former should be the focus of your
attention.

The first thing to look at is the ratio of cards. Having the same
number of personalities and holdings is a good mix for the
dynasty deck. You don’t want to have more than 15 to 20 per-
cent of your dynasty deck made up of event cards. Events are
wonderful, but they don’t add to your fief’s resources.

In a 40-card dynasty deck, a good design would be four
events, 18 personalities, 16 gold-producing holdings and two
holdings that produce special abilities.

You'll want to have some of the holdings specific to your
clan, but that only makes up a few of your cards. Make sure that
your stronghold can bring in most of your holdings. You'll
want to get a gold-producing holding out on the first turn,
and you'll need about 40 percent of your dynasty deck to be
gold producers for that to be likely. If you don‘t get a gold
producer out on the first turn, consider discarding all four cards
from your provinces.

If you plan on winning via honor, you’ll want a handful of
honor-producing holdings in your deck as well—about 10 to
25 percent of your dynasty deck. Of course, this depends on
how quickly you're trying to gain honor and how many of
your honor-producing holdings can give you gold.

Choose personalities based on what you're trying to do.
Decide early if you want to use magic and how often. The
shugenija are the only personalities that can do magic, but they
are useless in battles (except for their spells, of course). You
need to decide if force is more important than chi (battles vs.
duels) and whether you want to save some gold on personal-
ities with higher honor requirements.

Make sure that some of your personalities have low or
no honor requirements because an unfortunate honor loss
could make it difficult to bring in enough personalities to
protect yourself.

Mastering Legend of the Five Rings

Learning Legend of the Five Rings is not difficult, but mastering
it is another thing entirely. Those looking for more advanced
tips should begin by reading the two books that were primary
source material and inspirations for the game: The Art of War
by Sun Tzu and The Books of Five Rings by Miyamoto Masashi.
They were invaluable in creating Legend of the Five Rings and
are a must for the player who wants to be a master. “

Legend of the Five Rings designer David Williams was born
and raised in Syracuse, N.Y., by his loving parents, but the inces-
sant rain kept him inside too often and games were the only thing
to do. He recently turned away from a lucrative career in engi-
neering to be peor and happy playing games.

kafgard fo. Get

This is a terribly popular card because it allows a
player to bring human shugenja—elemental wizards—

into play for free. As my great uncle once told me,

“Free is a very good price.”

|

Unit with [

o howed
troop card

Stronghald LW

Dynus!y Holdings ij(

Provinces

e

Bowed unit

Discard Discard

The Plaxt YUhg Fleld

A. Personality Cards: The characters who do your fighting.

B. Units: The cards attached to your personality..

C. Stronghold: Your clan’s home. It's the card shown on the
back of the box.

D. Holdings: The cards that tell you how rich you are.

E. Provinces: Your lands. You want to keep these around at |

all costs.

F. Dynasty Deck: Where your personalities, provinces and
holding cards come from.

G. Fate Deck: Cards that support your personalities.

H. Dynasty Discard Pile: This one ain’t too hard to figure

out. Yep, it's where you discard your dynasty cards.
I. Fate Discard Pile: C'mon, think about it.
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ALWAYS BUYING out-of print Magic Collections. -

QOriginal Black Lotus Painting on display and for sale
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the Star Wars Card Game Due out this summer
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You can win just by looking around this issue of InQuest. On pages other
than these two, you’ll find three images of the Eye of Sauron (the
famous—and disturbing—Middle-earth icon) that look just like the one
below. But what pages are they on? Fill out the coupon below and tell us.
A random drawing from among all entries that discover the eyes will

determine who gets lots of cool prizes like these:

Cool Prizes
Grand Prize (1) One lucky winner will get a specially recreated framed version of
{complete with moon letters), signed and numbered by artist Audrey Corman! Only three of these exist, and the
InQuest contest winner will get #11

The grand prize winner will also get a Middle-earth: The Dragons Limited Edition complete set (all 180
cards), two display boxes of Middle-earth: The Dragons Limited Edifion booster packs, a rare press sheet from
the Middle-earth: The Dragons Limited Edition set, four Middle-earth: The Wizards Limited Edition starter decks,
eight Middle-earth: The Wizards Limited Edition booster packs, three each of all existing promo cards for Mid-
dle-earth (including The Wizards Limited and Unlimited and The Dragons), and a “Thror's Map” card (from the
Middle-earth: The Dragons set) autographed by Audrey Corman! Whew!

Second Prize (3): fach of the three lucky winners will get a dis-

p[ﬂy box of Mfdﬂ"?f?ﬂﬂh The Drﬂgons Limited Edition hooster }]ﬂ(kS, four Mid- Fi" this SU(ker UUt, put n in an envelope und Send i’ to:

Firid the Eqes,

dle-earth: The Wizards Unlimited starter decks, eight Middle-earth: The Wizards
Unlimited booster packs, one each of all those Middle-earth promo cards, and
that wacky “Thror's Map” card autographed by Audrey Corman.

Wiri the Treasvure

Third Prize (20): fach of 20 inners gets 10 Middle-earth: The

Dragons boosters, two Middle-earth: The Wizards Unlimited Ed. starfer decks, C /0 WiZUi’d Press PO. Box 118 Congers NY
four Middle-earth: The Wizards Unlimited Ed. boosters, one each of all those Mid- : 4 !
dle-earth promo cards, and our ol friend, the autographed “Thror’s Map” card. 10920-0118. Deadline is -’Uly 31 , 1996.

Deadline is July 31,1996

Zonk! (1) One—ahem!—Iucky randomly drawn winner will get a silly,
tacky, cheesy, stuffed plush dragon doll. Enjoy.

The three eyes you gotta find look like

This month’s this, and do not have a black border!
contest is spon- They're just stand-alone eyes!
sored by Iron Crown
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Age: 4 s
¥ dd
w.l A Ja Address .
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pame, date of hlﬂh‘1 address, ily, stafe, zip and telephe o on the official entry
or 0 3-by-5-inch index card and attoch your answar. Ent ou like. Mail each ennr $epa-
,melBy to; Find the Dragons, Win the Treasurel Cotest, ¢/o Wizard P . Box 118, Congers, NY 10920-
118 Ho mechanical reproductions of complated forms are accepted, but you can photocopy the entry form State
before fﬂhn%n outifyou don't want to mess up your magazine. All enires become property of Wzord Press e e -
and none will be returned. Alltaxes (fedaral, stole and local, i any) will be the responsibility of the prize win-
pers. No cash equivalent or substitute prizes il be offered. Prizes ore awardzd in the nomes of the contest

inners and ore not tronsferable. Offer void whoro prohibite, regulated or restricted by law in o manner incon- .
istant with the purases and rules hereof, Can you guess wha I've got in my pockelses? All entries must 1IP:
bo received at cqln!:;| headquarters by July 31, 1996. Wizard Press is not responsible for lost, late
misdicected or mutich f tres. Odds of winning will e determined by the number of valid entries received

jor o the ‘L':is'“gi .““’b" the contest. Priza winners will be selected by random drmeing from amang all prop-
urly completed entries by Wizard Press. Drawing vill take place on gugusl 15, 1996. Phone: )

For o list of winners, available qfter Af/q
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FIND THE EYES, WIN THE TREASURE
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One of the greatest
fantasy creatures of
all time is one you’ve
probably never heard
of: the Egress.

The great circus promoter P.T. Bar-
num created this monstrosity one St.
Patrick’s Day nearly 150 years ago. Bar-
num was renowned for his freakish
sideshow exhibits, so when he added a
new attraction to his exhibition hall that
day, a buzz went through the milling
crowds. Amid the various displays of
two-headed sheep and fossilized mer-
maids, Barnum had hung a mysterious-
looking curtain next to one of the walls.
A sign above read, “This Way to the
Egress.”

Eager to see what hideous mistake
of nature an Egress might be—some
mad cross between an eagle and a
tigress?—people lined up and started
filing through the curtain...only to find
themselves deposited in a barren alley
behind the hall. As promised, they had
been shown the egress—it means
“exit”"—and to rejoin their families
inside they would have to cough up
another admission fee.

For hundreds of years, and for prob-
ably much longer than that, the pub-
lic has proven notoriously willing to
believe the most preposterous claims
of ghosts, sea serpents, aliens and other
supernatural phenomena. All you really
need to start a hoax is a good piece
of fake evidence and a well-executed
PR campaign. Heck, you don’t even
need the fake evidence.

Don't believe me? Well, welcome to
the mysterious world of...the Egress.

Cue “National Geographic” theme.

The Yeti, Bigfoot and
Sasquatch

Nothing seems to bring out the public’s
gullibility quite like hairy apemen running
around in a forest. People, in fact, are much
pickier about details in movies than they are
about reality. All it takes to ruin believabil-
ity in a movie is one shot of, say, a giant zip-
per running down Chewbacca’s back. But
whenever some redneck gets liquored up
and goes stomping around the woods with
a big wooden foot, half the country goes
on Sasquatch alert.

In North America, Bigfoot and
Sasquatch sightings date as far back as
1840, while in Tibet and Nepal, Yeti sight-
ings go back hundreds of years. Believers

claim these enormous hairy bipeds are
“missing links”"—primate creatures some-
where between apes and humans—that
have survived in tiny isolated colonies since
whenever they first evolved. While this may
well be true, a lot of the evidence that's
been turned up is, well, about as genuine
as aerosol cheese.

Yeti scalps purchased at great expense
and smuggled out of Nepal have proved
to be'ordinary goat skin, a yeti hand found
on display in a monastery turned out to
be a snow leopard’s paw, and a famous
photo of a yeti taken in 1986 was later
shown to be a photo of a rock. How any-
one could mistake a rock for a Yeti is
unclear. But then again, people used to
think Billy Joel was good, so go figure.

Meanwhile a little closer to home, in
1982, Washington state park ranger Rant
Mullens admitted that ever since he
started working in forestry in 1928, he
had been planting fake Bigfoot evidence.
Mullens had carved a pair of big feet out
of wood and would walk around leav-
ing tracks near Mount St. Helen's. Hik-
ers got so excited about finding Bigfoot
trails, he decided to enlist some accom-
plices. Together, using about six pairs
of wooden feet, they spread tracks across
the Pacific Northwest. Somehow, you
just knew a guy named Rant would be
behind the whole thing.

Speaking of fake tracks, students at
Cornell University awoke one morning in
the '20s to find a strange creature had
roamed around the Ithaca, N.Y., campus
the night before, leaving a trail in the fresh
snowfall. The science department came
out and examined the footprints, which
they announced were from a rhinoceros.
The trail led to nearby Beebe Lake, where
it ended abruptly at the edge of a large
hole in the ice. The professors decided that
somehow a rhino had gotten loose and
ran across campus, only to fall in the frozen
lake, where presumably it drowned.

Since Beebe Lake was Cornell's water
source, students immediately began report-
ing a distinctive rhino taste in the drink-
ing water. Concerns for public health were
raised and some of the students started to
get hysterical, but the matter was soon
resolved. Student Hugh Troy admitted to
faking the whole thing with a wastepaper
basket shaped like a rhino foot.

Reports of rhino flavor in the water
dropped off sharply.

The Loch Ness Monster
Like Bigfoot, the Loch Ness Monster is
frightening not so much because of its

alleged size and sheer physical power
but because it's just so '70s. CB radio,
Billy Beer, sideburns, the Loch Ness
Monster...they all kind of run together
in a syrupy haze that leaves a bad taste
in your mouth, like Tang mixed with
Count Chocula.

Anyway, Nessie believers claim that
10,000 years ago when Scotland’s Loch
Ness was still part of the sea, something
big swam in there and got stuck. Maybe
it was a plesiosaur, maybe it was a zeu-
glodon, maybe it was a big fat slug. What-
ever it was, it survived and had a little
family and now it spends all day posing
for grainy photographs while cleverly
avoiding radar detection. As with Bigfoot,
Nessie may really exist, but she’s not doing
much about discouraging hoaxes.

In 1933, the British press started
receiving reports that a flippered beast
with a snake-like head had been spotted
in Loch Ness. Reporters sent to investi-
gate made no direct sightings, but when
they found a trail of unusual prints along
the shore, they declared the creature was
real. But when the British Museum exam-
ined the prints, they found they had been
made with an umbrella stand shaped like
a hippopotamus foot.

More recently, in 1975, naturalist Sir
Peter Scott held a press conference where
he presented “conclusive” evidence of
Nessie's existence: Three photos that he
claimed were genuine pictures of a pointy-
finned Ness creature he named Nessiteras
rhombopteryx. The press was less convinced
than Scott, and when somebody figured
out that Nessiteras rhombopteryx was an
anagram of “Monster hoax by Sir Peter
S,” the whole thing fell apart.

Loch Ness is not the only lake in the
world to sport such monsters (or such
absence of monsters, as the case may be).
Perry, N.Y., was terrorized in the summer
of 1855 by a hideous serpent lurking in
nearby Silver Lake. The town formed armed
patrols to defend against the creature,
while tourists came from around the coun-
try, hoping to catch a glimpse of it.

Finally the beast’s reign of terror ended
when flames broke out at one of the local
hotels and firemen discovered a canvas
sea serpent hidden in the attic. The hotel
owner had created a fake scare in order to
attract visitors to his hotel. (And you
thought that only happened on “Scooby
Doo"!) Today, Perry celebrates a Sea Ser-
pent Festival each year. So there.

Ghosts

Sea serpents weren't the only slimy mon-
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sters crawling around in the 1800s; ghosts
were popular too. In fact, spiritualism was big
business in the 19th century. If you could
convince people you had a gift for contact-
ing the spirit world, you were pretty much
set for life. The wealthy were only too happy
to hand over large sums of cash for the priv-
ilege of communing with their deceased rel-
atives in séances. This begs the question
“Why?" After all, isn't Aunt Gladys’ spirit just
going to talk about her gall bladder opera-
tion over and over, the same way she did
when she was alive?

Anyway, whether or not there’s a spirit
world, there were certainly plenty of peo-
ple willing to capitalize on it. American
medium Daniel Home, for instance, man-
aged to amass a fortune based entirely on
ordinary sleight of hand techniques. Spec-
tacular events were common during Home's
séances: The table would mysteriously rise
and spectral hands would appear, caress-
ing Home's trance-wracked face. In fact,
Home had learned how to acrobatically bal-
ance a table on his knees and lift it without
showing any sign of effort, and he would
smear his own hands with olive oil and phos-
phorus to create the “spectral hands” effect.

People were ready to pay Home hand-
somely for his services, but he knew that if
anyone ever caught him he could be arrested
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for fraud, so he never actually asked for
money. Instead, he set out a bowl and let
people make whatever “love offerings” they
saw fit. Social propriety being what it was,
Home collected anywhere from $500 to
$1,000 worth of “love offerings” a night.

Home did come close to getting caught
once. While conducting a séance with the
British poets Robert and Elizabeth Barrett
Browning, Home managed to conjure up
the face of a little boy who claimed to be
their deceased son. The spirit encouraged the
poets to keep writing.

The next day, Home learned that while
the Brownings had in fact lost a child, it was
due to a miscarriage. The baby had never
been bom, much less become a young boy.
At Home's next séance, the ghost of the
Browning child returned and explained that
he had grown into a boy during his time in
the afterlife. Suddenly, someone at the table
reached over and grabbed the spirit, only
to discover he was now haolding Home's
foot painted with the face of a little boy.
Home quickly snatched his foot away and
went on as if nothing had happened. Some-
how, his reputation was never hurt by this.

Perhaps inspired by Home's brazen tech-
niques, Boston medium Hannah Ross began
offering her distinctive services to grieving
parents in the 1880s, During a séance, she

could make the spirit of a parent’s deceased
baby actually materialize in real human flesh,
Ross would stand in a curtained cubicle in
a darkened room while the parents sat
nearby. As Ross called to the baby, suddenly
the child’s face would appear in front of the
curtain. The parents were welcome to touch
and kiss the spirit, and those who did
remarked on how warm it seemed. Ross
continued this for years until finally, in 1887,
a newspaper revealed that she was paint-
ing baby faces on her breasts and poking
them through the curtain.

The Cardiff Giant

Another traditional arena for fakery is the
carnival sideshow. It's not enough that we
have to shell out four bucks for a runny corn
dog only to lose it on the Tilt-a-Whirl, we
also have to pony up to find out that Nature’s
Cruelest Mistake is really just some thumb-
less tailor from Cleveland wearing a pros-
thetic head. Oh well—you live, you learn.

One of the most famous sideshow
hoaxes in history was the Cardiff Gjant,
which successfully fooled most of the Amer-
ican public. In 1871, New York cigar man-
ufacturer George Hull had a midlife crisis,
Worried that all his life amounted to was 3
big pile of cigars, he set out tofind a way to
startle the world and make a name for him.-
self. Thus, the Cardiff Giant was born,

Hull hired an artist and a mason to cyt
a 12-foot-long, 5-ton block of gypsum into
the shape of a naked giant and then art;fi.
cially “age” it with acid. When they were
finished, he shipped the sculpture to Cardiff,
N.Y., where he buried it in a field belonging
to his cousin.

After a few months, Hull badgered hjs
cousin into digging a well and sure enougp,
the construction team unearthed wha¢
appeared to be the fossilized remains of an
ancient giant. Hull set up a tentaround the
dig and began charging admission. Scier,.
tists examined the body, and while Many
of them concluded it was a fake, two pro-
fessors from Yale pronounced it authentjc.
Word of the amazing find quickly spreaq
across the world.

Thousands upon thousands of pegp|e
came to see the giant, one of whom v
P.T. Barnum. Barnum watched as Hull raked
in $3,000 worth of admission fees in unge,
five hours. He immediately offered to rent ¢
giant for $60,000, but Hull refused.

So Barnum built his own Cardiff Giapy
and started displaying it in Brooklyn,
sued Barnum, but newspaper reporters h 4
already tracked down Hull's gypsum .
chase and followed the trail to the magq,,
Confronted by the reporters, the magq,
confessed his part in the hoax, which in turn
prompted Hull to confess. Without missing
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a beat, Bamum began advertising his copy
of the giant as an “authentic fake” and con-
tinued making money off of it. If you're curi-
ous what all the fuss was about, the original
is still on display in Cooperstown, N.Y.

More recently, in 1968, biologists van
Sanderson and Bemnard Heuvelmans, inves-
tigators of Bigfoot-type claims, were called
to a Minnesota farm to view a Cro-
Magnon-like specimen encased in a block
of ice. The specimen was part of a sideshow
(you can see where this is going), and after
examining it, Sanderson and Heuvelmans
believed they had found a new “missing
link,” which they dubbed Homo pongoides.
Defending their conclusions in a scientific
journal, Sanderson went so far as to write,
“I defy anyone to fool Bernard Heuvel-
mans in a case like this. You just cannot
‘make’ a corpse like this.”

Unless of course you happen to be
Howard Ball, a former designer of prehis-
toric models for Disneyland. Ball had been
commissioned by a promoter to build a
fake iceman, and when he saw Sander-
son’s article and the accompanying pho-
tos, he recognized his creation and had a
good chuckle. Sanderson has since passed
away, but Heuvelmans maintains the spec-
imen they examined was real and has since
been switched with a fake

Sure. We'll have Scully and Mulder get
right on that

The Mostest vs.

The Ghostest

Of course, we all know the truly compelling
question about mysterious beings such as
the Yeti, lake monsters and ectoplasmic
spirits. The issue that deserves every avail-
able research dollar we as a people can
muster is not whether these creatures are
real or fake or what insights we stand to
gain by learning from their ways but rather
which creature could beat the pants off the
other in a fight.

Nessie may have the advantage of sheer
physical size—all she has to do is roll around
and she could squash Sasquatch, Bigfoot
and their entire extended family—but does
that do any good against the intangible
ghost of the Brownings' lost child?

The only way to know for sure is a pay-
per-view special. We could advertise it as
the Texas Death Match. Better yet, we
could make it a sequel to the First Annual
InQuest Invitational Toumnament (see “Con-
test of Champions” on page 36). Yeah,
that’s the ticket!

My money’s on the Egress ‘

Eric Black was raised in the wilds of Borneo by
a pack of Egresses. He now Lravels the
country as Feral Bay, Wonder of Science.

An English crop circle in 1991

/

Of course, just because the world is full
of con artists doctoring phony. photos
and manufacturing bogus evidence
doesn’t mean there isn’t a lot of gen-
uinely weird stuff going on out there.
Here are a few phenomena with which
science has yet to reckon:

Falling Ice. in 1958, Dominick Baci-
galupo was sitting in his home in Madi-
son Township, N.J., when a 70-pound
chunk of ice crashed through his roof. In
1965, a 50-pound chunk smashed into
the Phillips Petroleum Plant in Woods
Cross, Utah. Are these anomalous falls
the result of icy build-up on airplanes?
According to the FAA, the possibility of
dircraft accumulating even a 10-pound
chunk is extremely small. Meteorologists
who have examined such pieces of fallen
Ice have determined they are made up
of normal cloud water, but how they
formed, nobody knows.

Embedded Amphibians. Living toads
have been found embedded in rocks
and seams of coal. In 1865, a team of
miners in England were breaking up a
block of limestone 25 feet underground
when the block suddenly split open to
reveal a live toad that had been encased
in the stone, The miners turned it over
to the Natural History Society, which
found that if it wasn’t exactly the el
Toad of Satan, it was definitely odd-look-
ng and not from the area. More
recently, in 1975, construction workers
In Fort Worth, Texas, tore up @ patch of
year-old concrete and found a living tur-
tle that had been imprisoned there with
no source of air, water or food. The tur-
tle died four days after being unearthed.
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Crop Circles. Crop circles are geo-
metric formations found in fields of
wheat or other tall grains caused by
something that presses a patchiof the
wheat down in a winding, circular
fashion. Usually the patchiis shaped
like an ellipse, circle, dumbbell or some
other simple form. The largest ones
have measured an eighth of a mile
across. While'many: of the 2,000 crop
circles that have appearedisince 1980
were made by human hoaxers, some
of the formations remain mysteries. In
1991, a team of Japanese scientists
rigged a British field with an impressive
surveillance setup, including night-
vision video €ameras, motion sensors
and radar antennae, A crop circle
appeared, obscured by fog, but none
of the monitoring equipment detected
any type of intruder.

Really Big Squid. Gijant species of
squid live in deep parts of the ocean
and are rarely seep by humans. As a
result, no ene knows for sure just how,
big a squid can get. Dead squid
washed onto beaches ranging from
Massachusetts to New zealand have
measured Upito 65 feat long, and some
fishermen claim to have seen 90-foot
specimens. Even more unsettling are
tentacle scars faund on whales that
suggest there may be squids as ong
as 150 feet SWimming around out
lhelre! Some Scientists dismiss the
notion of any squid| longer than 65
feet. But then again, you don/t see sci-
entis%s dressing up as, tasty fish and
harTglng out in deep water to prove
their point, now do you?

—Eric Black
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Widdle-earth: Yhe Wizards game
variant of warfare and diplomacy ;

By Jeff Hannes

marked by many great events,

the most noteworthy of which
was the destruction of Sauron’s rul-
ing ring. However, what if the Istari—
the five wizards—had never come to
Middle-earth? What if Bilbo had never
found the One Ring in the caves of
Goblin-Gate?

Without the likes of Gandalf and
Saruman roaming around, the third
age of Middle-earth would have had
a very different ending. Without any
knowledge of the ring, the free peo-
ple wouldn’t have been so quick to
unite against Sauron. They would have
continued to fight amongst them-
selves, until one ruler stood strong...

Overview

In this four- to five-player variant for
Middle-earth: The Wizards, you assume
the role of one of the great generals
and leaders of Middle-earth. The var-
ious races of the land are at war with
one another, and only the strongest
will survive. As a general, you control
a great army. But one army won'’t be
enough to claim ultimate rule of Mid.-
dle-earth—you will need the help of
the land’s many neutral factions,

You can take one of five roles:
Aragorn, leader of the Dinedain
Rangers of the North; Thranduil, mas-
ter of the woodland Elves; Théoden,
king of the Mark and sovereign of
the Riders of Rohan; Imrahil, prince
of the south and leader of the
Knights of Dol Amrothi or Thorin,
king under the mountain and ruler
of the Dwarves. ‘

In this variant the 29 faction cards
represent armies that can move
through the regions_of Middle-earth.
The object is to eliminate your oppo-
nents by taking control of their home
regions with your armies and then
taking over their home sites.

The seating and play Orcier is as fol-
lows: Riders of Rohan, Knights of Do

T he third age of Middle-earth was

Amroth, Rangers of the North, Wood-
Elves and Blue Mountain Dwarves. (If
only four people are playing, leave
out the Dwarves.) Your best bet is to
use some sort of prop—say, a gaunt-
let or dagger—to designate whose
turn it is.

During the game, feel free to pass
notes to other players, or even to hud-
dle in a corner of the room for secret
negotiations. Alliances can tip the bal-
ance of power in your favor—but
beware that your compatriots may
not be as honorable as you!

Each player starts with the follow-
ing cards in play: the army’s main fac-
tion, the army’s general, the army’s
home site and up to 12 mind’s worth
of characters. (The “Starting Cards”
sidebar gives the opening elements
for each army.) No player may use
another player’s starting character or
army in his deck.

To determine the starting char-
acters besides the generals, have a
randomly chosen player play one
card from the pool of characters in
his deck, then continue around the
table in order until no one wishes to
put out any more characters. Dupli-
cates are not allowed, and you can-
not have more than five characters,
including your general. Your gen-
eral’s mind score never counts
against your general influence.

Each player may start with one
minor item, except the Horn of Anor.
This is in addition to the items Théo-
den, Imrahil and Thranduil automat-
ically get (see “Starting Cards”).

Each play deck must consist of an
equal number of hazards and
resources, with at least 25 of each
and no more than 10 characters.
Only one Dwarven Ring may be used
in each deck. None of the cards listed
in the “Banned Cards” sidebar may
be used in this variant. It's easier but
not necessary if you have all 69 sites
available in a location deck and if
each player has at least one copy of

each region.

Rules
The game begins much like a stan-
dard multiplayer game, with players.
moving companies of characters
around the map to pick up items, |
recruit allies and factions, and handle:
other business. However, there ar:
several fundamental changes to
rules. Except for army movement,
which isn't allowed for the first five
turns, all these rules remain in effect
throughout the game: o
* All companies must move using
region-movement rules. ’

» Companies can only move txe

regions per turn (instead of the n@g-
mal four). Uy
* Characters can be brought in v
play only at their home site and on
if one of your characters is already
that site. (You needn’t use direct influ-*
ence to bring characters into play.) ~»" %
¢ The home site of all Blue Moums
tain Dwarf characters is considered to !
be the Lonely Mountain. 1
* Your characters may not enter !
or pass through the home region of
another player unless they’re travel-
ing with an army (more on that ig
next section).
* Any time a faction is brought i
play, it remains in the region whe
was brought into play, which is
sidered its home region. Armies cafi « +
move after the first five turns are donef ™
* No companies may enter or pass
through any region occupied by an

opponent’s army (whether it's that A\l
army'’s starting region or not). “
* You may not make any influ ’
checks against your opponent’s facti ‘
* Your general needn't roll n

attempt to influence a faction-—-—it\
considered automatically successful.
However, you must still tap your gen-
eral to bring the faction into play. = »
® There is no corruption in this vari- ¥
ant. It's never necessary to roll for cor-+
ruption checks. However, no charactég
may have more than six corruption .
points’ worth of items at one time, ]
* Your home site counts as a havéla |

j 1o
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r your characters for all purposes,
cluding healing, playing hazards and
storing items. It counts as a normal site
Mfor any other player’s characters. Edhel-

that can be utilized by any player.

s Each player’s hand size is 10.
Cards like Book of Mazarbul may be
sed to increase hand size.

No player ever draws cards for a
company’s movement. Instead, at the
.end of the communal turn, once all
players have finished their turns, each
player may discard up to three cards.
~All players then replenish their hand

to 10 cards.

B Turns
ertain aspects of the turn are taken
ultaneously. For example, every-
one takes their untap and organiza-
tion phase at the same time. Play
continues when everyone has played
““a site card for each of their moving
companies. Company movement is
then resolved one at a time. On the
first turn, the Riders of Rohan go first;
the second, the Knights of Dol
. roth go first; and so on.
» Before any hazards are played, all
8 layers must reveal their site cards.
azard limits for companies are deter-
¢ 4 mined as they normally would be. The
* player to the left of the player who is
£oving has the first option to play
hazards. He may play as few or as
» many as he wishes up to the hazard
L limit. If when he finishes there are any
. hazards left on the limit, the option
passes to the next player. This con-
b until the limit has been reached
all players have had the chance to
y hazards.
nce the acting player has dealt
ith hazards for each of his compa-
ies, move on to the next player.
hen everyone is done with move-
iment, go around the table again, this
time having each player take his site

i’
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phase. When everyone is done, each
player may discard up to three cards
and then draw back up to 10.

Aragorn controls the Rangers of the
North. He has three free direct influ-
ence and a +2 bonus against the

Ay G

In this variant, you assume the

role of one of the great generals of
Middie-earth. The various races of
the land are at war, and only the

strongest will survive.

Play continues in this manner for
five turns. At the start of the sixth turn,
the war begins!

The war is signified by several new
rules. Doors of Night is permanently
considered to be in play, and cards
like Twilight have no effect on Doors
of Night's status. (Gates of Morning
is banned from the game.) The most
significant change, however, is army
movement.

Armies

The most important element in this
variant is the factions, which represent
your armies. Each faction has a battle
score equal to its marshalling point
value plus the number you need to beat
to bring it into play. Example: The
Rangers of the North is worth three MP
and you need to beat a nine to bring
them into play. Its battle score is 12.
An army can’t move unless it’s
controlled by one of your characters.
Any character can control an army,
but few will be as effective as your
general. When in combat, the char-
acter controlling an army adds his
unused direct influence, including
any specific bonuses he might have
to influence the army he controls, to
the army’s battle score. Example:

Faction General
| Riders of Rohan Théoden

Knights of Dol Amroth Imrahil
Rangers of the North Aragorn
Wood-Elves Thranduil

Blue Mountain Dwarves Thorin

Thranduil’s Halls

The Lonely Mountain

tarting Cards

Edoras Great Shield of Rohan
Dol Amroth Horn of Anor
Bree None

Horn of Anor

None

Rangers of the North. Under his con-
trol, the Ranger army’s battle score
rises five points to 17.

Once the war begins, an army-
movement phase is added to each
turn. After the organization phase but
before players put down site cards for
their companies, each player gets to
play hazards and then move (and
attack!) with each of his armies,

The hazard limit of a company
containing an army is three, regard-
less of the number of characters in
the company, and the site path
includes the region the army moved
from and the region to which it’s mov-
ing. Hazards are played in the same
fashion as they are for regular
companies. The player who will be
moving his character companies first
this turn is the first to face hazards.

There are a few changes for deal-
ing with army attacks. First, only the
army is affected by attacks against the
company. Characters traveling with
an army can never be attacked unless
they leave the army to enter a site
(more on this below).

If an attack has multiple strikes,
the player controlling the defending
army must divide his army into sec-
tions of at least one each and take
each of the strikes separately. The divi-
sions need not be equal. Example:
The Hillmen army (10 battle score) is
attacked by a band of Wolves (three
strikes at eight). The player control-
ling the Hillmen divides the army into
sections of three, three and four and
then rolls against the Wolves’ eight
prowess three times, once for each
section. (The Hillmen can also be
divided into two companies of one
and another of eight if their general
so desires.)

If a section of the army is wounded
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For Boom Reservations call Toll Free: 800:6.22+0855

GAMEMASTERS
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
& MORE!

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

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

Most orders shipped the NEXT DAY!
We accept: Visa, MC, Discover, Amex, Money Orders.
No Cancellations on Pre-Paid Pre-Orders.
$5.00 shipping & handling on all orders.

GAMEMASTERS
P.O. Box 308, Holly Springs, MS 38635




Lure of Exped:ence
A'Lure of Nature

; Ring's Betrayal The
1 Smaug (in this scenario he’s dead)

o | m
® 3 _ Arkenstone, The
7-6-’, Nmyofti'leDead

by a strike (ties count as wounds), the
army takes a hit; use counters or dice
to keep track. For every hit on an
army, it must subtract one from its
battle score. If an army’s battle score
ever reaches zero, it is eliminated. If an
army is in its home region during your
organization phase, it heals and
removes one hit.

Armies can move to an adjacent
province or remain where they are.
Each player should take a region card
and everyone should flip their cards
over simultaneously to show where
their armies are going.

Resolving army movement is sim-
ple. If an army attempts to move to
an empty adjacent province, it gets
in. If two armies attempt to move to
the same province, they go to war,
the winner gets in and the loser stays
where it is. If an army tries to move
to an occupied province, it goes to
war with the opposing force. If the
army trying to move into the region
completely destroys the occupying
army, it moves in; otherwise both fac-

tions stay where they are.

When two armies fight, each
player rolls 2d6 (two six-sided dice)
and adds the results to his army’s bat-
tle score. The higher total wins, and
the loser takes an amount of hits equal
to the difference between the totals.
Adjacent armies that haven’t moved
this turn and aren’t involved in a bat-
tle can support either the attacking
or defending army. Just add the sup-
porting army’s total battle score to
the army it's helping. All hits are still
taken from the main army involved
in the battle. You can support another
player's army—in fact, it's one of the
key strategic aspects of the game.
Example: Suppose the Knights of Dol
Amroth (current battle value 17)
attack the Riders of Rohan (18) and
the attack is supported by the Wood-
Elves (16). The Knights of Dol Amroth
player rolls a three, the Riders of
Rohan player rolls a seven. (The
Wood-Elves player doesn’t roll
because he’s only supporting the
attack.) The Knights’ total is 36
(17+16+3), while the Riders’ total is 25
(18+7). The Riders of Rohan would
take 11 hits of damage, reducing its
total to seven.

Once all army movement and bat-
tling has been resolved, all players
should draw back up to 10 cards and
then do regular company movement.
At this time, players can send char-
acters that have been traveling with
an army into a site in the army’s
region. However, a character that
separates from the army is suscepti-
ble to attacks keyed to either the
region or site he is in.

Attacking
During your site phase, if you
have a character at
the same site as
another player’s
character, you
may enter the
site and, after fac-
ing the automatic
attack, tap one of
your characters to
attack another char-
acter at the site.
Each player rolls 2d6
and adds the result
to his character’s
prowess. The higher
total wins; the loser is
wounded (roll a body
check). If there’s a tie,

continue rolling until someone wins.: ‘

Winning the Game
In order to knock another player out’s
of the game, you must do two
things. First, you must have an army;_
occupying his home region. Next
you must send one or more charac
ters to take over his home site. If the
defending player has any characters,
at the site, you must wound the.
toughest defending character
(defending player’s choice) with one
of your characters (per the rules |
above). If you win the battle, the =
defending player is eliminated, along
with all of his cards. (Once the site’s
champion is defeated the rest don’t 4
feel much like fighting.)

The game ends when there’s only
one player left or when the last two
players decide to share the victory in
an alliance, although they better have -
good reason to do so.

The ultimate fate of Middle-earth
is in your hands. Will Aragorn prevail
as he did in the “Lord of the Rings,"or
will Therin fulfill his promise from The
Hobbit and restore the Dwarves to thelr‘ ",
splendor of yore? There's only © 3
way to find out...so grab a few Tolkie,
fans and show Sauron who the re \
master of Middle-earth is! @

Jeff Hannes signs all his letters “Anonymous” but uhvays
pufs his name and return address on the envelope.

»
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Boxes, packs, and singles:

Legends, Dark, Fallen Empires
3rd Edition Revised

4th Edition, Ice Age
Chronicles, Homelands

Middle Earth, Star Wars

NAKED
POWER
MAGIC

Specializing in foreign
versions of Magic:

Italian Legends
Italian Dark
German Limited
French, German,

Star Trek, Sim City & Italian -
Rage, Hyborian Gates 3rd Ed. Unlimited
Overpower, Guardians Renaissance

Antiquities, Dark, Revised
& Ice Age Sets

Spanish Black-Border
4th Edition

Alpha, Beta, Unlimited, Arabian Nights, Antiquities Singles

For Orders Call 1-800-445-1179

4853 Cordell Avenue, Bethesda, MD 20814 USA
Tel# (301) 654-5314 Fax# (301) 654-5315
e-mail: crpx80a@prodigy.com

Call for pricing and current availability
All major credit cards accepted

TROLL AND TOAD INC.

WE STOCK EVERY 95% OF
ALL SINGLE MAGIC CARDS

WE WILL BEAT ANY MOST
PRICES

WE BUY CARDS

} Our Info:

1Singles & boxes : Magic, Middle Earth, Rage,
|Guardians, Wyvern, Jyhad, Illuminati, Foreign
IMagic, Star Wars, Star Trek.We ship anywhere.
| Phone: 1-606-878-2936

Hours: 12-7 p.m. EST Monday-Friday

Fax: 1-606-878-9061

Address: 253 Reynolds Road, Keavy KY
40737

E-mail: RENVHOEK @ AOL.COM

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

I
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Shahrazad

Specializing in collectible card games:

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
prices on: e« RPGs s miniatures

##:4 Retailers are welcome to call. ##*
Ordering Instructions for US shipments

We specialize in e Singles  Boxes
buying & selling = Sets = Collections
606-225-9410

304 S. Limestone St.

To order:
Address:

We ship Worldwide
Visa & MC accepted

1. lc\j(l)“]')T}:l‘lB order $15.00 Open 7 Days Lexington, KY 40508
2 i : a week EST Fax:  606-225-9410
4. Personal cht:(i Ml/(gJ mermd Mon-Sat 10-8 Email: cardman@iglou.com
: <s 10 days. s i RI - Tl S
5. All cards NM/MT. satisfaction guaranteed. & Sun 1-6 URL: http://tradingcards.com

] O Teceive g catalog by email - send a request to this address - cardinfo@tradingcards.com
and dop'y foreet to check out our new virtual shopping cart at http:/www.tradingcards.com




. DEAR SHOW & CONVENTION ADVERTISERS,

Our readers are looking forward to SeeN ‘
you wouldn’t want to disappoint them, would you?

. CALIFORNIA

Several months ago, our readers pleaded with us to create this here

" Shows & Conventigns section, so they would know where to go to

find more of their mana-tapping, spell-casting friends. So we com-
plied because, hey, we're good people.

And we've rec;sntly made it easier and more affordable for you to
getthe word out to these folks about your particular game-fest.Imag-
ine...virtudlly the entire gaming world at your fingertips, and all you
have to dois pick up the phone and call our super-friendly Special Sec-
tions Account Manager, Karen Evora, to find out the

details.

So, if you want to know what we have to
offer, contact:

Karen Evora :

pecials Sections Acct. Mgr.
Full Pa ge, Inc. ’
151 Wells Avenue, Cc s NY

PH: 914.268.3907 FX:8

EVERY WEDNESDAY, FRIDAY & WEEKENDS IN JUNE, CORONA

Main Event Colleciar’s Show in the Inland Empire's longest running show, Southem California's newes? ond best loco-
i, 2180 Nevoc Sireet, sue 190, ok the 91 Frvy ext soush on McKiney, m right on Samgson, hum righton Dupont,
and i's on the coner of Dupont and Nevarda, focing the freewary, 100 eight-foot tobles @ 530 eodh, free admission
ond porking, Weds & Fi: 5-10pm, Sot & Sur: 100m-Spm. A condiioring, 12 satefite TV, comics, Magi toys,fiquer-
ines, Hot Wheeks, Starfing Lineup, sportscords, non-spartscards, giveoways, and many mare ofiractions, MAGIC THE GATH-
ERING TOURNAMENTS HELD EVERY SUNDAY. Appearing Moy Bth, arfists and publisher from BLUE COMET PRESS
(Zorunn: Ster-Warrior and Deathrow). Contoct: Main Event for dacler information @ 909-3714451 ond ask about
our discounted monthly raes, toumament informasion, signings and other special show events.

JUNE21-23, SAN FRANSISCO

Khalsa Broin Games Productions presants Manafest 96, Cathedral Hill Hotel (for room bookings and diredions cll
BO0-622-08535), pre-register for Manolestbefore 5/15 1o ge the specal $20 tree day pes. Send your name,
oddress & phone # with o check or money order to: Khalsa Brain Games, P.0. Bax 170436, San Frandsco, (A 94117,
Parents who aftend with their paid dild get 1/2 off the special rate. Alter 5/15, the four day pass is $30. A sin-
e day pass i S15 and s ovailable ot the door only on the day of the fesival, callfor show fimes. Manafest, Horth
America's largest trading card convention, is three doys of nonstop cord goming fun ond excitement. Featuring over
25 different MAGICTOURNAMENTS, over 20 other NON-MAGICTOURMAMENTS (hesting Wizords of the Coast Pro-
fessional Tournament qualifier round). 24 hour open goming, free demos with free cards, 0 4,000 g, . exhibitors
hll, special seminars ond special guests! Over 20 different card manufacturers will demo their latest oddifions 1o
the growing world of trading card gomes. Attendees con speak with the manufocturers diredtly with comments and
quesfions abou their gomes. Special guests indude: Tom Wylie and Mark Rosewater of Wizards of the Cons!, arfis
Randy Gallegos and many ofhers. Other speciol eventsinduds the Guest for the Gems of Doonten, which is 0 week-
end long “Bead” sfyle fournament. The “Ante-Room,” an angoing sealed-dedk tourey where you must play for
ante, was the surprise il of ManaFest 95 ond will be badk ogoin. Intraduding thés yeer, the “Tourament X room,
where a different rules voriant tournament will be conducled every few hours. Come with your suiteose of cords fo
be prepared to creote “unusual” decks of ollsorts. There will o be a poirs fourmament, on “under 15 yeor old”
tourney and o 100 card or larger size dedk tournament. For hotel accomodations, stay of the beoutiful Cothedral
Hil Hotel and pay a special Manafest price of only 582 a gt plus ax. Pay this specia rote up fo 3 days before
or 3 days after Manofest, For more information about Manafest callthe Hotline @ 4159855223 or dheck out
our World Wide Web site @ htp://www.ibar.com/manafest. £:mail con be oddressed 10 mogic@sirius.com.

GEORGIA

JUNE JULY, ALPHARETTA

Collector s Dream Sports Cords presents Mogic Tournaments, {cal for exoct dotes and fimes). Tournament fypes
change monthly, prize money & awarded for the 11, Znd and 3ed ploces, entry fee vories on foumament fype. We
wil so0n be entering tournaments for Star Wars and OverPower. For mora information or to be added fo our maling
list call 770-569-2083 or come o 11585 Jones Bridge Rd., suste 410, Alphoretio, GA 30207

JUNE20-23, ATLANTA

DrogonCon 96, Ak Hillon and Towers, Wesin Pcchives Pl and the Adart i Cnter, 350 fbles (sokd o)
and 120 exhibit hooths (few remaining), 545 for o 4 day poss (in odvonce), deeder hours: Thurs: 1 ZHoon-bpm, Fri-

Q...

A

»

Sat:10cam-Gm, S e Spm. Over 300 guess some indod: Ned Gaiman, Goreh Shoms, Al Feldten, Merk Homd,
Jobn Kok, Kevin S, Dr, oty Lecry, Brce Steig, RU. S, RA. Savctore, Peria Kennealy, Loy
Eimore, Cfyde Coldwell and many more. Programming runs o full iwenty-four hours on Thursday, Fridary and Saturday
with multiple musical performances each night (fecturing GWAR, The Flash Girk, Glass Hommer). Gaming highfights
indude: S1,000 AD&D 5-player team tournament, 51,000 Starflect Battles Tournament, 21 RPGA Everts, 7 Living Gty
vt ichuding five fs un foumaments), 2 iving Jngle Events, 1 VitualSectl Evnt, House of T Lving Gy
Poker, World Crists Role-Playing simulation, 3rd onnual 4 day Super Battetech Toumament, complete Puffing Billy
Tounament, Magic The Gathering events offcally sancioned by the Wizards of the Const Duelists” Comvocation, Four
L rok ploying eventsfecuring Dark Confroniason and Ligid Dreams Wraith and Moge, a room full fthe ket
computer games, with spedal demonstrations of the latest Origin Systems games from Richard "Lord Brifish” Garriott.
Conoct: Drogon”Con @ 770-925-0115 o fink fo cur World Wide Web site of http:/ /v dscga.com/~drogoncon.

MASSACHUSETTS

JUNE15, BOSTON

Groy Matter, 57 Pork Pl Hotel, 200 Stuert Street, 617-482-1800, W TG convention & loumament; GRAND PRIZE - S1,000
in CASH or THE BIG TEN (5 Maxes, Black Lohus, Time Wolk, Tmetwister, Ancestral Recall and o Time Voul) over 15 four-
noments throughout the day. Huge dedlers area. Doors open 9am, 14 in odvance, §17 ot the door. Contoct: Glen Fried-
man, Gray Matter, 291 7h Avenve, Sth floor, NY, Y 10001, 212-633-1288, E-mad graymattes@expressways.com.

JUNE 22, LYNNFIELD

The Soudoy Gasbering, Our Loy of Asumpion—Church Hal, 17 Grove Street, foke R, 1, 1o - 722, §5 odrmssion
o $4.50 ckmsion for DuelstsComvorion Mermbers, 18 fobles @ S20 each. Mo Type | Toumamen, peze s box
of Homekds, Wyverm demansiaion, aword cremony o foow, Confod: Jomes Bidghom @ 617.598.6811.

NEWJERSEY

JUNEZ9, EDISON

Gray Matter in New Jersey (formey Fast Coast Magic), Raritan Inn, exit 10 off I Tumpike, MTG toumament. GRAND
PRIZE - 51,000 i CASH or THE BIG TEH (5 Masees, Bladk Lotus, Time Watk, Timetvister, Ancestra Recall and o Time Vol
over 15 tournaments throughout the day. Big dealers orea. Doors open 9am, $12in advonce, $15 of the door. Contoct:
Jm Pemicone, Groy Matter, 291 7t Avenue, Gt floor, NY, 1Y 10001, 212-633-1 268, Emal groymatter @expresswoys com.

NEW YORK

JUNES, NEW YORK

Gray Matter in NYC (formerly NY Mogic) New Yorker Hotel, 34th Street & 8th Avenue, M:TG convention & tour-
nament: GRAHD PRIZE - $1,000 in CASH or THE BIG TEN (5 Moxes, Black Lotus, Time Walk, Timetwister, Ances-
tral Recall ond o Time Yauh) over 25 tournaments throughout the day. Huge dealers area. Doors open 9om,
S14in odvance, $17 ot the door. Contact: Glen Friedman, Gray Matter, 291 7th Avenue, th floor, HY, NY 10001,
212-633-1288, E-mail graymatter@expressways.com.

JUNET5, LONG ISLAND

Gray Matter in Long Island (farmerly NY Magic) Long Island Marriott, exit M4 off Meadowbrook Py (next
1o Nossou Coliseum), M:TG convention & tournament: GRAND PRIZE - S1,000 CASH or THE BIG TEN (5 Moxes,
Block Lotus, Time Walk, Timetwister, Ancestral Recall and a Time Vault) over 15 fournaments throughout the
day. Huge dealers area. Doors open 9am, $14in advance, $17 ot the door. Contact; Glen Friedman, Gray Mat
ter, 291 7th Avenue, 9th floor, WY, NY 10001, 212-633-1288, E-mail graymatter@expressways.com.

JUNE22, NEW YORK

Gray Matter presents the Hortheast Regional Collectible Card Gaming Championships, New Yorker Hotel,
3Ath Street & Bth Avenue, over 25 different games and tournaments indluding; Star Wars, Wyvern, Middle-
earth, OverPower, Shadowfist, WildStorms, Galactic Empires, Netrunner, Vampire: TES, Guardians, Red Zone,
On the Edge, Star Trek:TNG, Top of the Order, Rage, and others, PRIZES include FREE trips to GenCon, CASH,
orfit prins, baxes of cards, and more. Mest over o dozen C(G artsts in our arfists” alley induding Quinton
Hoover, Amson Maddodks, and Mark Tedin. Over 25 tournaments thraughout the day, huge dealers area,
doors open 9am, 510 entry fee. Contad: Glen Friedman, Gray Matter, 291 7th Avenue, 9th floor, HY, NY
10001, 212-633-1288, E-mail graymatter@expresswoys.com.

TEXAS

JUNE 30, HOUSTON
(omic Comival 966ﬁminm5;mmhﬂedﬁh(mmﬂim,91m&jfﬁw,ﬂel45§u.eﬂi(d@
Airport-—stay on foeder, 1 1om-4:30pm, S5 odmission, dhildren 14 and under are free, discount odmssion fickets
avalable of over 20 Houston comic shops (just ask). Comics and promo items to the first 250 funs, 515 value.
Gomemesters unkimited il be hosing our gaming program and will provide ve play demonstrations for: Mego
Chess, Minature Wor Gaming, Warhammer Ques), Space Hulk, Warhammer 40K, Negomunda and others. 2 BIG
MAGIC Tournaments—prizes indude trophies, wax boxes, rare cards, and more, Registration begins af 10am,
spafing fimited $15 enry fee. Huge daolers room over 100 tobles of comics, Megic ond gaming cards, modules, Sior
Wars, Star Trek, non-sports and sprts, toys, T-<hirts, premium ond unique fems from the past to present. Fun for the
vhole fomily! Other odvities indude free outographs from our guest Eneup. A comic and Magic card ouction at 3pm.
A apen goming area ond plenty of declers to buy from, sellto or trade vith! For more information call 713-335-
SHOW (7469) 24 hours, for dedler information call DJ @ Camival Promofions 713-335-0148,




Dark Eden and all of
Heartbreaker‘s CCG’s
are available from

EE MATL ORDER HOTLINE
800-225-4344

11 E. 33rd St.
New York, NY 10016
212~685-3880

580 Shoemaker Rd.
King of Prussia, PA 194006
610-265-8562

Rockerfeller Center
630 Fifth Ave.
Concourse Level
New York, NY 10111
212-265-7449

103 E. Broad St. V
Falls Church, VA 224006
703-532-2477

342 W. 57¢th St. b‘l-
New York, NY 10111
212-582.1272

201 Mass, Ave.
Boston, MA 02115
617-267-2451

fmes AB, Al Rights




B WotC's lotest ((G, Nefrunner,
is disappearing foster than

Doom shareware.

W Sewers of Estark, one of these

“special offer” Magic cards.

& By Dan Albaugh

Lard SIock

Tracking trends in the card game market

Alliances, the latest expansion set for Magic, hasn't
even hit the shelves and it's already making waves.
Thanks to several Alliances pre-release tournaments,
the Magic community is already a-buzz with spec-
ulation as to what the new cards will do to the
game environment.

The most surprising card in the set is the Bal-
duvian Horde. At four mana for a 5/5 creature, the
Horde is just as much of a bargain as the Juzam
Djinn. The price of the Juzam has been steadily on
the rise, but now there's a new bad boy in town,
and the Balduvian Horde will be much easier to
get a hold of. Watch for the price of the Juzam to
drop back into reality.

Wizards of the Coast also introduced “fixed”
versions of Timetwister (Diminishing Returns) and
Ancestral Recall and Demonic Tutor (Library of
Lat-Nam). These new cards should prove to be
very popular, but they probably won’t hurt the
value of their more powerful counterparts.

Millstone decks should keep churning along in
popularity, thanks to cards like Helm of Obedience
and Ashnod’s Cylix. With nasties like the Baldu-
vian Horde, Yavimaya Ants and Surge of Strength
(the fixed Berserk), red/green decks may climb
back into the limelight.

Despite the addition of another land-kill card
(Pillage), land destruction decks will take a serious
hit thanks to the cheap and effective Loadstone
Bauble. Creatureless decks better watch out as
well. If enough people start using Helm of Obedi-
ence, the value of cards like The Abyss may take a
serious dip.

No one's sure exactly what effect Alliances will
have on the card market and the play environment,
but one thing's sure — it's definitely going to make
an impact.

Netrunner on Fast Track

Initial reports indicate that Netrunner, the newest
CCG from Wizards of the Coast, is enjoying brisk sales.

“It’s a refreshing game,” says Avrom Oliver,
co-owner of Adventures in Games and Comics in
Carmichael, Calif. “It's very clear-cut on how to
play the game—the right mixture of being not too
complex but not too simple. My customers can
play an enjoyable game with the purchase of just
one dual starter deck. That's not always the case
with other CCGs.”

Adds Scott Olman of Pegasus Games in Madi-
son, Wis., “Netrunner is filled with the jargon and

nomenclature associated with the computer age.
| know that quite a few gamers are netsurfers, so
this CCG ought to be a big seller. The fact that
it's a Wizards of the Coast product will automat-
ically generate sales.”

Netrunner brings a new commonality to the
world of CCGs: Add "vital” to common, uncom-
mon and rare labels for cards. In terms of rarity,
it appears vital cards fall between uncommons and
rares. In the price guide, vitals are valued between
$1 and $4, while rares range from $2 to $12.

“Special Offers” Explained

On the last page of the Magic: The Gathering
price guide are six cards under the heading “Spe-
cial Offers.” Nalathni Dragon was a convention and
magazine giveaway; the other five cards were avail-
able through mail-in offers found in Magic paperback
books published by HarperPrism. Each novel runs
300 to 400 pages and retails in the $5 range.

The most popular of the exclusive cards is Mana
Crypt, a zero-casting-cost artifact with excellent
playability. Most gamers mailing in the coupon found
in the Ashes of the Sun book received a Mana Crypt
card in return. Because of the card’s effectiveness
and the fact that reportedly only 10,000 were pro-
duced, Mana Crypt has become a highly sought-
after card, now selling in the $15 to $25 range. The
remaining “special offer” cards have attracted lim-
ited interest and are valued from $6 to $10. 'o

Top D Hottest GGG f

1. Magic: The Gathering (Wotc)

High expectations for: Alliances have reated o™ u
steady, althoughinot/spectacular, stream of preurders.
2. Star Wars (Decipher)

Interest remains high. Itiseems “Star Wars" is every-
where—1V, books, comics, action figures, video/gomes. ...
3. Netrunner (WotC)

Retailers are!reporfing excellent sales for the lotest
release from WotC. ltilets youlhecome either a hacker or
corporation seeking control in the cyberfrontier.

4. Middle-earth: The Wizards(ICE)

(ertain single cards hove escalated in'value. Check
out this month's “/n@Quest Collectible Card Games
Price Guide.”

5. Rage: War of the Amazon(W. Wolf)

The third expansion for Rage, this supplement pits the
Garou against the Wyrm in a battle for the Amazon rainforests.
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CHIMERA

HOBBY SHOP, INC.

SPECIALIZING IN BUYING & SELLING
MAGIC: THE GATHERING™ BOXES,
SINGLES, SETS AND COLLECTIONS.

CARD GAMES WE CURRENTLY
STOCK INCLUDE: MAGIC, STAR
WARS, STAR TREK, RAGE, LEGEND
o STAY IN SCHOOL * OF THE FIVE RINGS, SHADOW FIST,
OVERPOWER, NETRUNNER,
VAMPIRE, MIDDLE EARTH-WIZARDS
PLUS MANY OTHERS.
WE CARRY ALL TYPES OF GAMES
INCLUDING: AD&D, RIFTS, VAMPIRE,
WARHAMMER 40,000, STAR WARS,

PLUS MANY OTHERS.
CALL OR WRITE TODAY FOR OUR
W B2 AR DM A G AR 7S TN S E FREE CATALOG.
The voice of the comic book industry: fans, collectors, artists, 347 WEST DIVISION STREET
writers, publishers, drstnbigg% g%t: stfgrci }aners turn to Wizard for FOND DU LAC, WI 54935

(414) 922-8338 » FAX (414) 922-5557

THE GUIDE TO COMICS - 56 SMAL Q& L \THBILLY TUCCE!
i | - D If you can’t find your monthly copy of Wizard, then call

The Comic Shop Locator
(888) 226-4226

This TOLL FREE call lists the stores in your
area that carry Wizard: The Guide to Comics,
InQuest: The Guide to Collectible Card Games,
and all the great Wizard Press specials!

1734 Woard Pres, WZARD o WILARD: THE GRS O COMACS e INONESTTHE GUADE 10 COLLECTILE CARD GAMES ™ Wi res. /06

e
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PRICE GUIDE -

The prices listed are for cards in Near Mint condition. How can HDU tell
a card’s condition, and how can you use this price guide fo grade your
cards? Glod you asked... . :
One person’s Mint is another one's Ex-Mint. That said, since grading
can be a subjective thing, each person should toke into account what
he feels importont. Without fun%ef ado, here ore the grodes:

Mint (MT): Perfedimundo! Beautifull Sort of o card aass between the
Toj Mahal and Gdy Crowford. The border is perfectly even all around on
both sides. Bath faces are perfectly smooth, dean os o whistle and free of

5 are razor and ofl of the original gloss is
sfill there and e loss should. Many cords right out of the
pock fllshor of Semember,no mperfcions may
allowed in o Mint card, regardless of its oge. Mint cords sell for more than
E{E{gkﬁdfisledmthsg:ﬂhowm more on

ar

small printer’s mark is occeptable, or fwo corners may be very sl
worn. and color ore ing. The centering is no worse thon
65/3 is, one border muxebe 30 percent bigger thon its
counterpart. Al prices in this guide are for Near Mint cords.

Excellent-Mint (EX-MT): This cord is still o great-looking cord
and o first may appear to be Near Mint; however, ot doser range
some minor flaws come to light. The gloss may he dulled, more
than one comer may be slightly worn, and the centering is no worse than
70/30. EX-MT cards sell for 75 percent of the low price to 90 percent of
the high price listed in this quide.

Excellent (EX): Excellent cards may have four slightly worn
cormers, 75/25 centering, ond jogged or r cut edges. Excellent
imens %m o printer's mark, poor focus, discoloration, or o
ight loss of gloss. (“Loss of gloss.” That's catchy.) Only o small surfoce
crease is allowed on a card in Excellent condifion and cords moy be
si'a;hthr out of focus. Excellent cards sel for 50 percent of the low price to
70 percent of the high price listed in this guide.

Very Good (VG): A cord that grodes Very Good may have f least
one very worn cormer, two fo three worn comners and 85/15 centering. A
few small surfoce creases are ollowed on o VG cord, as well os o loss
color or even o picture that is out of focus. A VG cord sells for 20 percent
of the low price to 40 percent of the high price listed in this guide.

Good (GD), Fair (F), Poor (P): A card that's groded Good
isn't really good. Think of it as an okay card—tht is ot so hot to
begin wit at got into a fight on tge way home. The cord may
have three to four well-womn comers, it may be woy off-center and i
might even have o crease or two. Cords ri,rm!i': :ﬂm ore not
tournament legal, because they ore considered “marked” cards. Foir
cords are even worse becouse they look like they went the
wash in your jeans. Poor cards are about as much fun fo look of s that
cow at Rutgers University with the window in his belly. Good cords sell
for 1010 ]qS rcent of price guide lisfings, Foir cords sell for five 10 15
percent and I?:ur cards sell for one o five percent

Near Mint (NR-MT): Just o notch or two below perfect. A %
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WHAT YOU NEED TO KNOW ABOUT THE INQUEST PRICE GUIDE
About the Price Guide

The following collectible card game price guide contains the most
accurate and up-to-the minute card prices available. To make sure the values
listed are as timely as possible, we're in constant contact with hundreds of
retailers and fans throughout the country. The price ranges listed reflect the
current selling prices 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.
(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.”

L3 L] 3

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 Dllﬂbﬂﬁf‘
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-

¢ m Dok Heart of theWood .......35 '
a3 50 N0,

i M Dark o
: 10 Deep Water
= Dicholic Machi
M Drowned.......
Q) Dust fo Dust
: M Eoferof the Dea 1
: M EledricEel.........ovunnit 1.
: M Elves of Deep Shadow ...... 2.
POMREoN . e 3
;@ Eemal Flame ............... A
rde of Protecion: Aifot ... 7.00 ... 1000 : O Brorast ..................600...
ooul Oroid ...............350 ...500 ! lidm,Tha .................. ?Eg LAl
Statue b R R El o P R 50 ...2.
wm.nm 1200 : M FelwarStone ............... 250 ...3.
04 Sy R @ T e 35
¢ { Fire ond Brimstona ......... 225 ...
e
s LT

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 |
Foll St (334 candd) .......... $275.00... 350.00
Sarter Dock (50 conds) ......... 8.00 ...10.00
Starter Box (6 duol dedis) ... 75.00 ...100.00
Bootter Pock (15 cardh) ......... 200 ...250
Boottet Box (36 pods) ......... 70.00 ... 85.00

...R...500 ...8.00

.R... 400 ... 600
Lody of Pan 2500 ... 3500

| ceenn R 400 L, 600

Ti s 200 51800
| FACYOLS AND FACTIONS |
Full Sot (134 cande) ...
Boestet Pock (15 cads) ...
Boaster Bax (36 podks)




DM lsond ... il e J5 1 @ SengitVompite ........... 700 ...
i 7 Islond Sonctuary .. 00 ...1000 : e

@ oyl .....
i o Jade Monolith
: @ Jode Stahve.....

“ - i # Joyemdae Tome
i 3 i@ Juggemaut ..
price guide L Wy .

i Ofoma ...

;@ Keldon Worord
ALPHA LIMITED R 150......250 i % KomusBel ..
WIZARDS OF THE COAST- 1993 i Forhquake 800 ...1200 i * Kudn ...

600 ...1000 i O lonce..

i % Ehish Archers..

Cards have black borders. Alpha cords have o

rounder corner when compared to Bela cards. 125...... 200 © © Leybnid

b 800 i ® Librory of Len

Full Set (295 cords) ... $2,800.00..3,400.00 i : i

Starter Deck (60 cords) ... 200.00...250.00 : .:D.UU :S.DIJ : : llefom(e
Storter Box (10 decks)........ 1,900.00..2,500.00 : . Ngg ?gg Bl ik
Booster Pock (15 cords) ... 90.00.. 11000 (g8 Zoesgeeeeeeeeeee aeae g oty

Booste Box (36 pocks) .. 320000370000 £ g co et 1orerrroeres 250, 400 § M lighiing Bl .

- e 50125 | Living ...
M Firebreathing e 50 ......025 & % Livinglonds .....

Home
@ Air Elemental ............... 2.

® Floshfires ... o 125......200 ;@ @ LivingWell ... y i
: m;‘ﬂ‘;g';;fﬂ" gt ooverenrirnnn. 50......125 & M Uonowor Eies., 35 i @ Thicket Bosisk .
@ fimate Dend ... Wfog......... ceeeere 500000 125 3 % Lord of Atlontis . 1200 ...1800 : * Thoughtloce .......
¢ Animote Wl * Force of Noture.. 1800 ...2500 i * lodof thePit . 1500 ... 2000 : @ Throne of Bone ....
...15000 : @ lwe ........ L 1250200 3 o Timber Wolves |

#  Ankh of Mishra

i Forcelield

i % Maogical Hock . .. 1000 ... 1500 : = Time Voult ..

T N S AR TR i s e i e R . £ i

‘:t’;’;ﬂ":ﬁ&'},,{‘ { o MobomotiDjm ......... 1200 ...1800 | * TmeWok....
* Bod Maon Pox Mana Flore ... 800 ...1200 i & Timetwister ...
% Badlands i % ManoShott _.............. 6.00 ...1000 i M Tronquilty ...
+r Balng i MonoVoult ... 600 ...1000 : % Tropicol islond
 Basgt i © o Monobarts . 600 21000 | @ Tsunori ...
@) * Boyou - ok Meskstone L. 700 ...1000 : % Tundro ...
O L £ Morfok of the Pea Tident . 50,125 | @ Tomnel.... :
H o ® Bt a0 . O MesoPegsts ... 5000175 E m Twidde 55
* Bk PR 200 500 G i % Mind Twist ........ 10.00 ... 1500 : 3 TwoHeoded Giont of Foriys 60.00 ...
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e e— D % | @y
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O Conversion ... LR : kT -
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f .Eunh"’ge'm:;";? ,,,,,, (250......400 : M Isond Dok By Skyy g T pg0 | o Sedgeliol 1500 ...2000 : % Boooce ...........500......800
; - : : @ Basalt Monalth ..__....... 200......35%0 @
¥ I BLUE GOID  MGREEN _ MRED  IWHITE  maLAND | -

) AL Tl Bl ¢ i
I M COMMON @ UNCOMMON * RARE |

- T — L . =S ke T S ek e S TR T T wRs Y



i
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s (yclopean Tomb ... 7000 i Living Arifuct... 0...... 800 : O Swords to Plowshares ... 125.....280 i O (ostle..

M Dok Ritual..... o 00 ¢ % Living Londs 3500 500 & ok Tog o A | @ (dlestl?

* Dorkpoct ... .. i@ LivingWell ... 00...... 300! 5 MO s e anions i @ Chonnel

Q DeathWord . ¢ B Uonowor Hves W S 100 : @ Thicket Bosilisk . ; 00 : * (hoosloce..............
® Deathgrip ... - J5 1 Lo of Mantis ... .8.00 ...1200 i * Thoughtlace ....... il 50 ¢ O Cirdle of Protection: Black
* Deothlace.......... sl 50 : % Lord of the it 1000 ... 1500 : @ Throne of Bone .... = 100...... 175 ¢ O Cirde of Protection: Blue
¥ Demonic Attomey . - HIC BT T 00 1.75 ¢ % Timber Wolves .... ¢ Circle of Protection: Green

+ Demonic Hordes ..

@ Demonic Tut : s Magicol Hotk....
monic tutor ...

100 ..01000 ;o TimeVoul ... : O (ircle of Protection: Red
i Mohomoti Djinn

800 ..1200 | * TmeWok ... 800011000 § O Cid of Potecion: Whie

# DingusEgg ... % Mona Flore .. o0 Sl 800 : « Timetwister..

O Disenchant ... i % Maona Short ... e LY e 500 : m Tionquilly... ® (lone .....

| Disintegrate ... i+ Mong Voult . 350...... 500 i + Tropical islond +* (ockatrice

% Disrupting Scepter . % Monobarbs v A 500 : @ Tsunomi ....... L0008 P e (nnservnrm
@ Drogon Whelp i 00§ & Meekstone ............... 400......600 : % Tundo ..... L1800 ... 3000 i  Controct from Below. .
| Doinlife ... 2 00 m Merolk of the Pearl Trident ... .50 ...... 100 : @ Tumnel.... ! : @ (ontrol Mogic ...
4 Drain Power . £ 00 OO MesoPegosus ............ B0 100 i W Twiddle . i @ Conversion .....
o Drudge Skeletons ... 50 100 & o MindTwist ... 600 ... 1000 : % TwoHeoded Giantof foriys 30.00 ...4500 : » CopyArifodt ..
@ Dwarven Demoliion Team 1000 ... 1500 & M Mons’s Goblin Raiders ...... .50 ...... 100 i % Underground Sea ......... 00 ...2000 : @ Counterspell ..
B Dwaorven Wortiors............ S0 100 : ®@ Mountoin ............. .10 .......25 i M Unholy Strength . o i W (row Wum

@ Forth Elementol ... W 1500.....3.00 § # Mox Emerdld ... 12500 | @ Unsummon ... : @ (regture Bond .
o Earthbind ...l 1007 175 & % MoxJet... . 9500...12500 : @ UthdenTroll ...... : @ (umble

+ Forthquoke .oooeeviinnnnss 4.00...... 600 : * MoxPeal ..95.00...12500 : * Verduron Enchantress P oyr (usode ...
% Ehvish Archers............... 350...... 500 ¢ % MoxRuby . 95.00...12500 : = Vesuvon Doppelganger : @ Cursed Lond

@ Evil Presence ... ] 1T 175 % MoxSopphire ... ... 9500...12500 : +r Veteron Bodyguord. . t @ (ystolRod ...
B Folse Orders ... ..300...... 500 : * Notural Selecfion .........20.00 ...30.00 ¢ + Volconic Eruption... i % Dancing Scimitor ..
vr Formsteod . 600 ...1000 | % Nether Shodaw ..... ....4.00......6.00 : % Volconic lslond .. : M Dok Ritwal ...

+ Fastbond . 800 ...1200 : @ Nettinglmp ............... 3.00......500 : @ WallofAi ] I J5 i % Dorkpoct .....
W fear ... ]| R 100 : * HNevinyral's Disk .. 800 ...1000 : @ WallofBone...... <. 100...... 175 ¢ Q Degth Word

® Feedbock ....... 100, 175 © % Hightmore ......... ... 1200 ...2000 : @ Wallof Brombles... ¢ @ Deathgip ...
@ Fire Elemental ... o ) P 300 : v Norhem Polodin .........1200 ...18.00 : @ WallofFie ......

B Fireball..ooovnnne 80,100 ¢ @ Obsionus Golem ... 1000175 @ Waloflee . —

| Firebreathing e 50100 @ Ocsh Aty . e 250§ @ Wollof Stone...... Dall S

] Flushfires.... 100, 175 ¢ @ OuishOrflomme .. L, 250......350 : O Wall of Swords ...

o fllghr sl 1.00 ¢ W Poolyze ....... s JERRE | ® Woll of Woter ...

[ E 1.00 ¢ Q Peorled Unicom .....
* Fur(euf Nowre............ 1000 ... 1500 : < Personcl Incomation..
# Forcefield .. 5500 ...90.00 : mm Pestience

B Forest 53210 e .25 | @ Phontosmal Forces ..
% Fofk....o.t .2500 ... 3000 : m Phontosmel Termin ..

I Frozen Shade. s, gDl ey 100 : @ Phantom Monster ..

% Fungusaur ..5.00...... 800 : + PinteShip .....

1000 .. 1500 ¢ M PlagueRats ..
.50.00 ...8000 : B Plins ...
sl 100 : % Platequ ...

+ Goea's u‘e?e o
4 Gountlet of Might
® Giont Growth ..

m Giont Spider ... e 50000 F m Powerlegk ..
® Glasses of Urzo 1000 175 © = Power Sink . - 00 © % Wil TheWisp ..
P R 1.00 J5 & % Power Surge .. .. 5.00...... 800 : « WinlerOh ......
. Goblln Balloon Brigade ... 1, J5 : m Prodigol Sorcerer . 00 : @ Wooden Sphere ...
% GoblinKing ... 1000 ...1500 : @ Psionic Blost : % Word of Command...
& Gronite Gorgoyle @ Psychic Venom . v Wiothof God....... .. b
o Gioy Ogee... i ovr Pureloce ... i % Jombie Master ............ 6
(@] g'eelﬂ";“’i i % Raging River :
W Grizzly Beors ... : M Roise Deod ....... :
0 Guardion Angel ... 1 75 i M Red Elementol Blost ......... . 00 REVISED EDITION
Q Healing Sahe........ s 1] 0 | @ RedWad.......... ! 75 & WIZARDS OF THE COAST-1994
+ Helm of Chotzuk ... 400,600 i B Regeneration . 50......1.00 : Cords ore white-bordered ond are nearly identical
m HilGiont ... e 2000000 0 @ Regrowth ... .....500......800 : toUnlimited cards, except that the ink on the
« Hive, The ... e 1 O Resumedtion ...........c.. 250......350 : cordsis noticeably lighter.
2 Holy Amor ... e 00 © v Reverse Domoge.... 00 . ¢ Full Set (302 cords) ... $300.00 ...
) Holy Strength......... o 50,000 ¢ ¢ Righteousness ... i Storter Deck (60 cords) ... 10.00 .., T GRSTRRe e |
m How fiom Beyond ....... S Rot of Kher Ridges . ¢ Storter Bax (10 decks) ... 10000 ... © % DemenicAtomey ......400....600 B |
% Howling Mine ... o Rock Hydo ... ¢ Booster Pack (15 cords) ... 325 i % Demonic Hordes 15.00 |
I Hurloon Minataur o 80......0.00 ¢ @ Rodof Rein . ¢ Booster Box (36 packs) ...... 110.00 ... i @ Demonic Tutor B0
@ Humicong .....coovee .. 1.00. J5 ¢ % Royal Assossin 1800 .. i i @ Desert Twister .. venens 50 f
@ Hyprotic Specter e B 00 : @ Soaifice ....... : 00 :  Nome o e 400. 6.00
® lee Stom oo 1200 18.00 : O Somite Healer 50......100 : @ AiElemental ......... Q Disenchant .. .
@ Iy Manipulotor... . o i % Sowonnch ... .-2000 ©  Aloddin's Lomp © M Dsitegrte |
* IIIUSIDIIWMU‘!‘ i yvr Sovennch ions ............ 4. i % Noddin's Ring # Distupting Scepter |
@ Instill Energy .. i W Scathe Zombies ............ . i @ Animate Aifact ... # Dragon Engine () |
@ Invisibility .. i @ Scovenging Ghoul ......... 150...... 250 @ AnimoteDead ....... i ©® Drogon Whelp ... !
@ lron Stor ... i % Seublond ... i ...2000 : < Animate Wall............... 2.50.... : M Doinlife ...... |
- Jrondlow 0cs ... L1000 5 © M SoybSpies ... el 00 i % AnkhofMisho ............3.00......400 : * DroinPower ......... |
g lronioot Treef ok i, S0......0.00 i m SeoSerpent ... 4 Amogeddon . : M Drudge Skeletons ..... |
| Island Dok Blue Sky) st 1A i % Sedge Troll ¢ % Amogeddon Clack By : W Dwarven Wartiors ......... ... i
@ fslond oo L0 i @ SengitVompire ............4. ¢ % AspectofWolf ............ 4l ¢ @ Dworven Weaponsmith ... 1. |
o IslnnﬂSU"‘“’“"f 500......800 | O Semohngel ...............7! M Atog ® Eorth Elementl ... 1
B Ay s < 100175 F M Shanodin Dnyods e £ % Bod Maon W fobind . =
 JodeBonolih oo 250, 400 : M ShaMer ......... . : % Badionds © % Forthquoke |
@ Jode Stohve...... - 1000 .., i % Shivon Drogon .. i ¢ Bolnce ............ ¢ % Ebony Horse il e |
» Joyemdae Tome ... .. 400...... . @ Simulocum i ; ® Bosalt Monalith . 1 R o e i
@ luggemavt ..o 600......8 P M Sinkhole ................ 00 ...1200 ¢ * Boyou ................ I % Ehvish Auchers.
. lumP -------- 1 : @ Siren’s Coll i s i 0 BenolishHero ... : @ Energy Flox Qo
...... 1.00... © % Sleight of Mind ... ) ¢ % Birds of Porodise ... : M EigRoiders ...
. Keldon Walod ............2.00 - % Smoke 880 500 © @ Block Kright @ bvil Prasence .. 0
—— e |
~ WENT UP WENT DOWN HEAVILY TRADED |
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B Lighming Bolt ..

F Living Artifoct ...

% Living Londs .

@ LvingWoll ...

M LUanowar Elves ... 9

# Lord of Atlontis ... ;

* Mognetic Mountoin ......... 2.50....

+ Mahomofi Diinn ...........7.00 ..
* MonoFlore ...............400......6
* Mana Short ............... 3.50

+ ManaVoult ...............300

* Monaborbs ............... 300...... 4
* Meekstone ......... wias 505

8 Merolk of the Pear Trident ;g

O Meso Pegasus ............

aamouesT

I Sharer
00 : @ Shafterstorm ...

¢ 3 Wheelof Forne .
: 0O White Knight ...
¢ O White Word i
: M Wild Gowth T Wt
£ oo Wilk) “TheWisp ...

;7 FpER

€8

i3

H

i @ Wooden Sphere
. ¢ Wroth of God ..
 lombie Master ...

- FOURTH EDITION

© WIZARDS OF THE CDAST-1995

* Cords contain a copyright dote beneath

< the artist’s nome on the front of the cord.
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% Vesuan Doppelgorger .. 1200 2000
A Veteran Bodyguord .........7.00 ... 12.00

o Worp Aifoct ..
i @ Woter Hemental ...

= Winter Orh

t o« Blue Mano Bonery ..
i @ Blue Word
i M Boglmp

i @ Bog Wioth
i~ Bome of Sulemon .
+ 1 Bronwash
i@ Bross Man

+ = Bronze Toblet
i W Brothers of Fire
DO Brue The . ... wuisll] o d0

: @ (ove People
© @ Celestal Prism ..
: @ Channel .

= Clockwork Beast ...
- Cackatiice

R Coiservator
@ Control Mugic
: @ Conversion

W Dok Rital ...
= 1 Death Ward
: @ Deothgip

© Full Set (376 ¢ords) ... $250.00 ... 350.00

i Storter Deck (60 cords) ......... 800 ...12.00

i Storter Box (10 decks)......... 75.00 ... 100.00 :
Booster Pock (15 cords) .......... 2.50...... 3.50

Boostes Box (36 pocks) ... 85.00... 110.00

o % Deothloce ...
© @ Desen Twister
i @ Detoute ... w1
- @ Diobohe Mochine ...,

R T LT3 ——
: o Dsenchont ...
© W Dsintegrate

i @ Ashnod's Borte Gear ... 1.50...... 2.50

Do hspecrofWof  ........350......500
: @ Bockie PR | 1) e o 1]
Pk BodMoon .. ... 350 :2:::500
i i Balonce .. 300,400
% Bollbghming ..o 500 9.00
i Botering Ko SR || ]
t ) Benalsh Heio soverraeal [ weeed 40
POM BrdModen ... A0 ... 40
i ¥ Birds of Porodise ........... 5.00...... 800
D@ Bloktmght ... 125

i » Block Mong Bortery ... 3.

i @ Block Vise

i) Block Word

P Blessing

C @ tigh .

: B Blood Lust

: M Blue tlementol Blost . O [

i@ Bunowing 60......1.00
: B (amwoous Plont 10 .40

¢ @ Cugion Ants . ... .500...... 800

D Lostls

i (hoosloce e 14— 2.50

2 (ucle of Protecrion: Atifact ... 3.00...... 4.00
* o Cucle of Frotection: Block ... 10 ... 40
i Circle of Protecrion: Blug .. ....10 ...... .40
¢ Circle of Protection: Green ... .10 ...... .40
: 2 Circle of Frorection: Red ... 0 40

12 Circle of Protection: White ... 10 ...... .40
: o Cloy Statve L

« CUockwork Avian ...

* Colossus of Sardio

» (Cotal Helm

© ok (osnnc Honot ...

. @ (ounterspell ...

: @ Gow Wum RU——
: W GeotweBond ........ ... .
% (nmson Manticore ..., 3.00......4.00
- @ (wmble .

ton (usode

= @ (iystol Rod
: @ (unsed Lond

i@ (edkok ... 150250
o B (ydopeoi Mummy S0 L. A0

Donang Samitar ............. 250...... 350

« Distupting Scepter o

O Diine fransformation . 3,

» Drogon Engine ...

: @ Diagon Whelp ...
i Home : W Donlife ...
@ Abomingtion .. ............ 2. Pk DiomPower ...
: @ faBementol ... M Ddge Skeletons ...
C3 Aobaster Fofion : B Dukwood Boors ... ...
 Moddin's lomp ... : B Dworven Warriors
+ Noddin's Ring : @ Lorth Elemental
| @ NiBobo ... ¢ % Eathquake SR
Tombies . ¢ Ameou Kithkin ... i« Ehony Hose ...
Ghoud W Amudet of Kroog o ¢ EHojo) .
”M'w; D AngryMab ...l 1 ¢ ow HoerlondWom . 3
b Spies : @ Mnimate Arifoct © @ EvenRiders . ...
Kot @ MimoteDeod ............. i Evishirchers,.... .. 3
Tol r Animate Woll i @ Eneigy Flox. .. )
# hakh of Mishro DM EnegyTop ...
endd i M Apprentice Wizord L © M g Roiders ...
o i : :— Mm{hk T ggg ggg : @ Frosion ...
e Lo | [ i : W Eh i
Oppoee © @ kbsstokshes..... ... 85 csieinll ERPRIDE
WO WOE _ GOD  mOREN  mRm OV

[momn_ewomer —pw
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@ Bl Presence ............... 40...... 100 :

7 Fye foran Eye
W Fear...........
® Feedbock ..
@ Fellwor Stone
@ Fire Elementol .
B Fireball .......
B Firebreathing
| Fissure
@ Floshfires
m flight ...
B Food ...
+ Flying Carpet ...
Wmfog.....
# Force of Noture
| Forest
O Fortified Area .
| Frozen Shode .
¥ Fungusour ...
% Gaea's liege ...
| Goseous Form
@ Ghost Ship ...
| Giant Growth
W Giont Spider .
| Giont Strength .
@ Giont Tortoise ...
# Glosses of Urzo
@ Gloom .............
@ Goblin Bolloon Brigode
+ Goblinking .........
m Goblin Rock Sled .
m Grapeshot Catapult
Groy Ogre ...
* Greed .........
+ (Green Mano Battery
O Green Wor

% Helm of Chatauk .
@ Hill Giont ...
# Hive, The ...
QO Holy Amor .....,
2 Holy Strength .
@ Howl from Beyor
+ Howling Mine ...
# Hurkyl's Recall ...
® Hurloon Minotour .
4 Hurr Jockel
® Hunicone

h=

o

b W10

= | e
T

5 -3

p: 2

g 3

< 2

! !unwss:'ddiebogs 200......300
» layemdoe Tome............ 250...... 350

9 hbmrvnfl.eng:...

: @ Mind Bomb .
e Mind Twist
: @ Misho's Foctory ... T 500
% Mishro's Wor Mochine .......
© M Mons's Goblin Raiders. .
: 0 Mordle ...

: M Nofshsp .
% Nether Shadow ...
o+ Nevinymal's Disk ...
% HNightmore
+r Northem Polodin ...
P @ 0osis e
: @ Obsionus Golem
¢ % Onulet
¢ @ Orcish Artilery ...
: @ Orcish Oriflomme
: @ Omithopter.......
2 O Osoi Vultures
: M Porolyze
: O Peorled Unicom .
i ¥r Personol Incomation ...
M Pestilence
: @ Phontosmal Forces
i M Phontosmol Teroin ...
: @ Phantom Monster ...

0O Pty
: O Pkemen ...
i % PioteShip .....
M Fit Scorpion ...
: M Plague Ras.....

: M Plains ........

: @ PowerSink....
: % PowerSuige .....
: B Prodesh Gypsies .
t 4 Prmal oy ..
: B Prodigal Sorcere
© % Psionic Entity .
i @ Psychic Venom .
v Pureloce
: @ Pyrotechnics ..
i ® Rock, The
: @ Rodijon Spit ...
: o RogMon ...........
: M RoseDeod..........
£ o Reblrth qessiassineiids
¢ @ Red Hlementol Blost ;

DReéWmd
: M Regenertion ....

i RelicBind...........
¢ v Reverse Domage......
: v Righteousness
: @ RodofRuin..........
% Royol Assossin ............ 9

;@ lifeforce

g * lifeloce ...

250......350

M Power Leck....

# Red Mono Battery ...

— W

HEAVILY TRADED |

1 @ Sondstorm ...
1 Sovonnch Lions .
: M Scathe Jombies
: @ Scovenging Ghoul ...
© B Suyb Sprites
M SeaSement ...
I 0 Seeker
: @ Segovin Leviathan ..
: @ Sengir Vompire .

{ @ Townos'sWond ............ 1.
@ Townos's Weoponry ... 1.
¢ % Tempest Eeet ... .
: W Tenor
Dok TR s
: @ Thicket Bosilisk .
¢ % Thoughtlace
: @ Thoneof Bone  .............60...... 1.
¢ % Timber Wolves ...

i % Time Elemental
i ¥ Titonia's Song

¢ vr Wioth of God

O Somite Heoler ...

D@ Sien'sCal...nnnnn il 150 :
i M Stersof the Flome ..........10 ;
i % Sleightof Mind ... .3

I % Smoke

@ Strip Mine

i Sunglosses of Urz .......... 2.50......

: W SunkenCity ...... 20 ... 00
: M Swomp .. caasiens il sl
i O Swords 1o Plowshotes St

i % Syvonlibory ...

: M Tronguilty ...

i % Triskefion ............

: @ Twnomi .

;O Tundro Wolves

@ Tonel L

;W Twidde .. ..

i @ Uncle lshon . 1 BRI

: W Unholy Shength ............10 ......40

: @ Unstoble Mutation ...... 10l )

DM Unsummon ..................10 ......40 :

: @ Untomed Wilds . 12200 %

 # Uro's Avenger 400......600 :

: @ Uthden Troll 3 ifé P 2‘%

: M Vompire Bats .............. —p :

: B Venom ... 10 . 40 :

¢ % Verduron Enchantress 350......500 ©

i O Visions srstaoinvey Tolliesnrtalll |5

:  Volonic Eruphion........... 3.00. 400

i @ Wollofhir .......... 60 1.00

@ WollofBone ..............50 1.00

i @ Wollof Brombles ........... 60 1.00

© @ Wollof Dust .. 150 250

: @ Wollof e . ; 60 1.00

: @ Wollof lee 40 1.00

: @ Woll of Speors 10 40

: @ Woll of Stone 60 1.00

;O Woll of Swords 1.2% 200

: @ Woll of Water 40 1.00

: @ Wl of Wood . 10 40

© @ Wondedust ... ... 60 100

: W Wor Mommoth 10 40

% Worp Arfifoct 2.50. 350

: @ Waoter Elementol oy L} 1.50

M Weokness 10 40

i * Web 250 350

@ Whiding Dervish 300 400
2 White Knight 125 200

+ # White Mona Battery 350 5.00

¢ () White Word 35 5
B Wil Growth 10 40

: % WilH“The-Wisp 400 6.00

- % Winds of Changs 400 6.00

. @ Winter Blast 250 350
* Winter Orb 250 350

. @ Woodan Sphere 3 15 i
W Word of Binding 10 ... 40

3.50 5.00

i % Yenic Polfergeist ...
: ® Yotion Soldier .
: B Zephyr Folon ...
* Tombie Master

3 WIZARDS OF THE COAST-
3 full Set (78 cort)

* ARABIAN NIGHTS

1994

¢ % Diomond Volley
: % Dropof Honey ...
10.00
35.00
. 1.50
10.00
... 8.00
4.00
...1.00
... 1.50
. 65.00
; ... 1.50
i % (hbiff Ereet ..........., .. 2500
;i * Islond Fish Josconis ... .. 10.00
i Islond of WokWok......... 25 . 35.00
¢ = Jondot’s Ri ol .8.00
* Jondor's ..600 ...1000
@ Jeweled Bird .. 400......6.00
e Ry 2500 ... 4000
% Junon Ereet ... 1000 ... 15.00
% jzomDn ... 45.00 ... 8000
® Khabal Ghoul .......... 2000 ... 30.00
12 King Suleimon 1200 ...18.00
W KrdBpe ... .. 300......4.00
@ Librory of Nlexondria ... 2500 ... 35.00
® HMognetic Mountuin . 400...... 600
@ Merchant Ship .. ...100 ...10.00
W Metomorphosis vonndlsseninl 00
 Mioe Dgnn . . ..800 ...1200
2 Moorish Covolry .. 400...... 600
B Mounteoin .. ... 400...... 6,00
W Nol'shp ... 50......1.00
® Ooss ... vee 38000 5.00
# Ol Mon of the Seo 25.00 ...35.00
W Qubliette 350......5.00
J Pty i 50......1.00
« Pyromids : 20.00 ... 30,00
tx Repentont Blacksmith ..300......500
# Ringof Ma'nf .. 20.00 ... 3000
W Rukh Egg ... 600 ...10.00
@ Sondols of Abdolioh 8.00 ...12.00
B Sondstom .0..... 1.00
* Serendd Djon ............ 1200 ... 2000
* Serendib Ehreet 12.00 18.00
2 Shohrozod 1200 ...20.00
@ Sindbod .500......800
* Singing Tree 2500 ... 4000
® Sorceress Queen 8.00 12.00
W Stone-Throwing Devils 400..... 6,00
W Unstoble Mutation . - Jeue L. 1}
3 Wor Elephont 50 1.00
© W Wyl Wol . 350,500
* Ydwen Efreet 1000 ...1500
- ANTIQUITIES ~=
WIZARDS OF THE COAST- 1994
: Full Set (100 cords) $300.00 ... 400.00
Booster Pack (8 cords) ......... 1200 ... 18.00

g b s = e




i M Unzo's Towes 40 ......000 : & Fureko ... sl BO0 iS00 I W KOTOKRDS! :.ocosvussovain Fi50 e300
: @& Wol of Speors 75......150 : @ Evsl[yeU!msBrGote e S0 - 8.00 Kosimi the Lone Wolf ... 4.00..... 6.00
i & Weakstone 250500k 350 : @ Fcﬂun.ﬁngel 4. A i O Keepers of the foith ......... 40 ......1.00
. ;@ Xenit Poltergesst 250......350 : * Folling St .. : Kei Tokohashi . 4.00...... 600
¢ % Yowgmoth Demon 800 ...1200 : M Feml ........... | i % Killer Bees 9.00 15.00
: 1 Yotion Soldiet 75,150 i w Fieldof Dreoms. 1500 : O Ksmet ... .6.00......800
4 i : M Fire Sprites ... ... 00 : + Knowledge Voult.... .8.00 ...1000
: == ¢ % Firestorm Phoen : @ Kobold Drill Sergeont L6.00...... 8.00
- LEGENDS : m Flosh Couter . i o Kobold Overdord ..., 1000 ... 1500
P g i mlg‘fﬂS?FTHi(mSTlg‘ﬁmum i . Eicsggguad i@ Kol.‘]}uldfufskkrhnuslm v 500 B.gg
3 oo+ Full Set (310 cards) ,100.00..1,40000 : @ Florol Spuzzem ¢ M Kobolds of Kher Keep s A0 )i
Booster Box (0 podks) .. 700.00 . 90000 : g pogy (15 ) 500 ... 3000 i W o Spike........ © @ KyShied.......... 350...500
Nome low  figh : BoosserBox(36pods) . ... 850.00..1,00000 : < Forethought Amufer . i lady Colero..... 21000 ... 15.00
@ Amulet of Kioog .. 15 5 : " ; " i O Forfified Ated ..........c... . lﬂdryE;'cngelu ...... s 1000 ... IS.Og
O Argivian Archoeologist ... 2000 ...3500 : e oW Lody of the Mountain, The ... 4.00...... 6.0
¢ Argivion Blocksmith .. 40 100 : @ Abomingtion 500 500 : Baron Sengir I T 0 — 3.00......4.00
S = Agothion Pies ... 15 50 @ % AyssThe . 2000 ...3500 : i s Land Equilibrium .
Il = Agothion Treefolk 100....200 ;| * AddRen 1200 ...1800 : PO londTox .......
* Amogeddon Cock . 350. 500 : M Acive Vokono o 100 : i lond'sEdge ...
8 W Aot Blast 40700 | * AdunOokershed .......1000 ...1500 : © @ Lesser Werewalf .
2 Aifoct Word 40100 © '® Adventers’ Guldhouse viies 350 ¢ @ Life Chisel...
M Arifoct Possession 40100 i @ FuohiBerserker .. i life Matix ..
® Ashood's Altor 100.. . 200 : W Asling Leprechaun.... i w Ufeblood ...
B © AhnodsBoteGenr . 250, 350 ;| = Akun legomoire ¢ % Living Plane.....
@ Ashnod's Tromsmogront ... 1.00 200 i * Altiolow’s bve © 4 Livonyo Silome ..
el MAog ... 1.50 250 : = Adboro’s Corpet § 0 Lo Magnus ...
T A BUTTE’!MQRUTI 15 50 * b\h&m-ky Fofion %l:mﬂnﬂh:‘ullﬂlﬂd\r H W LostSoul ...
C % BronzeToblet ...........400 600 : * Achor’s Tomb TR e i e i @ Mang Digin ...
gl . Condelobroof Townos.... 2000 . 3500 @ 3 AmvouKithkin <ounter o Sengir. i+ Mono Motix ..
O Gice of Protection: Afoct... 6,000 1. B.00 : ¥ Angek Voices -n..."‘,.'“:"""“f‘..!."".".’}";-... i ® MoblePist.......
@ Citonul Druid 3.00 400 ; ° Angus Mockeze ... i Morhoult Elsdragon .
oo 8 CloyStotve..... 40 . 100 | 1 AntrMlogic Ao § s Moster of the Hunt .
# CockworkAvon ... ....700 1000 : @ Aboig ... i o Miror Universe.....
# (olossus of Sordia ... 1000 1500 Arcodss Sobboth ... Eowr Moot ...
# Corol Helm .. 400 600 i * enoofthe Andents ... ¢ % MoldDemon ...
= (umble. ... 40 100 | W Aodfote . B Moss Monster ...
@ (ursed Rock .. .2.50 350 Aselrod Gunnorson @ Mountain Stronghold
D Domping Field 250 350 Ayesha Tondko © @ Mountain Yeti ...
% Delonate ... 200300 ; @ AeeDake ... ¢ Nebuchodnezzar .
m Diofna's Restoration .. 100.. 200 © @ Boddeft............. ¢ % Nether Void ...
% Drogon Engine R 50 | @ Bockire ¢ Hicol Bolos ...
@ Dwarven Weaponsmith ... 200, 300 © W Borbory pes Dk N Star
® Energy Flux ;gg ggg : gz;’;m:‘;”:wd : : y ¢ Nova Pentodde ............
@ Feldon’s Cone ; i T : O Osoi Vlbures ......ooooennns
e Goet's M. . 1200 .. 2000 | ® Beostsof Bogaudon ... 3! i &?}j’ﬂ' g o0 ¢~ ralodiios
® OGote fo Phyrexia ... 2.50 350 : ® Block Mono Bottery ......... 2. P mG ;ge o kg 1 @ Part Watet
® Gobin Aisons ... 1.00.. .. 200 : M Blazing Effigy it e 0w | ol i ..
+ Golgothion Sylex... 700 1000 : @ Bight .. . Al e bl e 80 L @ Pendelhaven ...
® Gropeshot Cotopult 15 .50 ; @ Blood Lt SR R P & Gium;!o Al 1oo ;% PetoSohyme...
@ founting Wind 250 350 © ® Blue MonoBottery ... 250,350 . rS!Ug - e o W Pit Seorpion
% Hurkyl's Reccl 6.00 8.00 : ™ Boomerong................40.....100 : = G:Z””':I"Q ¢ o ¢ Pie Queen.....
@ Ivory Tower 700 1000 : ° Bors Deviboon 6.00 ...1200 : =1 % L;DB"" ¢ % PlonorGote ...
s Johum Tome 400 600 : ® Brnelog... 400......600 : = Gﬁuingfm-"“' ; o - @ Piadesh Gypsies ........... .
2 Martyrs of Korls 400600 i * BonzzHose........ .5.00......800 : : fp:°me“"°‘1‘---~- 5O Presence of the Moster ... 4,
® Mighistone 250 350 : M BuseThe A0 100 Dgwh“{m‘””f"”” z X @ Primordiol Ooze ...
@ Millstone 400 600 i * Comonfats.. 1000 ...1800 : VP Di B sty g Princess Lucrezio .
® Misheo's Foclory ... 400 . 600 : W (otWoriors. ............40. . 100 : W Giyphof Reincomation 005 pnic Eniy ...
® Misho's Foc. (Summer Pic) 600 ... 1000 : @ (othedolofSena .........250......350 g‘“'P Ok oo - m Psychic Purge .
« Mishia's Wor Machine 400 600 : % Cavems of Despair 8.00 ...1200 : *)l_;“‘"”fusrheé: Y @ Puppet Moster .
% Mishro's Workshop 1000 .. 18.00 - Chan Lighting 125......2.00 G{e‘" "'f" iz Y B Pyolechnics .
Obelisk of Undoing 800 . 1000 Choins ofMeohmwhe’es 1000 ...1500 : O GreotWol ... ! @® Qugmite..........
@ Ondel..... 225 300 (hu, m 1000 ...1800 | Greater Realm of Prasenvafion 6.00..... .00 - % o Trench Caomes
B Orcish Mechonics 40 100 :  Ceonss 1200 ...1800 : % Greed.......... S0 800 o pobid Wombar ...
@ Omithoptet 40 100 : < Clergy of the Holy Nimbus 15 ... 50 : @ Green Mhana Battery .. 2500 350 - g Ration Sgirl .
B Phyresion Gremins 1.00 200 : @ Cocoon 3.00......500 Gwendlyn Di Corei . 12.00 ... 1500 © M Raging Bul.
@ Power Aifoct 350 500 :  Concordont rosseoods 600 .. 1000 : - Holfdone ...... ] U e
@ Powerleech 350 500 : % Cosmic Homor 700 .. 1000 : @ Hommetheim.. il Ramirez DePietro
W Priest of Yowgmath 75 150 © @ Cow Giont .500....800 i - Horezon Tonor ... - Romses Overdork ..
@ Primal Clay 350 500 ;| @ Geasse 2350.....500 | M Heodess Horemon e ¢ Ropid Fire.................. 8.00
® Rock The 1.00 700 : ™ Cimson Kobolds 40 .....100 @ O Heaven'sGake ..... o Rasputin Dreomweaver
® Rokolte 200 300 : o (rimson Moaficore 600......800 : M Heﬂ'Swulm ....... o * Reliith
W Reconshuction 1.50 750 ¢ W Gookshank Kobolds a0......100 | * Hells Coretoker 00 ¢ L keall .o
2 Reverse Polarity 150 250 © M Cydopeon Mummy 15 _50 i % Helfie ... ¢ @ Red Mono Bottery
® Rocket Louncher 400 6.00 Dokkon Blockblode 1000 1500 : S HolyDay ... et © @ Reincomation......
® Soge of LorNom A0 100§ < DhAvenont Archer 100......200 : * Homof Deatening 8¢ @ Relic Borier .
Shopshiter 700 .. 1000 @ M Dokess 40,100 : M HomelCobio ... O @ pelichind...........
* Shatterstorm 500 . 800 : @ Deatfol 2300400 | @ Honorof Homors.... S0+ O Remave Enchantments .......
i Stoft of Zogon 40 ....100 : ® Demoni Toment 400, 00 : - Honding Giomersen ........350......500 © g penoyesod ...
@ Stip Mine 400, . 600 | ™ Dex 40 ....100 @ ypedon Bodksmith........ 3. 00 @ Reset ...
@ Strip Ming (Tower) 5.00 9.00 @ * Dsh 800 ..1200 : @ Idhneumon Duid..... A i ¥ Revelation
® Selhi 3.00 4 Drvine Intervention 800 ...17200 : M Immoltion.. ) O Ly 11 I QR T R
] Tublerof Ell"\h i5 50 : < Dwine Offering 40.... 100 : * Impison .............B800 ... }Egg © O Righteous Avengars
v Townes'sColfii 1200 2000 Divine Tronsformation 700 ...1000 @ * # Inthe Eye of Choos ... 10.00 ... i Ring of Immontols. ..
@ Tawnos's Wond 200 300 © @ Dreom Cont 400, 600 o Idestuctiblefurg .o A0 100 e Tunbl
@ Townos's Weoponry £00 300 : M Durkwood Boors 15......5 :® I“$e’f‘“| Meduso ... 5.00.... ']8'88 Rohgohh of Kher Keep .
« Teliows 800 . 1000 | ® Dusiven Song 350,500 = e httarty ... 1080 . 500 G o Rebiia Sukinger ..
@ Titonia's Song 400.. 600 Elder Lond Wurm 700 ... 1000 | * Inwoke Pejpdce ... ”ﬂg TR
@ Tronsmute Arifoct 350 500  * Bet Spawn 8.00 ...1000 D Ivory Guordons, .............. 200...... o @ Seoking's Blessing
Triskelion 8.00 10.00 % thven Riders 6.00.....8.00 Jocques leVed ... ]04'00 i 15'83 @ Seoforer's Quoy .
Urzo's Avenger 400 700 : WE Drogonfly a0 Josmine Boreol 48% 2700 § O Sesker ............
W Urza's Chalice 15 50 - ed Being 40......1.00 Jedit Ojanen ... N -6-00 + @ Segovian Leviathon ...
W Urzo's Mine 40 100 : W Enduiment Aeration 40,100 Jeodof ho s Fit 4. oo bl 1 o Senl ...
Urza's Mites 700 1000 : M Energylop 15 50 | * Johon... Iggn e © % Sement Genemttor ...
B Urza's Powes Plart Al 100 : < fquinox 150 p5p ¢ % Joviol bl . W Shelkin Brownie .............
YRR ® fiegiol Warnor 200 400 * Juxtopose 500......8.00
o
Cl ©ARTIFACT WNBIACK  mBLUE  GOLD  MEGREEN WERED  CAWHITE  MILAND ~
88 w,.Q U E
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® Shield Wall .............. 2.00......3.00
O Shimign Night Stalker ...... 250...... 350
@ Sihovette...............c.. | 5.00

Sir Shondlar of Eberyn ... 4.00...... 6.00
Shifri Scorzom ... 300 sy 4.00

Sol'konor Swamp King ... 8.00 ...10.00
® Spechal Clogk ............ 7.00 ...10.00
+ Spinol Villgin ... .12.00 ...18.00
@ Spiit Link......... .7.00 ...10.00
W Spirit Shackle ................ LT/ p— 1.00
# Spiritual Senctuary ... 8.00 ...12.00

SHN00.. s L 8.00
@ Storm Seeker...

* Storm World

W Subdue .............. -
Sunastion Fakoner ......... 4.00...

# Sword of the Ages ... 00 .

@ Syphon Soul .. g

@ Sylvon Lbrary ... 4.00.

W Syhvon Paradise ............. 3

* Tobemadle of Pendrell Vole  10.00 .

® Tokklemoggat ............ 3.00

+ Telekinesis .. 1000 .

* Teleport ......... ...4.00...... 6.

* Tempest Efreet ............ 5.00...... 8.00
Tetsuo Umezowo ......... 12.00 ...18.00

vr Thunder Spirt ............ 1500 ...25.00

* Time Elementol............ 1000 ...15.00
Tobios Andrion ... 3.00...... 5.00

® Tolorio....... M 1L 500
Tor Wauki............ .. 300...... 5.00
Torsten Von Ursus ... 4.00...... 6.00

@ Touch of Darkness .. 350...... 5.00

B Tronsmutotion ... 40 ...... 1.00

* Triossic Egg ... 5.00...... 800
Tuknir Deathlock 800 ...12.00

QO Tundro Wolves .

* Typhoon ...
@ Undertow ...
@ Underworld Drea
@ Unholy Citadel

@ Untomed Wilds ...

@ Utborg...... 380 e 500 : M Drowned .....
UrDrago ...... 800 ...1200 : O DusttoDust .......
Vaevictis Asmodi . 1500 i @ FotercftheDead ...
M Vompire Bafs ... 15 ... A0 © Heeickel ...............
B Venarian Gold . .40......1.00 i @ Elvesof Dezp Shodow ...... :
ORI i 300...... 400 ;W Erosion ...y 15
* Voodoo Dol .. 600 ...1000 : o Etemal Flame -350
M Wolking Dead ... 4000 100 : ¥ Exodst ... .600 .
23 Woll of Caltops . A0 100 i @ FalenThe ... 180,
® Vil of Dust ... 3.00......400 i O fosting ......... 150,
B Wl of Forth 40,100 § @ Felhwar Stone 250,
m Vollof Heat A0 L0 3??3"‘.?;!1@5‘“&;&; -------- : '33
> Wallof Light ............... K E 500 : S el TR
B RSB < ceninsvvcmnninie 15
@ Flood )

4 Woll of Opposition ......... 3.
@ Wall of Putrid Flesh ... 3
M Vall of Shadows
@ Woll of Tombstones
m Wall of Vapor .
® Wall of Wonder
@ Whifing Denvish .
@ White Mana Battery ...
% Willow Satyr ...

i Giont Shark .. sukiald

i Goblin Digging Team .......... 15
: @ Goblin Hero
i M Goblin Rock Sled ..
M Goblin Shrine ...
i % Goblin Wizord ...
M Goblins of the Flarg
i % Grove Robbers ...
i v Hidden Poth ...
0 Holy light ...
i % Infemo ..
t M Inquisition .....
¢ v Knights of Thom
¢ Lond Leeches ...
¢ % Leviathon......
i @ Living Aimor ...
R L e, )
i oo Maona Clash ...

% Mana Vortex ...
: W Marsh Gos ...

i B Marsh Viper
t oy Mortyr's Gy
i @ MazeofIth o |
: @ Merfolk Assossin ............ ]
i % Mind Bomb

: O Mirocle Worker.......

: 1 Morale
¢ B Mok Dwellers ................
+ % Nomeless Roce ...

i @ Necopols ..
: % Nioll Sitboin .........
--..__________-——————_'_——-—-—

: @ Winds of Chonge............. 4.00...... 500
* WinterBlast ........ .7.00 ...10.00

i M WolverinePock ............75......150

% Wood Elemental .... .8.00 ...1200 ¢

o Wietched, The . 1000 ...1500 :

t oo Xirg Agn....... L800 ...1200 :

i M lephyrFoloon ............... 40......1.00 ¢

: THE DARK C

i WIZARDS OF THE COAST- 1994

: Full Set (119 cards) ... $150.00 ...250.00

¢ Booster Pock (B cards) .......... 400...... 6.00

3 Booster Box (60 pads) ... 24000 ...
: Name

PO fgyMah ...
i % Apprentice Wizard ...
§ M Ashes to Ashes..
: % Ball Lightning
{ @ Bonshee ...
i Bor's (oge .
i % Blood Moon ...
¢ O Blood of the Maryr ......... d
£ I Bog D - ovsnsioscsmanasts 4
: M BogRafs ... “
;@ Bona Flute
i ® Book of Rass
: O Broinwash ...
: @ Brothersof Fire ...
¢ @ Comivorous Plant

I @ CovePeople ....... ] I B 250
i % ity of Shodows . 400...... 6.00
P oo (leonsing...... .5.00......8.00

® (oal Golem 200...... 3.00
;@ (urse Aifoct ... 20020 300
i % Donceof Many ...... 350......500
: Dork Heort of the Wood ;

@ Dok Sphere ...
i W Desp Water
i @ Diobolic Mochine

@ Fountainof Youth ......... ;
¢ g Fronkenstein's Monster ...... 8.00 ...
i @ Goeo'sTouch ........... coll
: W Ghost Ship ......

............... 15

Marsh Goblins ...

WENT UP

___ WENT DOWN

i @ Wondoflth ..
i @ WorBorge ...
i W Water Wum
;@ Whi ill .
i 7 Witch Hunter ...
: M Wordof Binding ...
i % Worms of the Eorth . AN
i % Womwood Treefolk......... 400

+ Booster Pack (8 cords)
Boaster Box (60 packs)

£ s hoole

i % BreedingPit .............
0 Combet Medic.........
i * (onchbom ...

: @ OrcGenerdl ............... 28000z 350 : m Homord Wamor .............
i @ People of the Woods 300.:.00s 400 : W Hymn to Touroch
i O Pkemen .......... 40 & O leotion Infontry.........
vr Preocher....... Q Ication Javelineers . ...
+ Psychic Allergy r lcation Lieytenont ...
% RogMen ........ O Kkatien Moneychanger..
@ Reflecting Mirror O lotion Pholonx ...
= Riptide ....... O lotion Priest ........
® Runesword . Q leation Scout ...
% Safe Haven r lcation Skirmishers ..
W Sovoen Ehes * lcofion Stoce ...
® Sorecow ... 1 lcotion Town ...........oe.
+* Scarwood Bandits

ggge
§§%§=

ig&‘*
i

)
Hi

B
1

;@ Thold Devoursr .............

Full Set (187 cords) ...

Nome

W Aot Thl
+ Bolm of Restoration ..
M Bosol Theall ...

* Botromless Voulr ...

M Brosscow Ores ...

i I Evish Hunter

¢ % Evenlye...

i % EvshSout ..
1 O Fomel's Montle
0 Fomel's Zeolot

) Forelite Priest .,

i @ Forol Tholid ..

¢ % Fungol Bloom

i 1 Goblin Chirurgeon

i % Goblin Flotilo

i I Goblin Grenode

@ Goblin Kites

: W Goblin Wor Drums

+ % Goblin Wonens

i v Hond of Justice

i @ Havenwood Battleground
i D Herotsm

i m HighTide .

: % Hollow Trees

i W Homoid ..

¢ % Homarid Shoman

: @ Homorid Spowning Bed

. FALLEN EMPIRES 7

¢ WIZARDS OF THE COAST- 1994

T2 | IKEAGE ©

.40 © WIZARDS OF THE COAST. 1995

150 5 Fuoll Set (383 cordk) $375.00

2200 ¢ Storver Deck (40 cards) 10.00

300 % Starter Box {10 decks) 90.00 .
300 : Booster Pock (15 cords) .. 250....
;gg Booster Box (34 padks) 90.00 .

1.25 Nome Low
125 | @ Moyssol Specter 2.00.

40 | ® Moko Sentinel 200
500 QO Adokor Unicom 15
150 ¢ o Adorker Woshes 400
A0 © % Aegis of tho Meek 400.....
300 | @ Aggression g 1 SRR

40 Aor of Bone . 400.
150 © o Amuletof Quoz 400

40 @ Ananchy RO ¢
125 1 QO tic Fowes S s

0 : @ hom'sSleigh ............150...

40 : @ hom's Wethenone ...... 150
150 | @ rum's Whistie ... 1.50

500 1 O Aesson's Aura " 15

40 © Q Amor of Foith .8
300 m Amjol’s hscent IS s

40 @ Ashen Ghoul 150
125 | W Auods 15

40 ® Avolonche. ... 200
350 : W Bolduvion Barborions 5
600 | m Bolduvion Beors 5
150 | @ Bolduvion Conjurer 1.50
125 | % Bokduwion Hydro ... 6.00

40 | m Bolduvion Shomen :

4.00 W Borbarion Guides

40 : m Borbed Sextont

.. 250 : @ Boton of Morole ... 200...... 3

125 D' Botlle Cyicsconvaivasvans B0



00 | O hstice

¢ % Korplusan Forest
: @ Korpluson Giont .
:+ o Korpluson Yefi ......
00 : O Kelsinko Ronger .. i M Quish Former ...
: W Keldoron Dead............... ] A0 @ Oucish Hedler ...
it O IQeldoman!e&n'd ......?.00......3.00 i % Orcish Librorian ..
H - B Orcish Lumberjack ...
i o Orcish Squatters ... —
© % Orderof the Soaed Torch .. 5.00...... 7.00
2 O Order of the White Shield ... 2.00...... 300
P g PoleBeos ... 300...... 500
S PO s N [ -
;o Pentogrom of the Ages ... 6.00...... 8.00
: M Pestlence Rats............... M s A0
: @ Phontosmol Mount -

P @ PtTop ........

: M Plains .......
# Polor Kraken ..

o Oothof tmDil ............ 400...... 6.00
: @ OnyxTolismon ... ;

: @ Oiish Connoneers ..
: @ Oncish Conscripts ...

: M Portent ...
1,@: Tap target ortifact, creature, Power Sink .
!T:ﬂf‘-m SEN 4 . GE—
called i the “Home Crazk pomp : O Prismatic Ward.........
ey Dagssom, Sobdevi Machinbs i o Pygmy Alosoures .
DM Pt .............
: I Pyroblost ...
i @ Pyodosm......
P0Rly ...

i 1 Ray of Command .
@ Royof Brasure ...
i+ # Reality Twist ...
ol : Reclomation ..
IO Red Scorah ..

| i M Regenemfion ...
: M Rime Dryad.......
| i Ritvol of Subdual...
|t 9 RiverDelo ...
2o Runedbich .

: @ Sabretooth Tiger .

o Qﬁ.uealhu'acnun Block....... ozl 2
1 Cirde of Protection: Blue ...... .15 ...... 40 : §

= :l(jrdeanrmméon:&een ol . 40 6
Q Circle of Protection: Red ...... 15 ...... 40 @

O O Gdeof Potecion: White ... 15 ... 40

W Coivoyance ................ 15 ...... 40 : i
A Cookof Conhson 015 4 | o
O (old Snop .200......300 i ¥ Genen B 00 ¢ i : @ SeaSpit.....
® Conquet ... .200.....300 i - GhostyFlome ... . 600......800 : 7r Keldoron Roydl Guord ...... 5. : W Seimres ..
O Cooperstion ............ 205 40w GiootGrowth ..............15 ..... 40 i @ Keldown Skyopiin ... 2 % Segph .
B (outerspell ... 15 ......40 © « Gont Trop Door Spider ...... 250 ..... 350 : OO Kieldoroo Skyknight .......... A0S Shombling Stidet ...
* CownoftheAges .........500......7.00 i @ GlocolChosm ............200......300 i O Keldoron Worior ............. A0 m Shotter
# (urse of Moritloge .........500......7.00 i * Glociol Crevosses...... 400......600 : @ Knights of Stomgold ... 1. § OO Shiokd Bagrer oo
@ Dance of the Deod ... 200......300 | @ GogalWal ...............1.50...... 250 | @ Kiovikon Bementolit ...... 2l : ® Shiokof the dges ..
W Dotk Banishing. ... 15 40 i - Glodans 400,600 i W KiovkonFetish.............. R
W Dork Ritual ........... 15 ... 40 | w Gobllye ..............A00.....600 W KovionSocerer ............. S % Siblon! Spit
O DecthWord ... 15 ... 40 i @ Gobiin Mutont o 200,300 ;@ Kovkon Vompire ... 3 0 & @ Siherfme ...
% Deflection’ ............... 1000 ... 18100 : M Gobin Soppers........ WY 40 ¢ % londCop..........eee., 400......600 : Sl:elelnnShip”
@ Demonic Consulfotion ......2.00......300 : W Goblin Ski Potrol .15 ... 40 i @ lopis lozuliTolismon ... 150......250 : o Skull Cotgpult—....
# Despotic Scepter .. .. 600 : @ Goblin Snowman....... . 200......300 ; W lovoBurst ... . Slight of Mind ...
Dicbolic Vision ... 300 | m GodoPock..................15 ...... 40 i * lovaTubes ... @ SnowCovered Forest ...
W Dire Wolves .. v A0 G Growebind.................. 400......600 W Legions of LDl .. © @ Snow(overed Islond ...
O Disenchont ... o 40 : O GreenSearch...............150......250 : @ leshmc'shite...... o B SnowCovered Mountain ... .
o Dread Wight ...............4.00...... 600 : M Grizzled Wovesing.............15 ... 40 : @ Leshmc'sSigl ........... . D W SnowCovered Pl ........ .
® Dreoms u?the Deod 150...... 2.50 > Hallowed Ground 150......250 | * lhugoyt . T B Snow-(overed Swamp .
@ Diftofthe Dead............ 200...... 300 i + Holk of Mt 400,600 i o Lmofs Cobort ... DM o Devl.....
D Drowght ... v 200......300  OHed.................. 15 ....40 i IIJ_rerQIsHerw- : F % Snow Fortiess ..
% Dworven Amory ... 500..... 700 i % Hecotomb. v 600......800 : @ LighmingBlow ...........400......600 : 5 cpund
Farthfink ......... .500......700 i @ Hemafite Tolisman ... 150......250 : & Lost Order of Jarkeld ...... 500......7.00 : 4 Snowblind
WEorhlore ..o 05 L 40 O Hipparion. ... 150.....250 : @l ... S0 250 0 @ Shoudal
% BderDuid ..............400.....600 | W Hoor Shode v 5 .. 40 @ Moddening Wind S s SoldeviGolem ...
Homentol Augay ... 5.00..... 7.00 |  Hot Speigs o A00......600 P * Mogusof the Unscen : @ Soldei Modhinist
# flkinBotfie ... o A00..... 600 | W HowfomBeyond .. . ......15 ...... 40 i @ Molodhite Tolsman ... - ® Soldevi Simulorum ...
2 Ehish Hegler ... 15 ... 40 i ® Hurioe L150......250 §  Moron Stomgold ... 8. © B Songs of he Domned ..
% Enduring Renewol .........600......8.00 ;| @ Hydopterows lemure ... 2.00 300 : @ Mok - : @ SoulBamier ...oon
o Energy SO ..............500..... 700 | W Hydoblost .................05 ... 40 @ Heling ... o SoulBum ...
W Enenvole ..o 1 40 i o tiymnof Rebith ...... 200......300 : % Mercenies ..o 300,500 G g s
B Eront Miion ... 15 A 0 * kB ) 200 3.00 Menakelﬁﬂem T TS 11, | oy i : Spectil Shild .
B Frronfry .. 15 40 : @ e Couidon 500......700 § * Mesmerclione............ 4. i s Spoils of Bl .
i W Essence Filter . i) 40 : @ keFloz 250 ....400 i M Meteor Shower ¢ % Spoils of War..
{ ® EssenceFlore ................15 40 | @ lequoke 250......400 : W Mind Rovel ... © % Stalfof the Ages .
‘ Essence Vortex ... 1.50 250 : @ loy Monipulgtor . 900 ...1500 ; @ MndWop ... % Stompede ...
| ® FonatcolFeser ... 200 .3 * |y Pison 500,700 © % Mind Whip © @ Stench of Bl
M Fexr 15 40 i m Wusionory Forces 15 ... 4Q ¥ Minion of Leshioc sredimeaesn 01 o Stong Rain
' Fiery Justice .............. 400 6.00 i+ [husionory Presence 300......500 i % Minion of Tevesh Szat ... 500...... 790 : @ Siong Spiit .
| Fire Covenant 200 300 : ® Musionory Termoin 150.....250 ; W Mitfok............ u ‘o i B Stonhands. ...
i @ Flame Spirt 200,300 i W Uksionory Wal A5 ... 40 i @ MoleWoms ... A 2303 g St
t WA e 15 40 ;  Isions of Grondew......... 5.00......7.00 : MW;P"d ------- | © o Stombind ...
i Flooded Woodlonds ... 4.00... .. 6,00 : M kmposing Visoge 15 .40 i M MoorRend.......oooooorn 15 ¢ % Stiomgold Cobal .
| * Flow of Maggats........... 5.00......7.00 | W Incinerate ... ) 15.....40 : @ ﬂwn:ng;l 54 02 i % Stunted Growth ...
i W Folk of the Pines . 40 e Infomol Dorkness 500...... 700 ¢ W O T, o+ % Sulnous Sings
| # Forbidden Lore ... 6.00 : % Infemol Denizen ... 500......7.00 Mﬂg'de o 400, goo @ Sunstone ... .
| ® ForceVoid ... ik 250 # Infinite Hourgloss 5.00...... 7100 § WMICHERGI;ons-aeis 500 700 BSwamp ...
W Forest .......... T 10 : @ Infuse ; sl a8l b Musigion ..o 3000700 ) Swaords o Plowshares ... 18023, 2.50
. : 4 05 10 G * Mystic Might . v 400600 G = 15 .......40
® Foigolten Lore .. - A B HSREmON . ccoor. 15 4D E g RO e essess e 300
#r Formation 700 : # JestersCop............... 1800 ... 3000 : ; 150 * @ Thermokarst .. 2 P T ;
B Foul Fomil 0 ;i ‘s Mask 1200 2000 i @ Nowoldsman ... 130, D50 g mhohippch ..ocuunooe 150...... 250
ul Fomilior # Jester's Mas versennns WL & Moked Singulority v, 100 ..,200......300
B Foxfire . : s ; 40 @ Jeweled Amulet 2.00......3.00 ® Hatue's Lo B T @ Thunder Woll ... 400 S0
@ fregolse Supphcant ... 150......250 : @ Johnl Wum 200......300 : * Necogatence. ... 500700 : * Timbetfine Ridge ... st e 400
@ Freyalise'sChom ... 150, .. 250 : o Jokuhhoops : 6?{; a‘r;g - i g NS .40 ¢ TimaBomb ......ocooeenes 300
¥ Freyolise's Winds 400 6.00 i =
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W TinderWoll .....ovoevnnnenns J5,.....40 §
B Tor Giant .. i

i O WorFlephant ............... A5 .. 40 W Joven'sFemats..........cooeunn. BV
i O Witch Hunter ... s ilhia i 300 i * Joven'sTools .3

* TotolWor...... 400...... 600 ! i % Wetched, The .. 500......7.00 : ¥ KoskunFalls .

B Touch of Death.. ralB s A0 ¢ i« XioAden......... e W0 40 : e Kosknml(eep .3.00 .5
@ Touch of Vitoe 1.50...... 2.50 % Yowgmoth Demon ......... 3.00......500 : @ Lobyrinth Ninotour (ver. 1) ...... 5.
* [railblozer vy 400...... 6.00 i @ lobyrinth Mlné:luut [y, A8
# Underground River 400...... 6.00 : i : M Leoping Lizor ]

© Updicht ......... 150,250 i HOMELANDS <* ol e 3

@ Urzo's Bauble 150...... 250 : : WIZARDS OF THE COAST- 1995 ;% Mommoth Homess ..200
 Veldt ... 400...... 6.00 i Foll Set (140 cords) .. ...512000 16000 : +* Mohon ..... 400

@ Venzmous Breath V50 250 3 i Booster Pack (8 wds) ..o V5275 i B Memory Lopse (ver. 1) ..........15

® Vedigo ......... 150, 250 : : Booster Box (60 packs) ......... 9000 150,00 : B Memory Lopse (ver. 2) . 015

# Vexing Arconix .500...... 7.00 : i i B Merchont Swoll ... T S
+ Vibrating Sphere 400...... 6.00 i Nome low  High : O3 MesaFokon (ver. 1) . pls

© Walking Wall ... 2805 350 i O Abbey Gorgoyles................ 100...200 : Q Mesa Folcon (ver. 2) . A

@ Villoflova ... 250...... 350 i 0 Abbey Maton (ver. 1) ..........05 ....50 : 400 .

® Wallof Pine Needles
@ Wall of Shields ...
@ Wor Choriat ...

i O Abbey Matron (ver. 2) EREL o305
i % KtherStom ........... .200...3.00 : BhMIE .o iommecsund 2.00 ...3.
W Aibon's Tower (ver. 1) .. ; : i ;

a &ﬂﬂ}iﬁ o W Abbon's Tower (ver. 2) .. .50 25
@ Whalzbone Glider Ambush........oovenen.. .50 ¢ ..1:50
O White Scorah. .. W Ambush Porty (ver. 1) ....50 i M Reef Pirates (ver. 1) ... sil3
@ Whiteout ... W Ambush Party (ver. 2) . .15 ... 50 : B Reef Pirotes (ver.2) ... - H1
* Witigo ... @ Antowa Constable ... 2.00...400 : W Renewd ... 18
| Wild Growth . @ Artlowolon ........ ..200 : @ Rebution............. B
® ﬁnd S;:firg i i " % AnHowa Township . 400 i * Reyeko, Wizard Savont . ..3.00 ...5.
ings of Aesthir H "““‘P‘"‘d‘“ = i % ArleminRuins ..... ....300 ...500 : @ RootSpider .......... ..2.00 .3
* Winter's Chill. i imoyngmofmtdbmlhmh’s 1 o Anoba ACESHOI ............... 00..400 | @ Roofs .......... ..200
@ Withering Wisps .. H Lnsm{ugdmwu oA 1% W Ancha Bodygquord (ver.1) .......15 ... .50 : @ Roterothopter ... el
| Woolly Mommoths . el W Ancho Bodyguord (ver.2) ... A5 ....50 i % Rysorion Bodger ....... ..3.00 ...5.
| Woolly Spider ... : . Aﬁ‘hkn“baw() ey W Anabo Shomen (ver. 1) ..........15 ... 50 i O3 Somite Ahemist (ver.1) ....... | e
@ Word of Blasting .. Cm G ﬂIrS," ge - : M Ancba Shomen (ver. 2) ..........15 ....50 i OO Somite Alchemist (ver. 2) .......15 ....
= \‘;f{ulfhuifuhr;dqinlgn i R . e AnubuSpiriTéthr ..... 383 ..Aa.% i ® S Sp?jm ............ :gg B
© Yoinapa a1 200, 3gp | M Cobin DigngTeom ........ 0D g SEADORIBO © % Seok s 500
W Lo'sWeidng ... 400, 600 i M SbinSime ... A5 0L g pcantbbey 200400 ;W SengeBats(ver 1) ... 15
o Iurun‘:'nl;humer N 40 :ngﬁggmes g i Aysen Bureoucrats (ver.1) .......15 ... 50 : M SengirBots (ver.2) ... N5l
luonOtb........... .3.00......5.00 : ; i i O Aysen Bureoucrats (ver2) ....... 15 ... 50 : # Semohviary ...... 5.00...7.
. Turon Spellaster .. vveo 35w :ng‘jnsofﬂéz't'}‘e“;:n © 2 ysen Crusoder . { O Semo Bestiary . BT
2 Indesrm(ﬁh!ehulg . - ﬁysigpl(ﬁghwuy .3.00...5. QSS:mil’:?:g:m I,Erg il
CHRONICLES | O oy s . | banse 700200 | @ Semthrows 18
WITARDS OF THE COAST- 1995 :j“'"”}e]j"'ij!ed---- it BeostWolkes . 3] © M Shink (ver. 1) 15
Full Set (125 cords) .. S70, J::uen . ¢ o Block Corioge : W Shink (ver.2) ... el et
B Bc o) L i Flos e
i 4 ﬁe‘?eef ?’T‘? Faith E O Coropoce (vet. D) ..o : % Tinmerion Fiends...............3.00
Nome e I,e'ﬁF Eudm" """ PaLEnNL Ly el W 500 i M Toture (ver, 1) uns S1D ek
3 b Jo'tor - Bt w000 5 o Cometery Gate (ver. 1) ... A5 050 M Tomwe(ver2) ..o [Suzies
m Adive Volcono ....... vatee ) wrsienil 3 ﬂ"h'-‘ [mE[II;d 70 g ¢ Cometery Gole v 2) oo A5 ... 50 O Trode Coravon (ver, 1) ..........15 ...
?r Neson Legiomaire . : = ::‘g:ugﬂ"‘]:pho;fg““ -------- i Wi X 1 . 300 ...500 ; Jlmde(uimn [ ) R I
e H e e L e I e
" ol ot i« Nebuchodnezzo 00 800 g Gk St . 1S 50 E % WalalKa 300 5,
+ ueaaof the Ancien's Py Nolbes o 300 T vk Svom T TS0 Wiow o e ) LS
| Agothon Pixes ... g A £ S m oo ... .50 W Wilow Foerie (vet. ) ..........15 ....
B b T o g 220 QG T R L 005
Axelrodﬁunnflson - :;mmgge My g ggig:g':»smlkmwn ceeerenenn:300 600 @ Wizords' Schol .............2.00 .4
o . Ry 0250 1 2 it A0 500
el Y- 1 ioyde | @ e oo SPECIALOFFERS ——
;g;‘ﬂs;{:,ggng;,;d'g,;"j T e © M RemovaSoul BT QT B el Rt |
> Blood of the Martyr .25 .. 75 i O Repentont Blacksmith .. PRIE IR A0 % Dwaven Pony 00 ..
4 Blood Moon ... 400, i & Revelofion ......... 250...... 400 § . puoven Sea Clan
8og Rals 40 ; _ Robinio Soulsinger AD0.....600 ¢ g pyorven Troder ver. ) 15
L °9k fRoss g B RUNGSWO...eeeoens 25 oo 1S T g Duorven Trode (e 2) 1 o)
ol 3T L . '
% anzel!m»- :gcuvhengle:Fulk ..... 15 45{0} ;@ Eonthe Relealess ... 400 .60 : FACTORY SETS |
= c;;wgmors y R Sgpp:ﬁmenmm o :Em‘:{!:m S ; gg ..200 : M:T6Beta Foctory Set (363 m%& 5 s L
omium t e Ty} swessitpnayveaie et o D0 80 vssnesvsssiesasesEand .00 ...250. |
% Ej;fafﬂluss i 0 5;‘!'Edw"“-h ----- o ;2 """" :gg © M Feost o the Unicom (ver. 1) 15 .50 © This set i known os the “Domestic Edition.” Cards pon |
b= i @ Shimian Night Stalker 403 i n Feast of the Unicom (ver. 2)...... . 15 ,...50 : havesquore boldeismthgoldrnm Backs also
* Eonmxdnmtmssmnds : Sivitii Seorzom. . ...ueienenn DD“”“?-DU | @ FosBm ... 7300 500 | bave the words “Collector’ Ediion” in gold
@ (row Giont ... Sol'kanar the Swamp King ... 5. bl i Fok of Antfown (ver. 015 s ¢ letters. These cords are not tournament legal. Q
= Cuomboil Witches . b g:gﬂmggseeker ............... 3i00ee 10000 i m Folk of ArHowo (Vaf e : 10,000 printed. ‘
....... S | : I LSS AT SR - F B, : |
* (ih"ﬁi.m'mheu 5 @ Tokklemoggol Dl 250 1§ S TG Beto latemofionol Foctory Set (363 coxds) o
* Dhe Blutkblﬂdﬂ i ik Teleport ...... i Ghost Hounds __ : $275.00 ... 350.00 |
Dokkon Tobias Andrion .. s © Known os the “International Edition,” this set \
« Duncu of Many - i@ Wk ;M Giont Abatoss il o is the same as above except the cards have |
m Do dﬂoffn ---- @ Tomod'sCypt ... i :E‘_““;m"m (et 2) oo 1S ¢ “International Collectors Editon” on them. Cards |
= ?Mne!dﬂsgggnﬂy ;M Tionsmutuion Do r,«";:dmfe'.s;éﬁgs;” vt S0 gy § TS MEAN el S et Q
nedt U e bk Trinssic . : P e St ) {18
Emhunhnenmlferallon ...... 28 e 75 i 0 " a0 ;M GreoterWerewolf .05 S0 f pgRovised Bosed Set....... $2000 ... 25.00 [
.E;hnamﬂilﬂn 3(;2?[33 :Hgg:lﬁmiglzﬁ:sﬂni” %? : ‘,::,]tg :ll.:u;gl.:hfﬂlh\hbol R 3?2 500 This set contoins two 60-card Revised starter e {
:IEO:IIZ: “Tnhge lf‘z'(](]“”"a‘m § @ Unmo's Tower (4 vesions) ....15 ... .40 P Heen;\m[ 00 0. decks, 30 counters and o Revised checklist b
@ feldon’s Cone - wedd el |8 f.“;;.”f”‘n“ﬁ""d"“““ iR Em Hungry Mist (vee, 1) .15 : MTGFouthEd BoedSat . $18.00 ... 2500 . | ‘
® Fire Dioke -+ wsil B Liad, 150 . WPII ? oll ... i @ Hungry Mist (ver.2) .......... .15 ....50 : This sel contains two 60-card Fourth Edition starfer :
m Fishliver 011 :g :g -~ \'J.;\lgfg;g::sn{c;ﬁ“ i o Ihson'sShode.................2.00 ..300 : decks, 30 counlers and a Fourth Ediin checklst.
m fo ol 0 ld S e PR — 1 & 3
bl ngee ... 400..... 600 ; ™ Walof Vopar N |r
+ Gountetsof Choos ... 40...... 400 ; © WolofWonder ............. B o : i , o o
""“&———-"'-_-—_ T !
: WENT UP WENT DOWN HEAVILY TRADED | o
“l_—_—-"—'--—_ /
R 1 T 19 oS, 91
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H HERESY: KINGDOM COME

: IR
il ] g il i LAST UNICORH GAMES-1995
e e R  Full Set (374 cords) .......5175.00 ...300.00
i\ g [l i1 : Starter Dack (60 cards) ..9.00 ...11.00
‘ g L : Storter Baxél!de(kﬁ) .85.00 ...100.00
1 : Booster Pack (15 cords) . 275...... 325
RILERESES 3.t d.e : : Booster Box (36 pocks) ......... 90.00 ...11000
: MES-1995 :
gﬁﬂsmaoumds) ......... ST HIGHLANDER -~ = |
+ Storter Deck (60 cards) 00 ...1000 7 R CASTLE GAMES-1995
* Booster Pock (Bcords) ... 200 950 : Storter Box (12 decks) .. .75.00 ...110.00 §Fu!ISer(165curd5) ......... SISGGU .250.00
¢ Booster Box (60 pocks)........... 95.00... 13000 | mesee + Starter Deck (52 cords) ......... 800 ... 1000
i |l ECH * Storter Box (12 decks) ... 90.00 ...110.00
- : ON 5 : Booster Pack (15 cords) . OGIC TR 275
:;mrusm(avcmds) ......... 53000 ... 5000 Booster Box (36 pucks) ......... 80.00 ...95.00
% g ERMUED e
¢ Storter Gome (18 ice) ......... 10.00 ... 13,00 : fireStarter Box ( S .. 10000 G AmOndD oo R...400 ... 600
Smgm(](zwms)) ______ 115.00... 140,00 : Fire Booster Pock (15 cards) ...... 250 ... 300 + Connor Mcleod ... .R...T00... 1000
: Drogon Shisld (50 spell cords) ... 10.00 ... 13.00 Fire Booster Box (36 packs) ... 85.00... 110.00 : Duncon Melead ... ...R...7.00 ... 10.00
¢ Botle Grownd (1 mat) ......... 1000 .. 1300 : Full FuySet (57 cords) ......... 3000 ... 5000 : Neferi ......... R 400 600
: Unlisted Common 6@ ............ 20“,.”,40 : Fury Storter Deck (65 crds) ....... 800 ... 1200 : Ricie Ryon ... R... 6!
¢ Unisted Uncommon dice ... 10 : FuryStorter Box (10 decks) ... 75.00...100.00 =
: Unlisted Rora ice ............. 150 ... 250 : FuryBooster Pock (15cords) ... 250 ... 3.00
: : Fury Booster Box (36 pocks) ... 85.00... 110.00
R...200 ... 400 : i (0 5
R...200 ... 400 i ©Full Set (300 cords) ........5200.00... 300.00
R...200 .. 400 : : Booster Pack (15 cards) ......... 225 .. 218
R...200 .. 400 stiSer(losturdsl .00 ... 50.00 : Booster Box (36 packs) ......... 70.00 ... 90.00
R..200 ... 400 : Booster Pock (10 cords) . R 250
R...200 ... 400 ; BoosterBox(3bpods)......... LUV I HYBORIAN GATES |
U150 ... 300 i | (ARDZ- 1993
R...200 ... 400 : ;FullSettdSUmrds) ......... $200.00 ..300.00
R...200 ... 400 : + Starter Duol Deck (110 cards) ... 8.00 ... 10.00
: Deodeye iR GO0 e 4000 3 i * Storter Box (6 duol decks) ...... 45.00 ... 60.00
v i oR..300 ... 500 ; torter Deck (55 cords) .9.00  Booster Pock (12 cords) ... 225 .30
T5R-1995 ' i oR..200 ... 400 : StorterBox (10 dedks) 100.00 Booster Box (36 pocks) ... 80.00.... 110,00
Foll et (334 cards) .......... $275.00... 35000 : Enchonter ..... . R...300 ... 500 : BoosterPock (12 cords <250
Starter Deck (50 cords) ... 800 ...1000 : Ficher.... " R...200 ... 400 : Booster Bax (36 podks).. 85.00  : Ancient Gate Redemption ...UR 50.00 ... 75.00
Starter Box (6 dual decks) ... 75.00 ...100.00 : Hedge Wirard ool 150 ... 250 i ¢ Angel Storm ............... UR 20.00 ... 30.00
Baoster Pock (15 cords) ... 200 ...250 : Heokd........ L R..200 ... 400 :DgonHathing ... R.. 400 . 600 IWinning ..., UR 20.00 ... 30.00
Booster Box (36 packs) .......... 7000 .. 8500 : Infitmior .................. R...200 ... 400 R..400 ... 600 :
: Leopord Fider . CUR200 400 R.. H ILLUMINATI: NEW WORLD
Assossination Plat _......... R...500 ... 8.00 : Mommoth Rider ..R..200 ... 400 3 i ORDER LIMITED EDITION
(hoos Beast . v R 400 ... 600  Morouder .. R 200 L 400 k.. I STEVE JACKSON GAMES-1994
Lody of Pein ... R 2500... 3500 : Mecomower.......R..300 ... 500 :  Full Set (412 curds) ........... $400.00. . 500.00
smldedamed.n R...400 ... 400 : RedDrogon: Drake .......R...200 ... 400 : h ;Eucruwgerk(gsol;urdks)(.].].u.}....‘?ggg ;383
Tiomat .. . R...500 ...B00 : Red Wym ........R...200 ... 400 : + Storter Deck Dual Pac s 20j
sm;'?ﬁ.z? Fm.( 200 ... 400 gFLﬂSmI'D‘?mfds) 125.00 < Storter Box (5 duol decks) ... 90.00... 100,00
m ¢ Skirmicher, .. CR..200 .. 400 ¢ BoosterPack (12 cords) . .. 225 Booster Pock (15 cards) ......... 300 ... 400
TSR-1995 ! Thoumahrgst U150 ... 250 : Booster Box (36 pocks) 80.00  : Booster Box (36 packs) . i
FuﬂSe1(134curds) ......... S40,00 ... 6000 : Wodod ..................R...200 ... 400 : + Unlisted Common cards ...
Bmsrergkﬂicurds) : 000 20 Wi snnesons R 3O e 5000 TR an%isteggntumrr:juncurds .
Booster Box (. ,, P W Tor .R...200 ... 400 : CORGLENBURG-1996  Unlisted Rore cords
(6od)........ 7000 ..3000  Wem B R 200 oo 400 4 st (W0 o) ... 51600 ...2000
. Prome Dice ladd oD S < Cord names are printed in gold
TSR—1995  Dogorlord ............R 10.00... 1500 : ISR 2  Blizkeieg ..o R...325 ... 400
Foll Set (134 cords) ... $40.00 ... 60.00 : Drogonmoster..............R 15.00... 20.00 i PRECEDENCE/UPPER DECK-1995 SCIA cevverenR 325 L 40D
BoosterPock (15 cords) ... 200 ...250 : KngsDie .. .........R 1000 . 1500 : FullHobby Set (306 cords) ... $180.00... 300.00 : Cyborg Sodios ... R..-325 ... 400
Booster Box (36 pocks) ......... 70.00 ... 8500 : ¢ FullRefod Set (306 cords) ... 180.00.... 30000 B ... BT
i Storter Deck (60 cords) ......... 8.00 ...10.00 : Gemany ...... CR...39% .. 400
e — e AARONS XPANSION ] S b (0o TS0 B0 e R 3 iy
HEARTBREA TES—1995 ¢ TSR~1994 ¢ Booster Pack (15 cords) ... 200 ... 300 cply ... R...325 400
FullSet (105) . 575.00 ...125.00 | FollSet (35 dica)............ $100.00... 15000 : Booster Box (48 packs) 95.00... 14500t The ~R.325 L 400
Booster Pack (15 cords 275......325 ' KickerPock (B dice) ...........600 ...7.00 :  MenlnBlack, The .........R...325 ... 400
Booster Box (36 pocks) .........90.00 ...110.00 © fickerBox (17 pocks) .........70.00 ... 60,00 : IREAEESNS ENSA e R...325 ... 400
¢ Unlisted Commondice ... 95 ....... 50 : PG-1995 : Perpetucl Motion Machine ...R...3.25 ... 4.00
IEE N o Unconmondee 150, 250 | FlSet(BT o) 23000 Politers R..325 ... 400
COLUMBIA GAMES-1995  Unlisted Rovedice ..............300......500 ; Storter Deck (60 cords) . .- 1000 = Shroud of Turi 305 ... 400
FullSet (200 cards) ........ $50.00 ... 70.00 ¢ Storter Box (10 decks) .. .. 9500 Soulburner 325 ... 400
Storter Deck (60 cards) .........7.00 ... 1000 | Beholder ... .. 400 .. 600 : Booster Pock (14 cords) . L300 : Sybliminaks .325 ... 400
Storter Box (12 decks) ......... 7000... 10000 ° Centour R 400 ... 600 : BoosterBox (36 podks)... /100,00 STEXDS eeevireeeeeeias L3325 ... 400
Chimern R 400 L. 600 G  Underground Newspopers ...R... 3.25 ... 4.00
“ Hydka ... CRO400 L 600 (onr:olﬂesnny .-3.00 : Unmasked! 325 ... 400
(OLUMBIA GA Meduso CR...400 ... 600 Vet ... L6000
FullSet (400 cards) .......... $70.00 .. 9000 Orod . LR 400 ... 600 zﬂmgonwnglofd 5.00
Stuter Deck (60 cards) ... 800 ... 10,00 : Visonory LU 200 300 ; Gndhvtor o500
Staiter Box (12 dedks) ... 95.00...110.00 : Smoke Spirit, The .- 300 55 AMES-199
: i : sun et (412 o) ... $250.00... 350.00
— (DA : Storter Deck Dyol (110 cords) ... 8.00 ... 10.00
s el irid’sﬁ?'m &) .. 120.00 Sémmapmifs(?gu Nﬁ‘;&) """ 3283 sggg
FuII t ]'nrds ________ 75.00... 35000 °© FullSeb(dbdie) .l i t ds), s | : Booster Pad cords ;
gmnsefngi (éom)m;) S? ;gg 35?% ﬁ‘gz"::t‘(?)  Booster Pock (14 cords) . : .. 275 : Booster Box (36 packs) ......... 70.00 ... 80.00
Starter Box (10 decks) ... 70.00 ... B5.00 lkklh(l!mds) i Booster Box (36 packs) ......... 80.00 ... 95.00 : Single cords ore 50 to 100% of limited equwulams
Booster Pack (15 cards) ....... 200 ...250 : Uniisted Commen dice :[hu e Wondet Dog % ...400 500 : Card names are printed in various colors.
: H mps fhe yronoer vaah 08 sl :
Booster Box (36 pocks)........... 70.00 ... 85.00 pm—— _‘Elardm.swwwﬁzmd... E"m ggg "
Y ‘nq : Former Brown . R4 .5.00 : STEVE JACKSON GA
IR il T TR 00 R0 SasBeerSied L C J250 CRllSet (100 ds) ........ s;suu 12500
Crenshaw the Mortficator . R.... 7.00 ... 10.00 300 ...500 : Supermodaloid v 2.00  : Booster Pack (B cords).............. V30, 1.50
Nimrod Autoconnon ... ... 500 ... .00 DS Boote B (60 podsi”........7000 . 8500
Personal Anti-Personnel Mines R... 7.00 ... 1000 : 215000 ... 250 i
300 ...500 3.H 1904 S HEART ‘
REO0muesRg : FTO-1 § e
HEARTEREAKER=1995 ; 150 ... 250 _FdISeI’(‘ﬁ]{(awm.) ............ "75 ....... 2'90 ;FulISe? (23Iruldsandu€nglﬂsdmseéﬁrds) -
: “1&n gkg : Booster RATR ) s e 200.
FO\OBHTCED e IONE . CEOII, O US0B30 g Ban 60 packs) e D000, 11500 St ok (B0 o) e 800 1000

P
l@o 4l € sa
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Storter Box (10 decks) ......... 7500 ...9500 : Poof X Tele. Courd, ........R...3.00 ... 500 : Unlisted Commonsites ............ 35 J5  Goldbery .......o.veueenns U..
Booster Pock (15 cords) ... 275.....300 ¢ Psylocke Hero Cord .........R...3.00 ... 5.00 : Unlisted Common chorocters ...... 39 zawis 45 3 Golm e U, 3
Booster Box (36 packs) ......... 90.00 ...100.00 ¢ Psylocke Mentol Hold ......R...3.00 ... 500 :  Golum's Fate............... R...3.
¢ Psylocke Psychic Knife ......R...3.00 ... 5.00 i P rority denoles Promo. : Great Fogles, The............ e
M Trovehn—=006 ......... .00 ... 1200 : Rogue Mutogznic Drgin .....R... 3.00 ... 5.00 | Adunophel R...7.00... 1000 : Greot Goblin, The............ R...3.
Aston Martin “Volonte” R 800... 1200 : Rogue Super Stength ......U...3.00 ... 5.00 : Aghuona -R...300 ... 500 : Greatshield of Rohan
Connection$ -......ccvvivee 100 ... 12.00 : Sobretooth Blood Hunt ......R... 400 ... 6,00 : Akhdrohil 1R%:7000/../101
Destroy Cocuine Factory ......R... 6.00 ... 8.00 { SpiderManHeroCord ... R 10.00... 1800 : Aign Polontis ol ) 80 s 3
EmslSrmruBIoIeld wo 1200 © S Arochrid Agity ... U...3.00 ... 500 : Anbom RO 5 R 5
Hidden Agendo . R...600 ... 800 : S Spider Sense U300 L. 500 G Andil, Flome of the West ...R... 200 .. 4|
Jows v R 400 . 800 © SMWdl Gowl 0100 L. 250 3 Adomir...eeeee llE<)i60 0 gl
Leadership m 21200 5 SV ... LRS00 . BO0 : i .
lemi.nn ZURI000... 1500 § SMWebShield ... U...300 ... 500 R 0 i
.................. 00 ... 6.00 : StomHen(Cod............R... 3.00 ... 500 R 00 : L=
OrnSIanfuwnrd wo... ... .00... 1200 : Stom Emotional Outhurst ...R... 300 ... 5.00 R 500 : |
Pom BOUWWET +..eevevrennns .00... 1500 ¢ Storm Summon...Power ...R...3.00 ... 5.00 o | L300 : Al
Save Gold Reserve ... .00... 1200 : UnluckyotLove ............P...1.00 ... 2.00 <:ll 00 : ke
Soviet Wor Room.............. o 1200 : VenomHeroCord ......... R...500 ... 8.00 R . 600 : 5
Stop Heroin Flow.............R... 400 ... 800 ¢ Venom Alien Webbing ....-.U... 3.00 ... 5.00 00 : )
* Venom Creepy Crawler ..300 ... 500 : 00 ¢ b
: Venom Poric Atack ... RSO0 ... 800 : 600 % herock......... )
WIZARDS OF THE COAST-1994 ¢ Venom Symbific Snare ... R...500 ... 8.00 : 400 ¢ P..2
Full Set (438 cords) ... $300.00... 400.00 : WebHeoded Wizord .........P ...300 ...500 : 1.00 e
Starter Deck (76 cords) .. 900 3 Wolverine Hero Card .......... R 10.00... 18.00 3.00 Rl
Starter Box (10 decks) ... .- 9000 : Wolvie Berserk Attack ......C...1.00 ... 250 : 3.00 el i
Booster Pack (19 cords) .. swslall: 3 WolmeF:ghmglnsﬁnd ...... (...1.00 ... 250 : Bergl L300 ¢ el
Booster Box (36 packs) -+ 9000 Wohvia Heal sl N0 0250 300 : sl
: C ¥ 500 : L
KULT R 100 : u...
HEARTBREAKER HOBBIES—1995 .4.00 R
Full Set (250 cards) .......... $150.00... 100 ¢ U
Storter Deck (60 cards) ... a.00 ... 3.00 i
Storter Box (10 decks) ... 75.00 ... 3.00 -
Booster Pack (15 cards) ......... 250 ...3.00 : 3.00 = 1
Booster Box (36 padks) .......... 80.00... + Booster Pock (9 cards) . 400 I
¢ Booster Bax (36 packs) .. 500 @ sl
LAST CRUSAL : T4<ord Mission et vvveveveeeenenn 25 o0nenn 45 1 ComDOm........... . 400 : (1
CHAMELEON t(lfﬂl(imlﬂlulnfEI"-—W‘?S ¢ Unlisted Commen cards .. 250 : ic Ri sallb
Full Set (300 cards) ......... $120.00 ...200.00 © Unlisted Uncommon cords .. 200 ...4.00 : Cidon.............. R...250 ... 500 i MogicRs el
Storter Deck (60 cards) .........8.00 ...10.00 : UnlistedRorecords ............ 00 ...600 : Ciith Ungol ..... R 02800 40D ¢ Mﬂg!(flﬂgﬂéﬂunte &l
Storter Box (10 decks) .........80.00 ... 100.00 ¢ (leor Skies ... R...350 ... 500 i MogkRingof Steath ..... ...
Boostet Pock (12 cards) ......... 1.75...... 250 : P rarity denotes Promo. 3 ot visasessres: R...3.00 ... 600 : MogicRingofWords......... J[Ee
Boaster Box (36 packs) 65.00 ...80.00 : Coptain Universe ............P... 1.00° ... 200 L...200 ... 400 : MenofAnfolos ............U
¢ Confusion L3000 L0500 50 ... 300 : Menof Dorwinion U
LI S LMo To o WU~  lron Mon Dumpster .........C ....50 ... 1.00 00 ... 400 : MenofLomedon ... u
ALDERAC ENTERTAINMENT GROUP-1995 i lron Mon Industriol Woste ...U... 3.00 ... 500 : Doslomin ........... 300 ... 500 : MenofLebennin .. u
Full Set (320 cords) ... $180.00 ...300.00 : lron Mon Multi Power 2 ...... C...1.00 ... 200 : Déinli........ 50 ... 500 : U
Storter Deck (60 cords) 1.00 00 : Mogneto Impulse.... ... 300 ... 500 : Domrod ........ 50 o 300  Memy.......... U
Storter Box (10 decks) ... : Magneto Power Flux . L300 .. 500 ¢ 150 ... 2.50 : Minas Morgul... R
Booster Pack (15 cards) ... : Sobretooth Chain, A0 0000 o 2004 ¢ 50 ... 250 : MinionsShr ...... u
Booster Box (36 pocks) : Sovogelond ....... PILI00EZ0D ¢ 50 ... 500 : Miror of Golodriel u
i Scarlet Spider Hero Cord........R... 6.00 ... 10.00 : S0 ... 250 : Mithakoot, The 3
Bayusiu!uchnl:u ............ R...3.00 ...500 : Scorlet Spider New Worrior ...C... 1.00 ... 200 : Dol Goldur........ L250 ... 400 3 Moon ..... u
Imperial Gift .. R...3.00 ...500 : ScarletSpider............... U...400 ... 600 : Doi ....ooocoveeen .1.50 ... 3.00 { Moronnon.. R
Inheritance . R...400 ...6.00 : SpiderMon Strength 2 e e 2 L) S S50 ... 300 : Morgubhorse .
Kolot Master R..400 ...600 : Spider-MonTount............ U...4.00 ... 600 : 00 ... 400 : MorguHnife ..
School of Wizordry ......... R...400 ...6.00 : Venom Alien Symbiote ......U...3.00 ... 500 : .50 ... 400 : Morgul Night
£ Venom Fightng 5 €50 100 50 . 300 : Mount Doom
+ Venom Hot Dog Cart . Lol o 10D .7.00.... 10.00 : Mount Gundobod u.
FLEER-1995 : Wolvering Fighting 5 100 ... 200 : 00 ... 800 : Mouth of Souron R..
MSeHMScmdsnmludmgﬂ? Mission tulds) : Wolverine Roge . 00 ... 400 .300 ... 600 : Mumok (Oiphont) R
$300.00 ...4 R...300 ... 600 : Noed ... U.
i SB.DD.. R...300 ... 600 : Noyo...... Rk
Starter Box (12 decks) 90.00 ... R...3.00 ... 600 : Nazgdl ore Abrood, The R
Booster Pack (3 cords) .. .2.00 U...200 ... 400 : Neeker Breckers..... [ 2
Baoster Box (36 Packs) .. J0.00 . : : U...200 ... 400 : Nemyo....... o
421merssmnsset(Ipe: 1.00 : 60.00 : R...350 ... 500 : NewMoon |1
Unlisted Common cords.............. 20 . ¢ Booster Pack (9 cords)... 175 6 DEETS0 - c250 DR oot U..
Unlisted Uncommon cords .. 50,250 ¢ Booster Box (36 pocks) ........ 5500 § R...250 ... 4.00 i OldMan Willow i
Unlisted Rore cards ................... 3.00......400 : Single Mission cords............... 250005 R...150 ... 300 : OMdThrush, The U..
¢ Unlisted Common cords .......... A 1R R...300 ... 600 : Ologhoi (Trolk) u.
Somannmasmubbrewmed P rarity denofes ¢ Unlisted Uncommon cords .......... . IR 200 : Elond R...500 ... 800 : OneRing, The ;|
3 Unlisted Rore cords ....... T 2000000 400 : R...150 .. 300 : Orclievtenont.. <l
Apo(alypseHemEmd ...... R...300 ... 500 : : U150 .. 250 © Ot T
Apoc Mega Morph ... R...300 ... 500 : Prarily denotes Promo. ) 1 U 150 L, 300 : Osti et | 1
Bishop Spectum Blast ... R...300 ... 500 : BlockWidow AvengingAgent R'...3.00° ...5.00 : U150 ... 300 i Ovotho the Horsemen ... R..
Cable Hero Cord ........... R...300 ... 500 : BlockWidow CombotGymnastR ...3.00 ...5.00 : el 150 ... 300 ¢ PolontirofAmonSdl........ (&
Copfoin America Hero Cord ...R... 4.00 ... 6.00 : Black Widow Herocord ......U ...200 ... 400 : ..R...3.00 ... 600 : Polontrof Amnimings ......R..
[y(hpsﬁloundﬂlnsr ......... R...300 ... 500 : HowkeyeHerocord ........U...150 ...3.00 : Fo ....R...300 ... 6.00 : Polontirof Elostiion .........0.
Death From Above .........F...1.00" ... 2.00 : Infestotion Incident—Alien Creature Rompoges ! lelmbmbmkdonm R...3.00 ... 6.00 : Polonts of Minas Tiith ... . u
BumhlrEThurm .. }.E...a.uo 5.% i mumﬁm gg ¢ Fair Trovels in Free-domoins ...R _.gﬁ gg mmswm ........ u
Gomma Temor . ~P...1.00 ... 200 : Morbius Hero el L1500 L0300 © Fovorof the Volor ... R...500 ... @i it iath ........R
God of Mischiel . P 100 ... 200 i MophHerotod ........... U...200 ...300 : .R...300 ... 600 : PoleSword, The ... R
Angel . «PLo100 ... 200 : Mutont Rebels Held Coptive...P... 1,000 ... 2.00 : ..R...300 ... 600 : Pothsof the Deod R
Hulk Enroged ... BR300 ... 500 : Nightaowe etocod ..U 150 .. 300 SU150 300  Pckpocket ... u
Hulk Infimidae BR300 ... 5.00 : Cuicksive Hetocord.. ... U..1500 ... 300 : o o iS00 - 3100, © P U
Jron Mon Hero Ca .R...400 ... 600 : P Frodo ......ooooeinennnn.. iR 300 ... 500 : Plogue of Wights i
mTuchculCompulﬂ veeeRi 400 L. 600 : Furyo”hairun(ruwn ceeensP 250 ... 400 : Proisa o Hbereth i X
Jeon Grey Tele. Unity .....R...3.00 ... 5.00 : : Golodel . veveennR. 300 ... 500  Precious, The ARl
kaeﬁusmmdnush veernoRe. 300 ... 5.00 : IRON CROWN ENTERPRISES-1995 : Gaohvo . vreerneneennRo 250 ... 500 © Pokelmen. cewilis
neto HeroCord .........R...500 ... 8.00 ¢ Full Set (484 cards) .., 100 ...50000° : Bumlmglhemd coviineenenill 150 L 300 Quickbeom L
Mngnelol’aml'v!ﬂopﬂ-- .R...500 ... 800 : Storter Deck (76 cords) 00 ...11.00 : GhérboriGhda ............U... 150 ... 3.00 : Quietlands seadlls
Mhystigue Hero Cord . R...4.00 ... 6.00 : Storfer Box (10 decks) 00...10000 : Glomding..................U... 1.50 ... 3.00 : RedAmow u..
MysmueSmpnsehﬂuck TR0 L s00 < Booster Pack (15 cards) 75 ...300 : Glitesing Coves ............U... 150 ... 250 @ Red Book of Westmarch 1.
Professor X Hero Card ..,...a...s.uu ... 500 Booster Box (36 packs) 0.00...100.00 : Gdin ... U150 ... 300 i Renthelndeon ...........R
prof ¥ Psionic Hold ........R...3.00 ... 500 : Unlisted Common cords ; A0 ¢ Glofindetll .o, R..200 . 400  Remoltheking ... L.
p WENT UP WENT DOWN HEAVILY TRADED—l
I A T 4 i
I i B - =




| Do Ba (O e 950070 TI000 i Storer Deck (60 cords) ... 700 ...9.00 | 302 Atuskbe ....URB _..800... 1500

: i Storter Box (10 decks) ......... 7000 ... 90.00 : 305 Geoff Courtnal ...URS ...5.00 ... 8.00
| T | oo ok (0cd) 175 ..225 | 307 Brethl ... URB ... 18.00 ... 3500
: WIZARDS OF THE COAST- 1995 : Boaster Box (60 pocks) ......... 90.00...12000 : 311 PeKimo ...... URS ...4.00 ... B.OO
OFolSet (W amk) ..l el : 313 Poul Yseboet ...URB ...4.00 ... 8.00
¢ Storter Duol Deck (120 cords) .. 1800 ... 20.00 : AshoRyder .............R...300 .. 500 : 315 DougGimour ...URB...10.00... 18.00
¢ Soorter Box (6/duol decks) ... 100.00... 11500 : Constorce D'Auboinne ......R...2.00 ... 3.00 : 316 PovelBure ...... URB ... 20.00... 3500
| Booster Pock (15cor) oo 300, o325 © Cpil Doros ..............R...3.00 ... 500 i 318 Mexcder Magihy URS ... 10.00 ... 18.00
: : | N Shgmers X200 1 400 | 33 Toon e 08D 1500 3000
¢ Haveni Shogasemi .........R... 00 ... 400 ¢ eemu Selanne ... URB ... 15.00 ... 30.
: : 330 Alexei Zhomnov...URS ... 10.00 ... 15.00
u i) i :
R 400 : ATLAS GAMES~1995 § MEDALLION SIMULATIONS-1995
R .. 400 : TheV rarity denotes Vilal, and the commonolity of : Full Set (117 cords) ......... $70.00...100.00 : FlfSet (110 cords) ............... B s o
R .- 400 : these cords is between Uncommon ond Rare, i Booster Pock (10 cords) .......... 175 ...2.25 : Storter Deck (65 cords) . ..8.00 ...10.00
P Sonome U150 300 sk ..v.._g_g 00 : Booster Box (60 podks) ... 90.00... 12000 ¢ Storer Box (10 bores) ... 00 ...9500
# =1 Sudmgg ] elree ...U... L. -- 300 : i ... 400 :
N Scollof lsidwr ... e AT R ..300 ... 500 : ISHADOWSEXPANSIONINNN © reld? ... .9.00.... 1500
RO Secetfomonce ..........R.. 350 ... 500 R...300 . 500 : ATLAS GAMES-1995 © Joponesa “George” Fighter ...R ... 3.00 ... 4.00
Shodowfox ....... R e 500 : LNLD200 L. 400 : FullSet (177 cords) ......... $70.00...100.00 : JopanesaMinisub. ... J500 .. 700
&) Shelob.......... R...7.00... 1200 : Memoricl R...500 ... 800 : Boostes Pock (10 cords) ......... 175 ...2.25 } Showe Bombordment.. . .200 ... 300
Stsgb'slm ; 50 ... 2% i ﬁ,su;‘m i :,,_3_“3 .. 500 : Booster Box (60 pocks)......... 90.00...120.00 : US. Kingfisher ... L2000 ...300
00 ... 600 : .. 400 ... 600 : :
Silent Watcher 50 .. 500 CoponeMly .........R..300 ..500 | IARCANAEXPANSIONINNN & IESNEREGTEY
ol St . 00 ... 400 : (omorote Downsizing ... V... 200 ... 400 : ATLAS GAMES-1995 § CALIBER GAMES SYSTEMS-1995
L2 Slayer ... 1.50 ... 3.00 : Cosporate Negoliating Center ... 7.00... 10.00 i FullSer(153)............... $100.00 ...150.00 : Full Series | (160 cards) ...... S40.00 ... £0.00
S Smaug .00 ... B.00 : ComoreWor ...........V...200 ... 400 : BoosterPock (10 cards) ......... 175......2.25 : Storter Deck (AR B-50¢ords) ... 7.00 ...9.00
=l Snowstom 300 ... 600 ; (iyboby e, R...400 ... 600 : Booster Box (60 pocks) ......... 90.00 ...120.00 | Siorter Box (12 decks) ..., "770.00 .. 90,00
m mmnscmi 230 e ;% G Y : : ¢ Booster Pack (15 cards) ......... 200 ...2.50
A e 0 7300 | D ] i R
(] gm <130 . g-% i W SR F”*“"‘”ZL; ' [SPAWN EXPANSION
q e SR | metni | Ty
ceRe W e O T e L dnc. ... vRue T : ¢ Storter Deck (50 cards) .......... 9.00 ...10.00
] Stones, The ............... R...250 ... 400 : :

8 U Somsof0sf ........R.300 . 600 &mwm 'jjjs:j; ] : venn 7000 ... 9500 gﬂféﬁ:&élﬁgiﬂ:mgggmggg
| P U..150 ... 300 : Encoder,nc. o.ouisniooins Rice ¢ Unlsted Commens (1-110) ... ¢ Booster Box (36 packs) .........90.00 ...100.00
Bl Thief 200 ... 400 : Endless Corridor iR ¢ Unlsted Uncommons (111-220) ....75 ... 2.00 ¢ Power Primer (1 starter deck + 3 booster packs)
Thorin Il . R...250 ...500 : Fokeleho .o B, 00 : Unlisted Rores (221-330) ... OO+ s 15.00 ...18.00

Tolfolgs ....ovonenieai R...250 ... 400 : Fosfied Tronsocions Bpert R...3.00 .. 500 : The URB ond URS rarities denote Ulira Rare cords
Tom Bombodil R...200 ... 400 : Aocter................ R... 6 : found enly in booster packs and Ultra Rare cords 5 RIKE B
%Om (TUT:LS 3 ;33 - ;sgg : Fﬁ:‘mwmmgm 1 00 : found only in starter decks, respectively. ' (ALIBER GAMES SYSTEMS-1995
0ique 0 LD : Adivation P L : i Full Set (300 cards) ... $90.00 ...125.00
Traior ... R...300 ... 600 : R... & 00 © 7 PodKaiyo .....C ... 100 ... 200 : Storter Deck (50 cords) 700.....5.00
Treebeord U...75 ... 100 : TR 00 : 34 Semeifedorov..C .75 ... 150§ StorlerBox (12decks) .........70.00 ...90.00
Tugféna ..o.............R... 300 ... 600 : Vi) 00 i 50 WomeGetcky. € ....200 ...300 : BoosterPock (15 cards) ........225.....250
Use Polantir ..............U... 200 ... 4.00 : SRi53) 5 P g Puun:?uoy..v....c e d5 150 © Booster Box (36 pocks) ... ...75.00 .. 90.00
Voo Bech ..o coooen oo 00 e 2100 ¢ Wi 400 : 76 Giclindos ......C ....200 .30 :
g"“f“‘i(;mﬁ' A ;‘88 ? R..700.. 1000 78 Joomitlag......C 128 20 g
iogs cenmmsnsiRoer VU 2 B0 R 400 ... 600 i 79 Moriolemievs ..C ...... USRSV ““  Deaan Puncrure
ViR . R...300 ... 600 : 600 : 100 PovelBue ......C ... 100 ... 200 :
Yool ...coorennnenneeniBen, 2500 S 500 4 oy ) B'm : 105 Jim Corey ......C . J5 w150
Wodho. .o cussmvissmansvesllon 150 con 800 & ¥ BT i v....300 ... 500
Woke of Wor ...............0... 200 ... 4.00 : 200 388 i Hg JP:::IH:(;?;ME ...... 150 ... 250
Wotcher in the Water ..U 150 ... 300 .300 .. 500 : 137 PeterForsberg ..U ... 200 ... 400
Wik Towers, The ....coo.ll.. 130 oo 250 § LU0 . B00 i M4 SergeiFedery .U .. 200 ... 400
White Tree, The ............R...3.00 ... 6.00 : “'mm 1159 Wayne Gretzky ..U .. 500 ... 8.00
williom (Woloog) -........U0...1.50 ... 300 : 400 .. 600 : 166 PanickRoy ......U ......200 ... 400
Wil of Souion, The ........ R...500 .. 800 : 400 .. 400 : 187 Eiclindros ..U ......400 .. 7.00
Wi||0ftheng,Th€ ......... R...300 ... 600 : ¥ 5.00 : 185 Jaromir Jogr. ..., 300 ... 500
Witchvking of Angmor .....R...7.00 ... 10,00 400 . 400 : 186 Mario Lemieux ..U 400 ... 600 Race 37 Dawace
Wizod'sFire .............. R...3.00 ... 600 : A -y "'w'w 195 Brett Hull 150 ... 250 z
Wizord's Flome ............U... 2.00 400 : : 200 . 400 : 204 FelixPotvin . 10 20
Wizord's Loughter .........U.._2.00 ... 400 : 300 ”T' |0m 207 Povel Bute ... .300 ... 500 :
Wizord's Ring..............0... 200 ... 400 : 5 ; 400 800 3 fmCoey ... S
Wizord's Riverhorses ... U...200 ... 400 : v U400 203 Pol Koo ... URB ...40.00 ... 7000 : Coaa AcTioN
Wizord’s Voice  ..vvvvvnenns R...3.00 ... 600 : B30 500 : 224 Todd Kygier -..... URS ...4.00 ...800 : Fal
| Woodmen............ooeus U....75 .- 100 © Pollesgeist ... SRy 500 | 226 RoyBoorque ...URB ...800.. 1500 : - .
| Words of Power ond Temor ...R... 3.00 ... 6.00 | Praying Manks . R--- 6.00 278 CamNeely ...... URB 800... 1500 :
Woses of Okd PokeHond ... R... 150 .. 300  PriodtyWisck . T R L I TR XTI RAGE—ORGAN PUNCTURE
Woses of the Driodan Forest U ....75 ... 1.00 : RommingPita ... V...200 . 400 : 232 BobSweeney ...URS ...4.00 ... 600
 Record Recomstucer .. R... 400 ... 600 | 236 Jeremy Roenick...URB ... 1500... 330
T vt 300 S0 | 239 PeterFosbery ..URB ... 2500 © WHITE WOLF-1995
BRADYGAMES—1995 ¢ Scotter Shot . R 300 500 . 241 OwenMolon...... URB ... 6,00 ¢ FollSet (321 cards) ... $200.00.. 275.00
Full Ser (300 cords) ......... $200.00 ...300.00 : Schioghued ... R...300 .. 500 : 242 JooSokic ...... URS ... 10.00 .. i Storter Deck (60 cards) .........7.00 ... 9.00
Storter Deck (60 cords) .........7.00 ...10.00 : Gholl Troders, The R..500 . 800 : 248 KevinHotcher ...URS ...400 . ¢ Sturter Box (10 decks) ... 70.00 ... 90.00
Storter Box (10 decks) ........70.00 ...100.00 Saver Lk Recovery R 400 . £00 : 250 MikeModano ...URB ...7.00. ¢ Booster Pack (12 cards) ......... 200 ... 225
| Booster Pock (15 cards) .........2.50......275 | Sioonoem Gy Gl ......... R.. 800 .. 1200 : 252 PoulCoffey ...... URS ...B8.00 .. ¢ Booster Box (24 pocks) ... 45.00 ... 55.00
' Booster Box (36 packs) ......... 80.00 ...95.00 : SholsrvikenSABetaTest Sito R, 7.00 ... 1000 : 253 Sergei Fedorov....URS ... 20.00 .. ¢ Unlisted Commons ............... 20 s 40
. Stonble oo Widspoce R... 400, 600 | 259 DugWogh ...URS ... AE0 - : Unksted Uncommons 100......200
| FAYTHOS: CALL OF CTHULHU R o S e o N T I i
CHAOSIUM=1996  Tomorist Repcisal ........... R...400 .. 266 Geoff Sanderson  URS .. 400 - i oskan Wl fomt .. R 250 ... 350
Full et (717 cords g 18 vesiotive i o) o Ra% i g% 269 Wayne Gretzky H:g gg% : ﬁ%ﬂndruﬁuuderkuge ..... UR 25.00... 35.00
= D0 | e OISR | DL e Ry 0. - onardobaikn R 550 540
e S Tk I SR | a0 o
Toto Genetic Retofit ......R... 400 .. 600 : 283 Biion leetch......URB "13'00 ‘ ¢ Bono Klminski .. R...3.00 ... 500
Tl T R 400 .. 600 : 2684 Mork Messier Uég e mm_fvesollhesunkiﬁey U...250 ... 350
: TwentyFourHour Sovellonce R 400 ., 600 - 286 Luckobitale .. G | Antonine e [\ 1.71250 ."" 330
R o-rtsbectimdlil 200 400 | 288 JimPoek ol L R...300 ... 500
;291 RodBindhmour U3 D e R ORD IS0
CHADSIUH--1996 : {294 Eiclinds ... R 000 P ool ... 0250 ... 350
FolSet (67 o) ..o @ ©ATUS GAMES-1994 [ ] e O g 7000 L — R..250 ... 350
Booster Pock (13 cords) ... | ¢ Full Sen (269 cords) ... 5125.00... 20000 | 298 Mario Lemieux .. .URB ... /U ones of Shakir Hing R...250 ... 350

© PRICE NOT AVAILABLE

g4 IQOUEST




Bottlecop of Shokey Mac ...
Broken Limb ...............
Bron Mu:ufjim
Buggerheod ......
Coreful Strike ...
Corlo Grimsson ...

Coup de Groce ...
Deranged Mokelé
Disembowelment ...
Drunken Revelry ..
Elder Stone ...
Elder Vampire.....

Entroil Rend ...
Eye of the Cobra ...
FoerieKin.........
Fong Dogger -.. ix
FostStrike  ..oeoeeieinnne
Feather of the Phoenix ...
Fenris’ Bite ...
Flower of Aphrodite
FIenzy..ooeeerrernnns
Gaia's Vengeance ...
Gangrel Ay ...

Geos
Gere-Huntsthe-Hunters ...
Get Medieval ..vveenneniens

el E R i alad
I 3%

Grand Kloive .........
Greoter Banishment ...
Grek Twice-Tongue ...

GuidestoTruth ...
Gunnor Droughbane ...
Horano Gloom ...

O CRCC IO C IO IO OO
[
=
=1

|mpg|-gium e

Incoma Sigl .- ke 150
Jock Debiltongu ... .UR 2500 ...
Jocky Gecko ...oeeonoanine 250 ...

Julisho of the Thousand Masks R...3.00

d Eagle..--.vo- . UR2500
mgieom{ﬁuser ............ U...300 ..,
O e Vi ... 8500

Pence of Nature «.oovvveens R..3

i BR300 L

Pentex Refinery

Quoting the Litony --.eeoeee
Remof\'lg Goio's Blessing ...
Rite of Investiture
Roor of Storms

7020 20 = 20 = 20 70 70 0 2o
~
in
=

v 500 ¢ SherAmmo ..............
.. 350 © Sister Judith Powsoflight ...
- 500 ¢ Skindoncer

.o 350 : Song(hiong ...............
... 350 ¢ Song of the Great Beast ......
.. 350 : Sonof Moonlight............
... 500 & Speorof Deceit .
.. 3.30 : Spine Crushed

¢ Spirit Droin

... 500 : StondslkeMountain ......
350 % Suprise Ay

<~ 350 * Tokingthe Decth Blow ...
500} TeetrotTeonum.

800 ¢ Yuibvnich ..
.- 350 : Zochory Elison ...

<. 500§ WHITEWOLF-1995 : Roarcfthe S e
.. 500 © Full Set (90 cords including 5 ultraore chose cords) e
SRR e §7000 ...125.00
... 350 © Booster Pack (12 cords) ..
... 500 : Booster Box (36 pocks) ...
... 350 : Unlisted Common cards ............ J5 . A0 C Sunvival Nut
w350 : Unlisted Uncommon cards .......... J5 125 % Syb i
" 32.00 : £ T00NK - syl
. .- 500 : Amanda WithersinSun ....... R..150 ... 250 : Telemorketing Compok ..
Head Wound ... walli 280 ., : e po\gn

..- 5.00 : Coem of the Painted Sands ...
Kelly Sill Waters ... ... UR25.00 ...
Yinfolk - Environmentol Adtivist R...2.50 .
Yinfolk - Small Town Cap ... R...2.50 ..
Yinfolk - Soldier of Fortune ; 300 ... 5

- 500 Jemifer MoonWizened ... R...1.00 ...200
o 3500 KQS e Ri1S0 250 ¢
.. 35.00 Loughs-atDeath ... :

U350 Iogedoy,.ooi
<. 350 : Memory Ribbon ...
- 350 % Noomi............

50
50
... 5.00 i
. 500 : Phontosmi..................
50
50
00

.- 350 ¢ WHITEWOLF-1995 : H Dorodo
. 500 ¢ Full Set (186 cords including & uitaore chase cords)  © Fl Guapa
v 000 5 Kt $150.00...175.00 :

... 350 © Booster Pack (15 cords) ......... 285 250 &
... 3.50 © Booster Box (24 packs) ......... 50.00 .

.-+ 500 : Unlisted Common cords ...
«. 350 : Unlisted Uncommon cards . wdd .
<+ 300 : Unlisted Rore cords ... 200 ...300 :

600 © Breathofthe D
- 3500 © Coemof Rytthiku............
.. 350 : Coemof the Blood God ......

LA00 L. 800 ¢ Chururoc's Tusk ...
-.250 ... 350 : Count Viadimir Rustovich ...

250 ... 350 : FBllnvestigation .....
...2.50 ... 350 : Friends in High Ploces
230 ... 350 : Generol, The ........

250 ... 3.50 : ClodeChild .
- 350 ¢ Heort Breaker.
¢ Hunts ot Night
¢ Incamo Avatar
¢ Kills the Weak
¢ Kiss of the Wym ...
¢ Latonia the Temphress
: Longtoath Soulkiller
¢ Lord o the Realm
¢ Moge's Tolsman .

{ fepchild
i Renegode Werewolf Hunter ...
t Rent Assunder

l|ir|'_“‘ =y

: Skinof the Helbound ... 0.,
Snickers ...............

7000 8500 © Subiogaionol Galo ........U._. 1.

350 © Bonishment by the Councl .. R...250 ...330 : TF MaNel ... .. R.
H The .........UR 1200 .. : oy

350 : BjomBloodfromStone
35.00 : Caem of Bygone Visions
350 : Cnemuich'rvoModori

35.00 : Coem of the Weeping Daughter R... 1
3.50 : Cassondro Shadow-Wotcher ... R...1.
3.50 : Childling ...oovoverennns

o Midight

E=H
—

¢ Pehoy Tzorovitch ...

¢ Rite of Reolm Binding ...
¢ RunswithoutPock .........

BEEszen=>SscRsRcE LE2S8LEE85852882)

b i e ®
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..250 ... 350 ¢ Coemof the Unwashed Child R...3.00 ...
¢ Choi e R 300 S

]
R
U
R
U
U
: Spirituol Revelation ......... R...200 ...
u
U
]
R
]
R
U

B;"M:::‘.:.':Z
=8

200 | VompieBlood ... R...300 ..
Dok .. f

.500 ¢ (140 cords including 5 ultro-rare chase cords)
: DRl ik s ik DOIOD SR SO0
. 3500 ¢ i : Boaster Pock (10 cords) 117
- 350 : FhoiRIssane 00 ... 2000 :

Heart :

150

3 3 A3 13 a0 D s e e A3 3 3 P 8 3 D ;ugga;dn;ﬂ_&pw
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200
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b
83

2
3
2
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83k

SRR
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EEssgksy
gEEEeEkbahakehakasEs

200 ...3.00

1 s . R L

Full Set (300 cords) .........S200.00 ...250.00
Storter Duol Deck (100 cords) ...7.00 ... 9.00
: Storter Box (6 duol decks) ......80.00 ...100.00
Booster Pock (8 cords)..............1.25......1.75
Boostet Box (60 pocks) .........70.00 ...90.00

BLEEE8E

RED ZONE-TIM BOWENS

Full Set (336 cards) $200.00. .. 300.00
Storter Deck (BO cords) . 9.00 ...10.00
Storter Duol Deck(160 cords) ... 18.00 ... 20.00
Storter Box (5 duol decks) ...... 90.00... 100.00
Boaster Pock (12 cords) el 275
Booster Box (36 pocks) 80.00 .. 95.00
Unlisted Very Common cords B | e
Unisted Common cords ............. .20 . J5
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vooR... 200 3.00 : Booste: Pock (15 cords) 250,300 3 7
....R... 400 6.00 : Booster Box (36 packs) ..60.00 ...100.00 :
U250 350 i MSet(lDO+?SChmetmds)S?500 .100.00
R... 200 3.00 : Funous George ... R...7.00 ... 10.00 : BoosterPock (12 cards) ......... 2i00innree 250
Kk.3.00 500 : I Pogoda R ..7.00 ...10.00 : BoosterBox (36 pocks)......... 75.00 ...9000
R..200 . 400 : leShods.... ... ... R..700 ..1000
R..200 300 : Ting Ting £ ..800 ... 1200 : i
R...300 500 : Zebotetho R...800 ... 1200 : JAGFORCE7- 135‘)
coRe s LOORS 2300 2 ¢ Full Set (325 cords) .......... 100.00
X Ko 2000 0800 ¢ ¢ Starter Deck (60 cords) ... 900
: ¥ R 200 ... 300 : MAYFAIR GAMES-1995 © Storter Box (12 decks) .. 100.00
Unlisted Uncommon cords ... 1.00......200 © Tumer, Eic . R...200 .. 300 : FullSet(517 conds) ...... .5$300.00...350.00 : Booster Pack {14 cords) . ... 250
i Vincent, Troy . oR200 0300 : Storfer Deck (60 cards) ... 7.00 ...800 : Booster Box (36 packs) .. ]
Aikman, Troy ... .........R...7.00 ... 10.00 : Wolloce, Steve ..k 200 3.00 : Storter Box (10 decks) ......... 65.00 ... 8000 :
Hleo, Moras ...............U0...200 ... 3.00 : Wornen, Chis ...R... 400 600 : Booster Pack (15 cords) v 0 i 328
Ballord, Howoed ............R... 2.00 3.00 : Webb, Richmond . ...R...200 ... 300 : BoosterBox (36 pocks)......... 60.00 ... 80.00 : 8 i
Bennett, Comelius ... .R...3.00 ... 5.00 : White, Regge ..R...400 . 600 : 595
Bennett, Edgar ...........R...3.00 ... 400 : Whitfield, Bob ..R..200 .. 300 : [ICH GO EXPANSION : FuIISeI(32Smrds) ......... I
Bennett, Tony................R... 2.00 300 : Widell, Doug ... ......... R...2.00 300 : MAYFAIR GAMES-1996 ¢ Starter Deck (53 cords) ... 800 .. 1000
Bemsfine, Rob R...200 ... 300 : Willioms, Aeneas .R...200 300 : FullSet(120cords) .. ....... $14.00 ...16.00 : Storter Box (10 decks) ......... 90.00... 11000
Bledsoe, Drew o 7.00 0 10.00 ¢ Wilkioms, Dovid R...200 ... 300 : Storter Dool Deck (120 cords) ~ .14.00 ...16.00 : Booster Pack (15 cards) . 250 ...300
Bono, Steve ...............C .75 1.50 : Willioms, Horvey L0 ...50 ... .00 ¢ Storter Box (6 duoldecks) ......80.00 ...90.00 : Booster Box (36 pocks) 100.00
Brown, Chod —.........R...200 ... 3.00 | Wolford, Wi LR 200 .. 300 : :
Brown, Dave ...............C ...50 ... 1.00 : Wooden, Temy JR200 L300
Brown, Gary ....... M. 150 250 : Woodson, Rod K. 400 600 : TSR-1994 GENERATI
Brown, Lomas ..R...200 ... 3.00 : Woolford, Donnell R 200 300 : Ful Istd. Set (445 cards including 25 boaster ¢ DECIPHER-1994
Brown, Tim R...300 500 : Young, Steve .. k... 8.00 1200 : excusivecords) ............5150.00... 22500 : Full Set (363 cords) ......... $750.00 1,000.
Bruce, Isooc i€ 75 ... 150 3 Zordich, Michoel R...200 3.00 : 1stEd. Storter Dual (110 cords)  8.00 ... 10.00 : Starter Deck (60 cords) ......... 18.00 ... 25.00
Buchonan, Ray . o R200 L 300 - 1st Ed. Starter Box : Starter Box (12 decks) ...... 200.00... 300.00
Bumett, Rob verilin /200 o 00§ ¢ (bduoldecks) .............. 45000 ... 60.00 - Booster Pock (15 cards) ......... 8.00 ... 1200
Coates, Ben .R... 300 5.00 : DONRUSS-1996 * 15t Ed. Booster Pock (15 cords) ... 1.25 ... 1.50  Booster Box (36 pocks) ...... 250.00... 400.00
Conway, Curtis veevenel oI5 0 150 % Fudl Set (98 cands) 55000 7500 : 1stEd. Booster Bax (36 packs) 4000 ... 50.00 : Unlisted Common cards . .. sinri 0 savns B0
Cunninghom, Rondoll U...200 ... 300 : Booster Pock (12 cords) 225 275  Full No Ed. Set (400-Cons Only) ...®......... ¢ Unlisted Commaon Personnel cords ... .75 1.50
Del Rio, Jock ...............R... 200 300 : Boostes Box (36 packs) 8000 9500 : MNokd. Storter Dack (55 cards) : :
Difer, Treat ..............0... 200 ... 3.00 : * NoEd. Storter Box (10 decks) ... - Cords ore block-bordered.
Dishman, Cis...............R... 200 ... 400  Alen, Temy LR 200 3.50 : Full Znd Edition Set (420 cards) 14000 ...20000 : AbedEinstein ............ R...5.00 ... 8.00
Edard, Henry ........... ...K... 200 400 : Betfs, Jerome U100 200 : 2nd Ed. Storter Deck (110 cords)  8.00 ... 10.00 | Alexander Rozhenko 0,125 200
Eway, John ....... R 600 800 : Bloke, Jeff A..2.00 300 : 2ndEd. Storer Box (6 duak) ... 45.00 ... 60.00 © Midor Jorok ... LRS00 .. 800
Esioson, Boomer ... I iSO 1.00 : Comiet, Mork R....1:50 250 : 2nd Ed. Booster Pack (15cords) 150 ... 175 Alen Groupie ... ol 3i50 500
bverett, Jim ..............U... 050 ... 250 i Coder, Krlono K. 300 5.00 : 2nd Ed. Booster Box (36 pocks) 50.00 . 60,00 * Mlien Parosites U150 250
foulk, Morsholl e R 1200 ... 18.00 ¢ (Clork, Vinnie R..150 250 : Full 3rd Ediion Set (420 cords) 125.%..."5.@ : NienProbe ...... U150 2.50
fing, Joha..................R... 200 ... 300 i Collns, Kery U250 350 3 Ed. Storter Deck (110 conds)  8.00 ... 10.000 : Ayanng Nechoyev R..400 ... 600
Floyd, William sveilivs 150 250 3 Dows, Terel U.. 150 250 © 3rdEd. Storfer Box (6 dual decks) 45.00 ... 60.00 : Ayssa Ogawa...... U125 L 200
Fryar, Ining ... R...200 4.00 : Fove, Been UR 7.00..12.00 : BrdEd, Booster Pock (15 cords)... 125 ... 175 : Amonda Rogers U150 L 250
Fuller, Wiliorn R 200 ... 3.00 ;i Golloway, Joey R..400 . 600 : 3nlEd Booster Box (36 pocks) 45.00 ... 5500 : Amore............ U025 200
George, Jeff ... .R...800 ... 800 : Green, Enc R...200 ... 300 : © Angient Computer ....R...800... 1200
Green, Doreell .. R..200 .. 300 ¢ Horper, Ahin Uk 256 350 : Invishilty . . ... RS0 250 ¢ Aatidime Anomaly ........R...6.00 ... 1000
Gieene, Kevin. .. ...R..4.00 600 : Howord, Desmond . R...1.50 250 MmghtGuddessc-chgK R 150 ... 250 © Mmus=Skinof Bl .........R...8.00... 12.00
Haley, Cherles K. 3.00 5.00 : Koufman, Nopoleci s L 150 : Potion of Fuebleulhmg R..150 ... 250 © AutoDestuct Sequence ......C...1.50 250
Hompton, Rodney L I5 L0150 ¢ Joyner, Seth .. k... 2.00 3.00 &egel LROVS0 250 C Avert Disoster........ ....R...400 6.00
Hanks, Merton R...3.00 ... 500 : Marin, Curfis ..... G100 250 LGRS0 L 250 G gotel U...225 300
Harbough, Jim vt e V50 250 © Melcolf, Eric U...1.50 ... 3.00 ¢ BEror .. ...R 10.00... 1500
Horvey, Ken . CRLZ00 . 300 : Monis, Bom U000 250 " Borcoy's | R...6.00 ... 10.00
Hearst, Garrison U150 ... 250 i Poup, Bryce UR 3.00 500 ¢ Full Ser (100 ords) .........580.00... 11000 : Betozoid GlfTBux ............ R...8.00... 1200
Hoard, Leray ... .R...300 400 : Potts, Roosevelt K150 . 250 © Booster Pock (15cords) ......... 150 . 175 : Bevedy Cusher ............R 18.00... 25.00
Hopkins, Brod.......... K...200 3.00 : Rison, Andre k.. 200 300 : Booster Box (36 packs) ......... 50.00 ... 60.00 ° Bochg...... U235 300
Hostetler, Jeff L ....50 ... 1.00 : Soloom, Rashoon R...400 600 : DBok .. s L] 25 200
Husst, Mourice R ..300 500 : Sonders, Deion AR 700 1200 . T ———— R 12.00 ... 2000
Invin, Michael .R..600 ... 800 : Sonders, Frank R..200 ... 300 : TSR-19%4 - Bynurs Weapon Enhoncement R 7.00 ... 10.00
Ismoil, Rocket R...200 400 | Sorgent, Kevin R 250 3.50 - Full Set (100 + 25 Chase cords) $75.00... 100.00 © Clogked Mission ............ U...1.50 250
, Greg. . ..R...200 3.00 : Smith, Emmitt AR B.00 . 1500 : Booster Pock (15 ards) ......... 1.50 ... 175 Cosmic Shing Fragment ...... U...1.25 200
Iohnson, Charles LU 150 250 § Stewon, Kordell AR 5.00 7.00 : Booster Box (36 pocks)......... 5000 ... 6000 | Ciosis ... ... R...8.00... 12.00
Johnson 0. R.. 3.00 4.00 : Thomas, Henry ... R 150 250 ¢ — ¢ Ciystaliine Enfity ... ..R...6.00 8.00
Jones, Sean R...200 . 300 © Worters, Ridy ... Uk 250 . 350 : -FOR © Culturol Observation ...R...350 ... 500
Kelly im ... .. R..500 .. 800 : Westvook, Hichoe U200 .30 : TSR-1994 | Gythedans..... R0 . 600
Kby, Tery ... k... 300 400 : Wheatley, Tytane U 100 ..200 : Full Set (100 + 25 Chase cards) 59000...130.00 Dot . R 30,00 ... 40.00
Lewss, Mo R...200 ... 300 : : Boaster Pock (15 cards) ........ .. 250 Deonno Tr R 2000 ... 30.00
Uayd, Greg R..500 .. 800 :  Boaster Box (36 packs) ... moo . 9000 © Deyi The .. UR..7.00 .. 10,00
Marino, Dan R 12.00... 2000 : MEDALLION SIMULATIONS-1996 : * Devinoni Ral L0150 250
Martin, Tony U150 . 250 ¢ (213 cords) § Dovoros .. .. R...800... 1200
Mortin, Woyns JRZ00 300 Storde Decki (65 cords) ... 9. § " Distoion Field ... UL 1.50 ... 250
Mothis, Teroice R..300 .. 400 : Shoster Box (10 boses) ..o i TSR-1995  Distortion of .. Confinwum ... U...2.25 ... 3.00
McDanie, Tery ko200 300 : ¢ FullSef (100 + 20 Choes cords) $75.00... 10000 Divgk ... .............C...150 ... 250
McDuffie, 0. ..........U...150 . 750 : ¢ Booster Pock (15 cords) ... 200 ... 250 ¢ [yl Forge .. ...R..500 ... 7.00
Mcblockton, Chester.........R... 2.00 3.00 : Boaster Box (36 packs) 7000 ...90.00 : Dy, Legh Brohms . R..500 7.00
Means, Notane ...........R.. 400 600 : i ¢ Dr. Selor . ... U150 250
Miller, Anthony .. R...300 400 : Dukath s k) ) 250
Mims, Ches ... R... 200 300 @ : D Dumgs ... ...R...8.00... 1200
Mirer, Rick .. o150 250 : . TSR-1995 * EtAdrel Creature B T L7 250
Mitchell, Sealt Lo tly 75 3 © Full Set (100 + 20 Chose cords) 575.00...100.00 - ngingering K o Calil) o 280
Moon, Warien ... R...400 ... 600 : DAEDALUS GAMES1995 : Pock (15 cuds ﬂﬂ 2.50  Eronalel ... LU0 250
Mouee, Hermon ............R...5.00 ... 8.00 : Ful Set (325 cards) 520000 .. 27500 * Evocwation U150 . 250
Narton, Ken R...400 .. 600 : Stoder Deck (60 cords) 8.00 . 1000 : * Evoluate Terrof R400 6.00
Nnvumk Jay .. R...3.00 500 : Starter Box (12 detks) .. 90.00. 11000 ° - Exocomp U125 200
0'Donnel, Neil e Geasly 150 ¢ Booster Pock (12 urds) 250 3.00 : TSR-1995 ¢ Explore Block Cluster......... R...250 350
0'Neal, Leslie R.200 300 : Booster Box (38 pocks) . . 85.00 .. 110,00 : FullSet (100% 25 Chase cords) $75.00'.... 100.00 © bxplore Dyson Sphere ... R...3.50 500
Parmolee, Bemie .. it 150 : © Boaster Pock (15 cords) ... .. 200 .., 2500 : Explore Typhone Expanse ... R...3.25 ... 400
Permmann, Brett U,..150 .. 250 ¢ Drco B 1200 .. 1800  BoosterBox (36 pocks) ¢ Bipose Covert Supply ... U...1.50 ... 2.50
Pickens, Carl U 250 3.50 : Homao Omego R 1200 . 2000 : 3 Beltion: o i R...5.00 8.00
Randls, John 200 .. 300 : Kinshito Hose RO1000 1500 ¢ [ SEVSSRUNESIEIRUINSINNN © fodoion Oupost ... C.. 025 .. 200
Reed, Andre .R...300 500 : Soul Maze ... R 1000 ... 1500 : TSR-199& : Fek'lhe TR | 1) 250
Rhett, Emict iCeitlinl 250 : Theng Yi Guan B 1200 . 1800 © Full Set (100 + 25 Chose cords) $75.00 ...100.00 © First Contoet ............... U...1.50 250
Rite, Jery . R, 800 . 1200 : © Booster Pock (12 cords) 225250 % Flagy Admirol Shonthi ... U...1.50 ... 250
Roct, Wille R..200 ... 300  Booster Box (36 pocks) 7500 ...90.00 : Fyll PlonetSeon ............U...2.25 ... 3.00
Sanders, Bary K. 700 ... 1000 : DAEDALUS GAMES-1995 ) : :
Seatt, Dumuy srvaRees 4100 6.00 ol Set {140 cords) 51500 . 12500
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: B s 250
250
i 400 ... 600
.......... U0 120 i I
Mgl ... LR...600 ... BO0 i DECIPHER-1995 ‘-gg '"3%‘33
1 NIk s e 225 w300 Full Set (363 cords) ... il ?Dﬂ o
| .10 § st ) Eam
¢ Newral Servo Device . U150 2.33 : ﬂoosraantk{IS{urEss). 0 Te gk
i New Contoct . 50 505 ¢ Booster Box (36 packs).......... : ka0 Eh
| M i, 25 . gtslg g;ﬁ::;uswmmmuas:admmmm' 5 ﬁ:u...}% . %gg
50 : o 1 ]
ggg U100 - :égg
250 ¢ : pell S0
200 : DECPHER-1995 e R
ONVek 200 G RSt (122ca) ... $70.00 ...10000 : T
3 - 300 : Booster Pock (15 card) ... 275,805 : "E'"]"uo o
 Puidek <300 Booster Box (36 pod) ... tmoa“.no.oo : il ot S, oo o)
gt 250 8 : S50 . 250
oy |+ Unsted Comoon aos,..o...o.... 30 T R400 L 400
<300 Unlsted Common Persamnel cords 75 180 TR0 5000
- BOO 3 nlsted Uncommon cors......... 1.50 ... 250 e T
250 i i iEan s
200 500 3:83 5%
i B0 . nmsmum.cm ...uﬁﬁll'.so 250
P U 250 i 00 ... 500 : DeothStorPlons ...........R... 400 ... 600
|l U % 130 00 . 500 i DevhSwmSemy ... 150 | 250
25 . i Roise the Stokes ............ 0..135 0 200 : HRTET | Dook Shoc e Coma U, 150 .. 230
Genetronic Replicator. .. 225 . i Rebel Encounter ............0...1.50 g.SD SRRIBNT | Dosk Siu Wom Roem uo 1 20
ity 10800 | Rl o bR 00 800§ Demobon ................R..200 ... 400
Coil ! RSO, o ooenee sl one 2U 00 ... 500 © Devostor ...........R 1000... 1500
...... 00.. i REM Fotigue Hollwcingfions .. U...2.25 ... 300 : 050 Dice begon .. R 200 ... 400
Gruwthme .50 « : ReslureErrunlen ......... U..225 ... 300 00 .. llZ:m £ Disomed .................R... 400 ... 600
Hokena ... 800 ZithEe A D00 : R...400 ... 600
: 00 ... 500 : Deormed ..........cc
Honah Bots.. LN 0 ) : ettt 0 A0
“g}:;‘“ie‘g'“‘s : ik 0 R T 00
oYL 1. e 0 00 1000 S T
fonc Uelhsoe il 0 (e N W L T
Horga'hn e 0 007000 : 05413 ..........R..400 .. 400
e MR e 00 | e 0 ’2‘% g e S e e T
s Ok g .30 : oy | S OORRISID & E5 ..oooooonerreronentl 100 . 200
Husnock Ship 25 . i Seaet Sthage . Feill 00 ... 600 | Bisbekor..........U..100 ... 200
g 0. iogo | ke W S0 - S0 | ey 150 1 250
K.C. Sartos .8.00. PSe 00 1500 & jon a0 : 10 " Nl
LK. Bunk Ll : 5"“‘“’ When fhe Waks ol.. ;’}33 '“,5’[5,8 : Koo g " 12‘% i mlﬁd .............. U...100 ... 200
LKC. Hegh'ta . E I{‘gg She!w"ﬂ'm ............. N e S ot 3 e g W 00 a0
Lbges s R700. S!'mn?t:mﬁﬂ_..ﬁﬁﬁﬁ TR I i el 300 ... 500 | Epondtefmpre ......R..400 .. 6-23
XC. Pagh - R..7.00.. i Sima Kol U0 s 400 | EpesinteDok ..........U..150 ... 2
L O ssersi Rl Ml U S0 i U g R 300 5N | fea Ve Tenoiie R200 400
RONO MR oo o380 500 ] Sy ason . R.325 . 4q0 ¢ wual 300 ... 500 i FehpemTrevogg...........U... 150 ... 250
Incoming Message—Federation U...3.25 ... 400 : Spgy “Holein Space” ... Wy Major Rakal ........ L S 500 I Felalfen U100 20
by oK. ... 225 .. 300 1 uy ko Rk ... T AT ADONEREOD | SOERMT ... R 400 .. 600
ity e ik 12D "o b Shyinse TR0 000 | 300 ... 500 : Foreis Srong Wi s One R...200 . 400
Interphose Generator............ R...8.00... i Supemovd ... B Rachel Gomett ... 0 500 | FelSeNat moseern B MO0 o 200
Investigate Alien Probe ...... R400 ... 600 i gyyey Mission . iy o Retepmdgﬁm “300 500 | G . R..200 .. 400
Investigate Disoppearance ... R...4.00 ... &. i Tobok.......... R0 MIIJ'UU Ressikon Flute ... .300 ... 500 : _ U200 400
inestigae Disturbonce ... R 400 .. 600 | fomEbun ... U0 T gag ¢ Rewon i o LU 150 L 250
Investigate Massace............ R...400 ... &l ; Tarellion Plague Ship. T 100 500 Revolving Doot ... B 300 .. 800
Investigate Reid ............ R 350 ...500 : Tushu‘fuf .......... e it Risa Shote Leave ... R 400 . 500
Investigote Rogue Comet .. R...3.25 ... 4.00 & fobok ........ Tl 2 e 500 Samel Clemens’ Pocketwolch CR..200 . 400
Investigate “Shattered Space” R...3.50 ... 5.00 : Telepuihltﬂenlf noppers .. T 0 Seize Weskey ... R...200 .. 400
Investigote Sighting ......... R..250 ... 350 | femporal Cousolty Loap.... U150 [ geg § SemDeSem R 1000... 1800
hmrgmehmu Continoum... R...3.50 ... 5.00 : Temporol Riff oo ¢S o Tosha Yarfltemate . U...100 ... 2.00
Bhow Yor s i, U225 ... 3 § Test Mission ... R 12001800 - welhics 100 ... 200
Ioglon Shrek—Info Broker ... R...500 . ¢ Thomos Riker ... R 1000 1500 | R...400 ... 7.00
Joorlue Picard ............ R 40.00. ThougthBkel R..500 . 800 : R...300 ... 500
o D00 v el 20 el R
]D'Elﬁ ..... glgg ' }ﬂkﬂt{;k"‘ R.7.00. 10.00 : 5 ;% 2%
f’h{m """ R...500 . ET&T" ST g:gg ggg U100 ... 2,00
OIQON <= = vvnnise i R J : . Ty 50 & DECIPHER=1995 LU0
;2 A 1 00 .. : Torck ... , LR..400 . 600
:eflimw.r ........... ﬁ...;.SD : : Tg:ul . glgg ﬁ% gl-fms:ﬁi‘(ég‘f;m - ---535288 1000 © | Hove You lew TR200 . 400
Keiin Urdge .......... U150 . o . +RB00 . 1200 © SuytrDock Box (10decks ..9000 ..10000 | Felosthwol . U...150 . 250
Khozoro ..ovveeeninninii. R...800... 12, g Tox Uthat LS00 7m0 Booster Pock (15 cords) 300......350 Wmsﬂw B T80 . 250
Khitomer Research ... R...350 ... 500 : 7Pan an Ry U1 200 Booster Box (36 pock) 9500 12000 | Into, . Chute, Fiybey . R{gg A 4.03
it bl R L 8 SRR B R
i eath Yell .........R... .00 ... 10 i NS0 2
fm" ..................... U150 ol rs.ouovsmm;ﬁ;---ﬁ;;;;;‘gﬂ i g;% b ok i e Jowo Siesta .12 .. ggg
Komis ...-cenees V... i G‘Dlm . R...800... 1200 A&nghﬂnFa(a. UL 150 250 @ lem g 400 .00
Kiaunn(iﬁme A00 .. 600 S E oo 5000 ¢ Admiol Mot . L R.200 400 ¢ :;ﬁmme U0 2-50
""""" g0 200 f: for .. 2g 230 MtMied .. R ADO .. 600 e R . o0
,'f"d"""mk“ i 7001000 . S \aon 5 Moo TR A0 00 AR T T
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: Your Powers... .Old Man...... Riz

© VOORSER eovereenene R...400 ... 700
: Voder's Lightsober .........R...8.00... 12.00
¢ Wamor's Cowage. .........R... 200 ... 400
© Welre Al Gomna . Thimer! R...4.00 ... 400
i WEDIMI Bm#luDﬂnd .R...200 ... 400
: WiDlSléb?heodwe!Dfd R...200 ... 400
i Wioslea alh 150 250
: Wrmghln vl 1801 o, 250
i Woher....... 100 L. 200
¢ Yowndilonge ... U100 ... 200
¢ Yovin 4: Massasi Wor Rm. ...U... 1.00 ... 200
I Yovin4: Massassi Thione R, R.... 4.00 ... 6.00
i YovinSentry ............... U...1.00 ... 200
: YekoMig........cc00nenn ... 1500 ... 250
: Your Eyes Con Deceive You ...U... 1.50 ... 2.50
: 400 ... 600
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400 . : ¥ <00 22,800, ¢
500 . = y .00 ... 2000 :
100 . { Marinez, Edgor ... 200 400 :
. 4.00 : inez, .. 200 ... 300 :
-200 § Mottnghy, Don ... 7001000 :
L200 . : E ...300 ... 500 :
-400 E G 300 400 i
150 . : , ... 200 ... 300 :
©300 ... 500 ; FullSet (330 cords incuding & new, exchsive cords)  © Mckoe, B 200 300 :
(100 ... 200 © ..5300.00 ...400.00 : Mok o dS L 150 8
20.00 ... 40.00 : Slm&dﬂe(ﬁ(iiﬁm\h] ..18.00 ...2000 : i, ... 400 ... 600 :
150 ... 250 : Storter Box (5 duol decks) ......90.00 .. IOO[NJ : / ... 200 ... 400 :
200 .. 400 i Booster Pock (15 cards) ) 50 % Mussing, Mike ... 150 250
.100 ... 200 : BoosterBox ... : Myers, Randy....... 20000400 : .‘.lwﬂ»'\rrnrmmu\ 1995
15.00 ... 25.00 : (Bmﬂu?udduefmmwdtﬂdetk) ing, Tim..... o200 ... 3.00 G Full Set (315 cards) .........
..400 ... 600 : Cordsore white-bordered, : , Hi ...8.00... 1200 : Storter Deck (60 cards) ..
voe )0 s 200 10, .. 200 ... 400  Storter Box (12 detks)
.R...200 ... 400 : : .. 200 ... 400 = Booster Pock (15 cards)
R...4.00 ... 600 ; CARD SHARKS-1994 : Pescival, ...200 ... 300 : Booster Box (36 pucks)
U...150 ... 250 : Foll Set (160 cords) ......... .. 5000 : f ...7.00... 1000 :
R...200 ... 400 © Sturer Deck (60cons) .........3.00 .. 500 | Plesoc Dan .. 200 . 300 § (T R...8.00... 12
100 L. 200 § Storter Box (10deds) ... 5000 : G- . ... 200 ... 300 : Mysterious Disoppearance ...R...8.00 ... 12.00
...R... 200 400 : , Kirby ... ... 7.00 ... 1000 : OidRivalry Resurfoces ......R... 6.00 ... 10.00
U150 250 : : irez, w000 e 200 1 IEPRNSSSRITGRTE T R...8.00... 1200
R 200 ... 400 : BREAKER HOBBIES-1995 A ...200 ... 3.00 : SecondWind ...............R...4.00 ... 8.00
...k 1800... 3500 : FuﬂSer(le(mdS) 54000 ...6000 : Ripken, 1200 ... 2000 :
R..A00 700 : BoosterPock (1Bcds) ... 275 ...325 : Ry, Bl... 200 300 [CONFICTEXPANS!
..R...400 ... 7.00 : Booster Box (36 pocks) ......... 90.00... 11000 : . Bip ... ..200 ... 300 i WILDSTORM PRODUCTIONS-199%
U100 L 200 i 5150 Full Set (150 cords) ..100.00
R..200 ... 400 : F Tl : Rodriguez, van ... .. 200 ... 400 : Booster Pock (15 cards) . 2235
] veeensR... 400 ... 600 i DONRUSS- 1995 : ... 150 ... 2.50 : Booster Box (36 pocks) ......... ...80.00
Our Most Desperate Hour ...R...4.00 ... 6.00 : Full Set (336 cords) ... $20000... 30000 : ,Ti o200 .. 400 i ChoseCords .................. 10,00 ...15.00
Out of Nowhere ............ U... 1.00 2.00 : Storter Deck (B0 cords) .........9.00 ...1000 : , Dei ...300 ...500 ¢
U150 L 250 Storter Duod Deck (160 cords) . 18.00 ... 2000 : ! Rongh 200 L A00  mgeasa 15.00
U150 - 250 © Storer Box (fve dual decks) .. 90.00... 10000 : Schling Curt... 200 0300 i Ah..... 12,00
R...400 ... 600 : BoosterPock (12 cords) ... 225 4 P R...200 ... 300 ¢ Avengelyme ... 15.00
U...100 ... 200 ; BoosterBox (36 pocks)......... ; , R...200 ... 400 : Coiin Fuirchild 15.00
0.0 150 ... 250 ;@ Uniisted Very Common cords ... : S R...200 ... 400 } CodaVoodoo ... 12.00
U150 . 230 | Unlsted Common cods ... ... ! Smith, Orzie ... U250 350 Gyt 12,00
...R...400 600 : Unlisted Uncommon cords......... 1. H  John .. R...200 ... 400 §ngmge5n,d.m 12.00
WU, 1500 L 250 ¢ ¢ Sosa, Sommy. . R...200 ... 400 : Mindblost ....... 800
U150 .. 250 © Momor, Roberto ...........R...400 ... 600 i £..200 ... 300 : Ronmaker ....... 12.00
LU0100 . 200 ¢ Alomor, Sondy k. ... R..200 ... 400 : '® 12002000 i Recharging Tha Deck. 700
R.200 ... 400 : Nou Mobses ..........R..200 .. 400 i Jim . R300 L. 500 ¢ Roy “Freelol” ..ol 15.00
..R...400 ... 600 : Appier,Kewn ...............R...200 .., 3.00 : , R...200 ... 300 : i i ,
0. 150 250 : Ayolo, Bobby ..............R... 200 .., 300 i R...400 ... 600 :
R...200 ... 400 : Boergo, Corlos LR 400 L 600 4 R...200 ... 400 :
v 150 ... 250 : Bogwell Jeff vaaill. 2800 L2, 850 3 R...200 ... 400 0
Retmnof o Jedi ............U... 1.00 200 : Bl Derek o RU200 L. 3.00 G Whitoker, R...200 ... 300 FuIiSeI(ElUcnrds) .
Revolution. ... R 400 ... 600 : Belle, Aben . o R..800... 1200 © Willoms, Matt ... R 400 .. 700 © Stter Deck (65 cords) ........7.00.....9.00
Rycor Ryiend .. U150 .. 250 : Bichelte,Dante <RL300 400 ¢ . 200 ... 400  Storter Deck Box (12 decks) ...80.00 ...100.00
Sondcrawler ... ~R..300 ... 500 : Boggs, Wode R 300 .. 400 % , Todd .. R...200 ... 300 : Booster Pack (15 cords) .........200......3.00
Sonderawler R...300 ... 500 : ! ~.-R...600... 1000 : © Booster Box (36 packs) ......... 70.00 ...100.00
Send o Detochment Down ...R... 400 ... 600 : R NVAINN TOWERS INTIME [
SOIRD. - - vvvvsnnmnmaans U...150 ... 250 : R0 200 .., 3.00 : THUNDER CASTLE GAMES-1995 [
Sense ... AL 150 250 R 200 ... 300 Full Set (210 cords) 59000 ..15000 § U5, E.‘.'.‘ESS:STE“S 1994
Skywalkers R..400 ... 7.00 vl 1500 250 ¢ Storter Deck (55 cards) ... 8.00 © Full Premizre Set (135 cards)  $300.00... 400.00
SoloHan ......... R..300 .. 500 : o R.300 .. 5.00 © Storter Box (12 decks) . 80.00 : Full Limited Set (239 cards) ... 350.00... 450.00
Spaceport Speeders ... u...1.00 200 : R...300 ... 400 : Booster Pack (8 cords) . ,‘,,.1,2 ... 175 ¢ Starter Deck (60 cards) ......... 7.00 ...9.00
Spediol Modications.........U... 150 ... 2.50 ¢ U 75 150 ¢ Booster Box (60 pocks)......... 75.00...100.00 : Storter Box (12 decks) ......... ... 11000
Sunsdown.......... 0...150 ... 250 3 ] k.. 200 ... 300 : i Booster Pack (15 cords) ....... ... 3.00
TocicolReall ........... R 200 ... 400 © Cone, N RSV ULTIMATE COMBAT! BTN TE S 75.00... 110,00
Togge Seeker............ R...2.00 .. 400  Conioe, Jeff R 200 ... 300 : ULTIMATE GAMES—i995
Turgeting(umwel e U 150 . 250 & Dovis, Chil SR 200 . 300 G Full Set (150 cards) ... S GoldCord .o UR 75.00- 150.00
Tarkin Seeker ... ..R...200 400 : DiSorcino, Gory ~R..200 ... 300 : Storter Deck (60 cords) . D SiverCad L UR 40.00 ... 60.00
Tatooine: Contina. .. .R...200 ... 400 i Dunston, Showon RC200 ... 300 ¢ Storter Box (10 decks) :
Totooine: Canfing, .. R..200 .. 400 : Edkersey, Dennis AL 75 .. 1.50 : Booster Pock (15 cords) ......... 200 ...300 :
Totoaine: Lors’ Moisture Forn U. . 1.00 ... 2.00 | Edmonds, lim R...3.00 ... 500 : Booster Box (36 pocks) .. : :
Tatooine: Mos Eisley .........U... 1.00 200 : F?‘_’W. Cedl R JOR [ 1 I :
Totooine: ObiWan's ot R 4.00 6.00 : Finey, Steve R 200 L0300
Thank the Maker .......... .R... 200 400 : Frymon, Trovis LU 150 L 250 B (
Thisis Al Your Foult ..U 1.50 . 2.50 : Galomago, Andres oR.200 ... 400 WF?,nRDSBTTHEthST—IWS 1 =
TIE Advonced x1 ... WU 100 200 : Gont, Ron L R200 400 G Foll Set (436 cords) ... 00 :
TIE Fighter ... B . 75 : Gilkey, Bemard LRLVZ00 .. 300 G Storter Deck (76 cords) ;
Tonnika Sisters RO400 600 : Glovine, Tom W 150 . 250 ¢ Storfer Box (10 decks) ... |
Troffic Control ... e U100 ... 200 : Gonzolez, Juon ... C....75 ... 150 : Booster Pack (19 cords) 50......3.
Trinto Dugba ............ U..1.50 ... 250 : Goodwin, Curts R...200 ... 300 : BoosterBox (36 pocks) ......... 5.00 ...90.00
Trooper Chorge ............U. 1.00 200 : Goodwin, Tom R...200 ...300 i
Turbolaser Batery ... R..200 .. 400 : Groce, Mok LR..200 ... 400 —
Tusken Breath Mask ... U150 .. 250 i Gaffey, Kenlr SR 1200 ... 2000 ¢
72 2] LR U... 150 250 : Guillen, Ozzie LR..200 ... 300 : WIZARDS OF THE COAST-199
Utinnit v R 400 ... 600 : GeynnTony............R...500 ... 800 : FullSet(173amds) ... 0 S?ODD L 175.00
Utinni! ... R...400 ... 600 : Hommond, Chris R.200 300 : Booster Pock (15 cords) .........200 ...2.50
Voder's Custom TIE LR 400 7.00 : He .F’i.rkey ) w150 250 : Booster Box (36 pocks)......... 70.00 ... 85.00 :
P
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Name Rarity

O Komis the Tronsender ............cveeenn. u2
: 0 Littla Voodoo Hot ... orssh]
: 0 Uzodsof theToost .....coivoiviirnnnns R3
: 3 longshat Lovie..........vvveeeeeiinnnnn... U3
P00 Motz Motel .. 2

$ 0 Maoster Tocticion

i O Medallion of Skyphos . vl
: 0 Medidne Mon .........ooooiiiinieenn.. a
i 0 Mendu Soda, the Havee ... ! |
00 Mighty ThiGod ... U4

TROOPER

2 Sentinel
DOOMTROOPER—
MORTIFICATOR EXPANSION
HEARTBREAKER HOBBIES-1996
Full Set (123 cards)
cords that ore (2 ore twice o3 common os those

that are C1. This holds troe with oll other rarities.

: DRIFTER'S NEXUS
@ MINISTRY OF TAX COLLECTION

: O Ministry of Tax Collection .................
2 Q0 Mu Kir' Agavoti, Second Disciple .
* FPG- 1996 : O Nob, Ropicious Gob  ................o..es
: Full Set (120 cords) :
Name Rarity
ST TR A S R u3
Q A Joboh . ]|
2 Altor of Takahi ......... N
Q Amazi )
hgoin ; amﬂ? ...... 0
Theowing it Al Awoy ... U2 £ O Amoying Gaatsin the Hood .. =
ToBeorNotToBe.......................Q2 i C 3 Amath, Lord of the Skies ......... +lll
}miluifvideme O, W )+ 0
2 A O - 5 0L FEOT ..o, .3
Tnstinthedms ...................... 2 i W '

: DRIFTER'S NE
ORELLA OF THE MIST

i 0 Orelloof the Mist .....oooivveeiviiiinnins R?

: 12 Oscar the Wonder Chimp ............eo.. Rl

1 I, T —— Q

: ¢ 0 Plones of Enfropy ......oooeoiiiiiennns (

: DRAGON DICE— % i “inn: B EERMS TR0k . o i st U4

: FIREWALEERS HEXPANSION : O Dise of Sin ez i O Princoof the Lost ..........ooeiiiinnnne. ]

i TSR- 1996 01 Dicanmtiad Prctd Wi o Cup O Professor Heisenburg ... R2

Rl Ser (46 dic) oo bl oty 5 1T S 7

N e 1 P o e S ““p3 i Q Ragmort's Engineers ..................... u2

Holy Pmiedor » o Nome Typo  Rarity : g %::::ﬁ E:)) 5 Eg ¢ 3 Randy Creek Regulors ... LRI
.07 i 3 Adventurer .. hrowder UG el " Cockroach king .. U2 i 2 Red Master of Shodow .3

|n{mm,mm{ug ; : 3 Ashbringer ...... Firowoker R Eherwave Mogao Lock. .. Ul 9 Rey, Ovedord of Tress . .
Inferar Technology .....)2 i © Block Drake Dogon .....R = e o Kahn, Firs Disige ... TR EEIRHBGN L re s sssnenee [&]
Informants ¢ 2 Block Wym ooreoDrogon LR ) Gateway fo Mvstiod i 'R i Q Rodkof FarRolling.............coeieinin 4
] EJJ gkh:guke ; gwm : oy g Eussenusmn? i E}!

It Shall Be Done, Excellency . P - ym ogon ... B g a g3 Q55 House of Babes ....................l

i % i O Constlond City ... T .k | e G,SW““ o T T - €
TR e : O Coostlond Standing Stones ... Temain R 3 Goot U T'u3 i 9 Sorcophogus of Hoidra ... 4
i i O Coastlond Temple .. Terain R 1 O Golden Fleecer ... Tz ¢ 9 Sewet Catocombs L. R3
: [ Coastlond Tower Temoin .....R : Q Goller gl SN SO BOIIN .. wovosomvumassawnsing Ul

i [ Doybringer ... J Firewalker ...R O Gopher R i 0 Shodow Stike ...........coieeniieniinnns v]

i [ Expedifioner vivveens.. Firewolker R a Gn.wmuldl}leUsmpel : 12 Shin Chias, Third Disciple .................. R2

£ CILDMIE, .oz vaividv Firewolker ...C 2 Hondles O'Rourke ... i O Shroud of Grohzue ...........covvvveenens R?

i 2 Firemaster .. oo Fuowker U E B L e + (2 Sikuro, Preceptor of Prophets ............ R2

¢ O Fireshodow . Monstes R 25 Holars Grove. .. SN S Wil s (&)

: O Firestorter ..................Frewoker ... Y Hsehond G st s : 1 Slor, Overlord of the Wastes ............... U4

2 0 Fitestomer Fuewoker . R i = kk“ﬁ it et Fra EENSTOUMOC % socinsienrvncessboersoial 4]
2 Flotlond Gity ... ferrain R ig e a0 Soggybottom Gerz .......cceeeeiians R3

: O Flatlond Stonding Stones Termnin R O honCr Bmww!rm!uiﬁ i e : O Spint Mauntain. ... @

¢ Hatlond Temple ; Temin _....R 5 | Overdoid of the Wofers..... (3 & O Stondord of the Elements .................. ul

¢ 2 Flatlond Tower ... Temoin R g Jokuped Lobo Tu i Summon Enfropy Stom ... k3




Nome
2 Tablet of Ancathus ...

Nome Type Rarity
Q1 Rendsthednnocent .............. 2 33 Amulet of Plane Walking

Home Type Rarity Nome
Q Distracting Spiits ;

2 Tonaiker Smith ........ 2 Dorodo Realm ... i Rescue Mission ... 0 34 Clook of Dtspluremem .........
2 10 Gollon Voodoo Hot L3 QDGO e Bv ... Ui O Retokingthe Field ... ;0 35 Nerfness . :
O Thief of Shadow ... I i Ribs Crushed Combat i O 36 Arimol Afoty
2 Tiger Boloo ... el L0 RingofFire L......e... 1 9 g; Eaniemsa
Q Tree Ogre ....... il Q1 Ritvol of the Dark Spirol : 2 38 Couroge
Q !Jm;, Overlord ?I Mhoumuins ol a Riveabur;k Enfilode ...... : 9 28 gwe Wrath
2 Unsfa, Queen of Goblins . R : 2 Roors Like Thunder ... B3] egeneration ..
2 VekNodra, Master uflllsmples B2 : ¢ O Rocket Louncher .. i 041 Touchof Dey ...
2 Vesuvious Rex .. k3 Q Rouing Deforetation . i Q 42 Unreadable Thoughts
3 Vikia Tso’Shan’ W, B3 2 “Rytti, " “Homed Thunder” i O 43 Death Touch
0 Voodoo Hat........... Ry i Q SeptofGold ............... 3] j: &ﬁgﬁlﬁ;ﬂl :
2 Worwick's Bonishment . i A IR R : OORYY, cae .
0 Whalehona Rick ... L LS ¢ O Shroud of the Jungle 3 3 :“; }}hmueml Sword -
O Wheelof Law ... BT 00 Sky River Caem ...... i 048 Emmrrg:gs e 4 -
3 Wizord's Tower w2 3 0 Spiral Boomerong i o pe L LBY ”
2 Woodland Troll . ¢ I QO Spirit Bocklash ... i g il
a Woh.vexinti i sl 3 (23 Spirit of the Tiger : a --[
12 Xaz, Thief of Twilig LoRe 0 Spiit Tiger ......... 3
3 You Con't See Me, ImoVamgire ... U4 : Q Sonl o o .. ey g
0 Zeldo, Bag Lody Bug ............ L2 0 Suicde Fomori Team :
0 Zob, Gurgling Gob .........ceeeerernnnnnn. R4 : 0 Superior Toctics ...... 3 gg Emg;h‘emlmwm iy E
? D I e £ Q0 54 Speck it Marses e
3 : ¢ Q57 Summon Insects ..... C
P OSe £ 2 5 Legionof Dead U
THE WAR OF THE AMAZON — FREERESRCEE B ot R
amaro Lovegrove ... ig
DRAGON'S BREATH 2 Tonp o 38 Bﬁ.?i?f?:lnﬁgae;e ot
i 0O ThrootBore ............ © 262 Cone
g Dlrjugt}l,n's Ereuslj:wmmH ........ E'rlh ...... lé + 0 Tourst Umrgsug lout a8 5
“Dr, Pearvos g, the Hunter” .. Ui 0 TroerRomds ... P Q6T
{ Q0 Edoplosmic Extsion ........... Gft.....U { O Tremere Workek i 08 ﬂreSpt?or i
RAGETHE WAROFTHE : 2 Hiuado My LR E QO Tobol Womors ... : 2 66 Banshegh, s
ATAZON EXPANSION | O f6up B RO Tibol Wisdom . £ Q67 The Lomio R
WHITE WOLF- 1996 ¢ Q Environmental Action Grovp .....¥i ... U i Q1 Unbound Bane P 068 TheSien........ R
Full Set (140 cords) i O Ewoiponoma............... clly 05 O Unseelie Troll i Q69 TheWhiteWitch ..............Mo...... C
¢ 0 Excitable Good OI' Boy . o U O Urbon Closh ... i Q70 TheHog ........ Wl
A Action I Enemy © 2 Experimentol Cybemetics ofg ..o U F O Villoge Annexation .. i Q71 Cerilion Droy ol
Bo  Bottefield kg Equipment O Eyesol Bl o - e U : Q Visithom White Fother ... i Q72 The Shodow Wolkl® il o © C
B4 Boord Meeting B Event : O Faney Footwork Combat ohe .o R PO Wolking Between Worlds : Q73 Divine Righ RC..... C
(f  Combat Event Vi Vidim 1 FongsThroughEye ... coelh o C 30 WarCoundl Moot ... P Q74 0ngs........ o T
(h Charocter ¢ [ Fegther Mound Skirmish Bc; ([ ) Emc}t‘fﬁﬂnrém ! 1.0 ;S GZS;" Shime 2R
¢ O Felinebroce ........... 1l e ( : O Worehouse Braw i Q76 Nightmare 0
Name Type Rarity © 3 Fetish Sundering Gift......0 Q0 Wild Animals : Q7 Uom ....... el
Cliflech ot G ... © O FoolsGald ... B U i Q78 Woih,.... . o
2 Amazon Worriors My U : O Foreshy Develop b Quest ...C ¢ . wm ;97 Smﬁémm R
Q Ambush ...... AU : O Foresty Outpost Raid ...........B0 ... i Y 3 80 Ak wil
a Anncona‘ln Gcerlr:ﬁst i ..EE . C: QFotna ......... R R j g; mﬂymnh - 6
o “Mohualpo, * “Blo of the Incas™ Ch .. R i O Frenor ol o €3 Y ..
th .U O Goo'sbeah . B U Master the Magic| = 3 & oo RisinlC
€ O Goio's Wil Comupted L I P Qs Gﬂmm&vzbwrﬂ ---------- Rg......C
C 23 Ghost Roptor Attack ... LB ..l SPELLFIRE— : -'g“n?do”’mev SRR s
R D 2 GhostRoptor Membersip .. f ... | | BIRTHRIGHTBOOSTER | - S0uenkon ... Rg.....R
: : : Q0 87 Cobeche Dosiere ..............Rg...... 8
. R O GronolaPate...........oovnnnnnns Vi...... (. 9THSET E 3 88 Tomkin D
i O Grosh tokhy ..... coBo o Ui TSR-1996 L B ﬂ?:EITFh'?e?n --------- —EQ (
0 Guidance From Below .._........Gft......U | FullSet (100 cords + 25 chase cort) ; oo J.
; ¢ 90 Tie'skor &tﬁheslﬁol}oumh@ B (
Q Hopless Villogers ..o Wi G : 2 91 The Noble Outiow R R
12 Heovy Machine Gun... i U A Aifot Mo Monster 2 92 tigh Mge Aebes ... RQ """ 0
: 00 Hel's Hond Hive... .-oem R i BA Blood Abty RC RdeCod 3 93 The Sword e — Rl ey
0 Hellole Assoult .. B U S CencSpel Re Reolm 3 94 The Wizard iy,
= L2 Hiddan Supplies ... cob O by b R Regent 3 S NedaVisly o Re . C
2 Q Hollow Heort Caern ....Coem ..U ¢ Ho Holding WS Wizord Spell & 3 95 Moargon Pg C
§ o Q lon Wil ...... oo Ui M Mogicol ltem B 97 Backbetn T ég' e
Cl Joguer 1 8 e ~ i 298 Jona Orel e =
{p_ : 3 2 Joseph Herl My R # Neme Type Roriy 33 99 Tho Fower of Boions jl.ﬁ%:h’ %
\; > 3 gJTJ‘:lJEhP;;anu cChh E : :l]; - seeena kB E i Q100 Gwenyth the Bord s it g
2 , st G :
| & © QKssoflife ........... ..Gft....0: Q3 o R U omnse Cards
‘.3 ¢ [ Leap of the Kangoroo sl Mt C i j'; £h°[5|°'9°“5(’0“’“ seres '5’3 : lRJ Ql |'s&0drube!‘!eKﬂg by R i
2 Legal Chiconery ....... il iR S e N 2 2 The Shodow World S UR
3 ¢ O Liberol Pop Singer ............... | R Gﬁoere. ST Ee' 3 E : 3 Forced Conscption ¥ E:- R
S { O Lord of the Bottefield ...........Gfr.....C: 27 Twhievel .o R U8R 4 G of hanilaion . L Q)
e 10 B O lodofthe lungle ... et jg g"guw“ ool d 8 QS Voo Gimore. LM R
1 : i ! . Monwal of Puissont Skill at Arm
LN - Qintih ol L ik b 38 Ao M
Q Machete .. E) e CAS uwernl Siwurdh'euga ”e "0 2 8 Librom of Ineffoble Domnction .. M .. UR
THE AR OF THE 407011 ERER S S M - & L T i i
Q2 Mantle of £l Dorado . wiEQ v K 2 10 The Wizordess Come e |
BATTLE OF SCREAMING MUD s T 2 i .o G ... £ Q11 The Pl 6 ofhe Scchen Const By R
3 : : okSoithorok .........ccoviunns : 12 Okt the S
s} Bumao;ScrancmingMud ......... Ba ... R¢ : 'éﬁ'%ﬁ j ”; mgglgﬁ:ﬁ;“:\mﬂm‘f\mm :g E . j 13 ?ﬁm-ﬁer‘zumgdm gg Bs Q
123 Bottle of Visto Cotoract ... (s L |8 AL ; i O 14 Rhuobhe the Monsiayer Rg ...UR
O Bellow oo e BBt el § E; ¥ f, jﬁémﬂmﬂ s g 3315 Kerioen Whieheat Rg R =
2 Bivouac .- By 3O Night Terror . G il 2 16 Mdora Addiepate . Rg ...UR
2 Bk Gow . G kia Motir Soum G aa ’{;‘:;‘“[‘:flf:;"“‘“ L Q1T TeBedd ke R
d of Directors .. e U i 8 2 18 Taxomor T8 R
jgg:‘ée,'}em,wgkmh i 98552“0”5‘9"’ gf':'" : g {1 22 Bidog Your Time.._............ Ui Q19 Delomay Rt lU}R 1=
Bmz:lmnfﬂrureuuuut ..... éﬁy ...... U S O Outcost Bast R g j 53 g:::’:gn nll Adventute ... ltj Q20 Binud [hn’!enq‘l ol T
% R Rt fxpssish P QAUF LB R e
ngil%':;hhwmhﬂudm .......... RE O et oooonconnsiorress s B €301 25 TheKokan Aol ...... R e e R e
= (Emdysm ....... ki@ Pem“ Ee"gl““””m -------- Ba R i (O 26 Crownol Regency .......... DR G Coat d YR
j[mboyl(mfofk M.licig ng;giﬁfl?p!ﬂinér's.::“::A:_: E: t E : j%éﬁ;‘;ﬂ}‘;ﬁﬁ@”‘“ E © Q24 Wor s Declored! .. .. v o @
Ueunﬂ) % N!vg ¢ 2 Pentex Supply Lines ..............En U © 29 Brocers of Bochiation ... o] S8 i e o
L mudafsSwmd TR - Q Prentie Tumer ...............th ... U Q30 Ringof Homon Inluenca ... ol Lol
a CG"quRorﬂl Sonof Bost® " pa : 2 Ronch Apocalypsa ............... Bo ... R: 31 Ringof Spell Storing...........Ml.....R :
2 i By ;O Reinforcements .................. (E U i Q2 32 Rod of Lordly Might WL u n
I I g¥a S, 101
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SAMPLE LISTING

" CQUEST

What you need to know about the InQ

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.

e

Gyt e OF TV : ; InQuest is proud to present
5"‘*2‘3’ i o NE P W X h"?‘?‘w;,m& a no-mess, no-fuss guide
ot 'S"“, sdi"’. ® fo diaw B e N MR i duing um of contoler to card rarity. Forget about
otile of Suleiman L ad discard : Droconian (ylix i i i

1: Flip o coin. If cppnnt wins, do 5 damoge 1o you i1 dcad rarity ratings like U3, C1,

m@dmlmmm%%%_ e Esmec or R2.D2; in this price

Suleiman with o Djinn token, : E TWs 6 AQ4TH : Drogon Engine A guide, cards are either
5 a’“","f H"':, r:‘g“ oy omow faget ad Broaze - © Zi41/40 nll andof e commaon, uncommon or

Tit:tgr:m {play intop): Younow own forget card,  : Hosse ; rare. We've got a real

game ey G 00 0 bt xchnga s pommensnt. £ Z: Uniop o of your att : B

mmwmv%m?mh on 100 Bty muqlmu simple abbreviation

Opponsal may counter Broaze saafideg 19 : iR, system for those words—
.(Jﬁﬁrm g eesse DS | K ﬂ'“ll?s sofin Eia Lm"; check it out below.

X: Untap X seporote lnds, i dem € Common
(oesid Prim 1 U eeow Mo BABURIN ¢ e

2,T:PmmmdqmwmnTm;n.
© Chaos Orb NI R eeee Mﬁoaww
1: Flip card from height of on foot. I i rolctes

Bottle of Suleiman is a rare arfifodt, i
was painted by Jes

ABY

0: Resheffls your groven-
from gamme-when it s <~

+ hos a three power rating, and it
per Myrfors. Its casting cost is four mana; it's
available in Arabian Nights and Revised. lip o coin and, if the coin

ends up in your favor, you get o 5/5 flying ortifoct creature;

otherwise, you take five domoge. How do we know all that? Because

our Lord Zuul tald us. No, no, just kidding. We know all that cool stuff
because we've reod all the cool reference charts below. Zoul had next
1o nothing fo do with it. Just so you know: restricted cards are limited
to one per deck in tournament setfings. And banned cards, well, ore o

no-no fDT fournaments.

— Bhelkin Brownic
y
v ) 1]

: A 4
' fﬂ'-"‘._'i r
i

| |

SHELKIN BROWNIE CARD DESCRIPTION —I

K They're the cards you get by the
fistful when you buy packs. Good
stuff, hut not very expensive.

U Uncommon
These are a little difficult 1o come by.
You usually get a couple of these per
pack, ond depending on how useful
they are in gome 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 fags attached to these babies
make Donald Trump say “Wow.”

UR Ultra-Rare

These are chase cards that usually are
found one per box and sometimes
even less frequently.

vest Magic Pquyeig’Guid‘é

POWER
RATINGS

Card Name.

Kind. Summon Faerie means the Brownie is
a creature of “the genus Foerie.”

Description. The description of exactly what the card
can do.

Flavor Text. A funny or informative quote, usually
histarical in nature.

Artist.

Casting Cost. Mr. Brownie cosls one green and ane
other mana to summen info play.

Expansion Symbol. This tells you whot set the cards
herongs o; in the Brownie’s case, the column symbol
means he's from the Legends sel.

Power/Toughness. Only for creatures.

ec0ee The Best. These
cards should fit nicely into most
decks. Frequently gume-breakers, it's
 often warth finding o way o include

five-star cards.

eoco Excellemt. These are
cards that go into winning decks.
They're not always worth going out
of your way 1o accommodate, but if
the color is right, these cards should
find a place in most decks.

cee Average. These crds
generally round out a well-tuned
deck. Many cards in this category
complement a variety of other cards
that may be in your deck. Which
cards you use from this category
depend largely on what your deck
concept is, ond whether or not they
complement the four- and five-stor
cards your deck contains.

°o Poor. This clegory includes
many common creatures and spells
that are often passed over in favor of
more powerful cards with similar
casting costs. It also includes cards
that may seem powerful at first
glance, but are aclually discarded
more often than played.

e The Worst. There are
three basic 1ypes of cards in this
category. The first are those that can
duplicate the abilities of another
cord, but of o higher cosfing cost or
other demand on the caster. The
second includes spells whose uses are
very obscure. There may be on
overage card combination that
includes these cards, but they are
often too difficult to execute in order
10 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
cards are hasic resources. You can't
win a game ploying only these cards,
but you can’t win without ‘em, either.



ARTIST
ABBREVIATIONS
The following is a list of
artist abbreviations.
Alexander, Rob RAI
Asplund-Faith, Randy RAF
Baroh, Julie JBa
Beard, Edward Jr. EBe
Benson, Melissa MBe
Bishap, Kristen KBi
Brockschmidt, Kev KBr
Brudi, Cornelius (Br
Buck, Catherine (Bu
Danforth, Liz LDa
Detwiler, Denise DDe
Emond, Rick REd
Ernest, Jumes JEr
Everingham, Sandra SEv
Foglio, Koja KFo
Foglio, Phil PFo
Frazier, Dan DFr
Gallegos, Randy RGa
Gelon, Daniel DGe
Hampton, Justin JHa
Hoover, Quinfon QHo
Hudson, Heather HHu
Jones, Foy Flo
Kaman, Kerstin KKa
Kane-Ferguson, Richard RKF
Kimble, Mike MKi
Kirschner, Scatt SKi
Leonard, Hicola NLe
Maddocks, Anson AMa
Masness, Phillip PMa
McNeill, Harold HMc
Menges, Jeff A. IMe
Meyer, Ken Jr. KMe
Morrissey, Pat PMo
Myrfors, Jesper My
Organ-Kean, Margaret MOK
Poole, Mark MPo
Raabe, Mike MRa
Rush, Christopher (Ru
Rusu, Andi ARy
Shuler, Douglos DSh
Snoddy, Brion BSn
Spencer, Ron RSp
Tedin, Mark MTe
Thomas, Né Né NTh
Thomas, Richard RTh
Thompson, Ruth RTp
Tucker, Drew DTu
Van Camp, Susan SVC
Venters, Pete PVe
Wackwitz, Bryon BWa
Winerstrand, Tom Wi
Waters, Anthony AWa
Weber, Amy AWe
Whelan, Michael MWe
Williams, LA. LWi
Willich, Dameon DWi

CARD TYPES SET

AC Artifact Creature ABBREVIATIONS
ART Artifact "

W Cumulative Upkeep A Alpho Limited
EA Enchant Artifact Al Alliances

EC Enchont Creature AQ A"HII.UHIES'

EE Enchant Enchantment AN Arabian Nights
EL Enchant Lond B Beta Limited
EN Enchantment DK The Dark m
W Enchant World fE Fallen Empires
INS Instant Ath Fourth Edition
INT Interrupt L Homelands
LAN Lond IA lce Age

SC Summon Creature L6 Legends

SL Summon Legend R Revised

SOR Sorcery U Unlimited

SPOTLIGIHT:

T )

Hold the faith, Magic fans! Alliances, the sequel

to last year's lce Age, certainly comes through
with flying colors.

Your favorite races are back—LKjeldorans,
Balduvians, Soldevi—along with a brand-new
cost of kick-ass apes, lightning-fast knights and
overpowering elves. There are zero-casting spells
in all colors and o handful of cards you'd bet
your life WotC'd never print! Along with a slew of
watky cards that bring the fun back to Magic,
like the Stromgald Spy and the Rogue

MAGIC: THE GATHERING
ALLIANCES
CARD DESCRIPTION

FORCE OF WILL A
A—Card Name. Force of Will,

B—Kind. Interrupt.

€—Description. The destription of exadly
what the card con do.

D—Arfist.

E—Casting Cost. Force of Will costs two blue
and three other mana fo summon into play.
F—Expansion Symbol. This tells you what
set the cards belongs to. Force of Will, of
course, is from the new Alliances set. C
G—"Power/Toughness. Only for creatures.

HEY! 2

Check out those other caol-
looking Alliances cards. You can
find killer combos using the new
Alliances cards in the Magic
Players Guide, starting on page
104. We also have an Alliances
Players Guide, which begins on
page 124. Check it out fo get
the latest info on the hottest
new Magic: The Gathering
expansion sef.

Skycaptain, there are enough tournament must-

haves—the red Juzam Djinn, Balduvian Hordes,
comes to mind—that Allionces cards may end up
dominating fournaments for some time fo come,

It just might be the most powerful set ever.

Foree of\Will

Ifteerup

You may pay 1 life and rémove a
blue card in your hand fram the
game mstead of paying Force of
Will’s casting cost, Effects that
| l‘rwrnl or redirect damage cannot
| be used to counter this loss of life.
i Counter target spell

T Tor eV NG
e Sty e Coe o fee A% g m et
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WW"‘_‘_ : Ashnod's Battle Geor AT U e»  MPo 2 AQ, 4TH

&-ﬁcm e e i L I 2: Moke one of your creatures +2/-2 for os long os Ashnod's Battle

Adarker Sentinel AL U eee  MBe 5 i : Gear is fapped. You may choose to leave Ashnod's Battle

1: +0/+1 until end of tum. 3/3.
Aegis of the Meek ART R eee Wi 3 1A
1,T: Give 0 1/1 creature +1/+2 until end of tun
Aeolipile R eee
1, T: Sacrifice Aeolipile to deal 2 domoge to ony forget
Al-abara's Carpet ART
5, T: Prevent oll domoge done to you by ottocking non-flying creatures.
Aloddin's Lomp AT U eee Mg 10
X, T- Instead of usuol drow, drow X cords but foke only one it
hand. Shuffle the Iehcr.'i%cnd put them of bottom of lbrory.

Aloddin's Ring U eee Dfir 8
8, T: Do 4 domage to ony forge?.
Alchor’s Tomb AT R eee  Hi 4 6 :
2, T: Change the color of torget permanent you control 3
Amulet of Kroog BT C» MOK 2 AQ4TH
2, T: Prevent 1 domoge fo cnm:gpl :
Amulet of Quoz ART ee  Dfr I :

1, T: Saaifice Amulet of Quoz md fip 0 coin. If ﬂp ends up in your
fu'aor forget opponent loses the gome. Otherwise, you lose the
game. You may only use this ability during upkeep. Opponent may
onte on oddifionol cord to counter this effect

Ankh of Mishra AT R e AWe 2
Do 2 damoge fo any ployer who puts o new lond into play

STROMGALD SPY

Apacalypse Chime T R e WPo 2 H :
2, T: Al cords in play from Homelonds expansion ore buried, induding
Apocolypse Chime

Arcum’s Sleigh ART U = TWG I A

2, T: Torget attacking creature does not tap. You may only s this
obility if defending ployer controls snow-covered londs

Arcum's Weothervane  ART U e
2, T: Tum o snow-coveredHand info o norrsnow-covered land of the
some type. 2,T: Tum o non-snow-coveted land into o snow-covered
land of the some type

Arcum'’s Whistle ART U ee» (Ho 3 1A
3, T: Torget norrwall creature must attuck o be destioyed of end of
tum. The creature’s controller may counter this by poying %
where X is the creatura’s casfing cost. Ploy during opponent’s tum
before his or her ottock

Arenaof the Ancients ~ ART R e Twa 3 16, CH :
Top oll Legends when casfing Ateno. Legends da not untup normally ¢
during untop phase. i

Armagedr?nn Clock ART U oo  AWe 6 AGR,ATH

Add counter during upkeep. At the end of your upkeep, do 1 domoge
for each counter on Clock. Anyone may spend 4 during oy upkeep
10 remove o counter.

Ashnod's Altar T (e MM 3 A0, CH
0: Sacifice one of your creatures in ploy to odd 2 to your mana pool
(play as an interrupt)

104 u!‘
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Ashnod’s Transmogrant  ART
Hitu 1 G
Roese [y § 6 :

ANRATH
: Barbed Sextont

MLRATH
¢ Barl's Coge

‘ Basalt Monolith

ABURATH

" Black Mano Battery

o Black Vise

Wo 2 W

: Bross Man

. Bronze Horse

Gear topped.
( eee e 1 AD, CH
Moke torget non-ortifoct creature an arfifoct crecture with +1/+1 (it

retains its origingl color os well). Discord Ashnods Tronsmogront after Clockwork

it has been used.

Balm of Restoration ART R we
1, T: Socrifice Bolm of Restoration to take 2 life or prevent up to 2
domage fo ony farget.

ART  ( weee AW 1 A

1, T: Sourifice Barbed Sextont to odd one mona of any color to your

mang pool. Drow o cord m the beginning of the next fum.

R wees TWG 4

3: Torget aeoture does nul untop os usual in its controller’s next

untop phose,

Bonds when ottacking. Battering Rom destroys any wall blocking it,
but wolls deal their domage before dying. 1/1.

o Block Lotus AT R eeess (By
T: Distord 1o 0dd 3 mana of ony single color to your mana pool.

pmmmhmlshnm

creature essigned 1o block

" At the core of al power £ razy
fon.” — Gerda

d

ART R see Mg 4 LG, 4TH
2, T: Add o counter fo Block Mana Battery. T: Add B to your mano
pool. Remove os mony counters os you wish, odd B for eoch counter
removed (play os on interupt),

AT U seee RTh 1
Do 1 domoge for each cord over four opponent has in hond during
upkeep

Blue Mana Battery ART R eee  fWa 4 LG, 4TH
2,T: Add o counter to Blue Mana Battery. T: Add U to your mana
pool. Remove as many counters os you wish, add U for each counter
removed (play os on interrupt),

1: Flip o coin. If opponent wins, da 5 damage to you ond discard
Bottle of Suleimon. Otherwise, immediately reploce Bottle of
Suleiman with o Djinn token, which is o 5/5 flying ortifact creature.

U eeo  (Ru 1 ANRATH
Pay 1 during upkeep to untap. 1/3
AL R e MPo 7 16, CH
Trample. Reduce o 0 oll domoge to Bronze Horse by spells torgeting
it whenever you control on odditional wecture. 4/4

10K 2 fe

DK CH

o Chaos Orb

: Clay Statue AC

Clockwork Beast A

ART U eee My 3 ABUR
T: Add 3 to your mano pool Sa.nd 3 to untop of ony fime
: Baton of Morale ART Dsh 2 A
: 2: Give torget creature burdng unil end of tumn. :
: Battering Rom M (oo Mo 2 MATH

¢ Clockwork Swarm AC
ABU i

Coal Golem AC

ABURATH
¢ Conch Hom

Coral Helm

¢ Bone Flute Uee (R 2 DK
: T: Give oll creotures -1 /0 until end of fum. H
: Book of Ross AT R e Sk 4 DK, CH

2: Sacrifice 2 life to drow 1 card,
¢ Bottle of Suleiman T R eee iy 4 AN R ATH

Crown of the Ages

¢ Crystal Rod AR

i Cursed Rock

Home Biod (R Rofing Adist Cost Sets Found
Description
i o Bronze Tablet BT Re  TWib ADATH

4: Torget an opponent’s cord in play; remove target and Bronze
Tablet from gome (play as on inferrupt).. You now own target cord,
ond your apponent now owns Bronze Toblet. Exchonga is permanent.
Oppanent may counter Bronze Toblet by sacrificing 10 lfe. Bronze
Tablet enters play topped.

o Candelabra of Townos  ART R esees [Sh | A

X: Untop X separate lands.

{ Celestil Prism AR Usse AWe3d  ABURATH
2, T: Provides 1 mana of ony color (play os on rnleuupl)
Celestial Sword ART R oo AWe 6 1A

3f T: Give o treature you control +3,/+3. Bury that weoture ot end

of tum.

ART R eese JiTp 2 ABU
1: Flip cord from height of one foot. If it rotates 360 degrees, any
cord Chaos Orb lands on o touches is removed from play.

Gity in o Bottle AT R eee DIy 2 AN
Remove ofl Arobion Nights cards from play; prevent new ones from
being put into play.

Coees iy 4 A)ATH
2: Regenerates. 3/1.

Avian A R oees RAF S AQL4TH

Flying. Put fout +1/+0 counters on Clockwark Avian. Whenever

Avian ottacks or blocks, discard o counter, During his o her upkeep,

contraller may purchase lost counters for 1 per counter, which taps

Avian. 0/4.

Roess Dy 6 ABURATH
Put 7 +1/+0 counters on Beast when cost. Discord o counter after
Beast attacks or blocks. During upkeep controller may pay 1 ond top
Beast to regain a lost counter. 0/4.

¢ Cockwork Gnomes AC  ( eee  DSh 4 HL
3, T: Regenerate target ortifoct crenture. 2/2.
Cockwork Steed AL (oo AW d HL

Cannot ba blocked by artifact creatures. Put 4 +1/+0 counters on
Steed, Remave one counter ot the end of ony combat in which Steed
attocked or blocked. X, T: Add X counters to Steed: Maximum four
counters. 0/3.

Coe  AWe d HL
Connot be blocked by walls. Put 4 +1/+0 counters on Swarm.
Remeove one counter at the end of ony combat in which Sworm
ottocked or blocked. X, T: Add X counters fo Swom: Maximum four
counters. 0/3.

__| Stromgald Spy, Storm
Cauldron and Awesome Presence:
There ore many ways fo get your spy
through so you can use his cool special
ability. One way fo do it is to use Awesome
Presence so your foe has to pay extro mano
to be able o block. Stirin a Storm Cauldron
and if he does pay the three mana, oll those
londs go back into his hand. Eventually, he
won't have the mana to block your spy and
yaur opponent'll have to play with his cords
down for oll to see.

U e Ry 5 DK
i 3: Sacifice Golem to odd RRR to your mano pool.3 /3
¢ Colossus of Sardio AC R eee iy 9 AQ,4TH

Tromple. Colossus does not untap os normal in your untop phase; you
may spend 9 in your upkeep to untop Colossus. 9/9.
ART R eee PR 2 FE
1, T: Soaifice Conch Hom to drow 2 cards. Ploce any single cord
from your hand batk en top of your library.
A

Conservatar RT U e AWe 4 ABURATH
i 3, T: Negate up to 2 domoge.
i Copper Table! AT U ee  AWe 2 ABU

Al ployers mke 1 damoge during their upkeep os long as Copper

Tablet is in play.

ART R e AW 3 AQ,4TH
3: Give torget reature +2,/+2 until end of tum. Whenever you use
this ability, randomly discard o cord from your hond. Coral Helm
cannot be used unless you have cords in hand.
ART R eeeo D 2 1A
4, T: Switch forget enchantment from one creature fo another, The
enchontment’s controller does not change. Treat enchantment as if

just cost
U e AWe | AB,URATH
1: Goin 1 life for any blue spell cast. Can only give 1 life for each

fime o blue spell is cast.
AT U es RIh 4 ADATH
Opponent must discord to 4 cords during discord phase.
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Cycopean Tomb ART R eee Mg 4 ABU : Forethought Amule! ART R eee  MBe 5 16 ¢ lronStar AT U e DFr 1 ABURATH
2: Tum 0 lond into o bosic swomp. If Cyclopean Tomb leoves ploy, ¢ Pay 3 during upkeep or destioy Forethought Amulet. Prevent oll 1: Gain 1 ffe for any red spell cost. Con only give 1 fife for each
each subsequent tum one land transformed by Cyclopean Tomb H damage over 2 done to you by a sorcery of instont, : time o red spell is cost,
returs to normal, * Fountain of Youth ART ( eeee [DGe DK, CH : Ivory Cup AT Uwe Mol ABURAH

Doncing Scimitar AC R oese Ao 4 MRATH i 2, T: Gain 1 lfe. i 1: Goin 1 ffe for ony white spell cast. Con only give 1 life for each
Flying. 1/5. Fyndhorn Bow AT U eee RA 2 1A fime o white spell is cost.

Dark Sphere IRT Uee MeO X i 3, T: Give torget creoture first shike until end of tum, Ivory Tawer ART U eeees NOK 1 AQR 4TH
T: Sacrfice Sphere to prevent half of the damoge done toyoubya & Gauntlet of Might AT R eeoes (Ry 4 ABU :  Take 1 fife for eoch cord over four you have in hond during upkeep.
single source, rounded down. : Al mountains produce on extra mano. Give of red creatures +1/+1. ¢ Jode Monolith AT Res AMad4 ABURAM
» : & 1: Toke of domage done fo ony reature on yoursel insteod.

¢ Jode Statue AT Ul esee D 4 ABU
_| ElvishRangerand ™ 2 joke Jode Stotue 0 3/6 ortfoct rectre tht may ony aftock
Noble Steeds: The Elvish o wrﬂmk. o . e
Ranger is o powerful aftocker  : @v™ Tome R L
=0 T: Drow o cord fom ord diseord 0 cond o
which can kill off mast i %wm,m_ b Wi tigety
creatures or put ahurtin’ on Jumi;r‘; ‘ﬁﬁ b ART &:w . ddmffr ﬂfﬂ ” ANR
YounfooRTioulClSARHTHGENN : | 7' DECOM 0 Cn you Rt ress, O GRov Aactier o reghct .
toughness of one, she conbe ’“"";’ ?ﬁtﬁma Mgt 2
blocked and kiled by a 1/1 ¢ Jayemdae Tome AT R wesse Mo & ABURATH
Bog Rat. To moke your Ehvish : =~ 4, T: Drow | exro cort.
X TTHEF o0t 0 feror on the boord, ;@ Jesters (e AR R seses D 4 1A
| 1% "Thrget creature gains first Rmﬂal 4 on il 2, T: Sacrifice to look through torget player's hbrory ond remove ony
gt A 1 merely mount the Ranger o ©  tiee corts rom the gome. Reshufflethat by ]
Ciight Dhes) i y your Noble Steeds. Nowyou | Jester's Mask MI R ees Dt 5 14
hove o Rw-ﬂm anfist Comes into play tapped. 1, T: Sacifice to switch opponent's hand
Sl with the some number of cords of your choice from his or her library.
strke Crow Wurms deod ond | e the Bvary ond o ond ofenwors,
live fo tell the story back of ~  Jeweled Amulet MI U ese D5 O n
the An-Hoava Inn. : 1, T: Place 0 charge counter on Jeweled Amulet, noting what type of

Delif's Cone MI U es  Me 0 fE
T: Soarifice Delif's Cone. If target creature you control attocks and
isn’t blocked, you may take its power in life. If so, it deals no
damage fo opponent this tumn.

Delif's Cube ART

2, T: If targe! creature you control attacks and isn't blocked, it deok  © Glasses of Urza U eee DSh 1 ABURAIH :
no domage to opponent this tum; instead put o cube counter on H T: Look ot apponent’s hand. No, his cards!
Delif's Cube. Pay 2 ond remove o cube counter to regenerote o ¢ Goblin Lyre ART R e MK 3 "
torget aeolure. ! 0: Sacrifice Goblin Lyre and flip a coin. If you win, torger opponent
Despeic Scepler ART R ees RTh | [ tokes * domage, where * equals the number of creatures you
T: Bury torget permanent you own, control, Otherwise, you foke * damoge, where * is the number of
Diabolic Machine A Uee M7 DKATH ¢ wreatures your apponent controls.
3: Regenerotes.4/4. H Go!gu!hiunSny M R e Ko 4 M
Didgeridoo ART R ee  MBa ] HL §1: Discord ol Anfiquities cords, including Golgothion Sylex, from ploy.
3: Take Minotaur from your hand and put it directly into play. Treatit © Grapeshot Catapult A Coeee DR 4 ADATH :
os if it were just summoned. i T:Do 1 domage fo o forget flying creature. 2/3.
Dingus Egg AT R e D 4 ABURATH  GreenMonaBattery  ART R eee (Ry 4 (GATH :

Whenever anyone loses o lond, do 2 domage to tho ployer for
each lost lond.

Disrupting Scepler ART R esss Dy 3
3, T: Opponent must discard 1 cord of his choice. Can only be used
during tum of controller.

Droconion Gylix AT R ee gy 9 FE
2T Randomly discord o card from your hand to ety
target creoture.

Engine AL Coee pyg 3
Diﬂﬂg?”?‘,ﬂ until end of tum. 1/3.
AT R e w3 ANRATH

ny Horse .
- Unftap ane of your atacking creatures. Treot target s it never
attocked, except that defenders assigned to block it may not bock
another ceature.

Fhony Rhino Mo Coee oty L
Trample. 4/5- - :

Evenlyre Roee g 3 FE
Tl garifice Elven Lyre to moke o torget gegnyre +2/+2untilend
of tum. i

flkin Batlle AT Re gy 3 W

T Ploce the top cord af your bbvary face up in frant of you, You
51' play thot cord os though it were in your hong. If youvdo not play
it by your next upkeep, remove it from the qame,
o Feldon's Cone i e 1T A, CH
(: Reshuffle your BrOVeyerd info vour brory. Remove Feldon's Cane
from game when 5 used, retuming it o i awner's deck ofter the
me s over.
el S ol Ol 2
T: Produce 1 mena otony calor that opponent's lands may produce

ELVISH RAN © NOBLESTERDS |

R eess [iTe | fE

ABURATH

MRATH

DKATH

¢ Gountlets of Choos ART R eess Dt §

Saaifice Gountlets of Chaos to toke contral of a lond, ceature, or

artfoct. The target’s former controller may then control one of your

permanents of the same type. Control of thesa permonents reverts

when the gome ends. Destroy enchontments on fiaded permanents.
T

2, T: Add a counter to Green Mana Bottery. T: Add G fo your mono
pool. Remove as many counters as you wish, odd G for each counter
| removed (play os on interrupt).
¢ Helm of Chatzuk T R eee  Hlp |

: 1, T: Give one creature bonding obility unfil end of fum.
i Hematite Talisman KT Ues Wi 2 1A
; 3: Untop o permanent. Use this ability only when o red spell is
successfully cast and only once for each red spel cost.

Put charge counters on the Couldron in the amount of mana spent on
the spell you wish to play. You may cast that spell cord as though it
were in your hand, T: Remave the chorge counter to odd mana of the
type used to pul the counter on lce Couldron fo yout mana pool. This
mona con only be used to cast the spell on top of ke Couldron

¢ Icy Monipulator MRT U eeoes AW 4 A
i 1, T: Top ony lond, crecturs, or artifoct
¢ ley Monipulator | eeece ISh 4 ABU
! 1, T: Tap one land, creature, ot arfifoct.
: llusionory Mask I R ese  AWg 2 ABU

X: Summon o creature face down. You may odd X mang to the
costing to hide the creature’s true cost. Once the creature does
damoge, tops, o tokes damoge you must fiip the creature over

 « Joweled Bind ART
6
* Javen's Tools ART R eee Nl

© Kormws Bell

: Lapis Laruf Talismon

 Librory of Leng AT
ABURAM :
© Life Chisel

: Mana Matrix

mana was used. You may not use this obility i there is o charge
counter on Jeweled Amulet. T: Remave the charge counter to odd |
mana of the type lust used to your mana pool.
Re AWel AN, CH
T: Exchonge Bird for your onte, then draw o new c‘surd.

HL
4, T: Target reature connot be blocked except by wolls until end
of tum.

Juggernout AC U esee D 4 AB,UR
Must ottack each tum if possible. Con't be blocked by walks. 5/3.
: Knowledge Vault ART R eee AWe 4 16

2. T: Ploce o cord from your lbrory under Knowledge Voult without
Jooking ot it. Socrifica Voult fo discard your entire hond, replacing it
with the cords under Knowledge Voult
MRT Re (R4 ABURATH
Treat o swomps in play & 1/1 aeatures rgm mﬂzbe tapped for B,
e

Ky Shield ART U

L6
2. T: Give torget areature you control +0,/+X until end of tum, where
X is the torget's casfing cost. Torget deals no domoge this tum,
ART U o AWe 2 W
3: Lintop o permanent. Use this obty only when a bive spell is
successhully cost ond only once for each bive spel cost.
U eee D2 1 ABURATH
Skip your discord phase. If forced 1o discord, you con choosa 1o
discord to the top of your librory rather than your groveyord. ff
discond is random, look ot cord before deciding where fo discard it
ART U e AWo 4 16
During your upkeep, socrfice 0 creofuse you control to gain ke equal
o reature’s toughness

i i T R eees AWe 4
Hive, The ART R ees Sk 5 ABURAIH : Life Matrix ART 16
¢ 5, T: (reote o Giont Wosp foken, o 1/1 flying orfifact creoture 4, TPt :oume« on torget creoture during upkeep. Remave countey
i Horn of Deafening R eese D 4 16, CH . Ta;eg;m.a creghure e I N
and?r;gri‘;iﬂege' aeature dei.iélm d;mw (uﬂ?gi f;ns Mr;,s,u,i_dTH Wsm o Loing Ao o pu .g‘w)(crmo:mm o0 0 farget creature,
i Everyone must draw on extra cord during his of het drow phase i Mﬁfeﬁ X equas the trec:éxe sclgsmi i .
¢ lee Couldron IRT R weee Dt 4 W | Living Wa 9,
: X, T: Put o spell on ke Couldron if there ore no charge counters on it (Counts as o wall. 1 Reg‘.;}t’fﬂ-'?l—;\ L..'.b 2

jte Tolisman . "
M“Imslﬂumr.@ o permonent. Usa this obiity only when o green spall is
skaédw cost ond only once for eoch green spell cast
Gyt MT R wese e O
T- Add 2 fo you mana poal. [m,lu&;e&ﬁ;m oin, opponent
he colls it comactly, you lose J e
colls . If he cols if co ikl T .
Poy 2 colothess mong less than cesting cost of instont, intemupt,
chontment
M ol I R oeese Mo 1 ABUR4TY
T: Add 3 o your mana pool (ploy o5 on interrupt). Poy 4 o unigp
Doe; 1 domage fo you if it remains topped durng upkeep.
M U=

# MBe 5 m
m"balj m'am to block Morble Piest must do so. Marble Priest ok

i 1. T g
Jay s 00 infenp ¢ Implements of Socrifice  ART R ees  MOK 2 ! t tom wilks. 3/

(!; Eyug T R oase ¢ H 1, T: Sacrifice Implements of Soarifice to odd 2 mana of any color to no domage in combat ‘TR';%""; ..i. Mo 1 ABUR
lewlsum mon spels cost o0 additionl 2 1g cst. i your mona pool Meekstone s arecter thon 2 may not be untopped ('5"""
flying Caree! - E__"'f Mle 4 ANRATH © Infinite Hourglass ART R eee  HAC 4 IA hay ”Wm‘_“mp‘:x ey

V: 7, T: Give 018 (red dﬂ’-mingu ity untl end of turn, If torgat is Put o fime counter on Infinite Hourglass during your upkeap, Any nomel during the UF DAEI Uee P 4 0
estoved efore end o R{"r s0is Flying Corpe. i player may poy 3 duting upkeep to temove o fima counter. Al Mightstone < ooin +1/40.

field s =eesi 0fy 3 ABU creatures gain +1,/+0 for each time counter on Infinite Hourgloss Al attocking creafures 02
b i U"b"“kedl;ﬁ‘; cr':ahir; only 1 domoge. This effect conbe

inst mul 5
ysed ogoins
f SC Sumon isohee
ofo R :g”’"f"" . €U Cornlaive UpkeepEC. Erchon Groomre 0 EL Enchon Lond W Enchant Word bl m“"‘“" <08 Soremy
A Afoct GO0 et Ry EA-Erghont Al B Echont Enchoniment EN. Enchoniet INS ot -

¥ Iggalj

Butxzsyjeb ayj :orbew
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Name d R Roig At (ot Seisfound
Do

Millstone U eeee [fp 2 MRATH :
2.1 Tuiememphardsfmm torget player's library ond ploce them
mmrgeipinyelsgmwyurd

* Mirror Universe ART R eesee PEy § 16

T: Socrifice Mimor Universe during your upkeep to trade life points
with opponent. The exchange of life may not be countered. Miror
Universe comes in topped.
Mishra's Wor Mochine  AC R ® AWe 7
Bonds. Discard 1 cord from your hand during upkeep or Mishra's War
Machine tops fo do 3 domoge fo you. 5/5.

© Mox Emerald ART R eesse [fr
T: Add G to your mong poo! :
© Mox Jet R esese [ ABU :
T: Add B to your mana pooI
* Mox Pearl R seses [r (
T: Add W fo your mang poai.
* Mox Ruby R eesee [f; [
I: MdRmywmunaon.
 Mox Sapphire ART R eeeee Dfr [
T: Add U to your mang poal.
Nacre Talisman Uee Me 2

3: Untop a permanent. Use this obility only when o white spell is
successfully cast and only once for eoch whita spell cost.

Naked Singularity ART R oo
CU: 3. Insteod of their normal mana, plains produce R, islands
produce G, swomps produce W, mountains produce U, ond forests
produce B.

Necropolis AL U oo
Counts as o wall. 0; Choose o creature in your groveyord ond remove
it from the game. Put X +0/+1 counters on Necrapolis, where X
equals the removed creature’s costing cost. 0/1.

Nevinyrral's Disk ART R eewes Ji[p 4
1: Destroy ofl creatures, enchantments, and ortifocts in play,
including Nevinyrral's Disk. Nevinyrral's Disk enters play topped.

North Stor ART R see [Fo 4
4T ‘roumaytustunespell Hnsnnnusmgmcm of any color.

Hova Pentacle
3, T: Rediredt oll dmmge dune 10 you by one source fo torget
wreature of oppanent’s choice.

Obelisk of Undnin? ART R e WG 1

b: Take any of your permanents in ploy back fo your hand,

destroying enchantments on such cards :
Obsianus Galem AL U eee iy 6 ABURAH :

4/8. -
Onulet A U e AMg3 MRATH

1f Onulet is ploced in graveyord, its (Dﬂ'm"el gains 2 life. 2/2
Onyx Talisman AT U = Skv 2
3: Untap a permanent. Use this ubdu',' only when o black spell i
successtully cast and anly once for each block spell cost

Ornithopter AL Uwe AWe O
Fiying. 0/2. -
Penlagram of the Ages ART R eesss [Sh 4 A :
4, T: Prevent ol domoge done to you from one source.
Pit Trap ART U eee  AMg 2 I :

2, I Sacrifice to bury target non-flying creature thot is attocking you.

Planar Gate ART R eee  MBo 6 16
Pay 2 colorless mana less when cosfing o summon spell.

Primal Clay AL U e Ko 6
When cast, choose whether to make Pamal Cloy o 1/6 wall, 3/3
ground creature, or 22 flying cegture

Pyrami MRT R oo

2: Prevent o lond from being destroyed. 2: Remove an enchantment

from o lond.

Rack, The ART U ees RTh ] QR ATH
Do 1 domage for each cord under three opponent hos in hond
during upkeep.

Rakalite AT R ee (Ru b A, CH :

2: Pravent 1 damage fo ony torget. Rokalite retums to owner's hand
when used.

Red Mana Battery AT R eee Mo 4 1G,4TH
2, T: Add o counter to Red Mona Bottery. T: Add R o your mono
ponﬂ Remove as mony counters os you wish, odd R for each counter
removed (ploy os on interupt).

Reflecting Mirror AT U e MPo 4 DK :

X, T: Redirect spell forgating you fo player of your chaice (play as on
interrupt). X is o times the casting cos? of torget spell

Relic Barrier ART U esee HMc 7 16 :
T: Top targat artifoct.
Ring of Immortals AT R e MBe 5 16

3, T: Counter interrupt or enchantmen! forgeting o permanent you
control (play os on inferupt).

1061QUEST

 Runed Arch
ABURATH |
ABU |
ABU |

ABU i
ABU

Mle 5 IA
Nh 5 [

N
ABUR : Runesword ART

s lé Sondals of Abdalh  ART

O

JORATH

i Serroted Arrows

; Shﬂpesfn er AC
AQRATH :

AWe 6 M

© Spirit Shield

Flying. 2: +1/+0 until the end of tum. 'rw:mmfspendmoeerhm
4 this way each tum. 0/2.
ART R esee PRy 3

Comes info ploy topped. X, T: Saaifice fo make X creatures with
powe no greater thon 2 unblockable this tum.

SMAL FIEND TIAL FURY

(oo (Ruob
3, T: Give target attocking creature +2/+0 until end of tum, Any
wreoture &ummﬁd by torget creature must be removed from game if
it dies before the tum ends. Destroy Runesword if torget cregture
leaves ploy before end of tum.

R ee DR 4 M
2: Give islondwolk to o creoture until end of tum., If torget creature i
destroyed before end of tum, so is Sandals of Abdalioh.

¢ Scorecrow AC U eee M5 oK :
: 6, T: Negote oll domoge done to you by flying creatures until end of

tum. 2/2. :
 Sentinel A Roese RAF 4 16,0

*=1 when cost. When blocking, you moy make * equol 1 + the
power of the creature Sentinel blocks. When attocking, you may
moke * equal 1+ the power of creature blocking Sentinel. 1,/*
Serpen! Generator ART R wooe e £
4, T: Put o Poison Snake token, which is o 1/1 arfifact creature, in
play. if Poison Snoke domages oppanent, opponient gets 1 poison
counter. Opponent loses game if he or she ever has 10 or more
poison counters

When Semated Arows comes into ploy, put three omow counters on

it. Bury Secrated Arrows if there ore no longer any counters on it

T: Remove counter fo give -1/-1 1o forget creoture

Il eeee [ff §
=amy number from 0 to 6. Choose * when Shapeshifter is cast and

during your upkeep. * /(7-*)

Shield of the Ages ART ) eees AMg 7 1A
7: Prevent | demage to you

Skull Catopult ART U see  BWo 4 A
1, T Souifice o creature to do 2 domage to ony lorge!

Skoll of Orm KT U eee W& 3 OK :
5, T: Bring on enchantment cord from your groveyord into your hond

Snaw Fortress [ R eses s 5 1A

Counts as wall, 1: +1/40 until end of tum. 1: +0/+1 until end of
ru;n 3: Do 1 domage to o nonlying creature that is attacking you
0/4

Soldevi Golem A
Does not untop during your untop phase. 0: Untop one of opponent’s
creatures o untop Soldevi Golem. Use this obility only ot the end of
your upkeep. 5/3

Soldevi Simulacrum AC
CU: 1. 02 41 /40 until end of tum. 2/4

[ eee

© = 5ol Ring MET 1) esose JiTe | ABUR
T: Add 2 to your mana pool (play as on interrupt) :
 Soul Net AT U oo owi | ABURATH :

1: Gain ) Ife each time a ¢reatura ts placed in the groveyord. Con
only give 1 Ife for each fime o creature is ploced in the groveyord

R eee S 3

2, T: Make target creaturs +0,/+2 os long as Spirit Shield is tappad
You may leave Spirit Shield tapped during your unfop phase.

1A Sunstone

oK,

¢ Tawnos's Coffin ART

¢ Townos's Wand ART

16,(H :
i Tawnos's Weaponry ART

IRT ( eees OCH 4 R A

AT

¢ Throne of Bone ART

¢ Time Bomb

© Time Voult

Mt 4 A Tormod's Crypt

U esse [f 4 T

 Triskelion

Name Kind (R Rotng Amst Cost Sets Found Hame Knd (R Rofing Atst Cost Sets Found
Desarption Description
i Ring of Ma'ruf ART R sese Dff 5 M Staff of Zegon AT Ce  MPo 4 A
: 5: Soaifice Ring of Ma'ruf to select a cord from outside the game H 3: Make torget crenture -2,/-0 until end of tum. Creatures with power
: insteod of drowing. i lessthon ) ieul no damoge.
: Ring of Renewal MT R ese [Sh FE : Standing Stones ART U e Skv 3 [I§
: 5, T: Randomly discord o card from your hond fo dmw two cords. : 1, T: Socrifice 1 life to cdd 1 mana of ony color to your mona pool
© Rocke! Louncher T U ses PV 4 ADR : Stone Colendar ART R oee  AWe S DK
2: Do | damage to ony torget. If it is used, Rocket Louncher is : Your spells cost 1 less fo cast; costing cost cannat go below 0.
destroyed of end of tum. Rocket Louncher may not be used until it Su-Chi AL U eee  (Ry 4
begins o fum in ploy on your side. D When Sulhi goes fothe goveyard, s contoller gets 4 coodess mano. 4/4
¢ Rod of Ruin AT U eee (Ru 4 ABURATH : Sunglosses of Urza ART R eee DFf 3 ABURAM
3,T: Do 1 domoge to ony farget. : Your ploins may generate either a white or 1ed mana,
Roterathopter A (e AWel : Staff of the Ages AT R oee DG 3 1}

Cregtures with landwolk bility may be blocked os if they did not
have that obility.

ART U e PR 3 1A
2: Socrifice o snow-covered land to moke all wreatures deal no
damoge in combat this fum.

_j Phantasmal Fiend

-~ and Bestial Fury: The
Phantosmal Fiend is 0 1/5
black creature that can swap
power ond toughiness. The
problem: if your opponent
blocks a 1/5 Fiend, theyll
probably bounce, or you'll
sitch the Fiend to o 5/1,
killing the blocker but dying os
well. Just slop a Bestial Fury
on it and hove some fun. Ifit's
blocked, it's 0 5/5 frampler.
If it's not blocked, swop power
and toughness and it's  5/1.
Either way, your opponent’sin -
o world of hurt.

Sword of the Ages ART R eeee (By 6 16
Enters play topped. T: Saciifice Sword of the Ages and any number of
crestutes to do domoge fo one target equal ta combined omount of
ueatute’s power. Remove Sword of the Ages ond socrficed creatures
from the game.

Tablet of Epityr MBI Ce (Rl A0
1: Goin 1 kfe each fime an ortitact s placed in the graveyard, Can
anly give 1 life for each time on artifact is ploced in the graveyord.

R oeees (Ry 4 A

3, T: Toke a reature out of play. Torget is considered out of play for

0s lang os Coffin remains topped. If Coffin is untopped or removed,

creature retums fo ploy tapped. You may choose not to leave

Coffin topped.

U ee  DSh 4 AQATH
2: Make o target creoture with power nn greater than 2 unblockable
except by ortifoct creatures until end of tum. Torget's power may be
increased ofter defense is chasen,
U see O 2 AD,ATH
2,T: Torget creature gets +1/+1 os long s Tawnos's Weaponry
remains tapped. You may choose not to untop Tawnos's Weaponry
during untop phase.
R eee Mz § AQ ATH
Flying. Give Tetravus three +1/+1 counters when cost. n your
upkeep, you may move some of these counters on or off Tetravus.
Counters thot ore off of Tetavus become independent 1/1 flying
ortifoct areatutes that, when killed, are removed from play.
The counters may not be torgeted by enchantments cast or share
enchontments on Tetovus. 1/1.

Ues Mg 1  ABURATH
1: Gain 1 Ife each fime a block spellis cast. Con anly give 1 lfe for
eoch time o block spel is cost,
ART R eee  ple 4 A
Put o time counter on Time Bomb during your upkeep. 1, T: Socifice
Time Bomb to hove if deol * domage ta ench crenture and player,
where * equals the number of time counters an Time Bomb.

R eees e 2 AU
T: Toke on extra turn, Comes into play topped, ond may only e
untopped if controller forfeits o tum.
AT C eeee (Ry 0 DK, CH
T: Soarice Tormod's Crypt to remove all cords in torget ployer's
graveyord from the gome.

¢ Tower of Coireall AT U ee Dir 2 DK
T: Moke torget reature unblockable by wolls unil end of tum
Trinssic Eag ART R eee DF 4

3, T: Put o counter on Trinssic Egg. When there are 2 counters on
Triossic Egg, socrifice it to put any creature in hand or graveyard
directly in play. Treat this creature os if just summoned.

AL R eese [Sh 4 AQATH
Give Triskelion three +1/+1 counters when cost. Discard 0 +1/+1
counter fo do 1 damoge to any forget, 1/1.



Nome find (R Rotng Afst (st Setsfoond  Nome lid (R Rofing At Cost  Sats Found Nome Kod (R Rofing Afist Cost  SetsFound
Description Destription Description

Urza's Avenger AC R eees AWe 6 AQATH  Zelyon Sword AT R eee S 3 FE : Breeding Pit seee g B3 fE
0: Avenger loses -1/-1 ond you may give it either flying, bonding, 3, T: Make torget reatute +2,/+0 os long os Zelyon Sword is : Puta 0/1 Thrul token |npluyul the end of each of your tums. Py
first strike, or rample until end of tum. Atribute losses ond obiliy topped. You may leave Zelyon Sword topped during your untop phuse 3 BB duting upkeep or bury Breeding Pit,
gains ore not cumulative. 4/4. ¢ oJuran Orb MRT U eesee Siy 0 : Bring Shaman [ eee (B B 1A

Urza's Bauble AT U oo
T: Sauifice Urzo's Bauble to lock ot a random card from opponent’s
hand. Draw o cord ot the beginning of the next tum.

Urza's Chalice I (oo e ) M
1: Gain 1 life for any arfifact cost. Con only give 1 life for each fime
on artifoct is cast.

Urza's Miter ART

R ee

ko 0 W

Abomination SC

R 3 M i

0: Sadrifice o lond to gain 2 life.

U ees  Me BB3
Green or white aeatures blocking of blocked by Abomination ore
destroyed after combat, 2/6

Broken Visage
GATH

: Burnt Offering

T: Saaifice o creature m gne o creature +2,/+2 until end of tum,
UU1: Socrifice  creature to counter o summon spell. 1/1.

INS R == MK B4 HL
Bury torget non-ortifact attocking creature and put Shodow foken info
ploy. Treat this token o5 o black crecture with power ond toughness
equal of the ottacking creature. Bury foken of the end of furm.

INT (e DGe B 1A

3: Draw one cord from your kbrory whenaver ona of your arffocts Abyss, The R eees PVe B3 16 :  Socifice o creature fo odd fo your mana pool ony combination of
gos to the groveyord. You may only drow one cord per ortifuct Each playes must bury mrgel norartifoct creature he or she controks black ond red mana equol to that creature’s costing cost.
destruction. Urza's Miter may not be used when you destroy an H during upkeep. : (arrion Ans SC U eeee RTh BB2 LG,4TH
artfuct to gain benefits from onather card.  Abyssol Specter . SC U ees  RIp BB2 I 1:+1/+1 until end of tum. 0/1.

Vexing Arconix ART R eese RGp 4 W : Flying. Opponent domaged by Abyssal Specter must discord o cord of - & Cemetery Gate SC ( ses  MBe B2 HL
3, T: Moke target ployer name o cord ond tum over the top card of = his or her choice. 2/3 Protection from block. 0/5. (Two versions)
His or her librory. If the ployer's quess mofches the cord, itis ploced  : All Hallow's Eve EN R eee (Ry BB? G : ChoinsofMephisophels EN R o= HHy BI 16

in his or het hand. Otherwise, it is put in the groveyord ond that
player tokes 2 domoge.

Vibrating Sphere AT R e
During your tum, oll your areatures gain +2/+0. During ol other
fums, oll your areatures get -0/-2.

Voodoo Doll ART R ee SEv &

RTh 4 Wi

¢ Animate Dead
6,01 :

Put 2 counters en All Hallow’s Eva when cast. Remove o counter
during your upkeep. After the lost counter is removed, everyone
tokes ofl creatures in their groveyords and puts them directly into
ploy. Treat them os if just summoned.
EC U eeee Ao Bl
Bring 0 creoture from ony groveyard info ploy on your side with -1

Put o counter on Voodoo Doll during upkeep. If Voodoo Doll is P power 4
untopped at the end of your tum, it does X domoge toyou ondis & Armor Thrull SO C weee Hyi B2 FE
destroyed. X is the number of counters on Doll. XX, T: Do X domoge ¢ T: Sacrifice Amor Thrull to odd 0 +1/+2 counter to torget creature.

fo one farget.
Walking Wall AC U eeee Alg 4
Counts as wall. 3: Give Walking Wall +3/-1 and encble it to ath(k

Artifact Possession 7

Arists: SKi, IMe, RSp, PVe. 1/3.

[ oo

Do 2 domage to target orfifoct’s controller whenever torget artifoct is

¢ (loak of Confusion EC (o
ABURATH

v B2 A

Except for the first cord drawn in draw phose, every player must
discord o cord in hand before drawing. A player without cords in hand
must place top card in librory in groveyard instead of drawing.

MOK B1 1A
If torget creature you control attacks ond is not blocked, you moy
have it deal na domage this tum. If you do so, defending ployer
must discord o cord ot random from his or her hand.

i e (ontrac fromBelow ~ SOR R sees DSh B ABUR
: Discard your hand; drow o new onte cord phus seven cards,
¢ Cosmic Horror SC R eee My BBB3 LG,4TH

First strike. Poy BBB3 during upkeep or Cosmic Horror does 7
domoge to you and is destroyed. 7/7.

This ebility may enly be used once per tum. 0,/6. Woll connot attack topped or ifs octivation cost is paid. Hos no effect when coston o : (uombajj Witches SC ( ees KFo BB AN, CH
the tums it comes under your confrol, H continuous orfifact. T: Eoch ployer does 1 domoage fo ony forget you choose
Wall of Shields AC U es RGo 3 1A i Ashen Ghoul SC U wee RSp B3 I first. 1/3.
Counts os wall. Bonding. 0/4. : Ashen Ghoul can ottock the some tum it comes into ploy. B: Retum & Curse Artifoct A Ue  Me BB2 DK
Wall of Spears AL Ce SEv 3 AQATH i Ashen Ghoul to play under your control if there ore of leost three Controller of torget arfifoct must bury it during upkeep or
First strike, counts as o woll. 2/3. wreatures above it in your graveyord. 3/1. lose 2 life.
Wand of lth ART Ul weee (Hp 4 DK Ashes to Ashes SOR U eee DIy BBI DKATH : Cursed Lond U e B82  ABURAM
3, T: Examine o randomly chosen cord from target player’s hand. : Remove two non-artifoct creatures from the gome and toke Do 1 domoge to controller of torget lond chmng upkesp.
Unless the cord is o lond, the forget player must either discord it or 5 domage. ¢ (ydlopean Mummy SC (s BB LG 4TH
sacifice life equaling its costing cost. If the cord is  lond, the torget— : - Bad Moon EN R esee My Bl ABURATH : Remove Mummy from gome if it goes to groveyard. 2/1.
ployer must either discard it or saaifice 1 life. Wond of Ithmoyonly - ¢ All block creotures in pluv get +1/+l : Dance of the Deod EC U eees RGo B1 1A
be used during controller’s tum. : Banshee e My BB2 DK, CH : Bring o creature from any groveyord into ploy on your side tapped
Wor Barge AT U eese TWg 4 0K : X, T: Bonshee does X dumnge bu[l toyou (round up) and half to and with +1/+1. Creature does nat untop during its controller's

3: Give target creature islandwolk until end of tum. Bury torget if

Wor Borge leaves ploy 1h|s tum,
Wor Chariot U seee DWi 3 I
3, T: Give target ueumm rmmpla until end of tum, :
Weakstone U e JHo 4 A0

All attacking creotures lose -1 /0. Those creatures with power less
than 1 deal no domoge.

Whalehone Glider ART U =ee  AWe 2 A
2, T: Give one of your creatures with power no greater than 3 flying
until end of tum.

White Mona Battery ~ ART

R eee

AWo 4
2,T: Add a counter to White Mana Battery. T: Add W to your mana

16, 4TH

¢ Baron Sengir

 Black Carriage SC

Black Knight

ony one target {iound down). 0/1.
St

Flying. Gets +2/+2 for each areature sent to groveyard on fum
where Boron domaged it. T: Regenerale torget vampire.

¢ Basal Thrul SC Ce  Mus BB FE :
: : = Darkpoct

T: Saarifice Basal Thrull to add BB to your mana pool. Atists: KFo,

PFo, RKF, CRu. 1/2.

R e DCh BB3 HL

Tromple. Doesn't untop as normal during untop phese. 0: Sacrifice o

wreature to untop Block Carrage. Do this only during your upkeep.
(U eeoes i BB

Protection from white, first stike. 2/2.

R eses PV B3BS M

Dark Ritvo

ABURATH

untap phasa. Ifs controller may pay 18 fo untop it,

Dark Banishing INS C seee Qfy B2 1)
: Bury torget creature. Cannot target block creatures.
i Darkness INS C eee HWC B 16

Creatures ottock ond block os normal but deal no domage.
SOR R eeee QHo BBB
Swap rw topmast undrown cord with either onte card.

ABUR

INT  ( eewes Myli B ABUR4thIA
: ‘Add BBB to your mana pool. Arfists: JHo, SEv
Deul!sngng I?[ﬁuyu eee  [Ma BB ABURATH
B: Counter o green spel 05 on intermupt).
Deathlace R eee Sk B ABURAM

pool. Remave os mony counters us you wish, cdd W for each counter £ Blight Bl Ues PV BB 1GATH :  Chonge the color of one ‘“fﬂ being played ot in play to block.
removed (play os on inferrupt). If target lond is topped, destoy it at end of furn. © Demonic Atoney  SOR R = DG B ABUR
Unless oppanent concedes game, both players must drow on extro
onfe cord Ak
‘ ¢ Demonic Consultati INN Uee RA B [}
Adldicr of Por _I Ashnod’s Cylix and : Nome o cord ond remove: the top six cords of your kbrary from the
1 Soldier of Fortune: The game. If the next cord is the one you nomed, odd it to your hond. If
Cylix is o versafile little foy. : not, rsémov; it from the gome ond continue doing this untl the
: named card oppears.
Wsedon yousel, i workskkaay : o, Loy, SC R wees Iy 8883 ABUR
Sylvan Library. On your © T Destoy one lond. Pay BB during upkeep ot Hordes ore topped
opponent, it can work like o L ond \:[wl opponent choo[sfs 0 ac[;d of yours to be destrayed. 5/5.
ilkstone . ¢ Demonic Torment eee Mg B2 16
M i £ W'V‘:"mdz“ ! Torget creature deals no domoge during combat and may nat ottock.
want your,opponent fo keep ¢ o Demonic Tutor SOR 1| eeses Sh B] ABUR
dmwmg the best of his three : d(:ome one cord from yg? lbrtgy, then reshuffle your ibrary.
3,8 looualmclw irds. So it's fime to hire the : Derelor eee Mo B3
ﬁ:’;ﬁ';}"’d“ gﬁlﬁ ol Fodunel Ot : Your black spells cost on odditional B. 4,/4.
o DL, ENRRAARE  Drain ife SR C eee DSh BIX  ABURAT
appanent picks the cord he 2 Dol damo?e to any torget fot each B spent obove costing cost.
defelement m;f;m wonts h;.;kagp by putfing it on Enin 1 fe olr eaﬁ(-h domoge inlﬂinef_i You connot gain more lfe
(it ] : top of i librory, use the : rom 0 creoture thon s cument toughness.
ot ks s ft g+ ; Dreod Wight SC R eee DGe B3 I
Soldier fo moke sura that co : At the end of combat, put o porolyzafion counter on ony creature
- . goes hack down deep into blocked by or blocking Dreod Wight ond top it. If the creoture hos o
ASHNOD'S SOLDI his dack. porofyzation counter, it does not untap during untop phose. The
creature’s controller moy pay 4 to remove o poralyzation counter ot
: i ony fime. 3/4
: * Drift of the Deod SC U eee BSn B3 1A
Winter Orb ART R eee Ml 2 ABURATH : Boglmp SC (e RS BI DK, 4TH Counts os o woll. Drift of the Deod hos power ond toughness each
Each player may only untap up to 1 land during untop phase. : Fhying. 1/1. © equol to the number of siow-covered lands you control. * /*
Wooden Sphere ART U ee  Mle 1 ABURATH : BogRals SC ( eee RS B DK CH : Drudge Skeletons SC ( eee SEv Bl ABURATH
1: Goin 1 lfe for ony grezn spell s cost. Con only give 1 [ifa for Connot be blocked by wols. 1 /1 ¢ B: Regenerotes. 1,/1
soch time o green spell is cost. * Bog Wraith SC U ees Mo B3 ABURATH
Yotian Soldier A Cooee (Ry 3 AQATH - Swampwolk, 3/3. :
Yotian Soldier does not top when ottacking. 1/4. :
ofs Resiced/Baved AT Aot _ (U Comotivo Upkeep ~ EC Enchont Groature B Erkhen) Lond EW Enchont Wod INT Intemopt SC Suamencn Crecture
A Nifoct Geature (R Cunent Resity EA- Ernchont Adfoct BE Erchon Enchontent N Enchantinen: INS Insfont AN Lend SOR Sorcery
J U LY |99150?

Eujzaqqeﬁ 2113

s 12 2 KA e 1 4
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Name fd (B Ry At (ot Setsford
Description ;
Drudge Spell N U e NIh BB H

B: Remove 2 areotures from graveyord out of game. Biing foken
Skeleton into ploy. Skeleton is a black 1/1 creoture; B:
regenerates. Al skeletons ore discorded if Dn.dge Spefl leaves play.
Dry Spell SOR ( ees BSn B HL
Dry Spell deols 1 domage to each creature undplu,'af (Two
ions)

versions

Eater of the Dead SC U wee
(hoose o creature in any groveyard end remove it from the gome,
Unta Eater of the Dead. 3/4.

Ebon Praetor SC
Trample, first strike. Put 0 -2/-2 counter on Ebon Proetor during
upkeep. Saarifice one cregture during upkeep to remove 0 -2/-2

counter, odding a +1 /?%mumer i o Thrull wes soaificed. 5,/5.

El-Hajjoj R eee DWi BBI
Gain 1 ﬁfefmevewpmmof dumuge EFHojoj inflicts. 1/1.
Erg Raiders e Wi Bl

Lose 2 e ot end of tum rf Frg Rurdendonicnu(k except in the
furn when they're summoned. 2/3.
Evil Eye of Orms-By-Gore SC U ee
Your creatures may nat ottock, except for Evil Eye. Evil Eye may only
be blocked by walls. 3/ 6L

Evil Presence U wee SEv B
Torget land is now o basic swomp. ;
Fallen, The SC U ee My BBBI DK, (H :
I}mng controller’s upkeep, does 1 domage fo every opponent ithas
previously dmoged. 2/3. :
Fallen An SC U eeee Alig BB3 16, CH :

Sacrifice o creature to give Follen Angel +2/+1 until end of fum,
3/3.

EC C eose Mukii BB ABURAS, U
¢ Heodless Horseman SC (-
2/2.

( oo DDe B3 W § Heodsione

Unly blodk or ortifoct creatures moy block forget creature.
Aists: MPo, REm
Feast of the Unicorn {8
Torget creature gets +4,/+0. (Two versions)
Flow of Maggots SC
CU: 1. May not be blocked by norwmil creotures. 2/2.
Foul Familiar SC
Foul Fomilior may not block. B: Sﬂ(n‘lce 1 life to retumn Foul Fomilior
toits owner's hand. 3/1.
Frankenstein’s Monster  SC
Toke X creatures from your groveyord end remave them from the
gome when casting Fronkenstein’s Monster, or it is countered. For
soch creature removed from the gome in this way, give Franken-
slmnsﬁ'.onsternpem;(eﬂh?ﬁo £1/+1, 00 40/42.0/1.

Frozen Shade ( ees [Sh B2
B: +1/+1 unti end of fum. 0/1
Funeral Morch EC C === MBe BBI HL

When target creature leaves play, that creature’s confrofler must
sacifice o crenture he controks. Ignore this effect if he controls no
other creatures.

Gongrenous Zombies ~ SC [ eee
T- Sacrifice to deal 1 domage fo eoch creature ond player

Gongrenous Zombies deals 2 damoge if you control ony snow-covered

swomps. 2/2.

Gate fo Phyrexia EN U ees Stv BB A
Sacrifice one of your creatures during your upkeep to destroy ony one
orffuct.

Gaze of Pain SOR C ees Ao BI [}

For each creature you control that attocks and is not blocked, you
may choose fo have it deal nio domage to defending player this fum
IF you do so, it insteod deals domoge equal fo its power o oy forget
aentue,

Ghost Hounds SC Ues IMe B HL
Attacking does not couse Ghost Hounds to top. Gains first strike if
blocking or blocked by white creature(s). 1/1

Ghosts of the Damned  SC (e fBe BB 16
1: Moke forget creature -1 /0 unh! end of tun. 0/2

Giont Slug SC C ese fMa BI 16,

5 Grve Slug lendwalk ahilm,- ui your choice on your next fum. 1/1
Gloom U eeese Of B7 ABURATH
whn!e spells and white santhummem ocfivation costs now
reqwe 3 extro mano.
Glyph of Doom NS C o
Creatures blocked by target woll ore des!myed ofter combat.

Grandmother Sengir SC Ree PVo B4 H ¢

B1, T: Target creature -1 / 1 until end of tum. 3/3

Gravebind INS R ee Dly B A :

Torget creature may nat regenerate this fum. Drow o cord of the
beginning of the next tum

ey |
IOBl@QUEST

ity B4 o
R eee RAF B4 fE
WRAM
INRATH
Iy B4 6

ABURATH :

R oesee S B2 i
. Hecatomb N
eee Mg B2 A

R ses Ao BEX K |
: Hell's Caretaker SC

ABURATH :

BSn BBI [

NC B 16 :

Initiates of the Eban Hond SC

Do 1 domoge to orfifact’s controller each time on artifoct in ploy is
topped o its octivation cost is paid.

QHo B2

—

Remove target cord in any groveyord from gome. Draw a cord during
next tum’s upkeep.

Socrifice four creatures when Hecatomb comes into play. 0: Top o
swomp you confrol fo hove Hecatomb deal 1 domage to any target.

elifire SOR R eees PVe BBE2 16
Destroy ol non-black creatures. Hellfire does X+3 damoge to you,
where X is the number of creatures ploced in the groveyord.

T: Socrifice o creature to put o areoture in your groveyord directly in

ploy. 1/1

Hell Sworm NS C e (R B LG
Moke oll creatures -1 /-0 until end of fum, :

Hoar Shode SC ( ees RTh B3 I
B: +1/+1 until end of tum. 1/2. i

Harror of Horrors N U eee Ml BB3 6 :
Sacrifice o swomp to regenerate a block creature :

Hawl from Beyond INS C =eee JPo BX ABURAtIA :
Torget creature goins +X/+0 until end of fum.

Hyalopterous lemure ~ SC U eee  RTh B4 A :
(0: Gains fiying ond -1,/0 unfil end of tum. 4 /3.

Hymn to Tourach SOR ( weees Jifi BB FE &

lurr;l player rondomly discords two cards in hand. Afists: 10o, QHo,
SKi,SVC

HyrpmmSpmer SC 1 eeeee OSh BRI
n?' Dpponent domoged by Specter must rondomly discard o
cord from hend. 2/2 i
leequake SOR U ees RKF BBI A :

Destroy alond. If it s o snow-covered land, lcequake does | domage

to the londs controlles

 Ihsan’s Shade SC U seses (Ry BEE3 W
Protetion from white. 5,/5 :
Imprison [0 R eeee (Ry B 6 :

1: Prevent torget reature from oftocking, blocking, or topping. Imprison
is destroyed if mana is not paid.

Infernal Darkness N R e PFo BBZ 1A
- Lim-Dil's Cohort SC ee  DSh B 1}

CU: B ond 1 life. All mona-producing londs produce B instead of their
normeal maona.

 Infernol Denizen SC Re Dl 87 Wi
: Lim-Dil's Hex N

During your upkeep, you must socrifice two swomps of Infemal
Denizen hecomes tapped, and target opponent may gain control of o
creature you control of his o her choice. T: Gain control of target

creature, 5,/7
Infernal Medusa SC U ese  AMo B 6
Destroy ofl non-woll creatures blocking or blocked lrr h'eduau 2/ -1
( eee J\ii B

1: Add B fo your mana poal (ploy os on interrupt). Bury | r\-lelﬂﬂd
the Ebon Hond if more than 3 i spent this woy in one tum. Arists:
Da, KFo, HHu. 11

LIM-DULS

NS eee DCh BI o

R esess i B i
¢ Koskun Folls

Krovikan Elementalist ~ SC
Boesess Sty B3 LG,(H

ABURAT
Lesser Werewolf

Lord of the Pit SC

Name fnd @ FRofing Adst (ot Sets Found Nema Kid (R Roting Adst Cost  Sets Found
Desaiption Descripfion
¢ Grave Robbers SC R ees (Ho BBI DK : Inquisifion SR C = AMa B DK
i B, T: Choose on arfifoct in ony groveyord ond remove it from the H Examine torget player's hond. Do 1 domage fo for etxh white card
: gome. Toke 2 Ife. 1/1. in hand.
¢ Greater Werewolf SC C ees  Dler B4 HL = Irini Sengir SC Ue PYe BB2 KL
: After combat, put 0-0/-2 counter on all creatures that blocked All white and green enchontments cost on extro 2 to cost. 2/2.
werzwolf, 2/4. : Jovial Evil SOR R e (Ry B2 16
reed EN R ees PR B3 16,4TH Do 2 domage to apponent for each white aeature opponent controls.
B: Drow on exfra cord ond sucrrb(e 2life. : Junun Efreet SC U see (Ru BBI AN ATH
: Guordian Beast eees [}z B3 Mo Fhying. Pay BB during upkeep or Junun Efreet is deshoyed 3/3.
: If untopped, prevents the sredmg, destruction, or enchantmentof & Juzam Djinn SC R weess [Tz BB2
your nor-crecture ortifadts. 2/4. 2 Take 1 domage during upkeep. 5/5
Hasran Ogress C Ce Dfr BB AN, CH : Khabal Ghoul St eese [)Sh B2 AN
: Pay 2 when Hosran Ogress attacks or lose 2 life. 3/2. - Gets 0 +1/+] token ot end of tum for each reature thot wos
¢ Haunting Wind BN U ee IMe B3 B0 destoyed thot tom. 1/1.

__| Chaos Harlequin
and Lim-Ddl’s Vault: The
Chaos Harlequin can pump up
to o huge size if you can just

 keep from drowing lond. Lim-
Dol's Vault lets you order your
next five cards or even pay
life to look at another five or
mayhe even the five ofter
that. Once you find the five
you want, feed them to the
Harlequin and pound your
opponent good. Keep in mind -
that Dwarven Warriors or
Tawnos's Wand can maoke
this clown unblockable.

Kjeldoran Deod SC ( seee }Be B 1)
You must sacrifice o creature when Kieldoron Deod comes inta play.
B: Re enerote. 3/1.

: I(mghlso Stromgal Ul eeeee JiPg B 1]
3 Protection from white. BB +1/+0 until end of tum. B: First stiike
until end of tum. 2/1.
EW R es RAl BB2 HL

During your upkeep, top farget creature you control or bury Kashkun
Falls. No aeature can attack you unless its controller pays on
udditional 2 whenever the creoture atfacks.

U eee  DSh BB A
2R: Give o creature +1 /+0 unfil end of tum. UU: Give o creoture you
contral flying until end of tum. Bury thot creoture af the end of the

3 tum. 1/1.

* Krovikan Fetish EC C oo Hiy B2 I

i Torget creature gets +1/+1. Draw o cord at the beginning of the
next fum.

i Krovikan Vampire SC U ees (QHo BB3 1A

If o creature dies during o tum in which Krovikon Vampire damoged
it, it is put into ploy under your control. Bury the creature if Krovikan
Vumpere leaves play or your conhrol. 3/3.

¢ Legions of Lim-Dal SC (oo AMa BBI 1A

: Snow-covered swompwaolk, 2/3,

¢ Leshrac's Rite EC Uwees R B )
Give torget creature swampwalk.

¢ Leshrac's Sigi EN U eeoe [y BB

1A
BB: Whenever on opponent successfully costs o green spell, look ot
that player’s hand and discard o card from that hond of your choice.
88: Return Leshrac’s Sigil to awner's hand.
U eee  (Ho B3 L6
8: Give Werewolf -1 /-0 unfil end of tum. Put o 0/~1 permonent
counter on reotures blocking of blocked by Werewalf. Lesser
gi/caewolf s pawes may nat be reduced below O using this obility.

Lich EN R ee  DGe BBBB ABU
Sacrfice ol your lfe. For each point of damage you subsequently
suffer, remove ene permanent in ploy. For every point you goin,
drow 0 cord. You lose when you run out of cords in play or when
Lich leaves play.

Creatures blocking or blocked bv Lim-Dol's Cohort mnnot fegenerate
this tun. 2/3.
U ese Do BI 1A
During your upkeep, Hex does 1 damoge to ll ployers. Each ployer
may poy B or 3 to prevent the damage fo himself or herself.

R ees Il B4 ABURAM
Flying, trample. During upkeep, socrifice o creature other than Lord
of the Pit or Lotd of the Pit does 7 damoge to you. 7/7.

© Lot Soul SC Ces  RAF BRI LG, ATH
Swampwolk. 2/1.
Marsh Gas IS Ce DSh B DK, ATH

Make oll reotures -2/-0 until end of tum.

-



Name Kid (R Rating st (st Sesfond  Home Kind (R Rofing At Cost  Sets Found Neme Kind (R Rofing Amist Cot  SetsFound
Desaiption Destription Description
Mind Ravel SOR C e Mle B2 A & Po Sorceress Queen SC R eee  [Fo BBl  ANRATH

Torge player must discard a cord from his or her hond. Drow a cord
ot the beginning of the next tum.

Mindstab Thrull SC (oo
If Mindstob Thrull attocks without being blocked, you may socrifice it
to farce the ployer under ottack fo discard three cords. If so,
Mindstab Thrull deals no domage. Artists: Hiu, RKF, MTe. 2/2.

o Mind Twist SOR R eeeee By BY
Opponent must randomly discord X cards from hand. All cords in
hand should be discorded if they number less thon X.

Mind Warp SOR U eee
Look ot a ployer's hand and discord X cords of your choice from
that hond.

Mind Whip 148
During farget creature’s cantroller’s upkeep, Mind Whip does 2
domage to that player if he or she does not poy 3. That reature is
topped if Mind Whip deals domage in this woy.

Minion of Leshrac R eese [\
Protection from black. During your upkeep, sacrifice o creature or
Minion of Leshrc daes S damoge to you ond becomes topped. T:
Destroy torget creature or lond. 5/5.

Minion of Tevesh Szat ~ SC
Pay BB during upkeep or fake 2 domaga. T: Give torget aeature

+3/-2 unfil end of tum. 4/4. ;
Mald Demon SC Re My BBS 6 i
Sacifice 2 swamps when costing Mold Demon or bury Mold Demon,
6/6.
Male Worms SC U eee DG B2 i

T: Top a lond. As long os Mole Worms remain topped, that lond does
ot untup normally during fs controlle’s untop phose. You may
choase not fo untop Mole Worms.1/1.

Moo Fiend SC (e
Swompwolk. 3/3. :
Murk Dwellers SCC eee DTy B3 DKATH ¢

If Murk Dwellers ottock and ore not blocked, they gain +2/+0. 272, 3
ses Qg B3 K

Nomeless Race _
Trample. Socrifice * life when casfing Nomeless Roce, where * is ot
most the total number of white cords all your opponents have in play
and in their graveyards. */*.

Hedrite gn
If Necite attocks without being blocked, you may sacifica it to bury
a torget creature controlled by the player under attack, If so, Necrie
deols no damoge. Artists: CRu, RSp, DTu. 2/2,

Necropotence EN R wees iz B3 I
Skip your draw phase. 0: Sacrifice 1 lfe fo set oside the top cord of
your bbrary. Add thot cord fo your hand ot the beginning of your next
discard phose.

Nether Shadow SC R eee (Ry BB
|f threa cretures ore above Nether Shodow in groveyard, it can
return fo play during contraller’s upkeep. Shodow con attack the
came fur as it enters of reenters ploy. 1/1,

Nether Void R eeee Hpe g3 6
Counter oll spells unless their costers poy on extra 3, i
Netling Imp (U eee Qo g7 ABUR

T: Opponent’s forget non-woll aeoture must attock or de at end of
yurn. Play duting opponent’s turn before bis of her attack, 1/1.
Nightmare SC R eoee jifg g5
Flying. Power /ﬂnd foughness equal number of swamps cantrolles
has in play. "/
Norit SC C wese iy g3 A
uttack or be destroyed at end of tum. Ploy during opponent’s pym
hefore his or her attack. 1/1.
Oath of LimDil El kb ove
For each point of damage you take or ffe you lose, sacifice one of
your permanens of discord o cord fiom your hand. BB: Drowy g cord
Orderofthe bon Hond  SC € wesee i g
Protection from white. BB: +1/+0 unil end of turn, B: Firs syike
untl end of tum- MS“TE#EE- CRu, RSp. 2,1,
fiette
Oubl ﬁute forget creature nuE €f pluyé i
o00 a H
Fﬂrallﬁ;ei creature dogsn't unfep os namal. Cregture's controlley moy
spend 4 fo untop during upkeep. Top torget creature when Paralyze
is cosh.
b N ( eoces My B2
(e
Pesu:aa_nm 1 domage to each creature and all players. Disegyq Pestilence
if there ore no cieotures in play ot the end of ony fum,

i I
P“"l.s :;ﬂmﬁg éu, number of other Rats in play. * /3

Mk 881 [
© lossup.
: Priest of Yawgmoth SC

REURATH
: Quogmire

o B3K o

R o DIy BE2 W
8884 Wi

R eeses by 884 b

Mo B3 W

(oo i B3) fE |

Rag Man SC

ABURATH :

Scathe Zombies

ey
: Stavenging Ghoul SC
ABURATH

it i :
T: Untap o blue creoture. T: Opponent’s target nonwoll cregtyre must

© Seizures ([ oee

DSh B3 A When target creature becomes topped, that creature’s controller must

Sengir Autocrat SC

C soos ISy o) AN Sengi Bats st

ABURATY

Sengir Vampire SC
ABURATH
: Sewars of Estark
Co™Wm

X SOR R eeee (B BBB 1A
Each ployer sacifices 1,/3 of their lfe; then they must discord 1/3 of
the cords in their hond; then they must saurifice 1/3 of their
weatures; finally they must socrifice 1/3 of their londs. Round each

(e
T: Sawifice on artifact and odd fo your mana pool encugh block
mana to equal its casting cost. 1/2.

N U e Dfr B2 6
Creotures with swompwolk may be blocked.

z 74
1 Put a Knight roken into play,
| Treat 'h-'ﬁ'&nuu m"me
1 creature with
"Call every able ssoond g0 ovr side,
Kyeldor erell sand rris “r
! w-King Darsen of K

o

ALNQ 0 QNYHHI

__| Errand of Duty: What's so ot about
this card? Well, for one thing, it's on instant.
Think of the surprise foctor: you can block on
incoming big creature when your opponent thinks
you're helpless. You con off o fougher attacker
when you band your 1/1 “Insto-Knight” with one
of your big creatures (hopefully keeping your big
uitter olive in the process). Face if, mon, this is o
good card.

R eee DGe BB2
BBB, T: Examine opponent’s hand. Opponent must randomly discard
o ceature, if ony ore in hond. 2/1.

¢ Raise Dead SOR ( eee M B

Bring o reature from your groveyard info yout hond. :
* Royal Assassin SC R eeees TWi BBl ABURAM :
H T: Destoy any topped ceature. 1/1. :
¢ Socrifice NT U e DFr B ABUR

Sacrifice 0 reature to add fo your mano poal black mana equol to
that creature’s casting cost.

SC C» My B2
U eee JMe B3
At the end of tum, odd o counter for eoch other reature placed in
the groveyard that tum. Use o counter to regenerate Ghoul. 2/2.

At the end of each player’s tum, destroy oll untapped creatures thet
could have ottocked but did not. Socifice 2 fife during your upkeep
or Season of the Witch is destroyed.

E JBa BI 1A

pay 3 or Seizures does 3 damoge to him or her.

R eee DCh B3 HL
When Sengir Autocrat comes into play, put three serf tokens into
ploy. Treat these tokens as 0,1 block creatures. If Sengir Autocrot
leaves play, bury all serf tokens. 2/2.

Flying. For each creature put into the groveyerd in the some tun that

it wos damoged by the Bots. Sengir Bats Receive +1/+1.1/2. (Two
ABURATH

versions)
U eseee Ajln BBI
Flying. Gets +1 /+1 counter if o creature dies in tum Vompire
damoged it. 4,/4.

I torget creature is attacking, it may not be blocked until end of fum.
If torget creature is blocking, it neither deals damage to nor tokes
damoge from blocking cretures.

: Soul Burn

We B Wi

Soul Exchange

Soul Kiss
¢ SpirtShackle i
Spails of Evil

Spoils of War

Stench of Evil

' % Terror
DKATH :
: Timmerion Fiends

ABURAM

Thrull Champion SC

ABURATH
¢ Thrull Retainer &
ABURATH

: " Theal Wizord SC
* Season of the Witch N R es My BBB DK ¢

Torture

Touch of Death

* Tourach's Chant N
( see DF BN [T

NS R eee IMBe BB R
¢ Transmutation N

T: Make onather creature 0,/2 unfil end of tum. Special
characteristics ond enchontments on creature ore nat offected. 1/1.
SOR C === PA B2 1A
Do 1 damoge to ony target for each B or R spent above the casting
cost. Gain 1 life for each B spent in this way. You cannot goin mot2
life from @ creature thon its curtent toughness ond you cannot gain
more ife from a player thon his or her totol fife.
SOR U eeee AWg BB FE
Remove o creature from the gome to put o aeoture from your
groveyord in ploy os if just summoned. Add o +2//+2 countet to this
areature if o Thrull was removed from the game.
[ wese |z B2 1A
B: Sacrifice 1 Ife to give creature +2,/+2 unhil end of tum. You may
spend no more than BBB in this way each tum.
U e [EBe BB LG,4TH
Put a-0,/~2 counter on torget creature every fime it taps. Counters
temain even if Spirit Shockle is removed.
R eee (QHo B2 1A
Add one colorless mana fo your mana pool and gain 1 ffe for each
ortifact of creature in forget opponent’s groveyord.,
SOR R wess PV BY A
PutX +1/+1 counter on ony number of creatures, distributed ony
woy you thoose. X is equol to the number of creatures and artifacts
in forget epponent’s groveyord,
SOR U eees MTe BB2 1A
Destroy oll ploins. Ecch player tokes 1 domoge for each plains he of
she loses this way. Eoch player may pay 2 for each 1 domage he or
she wishes to prevent,

i Stone-Throwing Devils  SC  ( eeee {He B AN
: First strike. 1/1.

i Stromgald Cabal SC R weesss Alg BB] A
i T: Soarifice 1 life to counter o white spell. 2/2.

 Syphon Soul SOR C eee M2 B2 6
: Do 2 domage to oll ployers except coster. Coster fokes ffe points

: equol to domoge done by the Syphon Soul.

¢ Takklemeggot EC U e DGe BB2 16, (H

Put 0 0/-1 counter on torget creature during controller’s upkee. If
tregture goes to groveyard, its controller chooses o new torget for
Tokklemaggo. If no new forgets exist, Tokklemaggot permanently
becomes on enchontment and does 1 domoge during upkeep to the
controller of the lost reature Tokklemaggot enchanted.
INS  (“eeee RSP B1  ABURATH
Bury torget creature. Connot torget black or ortifoct creatures.
SC R e NG BBI HL
Remove Timmerian Fiends from your deck if nat playing for ane.
BBB: Saaifice Timmerian Finds to bury turget arfifoct owned by ony
opponent intto your graveyord. Put Timmerian Fiends into that
opponent’s groveyord. This cord chonge is permanent. The opponent
may onte on additional cord to counter this effect. 1/1.
R eee DGe B4 FE
Al Thrulls get +1/+1. T: Toke control of torget Thrull. When Thrull
(hompion leaves your control or leaves play, you lose contral of
Thrull Chompion. 2/2
|| eees RS5 B FE
Give forget ceature +1,/+1. Sacrifice Thrull Retoiner to regenerate
the creature it enchants.
U ee  AMg B2 FE
B1: Counter target block spell unless caster poys on odditional B or 3
(ploy os on intermupt). 1/1.
B C ees M B HL
B1: Ploce-1/-1 token on creature Torture enchonts. (Twa versions)

| TouhofDorkness NS U ese Pe B0 6

Change the color of one or more torget creatures to block until end of

turn. Choose which and how many crectures ore torgeted.

SOR C e  MBe B2 1A

Touch of Death does 1 domoge to ony ployer and gives you 1 life.

Drow a-card ot the beginning of the next fum.

U e» RKF BBI FE
Do 3 domage fo ony player who puts o forest into play without
putfing 0-1/-1 counter on @ creature he confroks

Tourach's Gate L R e Sk BBI FE
You moy only cast Tourach’s Gate on  fond you control. Socrifice o
Theull fo put 3 fime counters on target lond. Remove  fime counter
during upkeep, burying Touroch's Gate when there are no fime
counters on if, 0: Top the lond Tourach’s Gate enchonts o give oll
your attocking creatures +2/-1 unil end of tum

S ( eee SVC Bl 16, CH

Torget creature’s power ond toughness are switched untl end of fum

Effects oltering power ul;%u toughness insteod, ond vice versa.

Phyrexion Gremlins ( oo Al B A Shimian N ese Illy BS 16,CH  Unde lstven U see DGe BEB1  DKATH
!"]: Top nncmfﬂttAS"[J"!ldﬂs_ﬁll‘;z"”mm"'!‘mpped, thot arffoct Ilégi:ﬂgtht:nséuulhg;ednnicm yonramuue{m!:e !nSiimionNigE'?( i v (reatures connot domoge Undle Istvan, 1/3
does nolumnpnomg'i‘ﬁ;"%;f“”muef s untop phose. You may Stalker instead. 4/4. i olnderworld Dreams  EN 1) eseee jBo EBB 16
chaose not fo untop IBSCI .0 ” i Simulocrum INS U eses MPo Bl ABURATH : Do 1 domage to opponent for each cord drown

Pit Scorpion Jariies opponenl, apoon i B2 1641 Retroactively redirect oll domoge done to you this fum to one of your  : Unholy Strength EC ( eewe DSh B ABURAMH
|F Fit Scorpion dam g'fh g Dph ent Qs | poison counter.  © reqhures. i Torget creotuce goins +2/+1.
Opponent loses gOme! 2 or she ever hos 10 or mare poisgn * Sinkhole SOR ( eeee Sfv BB ABU : Vampire Bats SC (e AMoB LG, 4TH
mu;n;srﬂ : Cee Ao g2 ABURATH ! Das!lruyulund_w C Me B : :hNing_ E!:GivcButsalifaﬂunﬁlendeimm Only BB moy be spent
ue R " : Son INT oo ] ! is way per furn. 0/1.

mgPUWB' ond tughness equol numberof Plgue ot i play. /", i g.;d?j éhfzegml:nunu pool for every creature in your gtoveyord, \l'e!dmnaufvsgt:lgi{ i SC R oes  SVC BBS HL

BB1: Forestwolk ond -3,/0. 5/5
o/ Resticted/Bomned ::':’u"m’“;h. (U Comulirve Upkesp ~~ EC Enchom Creatue Bl Enchant Lond W Enchont Word T Interropt S Summon Creatre
AC Asfoct Creotue T EA Enchont Arfoct £E Enchont Enchoniment £l Enchonlinent NS Inshont (AN Lond SOR Setcery
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BLACK / BLUE

i o Ancestrol Recall

pid: iy Ueliriis guide
Nome Ind QR Rofng At (ot SesFond
Desaipfion :
Walking Deod SO C eees Dfr Bl 6
B: Regenerotes. 1/1. :
Wall of Bone SC U e Ao B2 ABURATH :
B: Regenerates. 1/4.
Wall of Putrid Flesh SC U e R B2 6

Protection from white. Domage done to Woll of Putrid Flesh by
enchonted cregtures is reduced fo 0. 2/4.

Woll of Shedows SC
Domage done to Woll of Shodows by creatuees it blocks i reduced
to l% k‘écli]of Shadows may not be torgeted by effects torgefing anfy
WOils,

Il of Tombst SC Ue ft Bl L6
Wall of Tombstones DFt B i Bedfie T e

ABURATH :

~=the number of creatures i your graveyord. 0/1+".
Warp Arfifoct EA R ees AW BB
Do 1 damage fo torget artifoct’s contraller during upkeep.

Wenkness EC  ( eeee [Sh BO
Torget creoture loses -2/-1. :
Will-0"-The-Wisp SC R wesse My B ABURAH :
Flying. B: Regenerotes. 0/1
Withering Wisps N U sees Nth BBI A i

B: Do 1 domoge to each creature ond ol ployers. You moy not spend -

more B thon the number of snow-coverad swomps you control,
Destay Withering Wisps if there ore no creotures in ploy ot end

Word of Binding SOR ( ese RSp BEX DKATH :
Top X creatures.
Word of Command INS R e My BB ABU

Exomine opponent’s hand. Ploy a sorcery or instant of your
thoosing from opponent’s own cords in hand if you may do so
legally using his or her available mono

Worms of the Earth N R e
No new land may be put into play. During any upkeep, ony ployer
may destray Worms by socrificing 2 lands or 5 fife.

Wretched, The
After combat, toke control of ofl creatures blocking The Wretched.
You lose control of such creatures when The Wretched leaves play or
yout control. 2/5.

Xenic Poltergeist SC R eee  Dfr BBI AQ, 4TH
T: Tum torget non-creature ortifct info on orfifact areature with both
power and foughness equal to ifs costing cost and with its originol
obilities. This effect lasts until your next upkeep. 1/1

Yawgmoth Demon SC R ee Sk BBY A0, CH
Flying, first strike. During your upkeep, socrifice one of your artifacts
Yowgmath Demon taps to do 2 damoge to you. 6,/6.

Zombie Master SC R ee IMe BBI

All zombies in play gain swompwolk ond may regenerate for B os
long os Zombie Master remains in play. 2/3.

Adid Rain SOR R eee NTh L3
Destroy oll forests in play.
fesher Storm EN U eee  MIe U3 H
Ho summon spells may be cost. Any player moy pay 4 ife to bury
Fether Storm, Effects that prevent or redirect domoge may not be

used to counter this lass of life.

110 I@DUEST

Cow Pe B8 I6CH :

ABURATH :

Blue Elementol Blast ~ INT
- Boomerang

Nho 8882 o

Brainstorm
R eeee (Ry BB3 16, (H :

" Breath of Dreams N

* Brine Hag SC U
if Bring Hog goes to the graveyard, oll aeatures that degh domogeto

¢ Chain Stasis
Clone s

3 Control Magic K

| i = Copy Artifoct

Exomine torget ployer's hand. Torget discords oll nonand cards
in hond,

INS R weees jifg |J ABU
¢ Torget ployer must drow 3 cords.
: Animate Arfifoct BA U see DSh U3 ABURAMH :

Does not offect orfifoct crectures. Targe? ortifoct becomes ortifoct
treature with power ond foughness equaling its costing cost; target
retains original oblities.
Anti-Magic Aura 18
Destroy oll enchontments on torge! areature, which connat be
torgeted by ony other instants, sorcedies, or enchontments.

: Apprentice Wizard C eee DRt LU
: U, T: Add 3 to your mana pool (ploy os on intermupt). 0/1.
: Arnlofs Ascent B eee DNy LU i

CU: U. 1: Torget creature gains flying until end of tum,

Azure Droke SC U eee DR U3 16,CH i
Flying. 2 i
Baki's Curse SOR R ose N UUZ W

Baki's Curse deals 2 domoge to each creature for each creature
enchantment on that wreature.

For each point of dumc'ge done you fake from target creature,
Backfire does a point of domage o creature’s confrofler.

and Surge of Strength:
The Lord is o foirly obscene
10/4 creature which con
regenerate. However, since it
con be successfully held off by
0 Drudge Skeleton or Uthden
Troll, your foe may niot show
s Lordship the proper
tespect. To make your
oppanent know the frue
meaning of fear, whip out
Surge of Strength (fhe new
Berserk!). Now the Lord is o
14/4 trampler that

Balduvion Conjurer SC U eee
lth?um a snow-overed land into 0 2/2 creature until end of tum.

/2.
. Balduvion Shoman SC Ces  QHo U 1A

T: Change the text of o white enchantment you contral that doesn’t
have o cmulotive upkeep by switching ane color word with anather.
That enchantment now has CU: 1. 1/1.

Binding Grosp {¢
Pay 1U during upkeep o bury Binding Grasp. Gain control of target
aeature, whith gains +0,/+1.

( eee pIh U

Counter o red spell being cost or destray a ed cord in play.

NS ( eees Sy Y 16, CH
Return torget parmanent to owner's hand.

© Braingeyser
Torget player must drow X cords.

Drow three cords, then put any two cards from your hand on top of
your ibrary in any order,

|| eoe
CU: U1, Green creatures require on addifional CU: 1.

Hag that tum become 0,/2. 2/2.
INS R ees

fo fiove Chain Stosis top or untap enather forget cecture.

© Cloirvoyance NS ( ese FKife U Wi
ABURAH : ;

Look ot torget player's hond. Drow o cord ot the beginning of the
next tum.

U eeees JBy U3
(lone ocguites ol choracteristics, including color, of targe! reature
in play. Clone retoins thesa chorateristics even if torgel reature is
destroyed. */*.

U eeeee DV U2
Control target creature until enchontment is discorded or gome ends.

R eees AWa U] ABUR
Duplicate ony artifact in play. Treat duplicate os both enchantment
ond orfifact.

¢ Counterspell INT

¢ (reoture Bond (O

Dante of Mony B
o 6

DEATH

Deep Spawn
BSn U LGA4TH :

_| Lord nff;gssuiln;h :

i Deflection INT

¢ Drafno’s Restoration

¢ Drain Power

regenernfes! Thatl learn ‘im.

We U1 W

Enchontment Alteration

U ssee Ry 13 Wi

ABURATH :
¢ Enervole

SOR R eses Mo (UK BUR
8 il ¥ * Frosion L Cee Fig U

INS  ( weee (Ry U [

o U2 6 :

Pho U B
Top or untop trgat creature, Controller of torget reature may pay U2

ABUR

ABURAH

Name Ind ® PRoing Atst (ot SessFound Hame knd (R Rafing  Afst Cost  SetsFound
Destripion Description
© Air Elemental SC U wese FIh U3 ABURAM  Coral Reef B C e AWe LU L
; Flying. 4/4. : Put four polyp counters on Coral Reef. 0: saailice an Island for 2
Amnesia SOR U eess MPo UUU3 DK polyps. U: top and ploce +0//+1 counter on target blue creature you

control, Remove 1 polyp countr,

U weeee fylti UU ABUR4TH,IA
Countet torget spell os it is being cost, Atists: MPo, Wi

Ao U1 ABURATH
I target treature goes to the graveyord, do domoge equoling
wveature’s toughness to creature’s controller,

R eese Sfy U DK, (H
When casting Donce of Mony, chaose o creature card in play. Put o
token weoture in ploy and treat it os if you have just summoned o
duplicate of the target creoture, If either the token or Dance of Many
leaves play, both must be destroyed. Pay UU duting upkesp of
dstroy Dance of Mony.

: Dandan SC Cee DIy W AN, CH
Cannot attack if opponent has no islands. Destroyed if you have na
islonds. 4/1.
Dark Maze L o A U4 HL

0: Dark Maze can cttock this tun, Af the end of tun, temove Dork

Moze from the goma. Dark Moze cannot atfock the fum if comes

under your confrol, (Two versions)

SC U eee Mz UUUS FE

Tromple. Take top 2 cards from your ibrory and put them in your
groveyard during upkeep or destroy Deep Spawn. U: Dzep Spawn
may nat be target of spells or effects until end of tum. Top Deep
Spawn if it was untopped. Do not untap Deep Spawn os normol
during yout next untop phase. 6 /6.

Deep Water BN Coee e WU DK
U: Al mena-producing lands under your control produce U until end of
tum instead of their usual mano,

R eeeos MRy U3 1A

Torget spell with one torget now targets a legol torget of your mnité.

L

i Devouring Deep SC Cee Do U2

Islondwalk. 1/2.

SOR C ee  fWe U A0
Toke as many artifacts o5 you ke from torget ployer’s graveyard ond
place them on top of his ot her library in any arder.

SOR R esss DSh UU ABURATH
Oppenent must draw oll mana from ovailoble lands. All mana in
oppanent’s mana pool is added to yours.

" Dream Coat U ooe Ao U L6
Change target creature’s color to anathes color (play os on interrupt).
: Dreamsof the Dead ~ EN U eee  HHy U3 1A

U1: Put o white or block creature from your graveyard into play os

though it were just summoned, That creature now hes en odditional

(U: 2. 1 the crenture leaves play, remove it from lljh!e game.
]

¢ Drovmed SC Ce QM DK
B: Regenerates. 1/1.
i Hlder Spown SC ke Ity UuU4 16

Cannot be blocked by red creatures. Sacrifice an islond during upkeep
of bury Elder Spawn ond lose 6 Iife. 6/6.

Electric Eel SC Ue AU DK
RR: Give Fel +2/+0 and Electric Fel does ) damage to you. Toke |
damage when summaning Electric Eel. 1/1.

INS U eees BSp U LG, CH

Switch torget enchantment from a creature fo another or from o land

o another. The enchantment’s contraller does not change.

Enchantment Alteration hos no effect if new torget is not valid,

Energy Flux U ese  [fo U2 AQRATH
: Fach ortifact requies 2 during upkeep or it must be destioyed.
: Energy Tap SOR ( e DG U LG,4TH

Top torget untopped creature you control. Add colorless mana equal
to target crenture’s casting cost fo your mano poal
INS C e Wi n 1A
Top torget creature, land, or artifoct. Diow o cord ot the beginning of
the next tum.
DK, 4TH

Destroy torget lond unless its contraller pays 1 or saciifices 1 e
during upkeep.

 Ereant Minion B Ce  HMc U2 A
PFo LU2 n o

During target centure’s controller’s upkeep, Errant Minion deals 2
domoge fo him of hier. He or she may pay 1 for each domage he or
she wishes to prevent from Errant Minion. .

Essence Flore ( oo RKF U A
Torget weature gets +2/+0. Put o {0/-1 counter on the creoture
during eoch of its controller’s upkeeps.

Feedback [E U ee QHo U2 ABURATH
Do 1 damage to contraller of targer enchantment during upkeep.
Field of Dreams W R eee Kio U 16
The top cord in every librory plays foce up.

[ ( oo

¢ fishliver Oi . Mo U1 AN, CH
Give torget creature islandwalk.

¢ Flash Counter Nt C “ﬁ HMe U1 16

$ Counter forge! interrupt or instant spell.

: Flash Flood NS Ce TWal 16, Ci

Destroy red permanent of refurm mountain to ownar's hand. Dastroy
enchontments on targe! I(nnd.
1

© Flight ( eeeo flg U ABURATH
§ Target creature now has flying.
o BN (e Do U 0K ATH
UU: Tap torget nonflying creature.
* Flying Men SC ( eeee (Ry U N

Flying. 1/1.



Neme lind (R Roting Atst Cost Sets Found Home lind (R Rofing Ast Cost Sets Found Nome Kind (R Roting At Cost Sets Found
Description Destription Description

Force Spike INT C ee BWol 16 : Invoke Prejudice N R oee  HHc UL 16 Merchant Seroll SOR ( eee [Dgh U1 HL
Counter torget spell unless ifs caster spends 1 extio colodess mano. ¢ Counter on opponent’s spell summoning o creature of o color i Search librory for blue instont or intermupt. Show cards to oll

Force Void INT U e e U2 1A ditferent from one of the creatures you confrol unless coster pays on opponents and ploce in your hand. Reshuffle fbrory afterwards.

Counter torget spell unless ifs caster spands 1 extio colorless mano.
Draw g cord at the beginning of the next fum.

Forge! SOR
Target ployer chooses and discards 2 cards from his or her hond. If
that ployer doesn't have enough cards, discord the whole hand.
Player then drows os many new cords os were discorded.

4

Gaseous Form (e PR U2 IGATH :
Target creature dzols nor receives domags in combat. ;

Ghost Sﬁip SC U eeee TWg L2 DEATH
Flying. UUU: Regenerates, 2/4. :

Giont Albalrass SC Ce Dh N HL

Flying. UT: Bury oll creotures that domaged Giant Albatross this tum.

The cantroller of any of those wreatures may poy 2 lfe to prevent that

ceeature from being buried. Effects thot prevent or redirect domage
connot be used to counter this loss of life, Use this abilty only when
Albatross is put into the graveyord from play. (Two versions)
Giont Oyster (
You moy chacs ot o untap Giant Oyster during your untap phase.
T: Target tapped reature does nat untop during ifs untop phose os
long os Giont Oystar remains tapped. During your upkeep, ploce o
- 1/°1 counter on furget creature. if Giant Oyster leaves play, ol
counters ore discorded.
Giont Shark SC (o
When Giant Shark blocks or is blocked by o creature that has been

domaged this tum, Giant Shark gets +2/+0 ond tromple unfl end of
¢ Levigthan C

furn. Giont Shark connat attock unless oppanent cantrols an island.
Giont Shark is buried immediotely whenever its controllr controls na

islonds. 4/4. i
Giont Torloise SC Cee Ko UI MNATH
+0/+3 while untapped. 1 /1,
Glatial\?’ull SC U eee VWi U2 A
0/1. i
Glyph of Delusion S Ce  SNCU 6 :

Put X counters on 1 farget creature blacked by torget wall, where X
is the power of the blocked creature. Creature does not untop os
normol while it has any such counter on it, Remove o counter during
creoture contioller’s upkeep.

High Tide NS C oo
Allslands produce on addifionl U unil end of tum,
Atists: Ao, DTu, AWe,

Homarid SC Ce M U2 113

Fut o tide counter on Homarid when bringing it into play and during
upkeep. Homorid 9ets1/-1 if it has one tide counter ond +1/+1
when it has three fide counters. Remave ol counters when there are

four fide counters on Homarid. Artsts: QHo, HHu, MTe, BWo. 2/2.
Homarid Shaman SC

U: Top torget gréen creature, 2/1.
Homorid Spawning Bed  EN

eatures, in ploy, where X s the casting cost of the socrficed creature.

HomoridWardior ST (e fi5 U4 i3
U: Homarid Worrior may no be the target of spells or effects until
end of ’:’u:"r} If Homaid Wiim‘or is untopped, top it. Do not untop
Homarid Worrior 05 normal durin
o BAF, 065,09 375 g your next untap phase.

Hurkyl's Recall INS R ees Wb Ul
Return oll arfifocts in ploy owned by torget ployer to owner's hond;
enchantments on those artfocts re discorded.

Hydroblost INT ( ooe
Counter o spell being cast or destroy a red permonent if it's red.
lceberg U seo e UUX

Put X ice counters on lceberg when it comes into ploy. 3: Put on ice
counter o leeberg. O: Remove on ice counter to odd one colorless
maona to your mona pool,
Ity Prisan ]
Place target creature out of play. During your upkeep, destroy oy
Pison. Any lyer moy pay 3 to prevent .
Illusionary Farces sC
Flying. CU: U. 4/4.
[llysionary Presence  SC u
(U: U. During your upkeep, llusionary Presence gets the londwolk
ability of your chaice unfl next fum, 2/2
[flysionary Terrain B0 oses g0 U "
CU: 2. All basic lands of one type ore changed 1o basic onds of o
different IYII}E of your choice,
o

Hisionary SCCoane iR U8 W
eying fiststike. C0 U 779, ‘;
llusions of Grandevr  EN e (Ho U3 i

R
CU: 2. Gain 20 lfe when llusians of Grandaur comes into play. If
Iiusions of Grondzur leaves play, you must saaifice 20 lfe.
use NS Ce  RGo U2 IA
ntap target creature, lond, or ortifact. Draw o cord ot the beginning
of the next fum.

Inf

mihefreofChoos — EW R e (R 12 G :

Counter ol nstonts and intermupts unless caster pays on extra ¥,

 Tsond Fish Josconius
R oeee I UU HL

Jin

é]u

U esss Nl LU2 B

Wa US o

i U /3

R ese e U2 el

n U eese 11 W fE
UUT: Sofice 0 blue creature to put ¥ Comarids, which are 1/1 blue

AORATH

Ko U W
A ¢ Magicol Hock INT

Magus of the Unseen  SC
R ese Mg LU L

Cooe Jig 13 m
R ese  ffy 1A

| Mona Shor NS

© Morfhon

extra X, where X is the cost of the spell being cast.
SC R e
Pay UUU during upkeep to untap. Cannot attack unless opponent hos
islonds in play. Destroyed immediately if controller has no islonds

in play. 6/8.

X INS C e M Ul H
Torget lond becomes basic land of your choice until end of tum, Drow
0 cord ot the begining of the next tum’s upkeep.

INS

mp Cee MPo U ABURATH :
Torget reature has flying until end of tum. :
Juxtapose SOR R ees jHo U3 6, (H :
Caster and forget player each choase their highest<osting-cost
arenture ond exchanga control of them, then doing the some for
u;ﬁ;o:rs, Do not trade artifocts o creatures i one player hos none
i ofthem.
: Krovikan Sorcerer SC (e

T: Discard o cord from your hand ond drow o card. I you discorded o

Creotures blocked by Lobyrinth Minotout do not untop s nomel
dmin% their controller’s next untop phose. 1/4 (Two_versions)

Land Equilibrium EN R eeee Iy UU2 16
If opponent has at least os much land in play as you, he or she must
sucrifice a Jond for each new one opponent puts in ploy.

SC R ees JATe ULUWLUS  DK4M

Trample. Leviathan enters ply fopped. Sacifice hwo islands during

upkeep to untop Leviathan. Sucri#?: two islonds to ottock with

Leviathan. 10/10.

¢ Lifetop EN U eeee Mg UU ABURATH :

Gain 1 life whenever cpponent tops o forest. :
¢ Lord of Atlantis SC R oees MBo UU ABURATH :
While Lord of Atonti is in ploy, oll Merfolk in play goin islandwalk
ond +1/+1.2/2.

-~ SOLDEVI STEAM BEAST FORESIGHT

© Old Man of the Sea St

R weee JBo U ABURATH
Change the text of o cord being played or in ploy by switching one
basic land type with enother.

R eeee [Fp U] 1}
U1, T: Untap one of opponent’s artifocts and gain control of it until
end of tum. If it is on ortifoct creature, it may ottock ond you may
use any obilities that require fopping fo octivate. 1/1

Mohamati Djinn R weese Dir UU4 ABURAH
Fling. 5/,

Mana Drain INT U eesse jilc [ 16
Counter torget spell. At the beginning of your next tum, odd to your
mana pool colorless mana equal to casting cost of spel

R weee DWi U2 ABURATH
Al opponent’s lands ore fopped; opponent’s mana pool is emptied
Opponent is not domaged by unspent mong

Mana Yortex N R ee DSh UL DK
Saurifice a lond when casting Mano Vortex o it is countared. All
ployers who control lond must sacrfice o land during upkeep. Mono
Vortex is destroyed whenever there ore no londs in ploy

R eeee [Ga UUS HL

Does not untap during your untap phase. Connot attock if defending

player contrels no isonds. If you contral no islonds, bury Marjhon

UU: Socrifica o creature fa untop Marihan. Use this obilty only during

your upkeep. UL -1/-0 until the end of tum. Morihon deols |

damage to torgat ottocking creoture without flying. 8,/8

Merchant Shi SC
MMy U4 ANRAH

Pila U2 Wi

© Mystic Decree

¢ Mystic Remora N

¢ Norwhal 5

Ree TWG U
Gain 2 fe if Merchant Ship attacks and is nat blocked. Connot attock
if opponent has no islonds. Destrayed if you hove no Elands. 0/2.

¢ Merfolk Assassin SC U eee DD WU 0K
T: Destray torget creature that has islondwalk. 1/2.

L Na*c]lfﬂfhl’uﬂrihw SC Ce e U ABURAM
¢ Merseine B (e i UU2 3

Put 3 net counters on Merseine when it is cast. Torget creature does
not untap os nomal if any counters remin. Creature’s controller may
poy casting cost of torget creature to remove counters.

Arists: Hiu, MOK, DTu, PVe.

Mesmeric Trance EN R eee Dfr U A
C CU: 1. U: Discord a cord from your hand to draw o cord,
: Mind Bomb SOR U e MU DK,4TH

Do 3 domoge to each player. Players may discord up fo 3 cards. Each
discorded cord prevents 1 domage from Mind Bomb to that player.
A

block cord, drw hwo cads instead, keeping one ond discarding the. £ Misfolk SC ( eee Qo UU
: other. 1/1. i U: Counter any spell that torgets Mistfolk. 1/2.
¢ Lobyrinth Minlaur SC (o ha U3 HL : Musican R oeee [ly U2 (1

CU: 1. T: Put o music counter on torget creature. During that
creature’s controller’s upkeep, he or she pays 1 for eoch music
counter or the creature is destroyed. 1/1.

EW R eee [Dg UU2 HL
All cregtures lase flying ond islandwolk.

| Mystic Might L Re MedU A

CU: V1. 0: Top land Mystic Might enchants to give o creature +2/+2
until end of fum.

[ oo KMel 1A
CU: 1. You may drow @ card whenever torget opponent successfully
casts o non<creature spell. That player may pay 4 to counter

this effect.
R eee  D(h ULZ HL
First strke, Protection from red. 2/2.

1o boot! Of course, now your
deck will need o new nome. ..

R seee VT U AN
T: Control creature of power less thon o equal to the Old Man's. May
thoose nat to untop Old Man. You lose control of torget crature if
Ol Maon becomes untapped of f its power becomes greater than the
0id Mon's. 2/3

Part Water SOR U e NTh (OOX 16
Géve X forget creatures islondwolk untl end of tum.
Phentosmal Forces SC U MWPo U3 ABURATH

Flying. Poy U during upkeep or cond is destoyed. 4,/1

Phontasmal Mount SC U weee MBy U} 1}
Flying. T: Torget creatur you confrol, which has toughness less than
3, goins flying ond gets +1 ond of tum. If either creoture
leaves play before end of tum, bury the other, 1/1

Phantasmal Terroin L eees DWi UU ABURATH
Torget land switches fo any basic lond typa chosen by coster

Phantom Monster SC U eeee [My U3 ABURATH
Flying. 3/3
Pirate Ship ( Roeee TWG U4 ABURATH

1 domoge not oftack unless opponent has

in ploy. Destr ely if controller hos no islonds
f play. 4/3
¢ Polor Kraken SC R eee Mg ULUS [}
Tromple. (U: Sacifice o lond. Comes into play topped. 11/11
Portent SOR ( ewes |0y Ui 1A

You may fook ot the fop three cords of one player's libcory, Either

where X is the cost of the spell being cost, : Memory Lopse INT C eeo  MEp U1 H shuffle that Bbrary or put the three cards bock on top of the brory in
[nvisibility ( eceo Mg LU ABU : Counter torget spel. Put that spell o top of its owner's lbrory. (Two any order. Drow o ¢ord ot the beginning of the next tum
Torget creature may only be blocked by wolk. versions)
of0 Resticted/Bomed AR Arfucy €U CumvloliveUpkesp ~EC Enchant Gesiire L Enchon! Lond BW Enchant World INT Inferropt SC Summen Creatwe
AC Atifoct Creature (R Current Rority FA Enthant Arifoct EE Enchont Enchontment EN Enchontment NS nstont AN Lond SOR Sarcery
A AL W 19 ;] ‘ 111
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Power Artifoct A U DShU A0

Reduce the octivation cost of o forget ortifoct by 2. Activation cost
becomes 1 if Pawer Artifoct would reduce octivation cost below 1.
Has no effect on arfifocts with on octivation cost of 1 or less.
Pawer Leak EE C e Dlu U
Torget enchantments requires 2 during upkeep. Power Leok does 1
damage fo torget enchontment's controller for each unpoid mang.
Power Si INT ( esee RTh UX ABURATHHIA
Counter target spell unless ifs caster spends X more mana. Target
spell’s caster must spend ol available mana from londs ond mono

pool until X is met. H
Prodigol Sorcerer SC ( eee DSh U2 ABURAH :
T: Do 1 domoge to any forget. 1/1. H
Psionic Blost INS U eeess (Sh U2 ABU
Do 4 domage to any target and 2 domoge to you.
Psionic Entity R ee JHo U4 LGATH :
T: Do 2 domage to ony target and 3 domoge to itseff. 2,/2. ;
Psychic Allergy EN R eeee JiTe UL3 DK

(hoos o color when Psychic Allergy is cast. Do 1 domoge for eoch
card of this color an oppanent controls during his or her upkeep.
Saatfice two islonds during your upkeep or destroy Psychic Allergy.
Psychic Purge SOR ( eee SVC U 16
Do 1 damage to any torget. If opponent couses you to discord
Psychic Purge, oppanent must scucﬂice 5 ife.

Psychic Venom fL e BSn Ul ABURATH i
Do 2 domage to torget land's controller whenever torget lond is :
tapped. :

Puppet Master EC U e SEv LU 6, H :

If target reature goes to the graveyord, retum cregture fo owner’s

hond ond destroy oll enchontments on it. You moy pay UUU fo retum

Puppet Moster ta its owner's hand i this happens.
Ray of Command
Untop forget creature controlled by opponent and take control of it
until end of tum. You con use that creature to attack or use obilifies
that require topping.
Ray of Erasure NS C oo
Target player must toke the top cord of his ot her lirory and ploce it

Reality Twist Collt 17
CU: 1U. Instead of their normol mana, plains produce R, swomps
produce G, mountoins produce W, and forests produce B.

o Recall SOR U eeses BSn U)X
Saarifice X cords in hond to bring X cords from your graveyord info
your hend, then remove Recall from gome.

Reconstruction SOR C eee AMo U
Bring an arfifact from your groveyord info your hand, :
Reef Pirates SC C e TWo UUI H :

If Reef Pirates domage on opponent, opponent fokes the fop card
from his library and pufs it in his groveyord. 2/2. (Two versions)
Relic Bind A R e (R U2
When torget ortifoct is topped, Relic Bind’s controller may do |
damage or give 1 life to ’??',' ptgyer,
I

Remove Soul ees  fSn Ui

Counter farget summon spell. 2
Reset INT U e Ne U G :

Untap ofl your lands. Reset moy only be played during opponent’s

tum ofter his or her upkeep. i
Reveko, Wizard Sovant  SL R eee  SVC U2 H i

T: Reveka does 2 domage to creofure of player ond does nof untop
during your next untop phase. 0/1.
Reverberation INS R eee
Redirect domage from a sorcery fo its caster.

Riptide s Ce RFU oK :
DSh LU ft i

Top oll blue creatures.
River Merfolk
U: Give River Merfolk mountaimwolk .unfil end of tum. 2/1

R eee

Sa i ® e Ul A i
ge of Lat-Nom 5, i€ ¢ Spell Blost INT

T: Drawt 0 cord from your Bbrory. Each fime you do this, place one of
your orfifucts in play in the graveyord. /1

Sea King's Blessing NS U ee
Ci’:nn:},e the color of any number of turge? creatures to biue until end
of fumn.

Sea Serpent SC [ os IMe U5
Connot attock unless opponent has islands in ploy. Bury it
immediately if controller hos no islonds in play. 5/5.

Seasinger SE. |l see

T: Gain control of target creature if ifs controller confrols of least one

islond. You lose control of torgat creotute when Seasinger leaves

play, leoves your contral, or becomes untapped. You moy choose to
leave Seasinger topped. Bury Seasinger whensver you hove no

islonds. 0/1.

112 'QUEST

i

ABURATH

INS [ eeeos iic U3 T

Wha U Wi

in his of her groveyord. Drow a cord o the beginning of the next tum.
B]OR Uy i i

6
MR

i Sleight of Mind INT

1G4TH
: Snow Devil £

6,0
¢ Snowfall N (o

: Soldevi Machinist S

JHo UUZ 6 :
! ¢ Soul Barrier N

R U (6
ABURATH | Steal Artfoa

AWe U1 e
© Svyelunite Priest S

U: Regenerote. Use this ability anly during a fum in which Sea Troll
was blocked or in which Sea Troll blocked o Creature. 2/1.

¢ Segovion Leviothan SC U wee  MBe U4 16,4TH
: Islandwalk. 3/3. :
i Serendib Djinn SC R ese Mg UU2 M

Fhying. Destray one of your lands during upkeep. Take 3 domage if
the destroyed lond is on islond. 5/6.

Serendib Efreet SC R eeee Mg 112 AR
i Flying. Does 1 domoge fo you during upkeep. 3/4.
i Shyht SC R oeee RTh U4 1A
During your upkeep, you may change the color of Shyft to ony color
H or combination of colors. 4/2.
¢ Sibilant Spirit SC R eees RSp 5 1A
: Flying. When Sibilont Spirit attacks, defending player may drow o
cord. 5,/6.
Silhouette NS Ue Ko U 16 :

Prevent all domage dona unfil end of tum to torget wreoture by spells
or effects targeting it.
Silm];mn SC

Flying, tromple. 2/2.
bod SC

i Ue Ba Ul AN ATH
T:Drow new cord, you may only keep it if it's a lond,1 /1. :
: Siren’s Call IS U eee Mg I ABURATH :

All of opponent’s creatures that con attock must do so or die af end

of urn. Sicen’s Coll con only be played on opponent’s tum before his

ot her attock. Justsummoned creatures ore not affacted by

Siren's Coll,

U eeese Nic U ABURAthIA

(Change the text of o cord being played or in ploy by switching one

color word with another,

( oo §he ] 1A
Torget wreature gains flying. As lang as you control ony snow-covered

m:fﬂunds. that creature olso gains first strike when blocking.

CU: U. Islonds may produce on addition U when tagped for mana.
Snowf(overed islands may produce either an odditional UU or on
odditionol U when topped for mana. This mana is usable enly for
cwmukative upkeep,

U es

octivation costs only, 1/1.
U e lithe U2 1A
Torget opponent takes 2 domoga whenever he or she costs o
summeon spell. That player may pay 2 to prevent this damoge.
Spectral Clook B0 U esse py |y

Torget creature moy nat be torgated by spells or fast effects unless it
is topped.

.(ounlm target spell, X is costing cost of target spell,
Stasis EN ese flp U] ABURATH
Cards do not untop os normal. Pay U during upkeep or Stosis is

destroyed; cards stil don't untap until next untop phase.
U eeo  Awe UU2  ABURAH
Toke control of torget ortifact.
Sunken City N C eee Juy YU
Al blue aeatures gain +1/+1. Poy UU during your upkeep or
destroy Sunken City.
I ee
UU, T: Torget creatura may not be forgeted by spells or effects until
end of fum. Use this bility only during upkeep. 1/1.

DGe U2 W
Teleport

: Thoughtlace

muag:{\'n'ull 5C
Tidal Flots [

Tidal Inflvence 3}

U ses  MBs U3 i

Time Elemental SC

¢ o Time Walk

¢ Transmute Artifoct

PFo U2 I

§ Twiddle
Me U1 I
T: Add 2 colorless mana to your mana pool. Use this mana for artifact

6

( soso BS) UX  ABURATH
© Upduaht

Venarion Gold

DKATH

§ Vesuvan Doppelganger  SC
RSp U {38

¢ Vodalian Knights

Nome ind (@ Roing At (ost Sexs Found Nome Kind (R Roting Afist Cost  SetsFound
Description Destigtion
Sea Spirit SC U eee R U4 IA i Tangle Kelp EC Uwee R U oK
: U: +1/+0 unfil end of tum. 2/3 H Torget reoture stays tapped during untap phase if it attocked last
i SeaSprite SC U eee SC UI HL; & tun. Top farget creature when Tangle Kelp is cast.
; Flying. Protection from red. 1/1. i Telekinesis INS R e DGa UU 16
: Sea Troll SC U Target areature deals no damoge in combat this tum. It is tapped ond

* may nat untap normally during its controller’s following two

untop phases,
INS R eso DSH LLY (6, CH
Target wreature may not be blocked this tum. Play ofter ottack is
dedored but before blocking is chosen,
INT R se JiPo U ABURAIH
Change the color of o cord being ployed or already in play to blus.
_| Yavimaya Ants
~ and Reinforcements: Just
what green needed, o psuedo
Ball Lightning—and fike o
certoin TV rabbit, it conkeep
going and going. After a
while, your Ant pals might gef
killed off or you won't be oble.
to upkeep them. No worry...
* Reinforcements fo fhe rescue!
Put the Ants back on top of
your library (along with up to
two other creatures). If they
were fun fo use once, theyll
be a real hoot the second or
third time oround.

U eee RIh UUI A
ng. Uz +1/+1 until end of tum. 0/2.

N U FE
UU: All of your reatures thot are blocking norlying creatures get
first strike until end of tum. Attacking player may pay 1 for each
ottacking creatures to prevent Tidol Flats from imparting first stike fo
that creature’s blocker. Arfists: RAl (twa versions), SEv.

U ee  TWi U2 FE
Put 1 tide counter on Tidol Influence when casting it ond durin
upkeep. When there is 1 tide counter on Tidal Influences, ol b?ue
«reatures get -2/0. When there are 3 tide counters, all blue
creatures get +2/+0. Remove ol fide counters when there are 4 on

Tidal Influence.

R eee AWe U2 16,4TH
Pay UUZ, T: Retum torget permanent to owner’s hand. Cannot target
enchonted permanents. Destroy Time Elemental ond do 5 domoge to
its controller if it blocks or attacks. 0/2.

» Timetwisler SOR R eeees }iTe 17 ABU
Put Time Twister in a new graveyord. Shuffle your hand, librory, and
groveyard fogether ond drow 7 cords.

S R eeeoe AW U] ABU

Take an extra tum immediately ofter the end of the one in which

you cast Time Waolk.

SOR U eee  AMa LU AQ
Choose on ortifact from your library and immediately place it in play;
also, choose on artifact in ploy thot you contral and put it in its
owner’s graveyard. If the new artifact’s costing cost exceeds the
discarded one's, poy the difference or Tronsmute Arifoct doesn’t
succeed ond both ortifacts ore discorded. Shuffle your librory ofter

playing Tronsmute Artfact.
NS ( eeeo RAI U ABU,4TH
Tap or untap ony single lond, weature, or ortifact in ploy. This does
not generate on effect from the target cord.
Undertow EN U ee  RAF U2 16
Creatures with islandwolk may be blocked.
Unstable Mutation EC C eeeo DSh U - ANRATH
Target creature goins +3/+3. Put-1/-1 counter on card durin
upkeep. These counters remain until reature dies or gome ends,
even i?UnstuhIe Mutation is removed.
IS 0h U ABURATH

Unsummon G oo
" Refurn target creature to the hand of its owner. Discord

enchantments on crealure. )
INS U ee Wi Ul A

lgivu target creature flying untl end of tum. Draw o cord at the
beginning of the next tum.
I 6o EC  C eee DGe UUX 16

Put X counters on forget creature and fap it. Creature doas nof untap
nomolly whilz o counter remains. Remove o counter during wreoture

controfler’s upkeep.

R eesee QHo UU3 ABUR
Duglicates oll choracteristics except color of any ane creature in play.
Moy duplicate o different creture during upkeep phase. */*.
R esee SVC LI FE
First strike. U: Give Vodalian Knights flying obifity until end of tum,
Bury Vodolian Knights whenever you control no islonds. Knights can
not atack if your opponent controls no islands. 2/2.



Nome fid (R Rotng At Cost Sets Found Name Knd (R Rofng Afst Cost  Sets Found Nome Kind (% Pofing Afst Cost  Sefs Found
Desarpfion Desaiption Desuription
Vodalion Mage SC (e Mo U2 R ees  [Ba UUGGWW2 LG, CH Giont Trap Door Spider  SC U eee  Hiy GRI 1A

i
U, T: Counter o torget spell unless caster pays on odditionol 1. QHo,
SVC, MPo 11

Vodalian Soldiers SC Ce M fE ¢
Actists: MBe, RKF, Ite, SVC. 1,/2.
Vodalion War Mochine  SC R eee

Top Target Merfolk you control to allow Wor Machine to ottack until
end of tum or give Wor Mochine +2/+1 this tum. If War Mochine
goes fo the graveyard, oll Merfolk topped in this manner this tum are
desnnyed 0/4.
Volcanic Eruption SOR R see
Deshoy ¥ mountains of your choice ond do 1 domoge to each player
ond aeature in play for each mountein destroyed.
S

Wall niAlr s U ese Rih UUT  ABURAM
nq 5

Wnilo Kelp SC R osee Ao WU i :
UU, T: Put o kelp token info ploy. Treat this os 0 0/1 wall. 0/3.

Wall of \l'npur ( eee PTh U3 I6,CH ¢
Connot be domaged by creatures it blocks. 0,/1. i
Woll of Water (U es RTh UUI  ABURAM
U: +1/40.0/5.

Wall of Wonder SC Uee RIh LL2 16, CH

UUZ: Give Wall of Wonder +4,/-4 and enable it fo attack. 1/5.
Woter Elemental SC Uee  IMe LU3

Water Worm SC Cee RS U I}
Water Wurm gains +0/+1 if oppanent controls on islond. 1/1.

s Compass

ture and a

#: Sacrifice & crea
swamp to bury tamget non-artifact  §
creature.

"

= Java Dalland, Task Mage

VISERID

Wind Spirit SC U eeee Kfp U4 1A
vag Wind Spirit cannot be blocked by less than two creatures,

372,

Winter's Chill INS R eee EBe UX 1A
Destroy X attacking creatures at the end of combat. X connot be
greoter thon the number of snow-covered londs you control. The
creatures” controller may poy 1 or 2 for eoch creoture fo prevent it
from being destrayed. If only 1 is paid, the creoture deals and
receives no domage during combat,

Word of Undoing
Refumn farget creature to its owner's hand. Any white
enchontments you own on that creoture go fo your hand.

Wrath of Marit Loge R esee
Top oll red creatures when Wirath of Marit Lage comes into ploy. Red
aentures do not untap during their contraller’s untap phase.

Zephyr Falcon ( ee iy U1 LGATH ¢
Flying. Does not top to attack. 1/1. 3
Luran Enchanter SC ( eee  DSh U1 1A

B2, T: Opponent must discard 1 cord of his or her choice. Con only be

used during your tum. 1/1,

Zuran Spellcaster SC ( eee B U2 1A
T: Do 1 domage to ony target. 1/1. :
Zur's Weirding IN R eeees [N U3 i

Al players play with cords in hond face up. Whenever a ployer draws
o cord, any ofher player may sacrifice 2 fife to force the drawing
ployer to discord that cord.

un Oakenshield SL R eees JMe BGR
GRB T: Toke o creoture from your groveyard into your hand. 1/2.
itor of Bone SOR R eeee MBe GW [}
Souifice o creature to choose one areature: card from your library ond
odd it to your hand. Reshuffle your library ofterwards.
Angus Mackenzie SL R eee BWg LGW
UGV, T: Attocking ond blocking creatures decl no damoge during

combat. 2/2.

E i AodesSbboh 5L

¢ Axelrod Gunnarson
AWe UL fe :

Ayesﬂu?unu 0 S
DSh UULX  ABURAM :

ABURAH

1, #; Target mana-prod:
becomes a basic land type of your
«choice until end of tum.
‘Anl_lmm.ﬂlm!mn

Chromium SL
" Dokkon Blockblode L

¢ Diabalic Visian

NS C eees CRu U W
Earthlink

Meo UU3 W
¢ Hemental Augury N

£ Fiery Justice

i Fire Covenant

| FloodedWoodlonds  EN
i
¢ Ghostly Flome

(U Comdoive Upkeep

Flying. All creatures on Schboth's side gain +2 defense when
untapped. W: Give Sobboth +0,/+1 until end of tum. Pay WGU
during upkeep or bury Arcodes Sabboth. 7/7.
L R ees 5K BBRR4
Tromple. Each time o creature is ploced in groveyord during o fum in
which Axelrod domoged it, toke 1 ffe ond do 1 domage to torget

layer. 5/5.
R ees BWo UUWW LG, CH
T: Counter orfifoct effect requiring octivation cost unless orifoct
controller spends W. 2/2.

| BurktoothWorbeard S U e» ARy BRR4 16
i85 :
¢ Bortel Runeaxe - SL R eees Ry BGR3 G :
H Connot be target of enchant creature spells. Does not fop o ottock.
i 8/5.
: Boris Devilboon SC My

BR2, T: Put o minor demon ruken Whl(hlsﬂ 1 /l red ond h!utk
i aenture, into play. 2/2.
t Centaur Archer SC U eee  NBe GRI I
T: Deal 1 domage to torget flying creature. 3/2. :
: Chromatic Armor [C R eeee jiPy UWI I\ :

Put o sleight counter on Chromatic Amor when it comes into play ond
choose o colar. All domage done to targer reature by that color is
teduced to 0, X: Put a sleight counter on Chromatic Amor and
thange the color that it protects ogainst. X equals the number of
sleight counters on Chromatic Amot.

NG AL s

land.

Add # 10 your mana pool.
1®, & Puta Soldi
play. Treat this token as a 1/1
white creature.

R ees e
Flying, rampage: 2. Poy BUW during upkeep ot bury Chiomium,
7

R eeee PXF BUUW2 LG, (H :

i * equals the number of lands you confrol. * /*. H
i Dark Heart of the Wood EN  ( eese (Ry BG K i
Satrifice o forest to goin 3 life. 3

SOR U eees AWg BU [

Look at the top five cards of your librory ond put one in your hand.
Put the other four on top of your kbrory in ony order.

R e
Pay 2 during upkeep or bury Eorthlink. Whenever a creature is put
into the graveyord from play, that creature’s confroller must socrifice
0 lond,

3: Look of the top three cords of ony player’s fbtary ond put them
3 bock in any order. :
i Essence Vortex INS U eee  MOK BUI I\

Bury torget creature. Creature’s controller may counter Essence Vortex :

by sacificing fife equal to the creature’s toughness.
SOR R

Do 5 domage divided any way you choose omong any number of
targats. Target apponent goins 5 life.
INS U ses  DFr BRI 1A
Fira Covenant deols X domage, divided any way you choose omong
any number of forget creatures, where X is equal to the omount of
lifa you socrifice,
R eee Kfo BU2 1A
No green creature con attock unless its controller sacifices o lond
when that creature attacks, i
DTu BR3 1A

Fumarole SOR U eeee
3 Sorifice 3 fife fo destroy o lond ond o creature.
- Gabriel Angelfire St R ee  DGe GGWW3 (G, (H

During upkeep, Angelfire goins either flying, first stiike, trample, or
tompage: 3 until your next upkecn 4/4.

N ssee RGo BR A
Block ond red permanents ond speEls ore considered colorless sources
of domoge.

16,CH :

| GwendhynDiCoi Sl

Hulfrrnna S

Hazezon Tomar SL

Jucques le Vert St

BBUNWD (6,

RKF  BGR3 i

R eeee AWo BUR R

ovs 1By GRW wet 1
ELudyoiIheMwnhm S

1] Er;(mM

GRY, T: Giont Trap Door Spider ond target mn—ﬂwng creature which is
ormdung you ore remared from the gome. 2

¢ Glaciers R eeee M?e w2 1A
Al momrumsbewrneph;n&
: Gosta Dirk SL R eee RTh UUWW3 16

First strike. Creatures with islondwalk may be blocked as normol
while Gosto Dirk is in ploy. 4/4.

R eeess 83 BBUR 16
T: Torget ployer rondomly discords o cord in hand (ploy only during

our tum). 3/5.

R wese MBe BUWI 16
Moke Halfdane 3 /3 when cast. During upkeep, Holfdane may
ocquire the cument power ond toughness of o farget creoture besides
itself, When there ore no legal torgets, Halfdane is 3/3. */*.
R wees RKF GRW 16
On your first upkeep ofter Hozezon Tamor is put in play, put * Sand
Worior tokens in play, where * is the number of londs you confrol.
Treot each token as o 1/1 red, white, ond green areoture. Remave
oll Send Woriors if Hazezon Tomar leaves ploy. 2/4.

. Hunding Gjornersen SU U e R UUW3 16
Rompoge: 1. 5/4.
: Hymn of Rebirth SOR U ewes RKF GW3 1A

Toke o creature from ony groveyord and put it ditectly into ploy under
your control s if it were just summoned.

R eee ARy GRWI L6
Make oll your green creatwres +0/+2. 3/2.

_| Viserid Drone, Mystic s
mu!I(ieldmml:l||i|msl-ﬁmE“unI:Mls
Homarid we can love—and best of all, you
don‘lbuvetuunthoseslmidtiiemumets
onit. To use the Drone, though, you need o
sacrifice a swamp and a creature, which is
tough if you're not playing black or have no
other creatures. The Mystic Compass will
solve your swomp dilemma ond the Outpost
will solve your creature problem. Suddenly
fife is good.

et (oken into

RIF GW3 16
MPo UWW4 16
ARy GGR3 16

SL R eeee MIp GRW3 16, CH
If Johan is not topped, omy of your creatures besides Johan may

otheloedf 5L

: otfock without & . 5/4.

i Kﬂsiﬂ;hﬁwmw Ue RKF  Uw4 16
i xma@wi SL Ree SK GW2 IG@H
i T: Prevent up to 2 domoge to forget creature. 2/2.

¢ Kieldoron Frostbeast ~ SC U eeee KPy GW3

Any creature blocking or blocked by Kjeldoron Frostheast is destmyed

of end of combat. 2/4.

Lody Caleria SL R eeee BWo GEWW3 16
T: Do 3 domoge fo farget attocking or blocking creature. 3/6.

Lody Evangela SL R see NPy BUW 16
BW, T: Torget creature deals no domoge this tum during combat,

U e= RKF GR4 L6
: LudyOrm SL U e Sk BRS 16
S LT
Livonya Silone SL R eee RKF GORRZ 16
hm strike, legendory Lundmik 44
Lord Magnus e=e le GWW3 16
hm strike. (regtures wm pmnm'l or forestwalk may be blocked.
Muthauh Ekdragon SL U e  MPo GRR3 LG, CH
Rompoge: 1. 4/6.
Marsh Goblins S (e (QHo BR DK
Swompwalk. 1/1
Merieke Ri Berit SL R eee HHu BUW ']

Mericke does not untop during its controller's untop phase. T: Gain
control of torget creature. If Merieke Ri Berit leaves play, leaves your
control, or becomes untopped, that creature is buried. 1 /1

/% Rasfricted /Bonned ART Anifact EC Enchont Créotute EL Enchant Lond INT Intemupt SC Summon Creature
AL Arifoct Creature (R Current Rority EA - Enthont Artifoct EE Enchont Enchontment  EN Enchantmen! INS Instont (AN Lond SOR Soscery
A
) WL % 1 9 9 {%Q’\J’
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M AGTIC:

G OLD/  GREEN

THE GATHERING

Wings of Aesthir £

i Xira Arien R eee

players guide;:
S SRS S At
Nome fd @ Roing Aist Gst  Sesfond
P :
Monsoon EN R eeee |\th GRZ 1)
If on island is untapped of the end of ifs controller’s fum, Monsoon

deals 1 domage to that ployer ond the island becomes topped.

Mountain Titon SC R ees  MBe BR2 1)
RR1: For the rest of the tum, put o +1,/+1 counter on Mountain
Titon whenever you successfully cost a black spell. 2/2.

Nebuchodnezzar SL R weses R(F BU3 LG, CH
Pay X, T: Nome o cord. Opponent randomly reveols X cords in hand.
Opponent must discord any such cards that match the one you
nomed. (Ploy only during your tum.) 3/3.

Nicol Bolas SL R oee
Fhying. An oppanent damaged by Nicol Bolas must her discord entire
hand. Pay BUR during upkeep or bury Nicol Bolas. 7 /7

Pallodia-Mors SL R eee [Be GORRWW2 IG,CH :
Flmlq tromple. Pay WGR during upkeep or bury Poflodia-Mors. ?/? :
Pavel Maliki Ue ARy BR4 16 :
BR: Give Pavel Maliki 1-1/+O until end of tum, 5/3. :
Princess Lucrezia SL Ue Stv BUU3 6 :
T: Add U fo your munupool (plwusun intermupt). 5/4.
Ragnar ees  |iBe BOW 6 :
UGW, T: Regenerate rnrge! ue(mue 2/2. i
Ramirez DePietro SL U ees PR BBU3 6 :
First strike. 4/3. :
Romses Overdark SL R eee RKF BBULZ 16 :
T: Destroy o torget creature with on enchantment on it. 4/3. :
Dreamweaver ~ SL R eeee ARy UWA 16, H :

Put 7 counters on Raspufin when put in play. Remove o counter fo
prevent 1 domage to Rospufin or odd 1 to your mana ool (play os
on interrupt). Add o countes to Rosputin Dreommweaver during your
upkeep if he began your fum untapped. There may be no more
than 7 such counters on Rasputin. 4/1

Redomation EN R eee
No black creature can oftack unless its controller socrfices lond
when that creoture attocks.

Riven Turnbull SL U ee
T Aicfilg;o your mang pool (play os on interrupt). 5/7.

R ee B BBRR2 G i

Keep
All your Kobolds of Kha Keep gain +2/+2. Pay RRR during upkeep
or Rohgahh and olf Kobolds are topped ond enter opponent’s control.
5/5.

Rubinia Soukinger SL
T: Gain cantrol of turget creature. You lose control of forget creature
when Rubinia Soulsinger leaves play, leaves your control or becomes

. You may choose fo leave Rubinio Soulsinger tapped. ?/3

Goblins SC C e RS GR
Sislu/:hufﬂnyn SLoUee AR GWA 6 :
Swnngurzam SL U e NTh BUS 16,
SkelelunShlp R eees Myl BU3 1A

Bury mmed:melyrfmnrmila has no islands in play. T: Puto-1/1
counfer on o creoture, 0/3. Adists: AWe & TWa

King SL R essss PKf BURZ
Swampwalk. Controller gains 1 life each fime o black spel s cast.

Spedn{l Shield £

Tur et creature goins +0/+2 ond it connot be the farget of
er spells.
SL R sees MPy GRY

Pu1 Stangg Twin foken in play when casting Stangg. Stangg Twin
token is 0 3,/4 green ond red legend. Remove Stongg Twin foken
from gome f Stangg leaves ploy. 3/4.

Stormb indEI N
2: Discard o card ot ondom from your hond to do 2 damage to
any target. Artists: NTh & PMao

Storm Spirit SL R eese PV

Flying. T: Do 2 domoge fo rurgsl:]v creature. 3/3.

Sunastion Folconer SL ess  (Ry G 6

T: Add 2 to your menapeoi 4/4.
Tetsuo Umezawa

may niot be torgeted by on enchont creature spell. 3/3.

Tobias Andrion SL U ee  ARw UW3 16,CH 3
4/,
Tor Wauki SL U eee RAF BBRZ 16, CH £
T: Do 2 domoge to nnnlkmg o hlockmq creature. 3/3. 3
TurstanVun Ursus e MPo GGW3 G :
Tuknir Deuihlnck SL R eese Do GGRR G :

Flying. R, T: Give torget creature +2,/+2 unfil end of tum. 2/2.

s TR

E 5 <F

Argothian Pixies SC

: Autumn Willow SC

Wi GW? n i

RKF BUS 6 :

R eeese RAl UGWZ L6
Brown Ouphe

Comouflage

I6,CH
i Chy
U sese HOK UWI W

16,01

R eee Hiulii GRI '

Uw3 W

R eeece |By BUR 6 :
BUR, T: Destroy torget ruuped or blocking creature, Tetsuo Umezowo

Fhying. B: Gain +1,/+0 unfil end of tum. R: Goin +1/+0 untl end of
tum. 6: Gain +1/+0 until end of tum. Pay BGR during upkeep or
bury Vaevictis Asmodi. 7/7.

Give torget creature ﬂying first strike, and +1,/40.
MBe BRG

Flying. GRB, T: Make n:rger player drow o cord. 1/2.

Aisling Leprechaun SCIce:
All creatures blocking or blocked by Leprechoun become green. 1/1.
An-Hovva Constable
Constable’s foughness equals 1 plus the totol number of green
wreatures in play. 2/1+*
An-Havva Inn SOR U e  BSn GG

Gain 1+X life where X is the number of green creatures in play.

¢ Arboria BW Ul eee DGe GG2 16
£ BEUURR2 16,(H :

If 0 player doesn’t cast o spell or put o cord in play on his or her tum,
creatures may not attack that ployer until after his or her next fum.

( eee  AWe G
Cannot be blocked by ortifoct creatures. Damage that Argothion
Pixies toke from ortifoct creatures is reduced to 0. 2,/1.

Argathian Treefolk SC (e AWe GG3 M
du:jmge Afguimun Treefolk toke from an arfifact source s -
edfo .
Aspen of Wolf EC R eees JMe Gl ABURATH :
Intrease target creature’s power and toughness by half the number
of forests coster hos in pluy
Aurachs ( oee e 1A

Tromple. Aurochs gain +1 /+U for eoch athes Aurochs that attocks
this tum. 2/3.

Connat be the target of spells or effects. G: Target player may target
Autumn Willow with spells or effects il the end of fum. 4 /4.

{ Avaid Fote W Ce PG 6

Counter torget inferrupt of enchontment torgeting o permanent
you contral,

 Bolduvian Bears SCC ees
21,
Burhcry,lpes SC ( ees  BWo GI 6 :
: / 4
o Berserk NS U eeees Dt G AR

Double target creature’s power and give it ompling obility unfil end

of tum. If attocking, destray target creature at end of fum,
¢ Birds of Paradise SC R eesee JPo G ABURAIH
: Flying, T: Add one mana of any color to your mana pool, 0/1.
¢ Blizzard N R es Ao GG 1A

CU: 2. You connot cast Blizzard if you do not control any snow-
covered londs. Flying aeatures do nat unfop.

( weee G [ A
G1, T: Counter on unﬂ’u(tub:lrryrhul fequires an octivation cost, 1 /i
INS U eee iy G ABU

Place your otfackin j'(remwes foce down ond rearronge them.
Reveal them only ofter defense is chosen. Ignore illegal blocks.

: Corapoce s Ao G HL :

Torget ceature gefs eD/ +2. Su(rrm Caropate to regenerate the
creature it enchants. (Two versions)

Carnivorous Plant SC C ees (Ho 63 DKATH :
; Counts as o wall. 4/5. :
¢ Cat Warriors SC C ese  MBe GGI 16, CH

hFotesiwan. 2/2.

[ eee

Tood SC
Gains +2/+2 unfil end of tum when blocked or blocking. 1/1.

: Cockatrice

U esees fBs UW W
: (ocoon EC
6,0

¢ Concordont Crossroads W
0Ho G G :
U ee  DFf GGl HL :
Crumble

i Cyclone
A,

R sesss HOK 664 TN

UHo 61 o

¢ Elvish Hunter

Elvish Scout SC
DGe 62 A :

HNome find (R Roting Adist Cost  SessFound Nome fnd (R Rofing Aist Cost Sets Found
Desaription Description
¢ Ur-Drogo SL R eee (Ry BBUU3 6 } o Chonnel SOR U es RIh GG ABURATH
: First sfrike, Creatures with swompwolk moy be blocked. 4 /4. : Add 1 colorless mana 1o your pool for each ife point you socrifice
i Voevictis Asmadi SL R eee ARy BBRRGGZ LG, (H : Citanul Druid SC U e JMe G A0

Add 0 +1/+1 counter whenever opponent costs an ortifoct. 1/1
SC B eeeeo DF (63 ABURATH
Flying. Any nonwll wreature blocking ot blocked by Cockatrice is
destroyed. 2/4.
U ee Me 6 LG, CH

Put 3 counters on ond top torget creature you conrel. Creature does
not untop normolly while counters remain. Remove o counter during
upkeep. During the upkeep ofter the last counter is removed, creature
gefs +1/+1 ond flying and Cocoon is destroyed.
R eees AWe G LG, CH
Creatures may ottock of tap during the tum they are brought into play.
SC

¢ Craw Giant U eess (Ry GGGGI LG, CH

Tromple. Rompoge: 2. 6/4
Guw;}:rm C ee  DGe GG4 ABURATH
INS [ eeee iy G AQRATH

Bury torget ertifact. Artfact’s cantroller gains life paints equaling
torget artifoct’s costing cost.

EN R e Me GG6? AN,CH
Add 1 token per upkeep. Poy G for each token to do 1 damage per
token to oll players and creatures. Dastroy Cyclone if G is not paid for

: each foken,

: Doughterof Autumn ~ SC R ee  MOK GG2 HL
W: Redirect 1 domoge from white creature o Doughter of

: Autumn. 2/4.

¢ Deadfall EN U ee NIk G2 6

: Creatures with forestwalk may be blocked.

* Desert Twister O0R U eeee SVC GG4  ANRATH

Destroy ony permanent in play.

< Dire Wolves SC (e RSy G2 1A

f Gains banding if you contral any plains, 2/2.

: Drop of Honey N R ese AMg G M

Destroy lowest-powered creoture during your upkeep. Drop of Honey
is destroyed when there are no more creatures.

¢ Durkwood Boars oo ki G4 LG, A4TH
4/4.

: Eorthlore [l Ceee DIy G

: U Tuu torget land fa give torget blocking creature +1 /+2 until end

e D SC R eess RiF 63 lh
63, T: Top or untop ane creature, land, or ortifoct. 2/2.

Elven Fortress ( see  Muli G fe
Gi Give forget hlutker+0/+l until end of tum Artists: RAF, MPo,

H e, TWi.

: {Iven Rldets SC U eee  MBe (63 (G,4TH

: Connot be blocked except by walls and flying creatures. 3/3.

i EvesofDeepShodow  SC U eee My G 0K

: T: Add B to your mana pool and lose 1 life (play os on intermupt).

: 1/1.

¢ Elvish Archers SC R eses AMg G1  ABURAM

: First strike. Misprint: Alpha version listed aowerundtwghness 14

i L.

¢ Elvish Farmer SC R eee RKF G FE

Put 0 spore counter on Elvish Farmer during your upkeep. Remave 3
spore counters 1o pul o Suproling token, which is 0 1/1 green
wreature, into play. Socifice o Saproling to gain 2 life. 0/2.

SC C eeee Mui Gl FE
61, T: Torget creoture does not untap normally during controller’s
untop phose. Artists: AMa, MPo, SVC. 1,/1.
(oo i G FE
6T Untap o target attacking creature under your confrol. Creoture
rllen]het deals nor receives domage in cambat. Arists: MPo, CRu, PVe.

_| Fevered Strength
and Reprisal: Reprisal is 0
[ot like Swords to Plowshares,
only it won't kill off weenies. |
Does your opponent hove an
initating creafure you waont fo
send packing? Up the pest's
power by using Fevered
Strength, then use Reprisalto
bury it. One less creature for
you to worry about and you
get to draw o card. Best of

all, your foe doesn’t gef the
liie-bump that Swords to
Plowshares gives.



Home Kind (R Rofing Aist Cost Sets Found Name ind (R Rofng At Cost Sets Found Hame Kind (R Roting Atict Cost Sets Found
Descrpfion Desrption e
Emerald Drogonfly SC (e QHo 61 LG, (H : Giant Growth INS ( eeee SEv G ABURATHIA : Lhurgoyf SC R eees PVe G2 1A
Flying. GG: First strike until end of tum. 1/1, : Torget wreature gets +3/+3 until end of tum, * equals the totol number of creatures in oll groveyards. */*+1.
Erhnam Djinn SC U eeees [l (3 AN, CH : Giont Spider SC ( eess SEy (3  ABURAM : lLifeforce EN U eses DWi GG ABURA4H
Give forestwalk fo on opponent’s areature until next upkeep. 4/5. & Does nat fly, but can block flying creatures. 2/4. 5 GG: Counter o black spell os it is being cast (play os on infemupt).
Essence Filter R ( esse Rim IA & Giant Turtle SC Ce  IMe GG 6 : Lifeloce INN Re AWe G ABURAM
Destroy oll enchantments or destroy oll enchontments that ore H Giont Turile may not attock if it did so dudng your lost tum. 2/4. & Chonges the color of one card in play fo green.
ot white. ¢ Glyph of Reincornation  INS € ee  SVC G 16 : Living Artifact EA R eee Mo G ABURAH

Eurcka
Both players may put o permanent from their hand directly in play.
Players foke tums playing cards until neither wonts to play any mare
permanents. No other spells o effects may be used while Eweko is
in effect. If o spell has on X in it costing cost, X is 0.

Faerie Noble R eee
Flying. All fueries gain +0/+1. T Allfueries gain +1,/+0 fill the end

of tum. 2/2.

Fanaticol Fever NS U eee J3y GG2 A
Give o aeature +3/+0 ond trample until end of tum,

Fostbond R ese  MPo G ABUR

Put os many lands in play os you like. Does 1 domage fo you for
gach land beyond the first you play in one tum.

Feral Thollid SC U e
Put o spore countet an Feral Thald during your upkeep. Remove 3
counters to regenenate Feral Thallid. 6,/3.

Fire Sprites (e JBg Gl 6 :
Flying. G, T: Add R o your mono pacl (play os on interrupt). 1 74 [
Floral Spuzzem SC Usee R OG3 6

If Flora! Spuzzem attacks ond s not blocked, you may destroy o
torget orifact under epponeat's contral without dealing domage. 2,/2.
fog NS ( eee My G
(reotures do not damage one anather in combat.
Folk of An-Havvo SC Coee Jgg g HL
If ussigned os a blacker, Folk of ArHawo get +2,/+0 until end of

SOR R eeee g (G2 6 :

SC 62 W

R G663 it

ABURATH :

Bury oll surviving creatures blocked by torget wall this tum. For each

i Algreen.entures gain forestwalk.
¢ Hornet Cobra SC
; First strike. 2/1.

such areature, choose o reature from ottacker’s graveyord and retum

Ce SEv GGl 16

Put 1 counter on target arfifoct per fe you lose. During upkeep, you
may trade one ond only one counter for 1 life.

it o ploy under attacker’s control. Ploy after combat. * Living Lands EN Rwee My G3 ABURATH
¢ Gorilla Pack SC (e AWo G2 [ Treat ofl forests in play os 1/1 creatures that con be topped for G.
i Connot attack unless oppanent has forests in play. Bury GorllaPock  Living Plane EW R eeee BWg GG 16
immediately if you confrol no forests. 3/3. H Consider oll lands in ploy both londs ond 1,/ creatures that may not
: Grizzly Bears ( ( eee JMe Gl ABURAH : be tapped when first put in play.
2/2. ¢ LUanowor Elves SC ( eees MM G ABURATH
Hidden Path EN R eeee RAl GGGG2 DK :

T: Add G to your mana pool. Ployed os on interrupt. 1/1.

EC U eeeee Mg GO1 ABURATHA
All creatures thet con block torget creature must do so.
Lurker SC R eee Mg G2 0K

¢ Lure

i Hot Springs LR eee Kl Gl (1 Lurker connot be the torget of spells unless it attacked or blocked this
0: Top lond Hot Springs enchants to prevent 1 domage to 7 tum. 2/3.

i ony lorget, : Moddening Wind EC U eee DWi G2 1A

* Hungry Mist SC [ eeee HHy GG2 i : CU: 6. During torget creature’s controler’s upkeep, Moddening Wind
6,/2. During your upkeep, pay GG or bury Hungry Mist. (Two : does 2 domage fo that player.
versions| : Mommoth Harness IC R MBe 63 HL

i Hurricane SOR U eeee DVWi GX ABURATHIA : Torget creature loses flying. Creatures ossigned to block or who are

: Do X damage to ol players ond flying creatures. ] blocked by Mommoth Homess get first stnke until the end of tum.

: lee Storm SOR U eee DR G2 ABU : Marsh Viper SC ( eee RS G3 DK, 4TH
Destroy any one land. : Opponent tokes 2 poison counters when domaged by Viper.

¢ Ichneuman Druid SC U=  MBe GG 6 :

Do 4 domage to any player casting an instont, except for the first
one cost by that player that . 1/1.

Opponent loses whenever he or she has 10 or more poison counfers.
1/2

Master of the Hunt SC R eeeee Jlg (62 16

tun. 1/1. (Two versions) > 1ThBiff Efreet SC R ees My GG2 AN i 662 Puta Wolves of the Hunt token, a 1/1 green creature that
Folk of the Pines SC C eeee i G4 IA i Flying. G:Do 1 domoge to ol ployers ond fiying creatures; this obiity i moy band with other Wolves of the Hunt, in play. 2/2.

Gl: +1/+0 untl end of tum. 2/5. Asiss: Nih & (B i moy be used by ony player. 3/3. i Metomorphosis SR Ce (6 AN, CH
Forbidden Lore LR oeese (py (7 1A Insill Energy EC U wess DWi G ABURATH :  Soaifice creature for costing cost + 1 mana of any color, which con

0: Top lﬂnd.‘ﬁﬂiﬁﬂﬂgﬂd by Forbidden Lore to give taiget creature H Untap farget creature one extra time per tum; target may attock : only be used for summon spells.

+7/+1 unfilend of tum. © whenit comesinfo play. : Moss Monster SC ( ee My GG2 16
Force of Noture SC R wess DSh (A2 ABURATH  lronroot Trecfolk SC Coese My G4 ABURATH :  3/6

Trample. Poy GGG duting upkezp ot Force of Noture doss i 3{5. ¢ Nofs Asp SC Ce (b AN ATH

8 domoge to you. B/ B'S i Johtull Wurm SC U eee  DGe G5 IA i I Nafs Asp hits opponent, it does 1 point of domoge during
Forgotten Lore il 0R U esee a5 o Johtull Wurm gets -2/+1 for each areature ossigned to block it beyond opponent’s next upkeep unless 1 is paid. 1/1.

Hove on DEhW“E" choose a cord from your graveyord. You may pay the first. 6/6. ¢ Natural Selection INS Re MPoG ABU

6 to have the opponent choose anather cord that he or she hos not Look at the top 3 cords of ony library. You may then shuffie

alreaty chasen. Put the lost card chosen into yaur han, i that fibrary.
Faxfi{le g el e ( c" MOK 62 W — — '

ntop forget te. Creoture neither d i i

damoge during combat this tum_ Drmuc:f& u?rtimee%i:gr:::umme Ritual of the Machine _| Ritual of the

"fﬂ'lu'c?{urm = ) Machine and Insidious
Freyalise’s *se  HOK GG n i Bookworm: Ritual of the

(66 Draw 0 card when any apponent ; et

G6: Rerum_ﬁevulise's Chorm to your i";;tg sflly costs a blck spel. 3 Machine is one of the most
froyale Spplianl, - SC U e n i powerful Aliances cards of ol

1: Sacilice 0 0 0r white cieature to deol domoge equal o half the - It's a Block Control Magic which

creature’s pOwer, iounded down, 1o gy torget. 1/1. 't be dise You do

ptists: LD0 & : con’t nchanted. You
freyaliesWinds BN R wee gy g7 n i have to sacifice a creature,

put o vind m‘!:‘h'e' .m"j"”‘l' bermanent whenever it becomes fopped. ‘ though, which can be a bit

i mhn tounters do not untop, Instead, remove ol l sacrifice a creature 10 gain control ; annoying. Tum that

wind counters on those permangpys. 4 S e o B ey 19 Thrg player discasds.a cond noying. /

al Bloom BN R sess : creature, gt et disadvantoge oround with the
Fung Ge GG FE ¢ Rumors persist of dhavk deeds

66: Put 0 spore counter So(n forget Fungus, : el ik e Bookworms. When you sacrif

ur R e : * fed :

Fung s 0 +1 /+1 counterafe ony :vhenﬂfﬁﬁgu?fw WABURAT R e st i them, you get 1 use theircoo

dumu%‘-’d u:enol deslmggd_ 2. H Nl power. Let's see, | get your

n Brown : o
Fvﬂdggf . Unopo et 1/, =+ Rh G2 W yELhuTucllJ:m u::"[I m un:ukfs
Elder C o : .

o o, B 62 TR RITUALOF THE MACHINE INSIDIOUS BOOKWORM SRy Setes

orn Elves SC ;
P Gloya oo Pl R i ;

horn Pollen R ees ; ' : ’
Fyﬂdc& 1. Al creohes get-1,/0_ ). oy (rcuh?g geﬁ%l/-l ey A ¢ Joven's Ferrets SC ( wee AWe G HL ¢ Nature's Lore SOR U eee REm Gl )

of fumn.

IF Joven's Ferets ottock, they get +0/+2 until the end of tum. Atthe :

end of combat, top all creatures which blocked Joven's Ferrets, These &

Search your hibrory for ona forest and put it in play. This does
not count agoinst your normal lands-ployed limit. Reshuffle your

Gaea's Avenger SR wss py, 661 A i treatures do not untop os normal during their controller’s next unfa librory ofterwords.
<umber o oo ofpoent s n gy -1, P phose 1/ : P WillSivoin SC R e Ry GGG 0K
Goea's Uegzm’ lond info 0 basic | °*e%e Wi GGG3  ABURAM : Juniper Order Druid SC (e Mo G2 [ GGGG, T: Regenerate farget reature. 2/2.
11””15”90-5 Liege loaves !G'e“' All turget londs ratum tonomol " T: Untap o lond of your choice ot the speed of on interrupt. 1/1. ¢ Night Soil BN C eee Jbi GG fE
/hen gnnol!crhns:‘nmupwﬁ Power and toughmess equel # of ¢ Killer Bees SC U eeee PRy GG GATH : 1: Take two creatures in any graveyord and remove them from the
loreSF( R et d:fw 'en attocking, power ond toughness Flying. G: Give Bees +1/+1 until end of tum. 0/1. i gome to put o Soproling token, whichis 0 1,/1 green creature, in
equ0 "[“ i ending opponent hus in ply, * /. ¢ Kudw IL Re  MPo GGl  ABUR i play. Adists: Sv, HHu, Dlu
Gueﬂ5T°"ﬂ put one extra ong oo MPo GG K When torgat lond is topped, it is destroyed. Unless that wos thelost~ © Pale Bears SC R eee  AWp G2 1A
You m '}'bm forest. Snuiﬁclmg B‘Dy in each of your tums, if thot ~ : lond in play, the player wha just lost o lond to Kudzu must ploce iton Islondwolk. 2/2.
Jond Islu s & boea’s Touch to odd 66 to your mana ony other land in play. Kudzu is discorded when afl londs in play : PeopleoftheWoods  SC U eee Dfy GG DK
pan!‘flprz C . 3 ore discorded. : *=number of forests controlled by controller of Peopla of the Woods.
Ghazban OO s kg, G M G M Land Loeches SC Cee Qo GBI DKATH P 1/
U”“E ot with the mast g g”bﬂ" Ogra switches to the contral of First strike. 2/2. : Pixie Queen SC R es (QHo GG? 16
the ‘:jﬁzr o E/;‘ ¢ Leaping Lizard SC ( e AWe GGI HL : GGG, T: Give torget creature fiying until end of tum, 1/1.
Gian! Bﬂf s +2/42 untl end of °*e Do GGI PR 16: Flying and -0/-1 until the end of tum. i
Badge! @ of tum if asigned os o blocker, 2/2. ¢ Ley Druid SC U ees SE G2 ABURATH
T: Untap o land of yout choice {ploy os on intemupt). 1/1. 3
A, ﬁﬁ‘i‘”‘h" (0 Comikte Uskosp ~ EC Enchont ok~ L Enchont Lond EW. Enchat Wold INT ot SC_Summon Cecite
A Aifod urent Rority EA Enthont Atifoct BE Enchant Enchontment  EN Enchontient INS Instont (AN Lond SOR Safcery
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 Scorwood Hog SC

Nome Knd (R Rofing Afist (st SetsFound
esciog
Powerleech N U eee (R 66 A

Gain 1 ife each fime an opponent’s arfifoct becomes fopped, or each

fime the activation cost of o opponent’s ertifacts is poid. Powereech

is not triggered by confinuous arfifocts.
i SC (s QHo G2 L6,4TH
G1, T: Give torget creature -2/40 uafil end of tum. 1/1. :
Primal Order EN R eeee RN (62 H :

During player’s upkeep, Primal Order deols 1 domoge fo that ployer

for each non-basic land he or she controls. :

Pygmy Alloscurus SC R eee Mg G2 A :
Swompwolk. 2/2.

I"[imih:mww / S Lo EBe G2 I
Drow o cord of the beginning of the tum ofter Pyknite comes :
into ploy. 1/1.

Rabid Wombat SC U ee» [Fo (G2 6, H :

Gains +2,/+2 for each enchontment cast on it. Robid Wombat does
not tap when attocking. 0,/1.

: Singing Tree

Forestwolk. 62, T: Control forget orfifoct. Opponent may counter this
by poying 2. You lose control of target orfitoct whenever Scorwood
Bandits leave play, 2/2.

666G, T; Give torget weature forestwolk until end of tum, T: Remave
forestwalk from torget areature until end of fum. 1/1.

T: Reduce attacking creature’s power to 0 unfil end of tum. 0/3.

_| Diminishing Returns
and Gustha's Scepter:
Diminishing Retums is the
brand-spankin”netw
Timetwister. The bad part
about Twisting. ...er,
Diminishing. ...is that if you

hod any good cards in your
hand, they could be lost. Now
s pimelerim ey you can safely store o cord in
et R UM A the Scepter and ofter you use
T Y T o
T Diminishing Retums, you can
get the card back!
(Timetwister sounded so much
cooler, didn’t it?)
DIMINISHING REFURNS GUSTHA'S SCEPT
Rl St M LB Snwrig'ind t creature gels '/EIE # Ruui.s the mr&?)tl :ff’as.numnvet d "
0 i S o
o Rei@;ﬂm' Town et gg"g HEMI-MI mﬂ;?éé.gg/f 16,4TH : Enrgg the delengu contiols whegn the aeature ottacks. Otherwise, *

Each player may be hedled fo 20 lfe. Any player so choosing anfes

an odditionol cord from the top of his or her librory. Remove if not

ploying for ante.
Regeneration C

G: Torget creature regenerntes.

© Regr SOR U eeese Wi GI ABUR
Bring 0 cord from your graveyard into your hond.
Reincarnation NS U eee

If torget creature goes to the graveyard this fum, put o creature from
that graveyard directly into play under the control of the target
wregture’s owner.

Renewal SOR ( »
Socifice o land fo seorch your liborary ond put a basic land into play.
This does not count towards your one land per tum limit. Reshuffle
yout librory ofterwards, Drow o cord of the beginning of the next

tum’s upkeep. :
Revelafion W Ree oG IGCH
Play with oll cords in hond foce up.
Rime Dryad SC ( eee HHu G 1A
Snow-covered forestwalk. 1/2. i
Rituel of Subdual N R eee JHo 664 n:

CU: 2. All mano-producing lands produce colarless mana instead of
their normal mana.

Root Spider SC Ue MGG W

I ossigned os o blocker, Root Spider gains first strike and +1,/+0
until the end of tum. 2,/2.

Roats EC U oo
Tap torget creature without fiying. That creature does not untap
during its controller’s untop phase.

Rust INT (e

Counter torget orfifoct effect that requires an octivation cost.

Rysarian Budger SC R es HHy G2 oo

If Rysorian Bodger attocks ond is nat blocked, you may choose to
have it deal no domage this tum. Insteod, remove from the gome no
more thon Two creatures from opponent’s groveyord. Gain 1 lfe for
eoch aeature removed. 2/2.

16 ]

C eee  (Ho G1 ABURATHIA :

: Spitting Slug
Be 661 6

Spore Cloud
KFo G2 W

: Spore Flower

 Stunted Growd
e 3 W

" Subdue I
o G 6 :

¢ Sylvan Paradise INS

equals the number of snow-covered lands the creature’s controller
owns. Creature’s foughness cannot be reduced below 1 this way.
Spectrol Bears U eeee
If Spectrol Bears is declored as on attacker ond defending player
controls no block cords, Spectral Bears do not untop during
controller’s next untop phase. 3/3.
u U se  AMg GG DK
G1: Give Slg frst strke until end of tum. If this ability is not used,
every aeafure blocking or blocked by Spiting Slug goins first stike
unfil end of tum. 2,/4

Top ofl blocking creotures. No creotures in combat deal domage this
fum. No creatures now in combat untop os normal during their
controller’s next untap phase. Arists: My, SVC, AWe.

SC U ees  MOK GG fE
Put 0 spore counter on Spore Flower during upkeep. Remove thiee
counters from Spote Flower to prevent areatures from dealing
domoge in combat. 0/1,

* Stompede INS R eseee JMg GG1 1A
Al attocking creatures gat rample ond +1,/+0 unil end of fum. 3
Storm Seeker INS U eees MPo G3 16, CH :
!}nl 1 pdr)im of domage to opponent for every card he or she has H
in hand.
Stream of Life SOR ( eese MPo GX ABURATH :

Torget player gains X lfe,

Torget ployer must choose three cards from his or her hand ond put

them on top of his librory in any order.

[
Torget areature deals no damage. It gains X toughness, where X
equols its casting cost.

Sylvan Library R eeee Hic Gl
You may drow 2 extra cards during your draw phase, then either put
two of the cards back or socrifice 4 lives per cord not replaced.

Change the color of one or more target creatures to green unfil end
of um.

U see Ml Gl ok i
 Thelonite Druid SC

24
¢ Thom Thallid SC
Thoughtleech 1]

" Tinder Woll 54

¢ Titania's Song N

Touch of Vitoe NS U eee

PMo G1 HL: 4
i Untamed Wilds

Venom
¢ Venomous Breath
NS C eese I GGI e

¢ Verduran Enchantress  SC

¢ Vor Mommoth
SOR R eeee N (G3 19

Bn 6 6 Wh
1GATH

¢ Whirling Dervish
oo RAF G 16 :

Hame G (® g Afst Gt Sesford  Home Gid @ Roim At (ot Sewfowd

Description Desaiption

i Sandstorm INS C e BSh G MNATH © Torpen SC (e MOKG

i Do 1 domoge to ofl attocking cregtures. : You gain 1 lfe it Torpan goes 1o the groveyord from ploy. 1/1.
0 Elves SC Cee RS G DK : Thalld SC (oo Midi G

: 66, T Destroy target enchant land. 1/1, : Put a spare counter on Thollid during upkeep. Remove three counters

¢ Scoled Wurm SC € eee  DGe G7 i from Thallid to put o Saproling token, whichis 0 1/1 green aeahure,

: 1/6. : in play. Artists: EBe, DGe, JMy, RSp. 1/1.

: Scarwood Bandits SC R eses NPy GG2 DK Thellid Devourer SC U ee RSp GBI fE

Put a spore counter on Thallid Devourer during upkeep. Remove three
counters to put o Soproling token, which is 0 1/1 green creature,
into play. Secrifice a Saproling to moke Thallid Devourer +1/+2 uatl
end of tum. 2/2.

MOK G2 fE

U oee
61, T: Saaifice o green creature to tum your forests info 2/3

: Scovenger Folk Ceee 0D G DK,CH i ceatures unfil end of tum, 1/1.
; (1: Soarifice Scavenger Folk to destroy orget arfifact. 1/1. : Thelonite Monk R eee B GG2 fE
: Saryb Sprites SC Ceese AWo G ABURATH i T:Socrifice o green creature fo honsform o torget land into o basic
Flying. 1/1. : forest. 1/2.
Shombling Strider SC C eee  DSh GG4 A Thelon's Chant EN U eee  MBe GGI fE
: 6R: +1/-1 until end of fum. 5/5. Do 3 damage to any player who puts o swamp info play without
¢ Shanodin Drynds SC C weee Mo G ABURATH i putfingo-1/-1 counter on o creature he contrals.
Forestwalk. 1/1. : Thelon’s Curse EN R eee PVe GG FE
: Shelkin Brownie SC Ce DShG IE : Blue creatures do not untop os normal, During upkeep, o blue
T: Remove the banding bility from torget ceature until end of tum. aeatwre’s conholler moy pay U, in oddition fo other untap costs, fo
/1. i untop one and only one treature.
¢ Shrink NS C e D06 HL : Thermokorst SOR U eee KM GGI 1A
Torget creature gets -5/-0 until the end of tum. (Two versions) - Destroy target land. You guin 1 lfe if that land is snow-covered.
SC R esee RN G3 AN Thicke! Bosilisk SC U eeee DFr GG3 ABURAM

Any novwall wreature blocking or blocked by Basilisk is destroyed.

( eee  Mufi GG FE
During your upkesp, put o spore counter on Thom Thallid. Remave 3
counters to have it deal 1 domoge to any target. Artists: DG, Hiy,
My, MTe. 2/2.

Il eees JTe GG 1A
: Gain 1 life whenever targat opponent taps an islond.
. Timber Walves SC R oeee MBe G ABURAH
: Bands, 1/1.

( oo Rfm G

1A
Saurifice Tinder Woll to odd RR to your mana pool. R: Socrfice Tindar
Woll to do 2 domage to torget creature it blocks. 0/3.
U ees Ko 63 AQRATH
Every non-reature artifact in play loses its usual abilities and
becomes on ortifact creature with power and toughness equal to its
costing cost, Should Titania’s Song leave play, ortifacts revert o
niomal just before the next tum’s unfop phase.
Wi 62 A
Target creature may untop an addifionol time this turn. That creature
moy ottack of use abilities requiring the tap symbol this tum. Draw o
card af the beginning of the next fum.
Tracker SC R eeee JHe GGI DK
GG, T- Tracker doss domage equal to ifs powet fo forger creature.
Torget areature does domoge equal fo ifs power fo Tracker. 2/2.

{ Traillazer INS R eee B0 GG2 A

© Tamet creature moy not be blocked this fum.

H TrunquiFity S0R ( eeee DSh G2 ABURATH

: Destray all enchantments in play.

: Tsunami SOR U e ETh G3 ABURAMH

: Destioy all islonds in play.

: Typhoon ' SOR R h“I ndhmushﬁz : 16
Dold ti nt for eoch islond he or she controls.
edWilds ”DWHESOR U == NI G2 L6,4TH

Search your librory for one I?usirdlurkyd mﬂpm it inl_gluv. T;Tis dmr} ot
t N ed. Reshuffle your librory ofterward.
count os your normol undpmf[ e .

All non-wall creatures blocking or blocked by torget creature ore
destroyed ofter combat.

et NS U eee Wi G3 A
Al creatures blacking or being blocked by target creature ore

bat.
destoyed ofter com v il K
Draw a card each time you cast an enchantment. 0/2.

" WollofBrambles  SC U eee Ao 62 ABURATH

: : . 2/3.

: wﬂug.illtfgenamtes " G U ese RIh G2 ABURATH

i/

: Wl nifr‘imsﬂp,milas3 SC U eee BSn G3 1}
Wnllii'%ggi?iemi& i SC (e Me G ABURATH

Wum?e/rlsl;st EC U oees (B G2 ABURAM

1o controller of farget creature during upkeep.
Do 1 domage to con o;{r [rg““ (T by T

wehnumme' . R eese RA G ABURAH
Torget areature gains +0/+2 ond may block flying creatures.
ippoorwil SC U eses DSh G DK
GG, T: Target creature may ot regenerate of be the torget of
domuge-preventing or domage- 'ledmg} ;'pells ﬂc:’ effects. :f/lgllgel
th d, remove it from the game. 1/1.
creature goes to egm;gym [oees SC 68 G
Pratection from black. Goins +1/+1 after each fum in which it
domages opponent. 1/1.
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"YAVIMAYA ANCIENTS

SCARS'OF THE VETERAN

Vins sy prewom 3 wheto card b yost tased bom
o pamme bantend of fuyimg Scun of @ Videraa )
e

Provest e i 7 damape 42 targst covanurs ev o
o coch | Bt i Pk T
by St of O Viseam, pud 3 #0/+ L omomacrem |
|t coearars wt end of vern.

MARTYRDOM

__| Yavimaya Ancients, Scars of
the Veteran and Martyrdom: The
Ancients are o great blacker, but get weak
on defense pretty fast. To gat more pumping
power, wait fill your opponent attacks you
with either direct domoge or o bunch of
treatures. Use Marfyrdom to redirect the
damoge you would take to the Ancients. Use
Scars of the Veteron to make the Ancients o
permanent 2,/14 creature. Now you can
pump ‘em fo a monstrous 8/2!

Whiteout INS U eeee Nih Gl 1A
All flying creatures lose flying until end of tum. If Whiteout is in your
graveyord, you may sacifice o snow-overed lond to retum it to
your hand.

Wiitigo SC R eee
Put six +1 /+1 counters on Wiitiga when it comes info play. During
your upkeep, put 0 +1/+1 counter on Wiitigo if it has been blacked
or has blacked since your lost upkeep. Otherwise, remove 0 +1/+1
counter from Witigo. 0/0.

Wild Growth L

( oo

Whengver torget land is topped for mana, Wild Growth provides on

extra b. :

Willow Foerie SC (e SVCGI H
Flying. 1/2.

Willow Priestess SC R eeee SVC (G2 L 2

T: Toke Foerie from your hand and put it directly into play os if it

were just summoned, 62: Target green creature goins protection from

block unfil the end of tum, 2/2.
Viillow Satyr SC R
T: Gain control of torget legend. Lose cantrol of this legend if Willow

Satyr untops, leaves ploy, or leaves your contiol. You may leave
Willow Satyr topped. 1/1

Winter Blast SOR Ul eeee KFo GX GATH
Tap X torget creatures. Do 2 domage to each torget creature
with flying. :

Wolverine Pad SC (e JMe GGZ 16 :
Rompoge: 2. 2/4.

Wood Elemental SC R BSn 63 6

*=the number of untopped forests you sacificed when casting Wood
Elemental. * /*.
Woolly Mammoths SC
Gains trample if you control any snow-cavered londs. 3/2.
Woally Spider
Does not fly, but can block flying creatures. Woully Spider gets
+0/+2 until end of tum if it blocks a fiying creature. 2/3.
Wormwood Treefolk SC R eee
BB: Give Wormwood Treefolk forestwalk until end of tum and
toke 2 domage GG: Give Wormwood Tresfolk swompwalk until
end of fum and toke 2 domage. 4/4.
Wyluli Wolf S
T: Give o creature +1/+1 unfil end of tum. 1/1.

Yavimaya Gnats U esee Di G2 1A
Flying. G: Regenerote. 0/1.

| RED

Adive Volcano NS Ce B R 16, H @

Destroy blue permanent of refum island to owner’s hond. Destroy
enchantments on forget lond.

i Berserker U e HBe RRRZ 16
Rompoge: 3. 2/4. :
Aggression EC U esee REm R2 I i

Target non-wall creatures gains first strike and trample. Destroy that
ureature ot the end of any fum in which it did not attack.

Naddin SC R esee jig RR2
RR1: Steal an artifact. i/l

Ali Baba Uee JBo R ANATH =
R: Top o wall. 1/1.

Mliban's Tower NS C oo e HL

Torget defending creature gains +3/+1 fill end of rmn (Two
versions)

Ambush Party SC
: First strike. Moy attack the tum it comes into play on your side. 3/1. :

© An-Zerrin Ruins N
MBe GGG3 I

MRo G ABURAMA :

i Anaba Spirit Crafter  SC
IMe GG2 G :

: Bockdraft

¢ Bolduvian Barbarians  SC
Bnldl?wsn Hydra
C oo Dfr GGI 1A
( eeee DGe GG T

My 663 '

( sese SVC ] W

© Bemstsof Bogordan  SC

MG

Bone Shaman SC

([ oo

PoR 4 HL

(Two versions)

R ees
Choose a creature type. That creature type does not untop during
untop phase.

¢ Anaba Anceslor SC R e Ao R HL

3 T: Target Minotaur gets +1,/+1 till end of tum. :

: Anaba Bmgygunrd SC Cee Ao R3 H
First strike. 2/3. (Two versions) :

: Anaba Shaman SC ( ese Mg R3 HL

i R, T: Ancba Shaman deals 1 damoge to target creature of

player. 2/2. (Two versions)
R eee  AMa RRZ HL
All minotours are +2/+0 I/S

¢ Anorchy U seses PFy RR2 A
Destroy oll white permnnents
¢ Arfifoct Blast INT Ce MPo R A

Counter any ortifoct as it is being cost.
fog SC( eee

0 +2/+17; soaiffice nne of youl ortifacts in pfuy 1/2‘

¢ Avelonche U see  B50 R A
81 Rl 6

Destroy X snumuvered lunds

S U eee
Do half the domage (round down) done by one sorcery to the
sorcery's coster,

[ oo

SC R eee

R2, T: Give torget creature o snow-covered londwalk ability of your
choice unil end of tum. Retum that creature fo its owner's hond ot
end of tum. 1/2.

Battle Frenzy NS C eoe
All your green aeatures gain +1/+1 unfil end of tum. Al your other
aeatutes gain +1/+0 until end of fum.

l eee DGe R4

;iutgetﬁon from red. Gains +1/+1 if opponent controls white cords.

: Bird Moiden SC Cee Ko B2 AN ATH
H Flying, 1,/2. i
Blozing E?h?y (ee SVC R 6 :
When ploced in the gmveyﬂrd from play, Blazing Effigy does 3 i
dumuge to target creature plus odditive effects. 0/3.
¢ Blood Lus NS C eeee Ao RI 16 4TH
Make target creotures +4,/4 until end of tum, This makes ruughness :
no lower thon 1. :
: Blood Moon EN R eese TWi R2 DKCH

Turr; oll norrbasic lands into basic mountains while Blood Moon is
in ploy.

([ oo
B: Creatures domaged by Bone Shoman this fum cannot regenerote.

Bfund/ni 11 Omen {4

Bralhers of Fire SC

2 Burrowing EC ( eee MPo R

(ave People

¢ Caverns of Despair N

Chain Lightning

Iy RI AR

WPo RRI Wi
MBe RRX TV

16, CH

i Dishormony

¢ Disinfegrate

Ao RR? i
: Dwarven Sang INS

(e M RRI DK.4TH
1: Do 1 domoge to ony :arg—tus well ns] dc'nugetn you. 2/2

H Bruze The H G ee Rl L6,4TH
DDe RR2 H :

Imgel creature goins +1 /+0. RRR: Rege'\em‘es

AB,UR4TH

Torget ceature goins mountainwolk.
SC U ees DTy RRI DK.4TH

Cave People get +1,/-2 unfil end of tum when they ore declored on

ottacker. RR1, T: Give torget creature mountoinwalk until end of tum,

1/4.

R es  HMc RRZ 16

No player may ottock with more than 2 creatures, nor block with

more than 2 creatures, per tum.

SR Cee SEv R 16

Do 3 domoge to o forget. Whenever Chain Lightning does domoge,

the torget of forget controller may pay RR for Chain Lightning to do 3
- domage fo a torget of hés of her choasing.
¢ Chandler SL ( ess [Sh R4 HL
i HER T: Destroy forget urr‘m uau‘ure 3/3.
e DWi R ABURATH
; Chmgeirhemlmulutmdbeengphyedomp!wmled
¢ Choos Lord R eee BSn RRR4 A

First strike. Choos Lord um ottock the first time it comes into play on
a side, but not the first tima it comes into play. Count the number of
permanents during your upkeep. If it is even, torget opponent gains
control of Choos Lord. 7/7.
Chaos Moon EN R e Dfu R3
Count the number of permanents during eoch upkeep. If it is odd, nﬂ
red creatures ?um +1/+1 ond oll mountoins produce an odditional R

Put X +1,/+0 counters on Balduvian Hydra when it comes into ploy. when topped for mona, If itis even, ofl red creatures get -1/-1 and
0: Remove 0 +1,/+0 counter to prevent | domoge to Bolduvion : ofl mountoins produce colorless mana.
Hydra. RRR: Put 0 +1,/+0 counter on Balduvian Hydro during your ~ © Crevasse N Uee R R2 16
upkeep, 0/1. Creatures with mountoinwolk may be blocked.
: Ball Lightning SC R esee (QHo RRR DKATH : Conquer EL U eeees RGo RR3 ')
i Tromple. Ball Lightning may ottack in the tum in which it is i Toke control of arger Il”d
summoned. Bury Boll Lightning ot the end of the fum in which it wos  ;  Crimson Kobolds (e M0 16
: summoned. 6,/1. (rimson Kobolds ore lEd creotuees. 0/1
¢ Barbarion Guides SC C eee’ RIh R2 A : Crimson Monticore SC R e DGe RR? 16,4TH

Flying, R, T: Do 1 domage to torget attacking or blocking creature.

P an

© Crookshonk Kobolds ~ SC  C e (R O %
BSn R2 A :
¢ Curse of Marit Loge ]

Crookshank Kobolds ore red creatures. 0/1

R eeee AWe RR3 1A
Top ol islands when Curse of Morit Loge comes into play. kslonds do
not untop during their (?hoﬂor s untop phose.

¢ Deser! Nomads (= (Ry R2 AN
: Desertwolk. Immune to domoge from Deserts. 2/2.
: Detonate SOR U e RAF RX AQATH

Torget on arffoct; X is the costing cost of the forget orffoct
Detonote destroys farget odtifoct, doing X poiats of domoge to
ortifoct’s controller. Artifoct creatures destroyed by Detonate may
not be regenerated.

INS R eee BWy R2 L6
Torget attacking creature is untopped ond placed under your control
until end of tum. Itis no longet considered an ottacker. Play before
blocking is chosen.

SOR ( eeeee AMg RX  ABURATH
Do X domoge to o torge?, If torget dies this tum, it is removed

from gome, Creatures offected cannot be regenerated.

Uee DR R L6
(honge the color of any number of target creatures to red until end

Ali from Caira SC R eese [Py RR2 N R eee RA R3 I of tum.
You cannot be reduced below 1 life due to domage while Ali is in : CU: R. Torget creature’s contraller may not cast summon spells : Dragon Whelp SC U eese AWa ER? ABURAM
play. 0/1. ¢ Brossclow Ors SEs M R2 FE i Flying. R: +1/+0; if more thon RRR is spent this way in one tum,
Ambush INS C eee ARg 3R o : Cannot be assigned fo block areatures of power greater than 1. Drogon Whelp dies ot end of tum. 2/3.
Al blocking creatures get first stike © Atists: RAI (two versions), DFr, HHu. 3/2. :
o/* Restricted/Banned ART Avitoct (U Comulative Upkoep EC Enchan! Greafure EL Enchont Lond EW Enchont Work! INT Interropt SC Summon (reoture
AC Atifoct Creature R Current Rority A Enthant Artifoct EE Enchont Enchantment EN Enchontrent INS Instant LAN Lond SOR Sorcery

BB T |
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Nome Kod R FRofng Afst (st SesFond ©
Descriphion
Dwarven Armorer SC FE

R, T: Discord ucurdfrmnyourhmdru puicr+0/41 oro+1/+0
counter on torget aregture. 0/2.

Dwarven Armory N
2: Sacrifice o lond to put a +2/+2 counter on o reature. You moy
only use this obility during your upkeep.
Dwarven Catopult INS U ee= Me RX fE 3

Does X domoge, divided evenly among all of your opponent’s
«reatures (round down) .

Dworven DemolifionTeam  SC U oo KB R2 ABD :
T: Destroy a wall. 1/1. 3
Dwarven Lieutenant S U= IMe RR fE :
R1: Give torget Dwarf +1/+0 unfil end of tum. 1/2
Dwarven Pony SC Re MOK H :

R, T: Torget Dwarf gets mountoinwolk unfil the end of tum. 1,/1.
Dwarven Sea Clan SC

ottacking or blocking creatures. Only usa this obility if cecture’s

controller controls any islands.
Dwarven Soldier SC

If Dwarven Soldier blocks or gets blodred by Orcs, it gains +0/+2

until end of tum. Arists: RAL, RAF, OSH. 2/1.

Dwarven Trader SC Ce MOK R HL
1/1. (Twa versions) -
Dwarven Warriors SC [ eeese Sh P2 ABURAIH :

T: A crenture of power no greater than 2 becomes unblockoble until
end of tum. 1/1.

Frehmu!hmg EC C e Dff R
: R:+1/40.

Fire Droke U e

R eee R RR2 I Fire Hemental S
: 5/4

© Frestorm Phoenix  SC

: Fissure INS

U e AWe R2 HL
T: A the end of combat, Dwarven Sea Clan Deols 2 domoge fo torget

C oo ORI fe

Top oll areatures blocking forget cﬂu(kmg areature. Torget ond its

SOR ( eeeee f{lz RX
Do X domoge, divided evenly omong ony number of fargets
(round down). Poy 1 for each torget beyond the first.

(Ru RRI DX, (H
Flying. R: ¢|/+Uunhlend of tum. Only 1 R con be used in this
monner. 1/2.

U ees  MBe RR3
R ees
Flying. Retun Firestorm Phoenix to owner's hond i it goes o the
groveyord from ploy. If so, it may not be cost that tum. 3/2.

( eeee [Sh RR3
Bury torget lond o creature. :
¢ Flome Spirit SC Ue JHo R4 W
n +I/+I]unn|endofhm /3. :
(e Dy R2 [

Hcre does 1 domoge ta [:IT,‘ target. Drow o cord of the beginning of
the next fum

Flashfires SOR U eese DWi R3 ABURA4TH

INT R eesee e RR
Duplicata a sorcery or instant just cost. Forks color remoins red and

Destioy all ploins in play.
Fork

Fork's caster may choose its torget. -

: Frost Giant SC U ees  [Ge RRR3 6 :
: Rompage: 2. 4/4 :
Game of Chaos SOR R eee Dy RRR n:

Choos target player and Fip o coin. If you win, you goin 1 kfe and
that opponent fakes 1 domage. Otherwise, you lose 1 ife and that

opponent goins 1 kfe. The winner decides whether to confinue. The
stokes double each round.

__| Gargantuan Gorilla
and Lodestone Bauble:

Kong's Daddy here is big ond
bad, but you've got to feed
him forests or he gets a bit
surly on your buttocks. The

put four basic londs on top of
torget player’s library. How
obout the forests you've been
sacking? That'll keep the big
morkey hoppy and your
opponent going. . .
chem...ope.

' GARGANTUAN GORILLA ~ LODESTONE BAUBLE

Dwarven Weaponsmith  SC U e MPo R] AR

T: During upkeep, odd a +1/+1 counter to any creoture. Soarifice on

orfifact each time you uﬁé this ability. 1/1.
E

Earthbind [ eee [(Ho R ABUR :
Do 2 domage to and removes flying ability from target creature
Does not offect norlying creatures.

Earth Elemental SC U eee DFr RR3 ABURATH :
4/5.

Earthquake SOR R eee DFt RX ABURAIH

Do X domage to all players and nonlying creatures in play.

Eron the Relentless SL

RRR: regenerates. Can attack the fum it comes into play on your side.
S

Errantry EC  C ooe
Torget ceature gets +3/+0. No ofher reatures can attodk this tum if
torget creature ottocks.

Evaporate SOR U e  ARg R2 HL :
Deal 1 domage to eoch blue and white wreature.

Eternal Flome S0R R e

Domage your opponent by the number of mountoins you control.
Lose half that omount of life, rounding up.

Eternal Warrior EC  ( eeee Ao R GATH :
Torget creature does not fop to ottock
© Falling Star SOR R e  [DSh R2 6 :

From a height of ot least o foot, fiip Falfing Stor onto playing area.
Any creature Falling Star touches tokes 3 domoge ond tops if it
survives. Falling Stor has no effect if it doesn’t tum ot

least 360 degress.

: Giont Strength EC

: Goblin Arfisans SC Ues JBo
U sves” (o FR3 L :

Wi Rl A :

: Goblin Dlégmg Teom  SC
© Goblin Flatilla

© Goblin Hero
2/1.

( ooes JHo RR IGATH :
Make forget creature +2,/+2.
- Glacial Crevasses EN R e MRo R2 I :

0: Sadifice o snow-overed mountoin to have no creatures deal
domoge in combot this tum.

Glyphof Destrucion NS € e SVC R (6
Make torget woll you control +10,/+0 when blocking. Targat wall
takes no domage in combat but is destroyed of end of tum,

R

If desired, top Gablin Artisans as you cast on artifuct, and flip o coin,
If opponent wins flip, your arfifoct is countered. Otherwise, drow
onother cord from your librory. You moy use this bility only once for
eoch fime you cost an orfifoct. 1/1.

Gohlm Bn!lnon Briggde SC U eee ARy R ABURATH
: Gains fiying unfil end of fum. 1/1. :
; anhn Caves L ses [Ty RRI 0K :

If target land is o basic mountain, all Goblins gain +0/+2.
( eee  Jhiti R

We BRI o © Goblin Chirurgeon

Saaifice o Goblin fo regenerate o creature. Artists: PFo, DFr, DGe.
0/2

(e RSpR DK
T: Socrifice Digging Teom to stnny torget wall /1.
SC

Islandwolk. At th stort of the unmk poy R or creatures blocking or
blacked by Gablin Flatilla et first strike until end of tum. 2,/2.

© Goblin Grenads SOR C ese Muki R fE :

Sacrifice 0 Goblin to deal 5 domoge o o target. Adists: DFr, CRu, RSp
SC (e Mo R2 0K

BSn R 6 :
ABURATH :
Goblin Mutant SC
ABURATH
¢ Goblin Rock Sled SC e

ABURAM 371,
¢ Goblin Soppers S
e RR4 6 :

DATH :
. Goblin Shrine

: Goblins of the Flarg SC
ABUR :

: Goblin Snowman S

: Goblin War Ururns N

That's one big monkey. Donkey

Lodestone Bauble ollows you fo

© Hear Woll

10,0

Karplusan Giont

see TWI B2 i
* Karpluson Yeti

Nome Kind (R Roting Ast Cost  Sets Fond Nome Knd (R Rafing  Afist Cost  Seis Found
Desapnon Desaition
* False Orders NS ( eese MM R ABU : Goblin King SC_ R ees Iy RR1_ ABURAT
: Choose if ond haw one defending creature blocks. The block, if oy, Whilz Goblin King is in play, oll Goblins atquire mountainwalk ond
must be legol. Play ofter defense is (hosanbmbeforedmwge : +1/41.2/2.
is dealt, ¢ Goblin Kites N U e AMaRI FE

R: Give o torget wreature you control of toughness no greater thon 2
flying until end of turn. Other effects may later increase torgat's
toughness. At end of tum, flip @ coin. Bury forget creature if apponent

wins flip,

U e DG RR2 1A
Tromple, Goblin Mutant cannat attack if oppanent controls an
untopped aeature with power greater than 2. Goblin Mutont connot
block o creature of power greater than 2, 5/3.
DDe RI DKATH
Tromple. Rack Sled may not attack unless apponent controls o least
one mountuin, Rock Sled does not untap if it attocked your last fum.

( eee Mg RI 1A
RR, T: Torget creature you control cannot be blocked this tum. That
ueoture ond Goblin Soppers ore destroyed after combat. RRRR, T:
Torget crecture you confrol cannot be blocked this tum. That reature
is destroyed after combat. 1/1.

EL - C ee= RSp RRI DK, CH

If target land is a bosic mountain, all Goblins gain +1/0. Does 1
domoge to all Goblins if it leaves play.

Goblin Ski Patrol SC (e MPo R A
R1: Gains flying and +2,/+0. You may only use this obility once ond
only if you control snow-covered mountoins. Bury Gablin Ski Patrol ot
end of tum in which this obility is used. 1/1.

( eee TWi R DK, CH

Mountainwalk. Bury Goblins of the Flarg if its cantroller controls any

Dwarves. 1/1.

U eee DGe R3 1A

Gablin Snowman neither receives nor deals domage in combat when

blocking, T Goblin Snawman deols 1 domage to the creature it

blodks. 1

( eeoos fii R2 FE
Eoch attacking creature you control may not be blocked with fewer
thon twa creatures. Aists: DFr, HHu, RKF, IMe.

- Goblin Warrens EN R eeee Dff R?

: R2: Sucrifice two Goblins to put 3 Gablin tokens, which ore 1/1 IEd
: creatures, in ploy.

¢ Goblin Wizard SC U eee DGe RRZ DK

T: Put a Goblin from your hond directly into play. Treat torgat Goblin
as if it were just summaned. R: Give farget Goblin pratection from
white unfil end of tum. 1/1.

: Granite Gargoyle SC R esee (Ry R2 ABUR
: Flying. R: +0,/+1. ?/2
¢ Gravity Sphere R eeeee §Sn R2 16
: All regtures lose flying uhuhw
Gray Ogre DFr R2  ABLURATH
/2.
¢ Grizzled Wolverine SC Coes (B RRI A

R: +2/+0 until end of tum. You may anly use this obility when o
creature blocks Grizzled Wolverine ond only once each tum. 2/2.

SC R e MOKR3 HL
First strike. T: Target dworf goins first strike and +2/+0 unfil the end
of tum. If that Wolf leaves play this tum, bury Heort Wolf, Use this
ability anly when ottock or defense s announced. 2/2.

¢ Hill Giant SC ( ee DFt R3 ABURATH

: 3/3.

¢ Hurloon Minotaur §C ( ee  AMa BRI ABURATH

: 2/3.

i HurrJﬁdmi SC R eee Dlu R AN ATH

: T: Prevent creature from regenarating this tum. 1/1.

¢ Hyperion Blocksmith ~ SC U eee  DFr RRI 16
T: Tap o untap torget artifact opponent controls. ’2/2

¢ Immolation f( ( eoee SKi LG, 4TH
Make torget ceoture +2/-2.

: Imposing Visage ( eee PR R 1A
Torget creature connot be blacked by less than 2 creatures.

¢ Inferno INS R eee RAF RRS DKATH

Do & domoge to ofl pl:}‘{efs ond all creatures.

¢ Irondaw Curse R ees DD R

HL
Torget creature gets 0/ l That creature cannot be nsstgned to block
any creature with o power greater or equol 1o the creature’s
toughness lronclow Curse eﬂchu[ms

* Irondlow Ores SC e Ao RI ABUM4TH
: May only block creatures of power equaling 1 of less. 2/2.
¢ Incinerate NS C eeee MPo RI A
i Do 3 domage o any target. Creotures domoged by Incinerate moy
nof regenerote.
¢ Jokulhaups SOR dﬁl .d.m RTh RR4 In
: lands
o Burv o artifucts, (;emugils o L T i
RRR T: Destroy target nnnﬂeulﬁire artifoct. D3/3 "
(

0: Top o snow-covered land you control to give Korplusan Giont
f 3 3
+1/+1 unfil end of rum / 0 i i

T: Karplusan Yeti does dumuge equul ta its power o target creature.
Target creahure does damoge equal fo its power fo Karplusan Yef,



Nome

Name Kind (R Rofing Arist Cost Sets found Knd (R Rofing Adist Cost Sets Found Home kind (R Roing Amist (ost Sers Found
Desaiption Desaiption Description
Keldon Warlord SC U eee KBr RR2 ABURATH : Molathni Drogon R wee  i\We RR2 PR Primordiol Ooze SC Ue SEv R LG, CH

Power ond toughness equal number of nonwall creatures in play on

your side, including Warlord. */*.
Kird Ape SC ( weees kg R

Kird Ape gains +1,/+2 while controller hos forests in play. 1/1.
Kobold Drill Sergeant ~ SC

Give ol your Kebolds +0/+1 ond tromple. 1/2.
Kobold Overer SC

First strike. Give oll your Kobolds first strike. 1/2.
Kobolds of Kher Keep ~ SC

0/1.
Kobold Taskmaoster SC U e
Give all your Kobolds +1,/+0.1 /2.
Land's Edge EN R ee  BSn RRI
Any player may discard o cord from hand ot any time and do 2
dulmndge o a player of his or her choice if the cord discarded is
olond.
Lava Burst
Do % damoge fo any turget. If the target is o creature, effects that
prevent o redirect domage connot b used to protect that creature.

Lightning Boh ( eesss (Ry R ABURAH :
Do 3 damage to one target. -
Magnetic Mountain EN R eee SV RRI AN,RATH

To untop o blue areature, controller must spend 4 during upkeep in
oddifion to other requirements. Big bluededk killer!
N

Monabarbs R e

Do 1 domage to controller whenever he or she draws mana from

any land. :
Mana Closh SOR R e Mle R DKA4TH :

Choase o target ployer. You ond he or she should flip o coin. Any
ployer whose coin comes up fails loses a life. Repeat until both
ployers’ coins come up heads simultaneously.

Mana Flore EN R eses (Ry R2
Each land produces an extra mana of its normal type whenever it is
tapped for mana.

Marton Stromgald SL

If #rton Stromgald attacks, oll other ottacking creatures goin

+*/+* until end of tum, where * equals the number of ather :
attocking creatures. If Marton blocks, oll other blocking creatures gain :
+*/+" until end of tum. 1/1. :

WHIP VINE

AN,R?
Ue I R I
Reo Jho R 16
Ce 1B 0 1
R R 16
16,

SOR ( eees TWg RX lh%

Qu B3 ABURATH :

ABURATH

R seses iPs RR2 ¥

SC
Flying, bonds, R: +1/+0 until end of tum, Bury Nalothni Drogon if
more then RRR is spent in this manner in one tum. 1,/1. :
My R2 DK :

Ore Generol Ue
T: Sgerifice on Orc or Goblin to give oll Ores +1/+1 until end of tum, :
2/2. :
Orcish Astillery SC U ees  AMo RR1  ABURAM :

T: Does 2 domage to ony torget ond 3 domoge fo you. Misprint:

Npha version lists casting cost os R1. 1/3. :
Orcish Cannoneers SC U eee DFr RRI A

T: Does 2 damoge to ony torget and 3 domoge to you. 1/3. :
Orcish Captain ( Ue MeR FE :

1: Choose target Orc, then flip o coln. If opponent wins flip, torget

Orc gats +2/+0 until end of tum. Otherwise, the Orc gets -0/-2 unil

end of tum. 1/1. :
Ordish Conscripts SC Co DSh R Wi

Connot attack unless of least two other creatures ottock. Cannot

block unless ot least two other creatures block. 2/2. :
( eee Dir RRI 1A

Orcish Farmer SC

T- Tum torget lond into o swomp unfilits confroller’s next untop

ﬂhuse. 2/2. :
Orcish Healer SC U eee QHo RR n:

RR, T: Target creatute may not regenerate this tum. RBB, T: :

Regenerote torget black or green creature. RGG, T: Regenerats torget :

black or green ceature. 1/1. :
Orcish Librarian SC R eees Pip R IA:

R, T: Take the top eight cords of your library ond randomly remove

four from the game. Put the remaining four in any order on top of

our fibrory. 1/1. :

Url:isﬁ Lumberjack SC ( eeee Di R A

T: Sacrifice o forest to odd three mana to your mana pool. This mana :

con be ony combination of green ond red mana. 1/1.
Orcish Mechanics SC ( eee PVp R2 AQ :

T: Do 2 points of damage to any target. Ench time you use this :

ability, ploce one of your ortifacts in ploy in the groveyord. 1/1.
Orcish Mine EL U eee Kio RRI

When Orcish Mine comes info play, ploce three ore counters onif.

During upkeep remove one counter when ever torget lond i fopped.

Destroy land Orcish Mine enchants when last counter is remaved.

Orish Mine Deals 2 domoge to lond’s controller,

i

__| Whip Vine and Gift
of the Woods: The Whip
Vine is o neat blocker ogainst
wimpy fliers, but the ones we
oll fear ore powerful 4/4s or
hetter—Sera Angel, Sengir
Vampire, Mahamoti Djinn.
With Gift of the Woods, your
Whip Vine becomes a 1/7
blocker which gains you ane
[ife every fime it blocks some
unwanted guest from getting
too up-close-and-personal.

GIFT OF THE WOODS

Melee

U oo

Mellin? N
snow-covered londs tum into non-snow-covered lands of tha

Al
some fype.
Meteor Shower
Meteor Shower does X+1 domoge divided ony way you choose to
. any number of targets.
Mijoe nﬁpu SC R eee SY( RRR
If Mige Diinn oftacks, flip 0 coin. If oppanent wins flip, Mijoe Diinn
faps but does not ottnck. /3.

Mum]'s/‘fﬂh‘inﬂuidm S Ce Mo R ABURAM
Mouniin Goay SC Coeee (B R LE

Mountainwolk. 11, :
Mountain Yesi ( eeos DFf RR2 16, CH :

Mountoinwgl ) i
Modslide k, DrolemuEn from ';vhne. 3/

e BS R2 I :

Nonlying creatures do not untap unless their controller poys 2 for
€0ch aeature he or she wishes to untap.

o/ ResfictedBormed 1R ittt
AC Anifact Craghyrg (R Current Rarity

INS U eeee DWi R4 A :
Cast on your tum during combat, but before defense is chosen. :
Choose how your attacking creatures are blocked. After decloring
blockers, untop any unblacked ottacking creature, Traot those

areatures os if they hod not oftocked.

RGa R3 W
SOR ( sese REm RXX Wi

MR

€U Comulafve Upkeap
EA  Enchont Arifoct

Orcish Oriflomme EN U ees Dfr R3
All of your attocking creatures gain +1/+0 during your attock.
Misprint: Alpho version fists casting cost os R1.

Orcish Spy SC
T: Look at the fop 3 cards in target ployer's librory. Retum them in
order. Arfists: DGe, SVC, PVe. 1/1.

Ordish Squatters S
If Orcish Squatters attacks and is not blocked, you may goin control
of o land controlled by the defending player. IF you do so, Orcish
Squatters deol no domage this tum. 2/3.

Orcish Veteran SC (e
Connot be ossigned to block white creotures of power greater than 1
R: Give Orcish Veteran first stike until end of turn. Arfists: MBe, DFr, :
QHo, DSh. 2/2.

Orgg SC
Trample. Orgg can not attack if appanent controls an untopped

R ese

ABURATH ©
Coowe i R ft :

R eses RHF R4 i

Wi R fE

DGe RR3 i

Must ottack whenever possible. Add 0 +1/+1 counter os your
upkeep ends. Then pay ) per counter or Primardial Oaze deals 1
domoge to you per counter ond fops. 1/1.

Pyroblost INT  seees [0 R 1)
Counter torget blue spell or destroy torget blue permanent.
oclasm SOR U eees PMo R] 1A
Do 2 domage to each creature.
Pyrotechnics SOR U eeee AMp R4 1G,4™
Do 4 demoge dividad ony way omong ony number of forgets.
Quorum Trench Gnomes SC R ees  Dff R3 6

T Tur?er plains produce 1 instead of W unfil end of gome. 1/1.
Roging Bull SC Ce= RAF R 16
2

Roging River EN R eee S R ABU
When attucking, dhide oppanent’s ground creatures on either side of
Roging River. Attacker can then choose on which side of River fo
placa each attacking creature, ond ottocking areatures can only be
blocked by fiying creatures of those on the some side of River.

Raiding Party BN U eee (Ho R2 FE
Raiding Party may not be torgeted by white spells or effects. Saarfice
on Orc to destroy ofl ploins. Any ployer moy top o white creature to
save | o 2 ploins from destruction. Any number of white creatures
may be topped for this purpose.

Red Elemental Blast INT ( esees RfTh R ABURATH
Counter o blue spell being cost or destroy o blue cord in play.
Misprint: Alpha version listed type as Instont.

Retribution SOR U eee  MTz RR2 HL
(hoasa two creatures controlled by opponent. Bury one of these
arenturzs and put 0 -1/+1 counter on the other. That opponent
thoases which creature is buried.

Rock Hydra R see IMe R ABUR
Put X +1/+1 heod counters on Hydro. Each point of domoge to
Hydro destroys one counter unless controller spends R per heod.
During upkeep, new heud(s may be grown for RRR opiece. 0,0.

Roc of Kher Ridges R ewes ARy R3 ABUR
Flying. 3/3.

Rukh Egg SC ( eees (Ru R3 AN
If destrayed, o 4/4 fiying red token creature is put into play of end
of um. 0/3.

Scbretooth Tiger SC C e  MBe RZ A
First strike. 2,/1.

Sedge Troll SC R eees Dit R2 ABUR

B: Regenerates. When controller has swamps in play, Sedge Troll
gains +1/+1,2/2.

Shatter INS ([ weee AWe R1 ABLURATHA
Destroy torget ortifact.
Shatterstorm SOR R eee MPo RR2 AOR

Bury oll arifcts in play. Artifoct creatures may not be regenerated.
Shivan Dragon SC R weees jBo RR4  ABURAT

Flying. R: +1/+0. 5/5

Sisters of the Flame SCl p!ﬁ' eos My ]E?’E DK, 4TH
T- Add R to your mana pool (play os on interrupt), 2/Z.

Smoke ; N R v My RR ABURATH
foch ployer may only untop one reatura during untap phase.

Spinal Villoin i SC il/;" Ma R2 16
T: Destroy torget bive creature. 1/2.

S1eneGiun1y ; SC U eee DWi RR2 ABUR4M

T: Give one of your creatures with toughness less ﬂmn Stone Giont's
pawet flying untl end of tum. Torget creature, which con increase its
toughnesss ofter it gains flying ability, i killed ot end of tum

3/4.
Stonehands EC gG:" l/IJFID u:'wzlendufmm 1A
ins +0,/+2. R: Gains +1/+0 unt I
Srnngtggu?;(wum QOIHHS{JE ( eee DGz R2 ABURATHIA
Destray ony one lond.
Stone Spirit (U ees Mo R4 A
Stone Spirit connot be blocked by fiying crectures. 4/3 LG
Storm Worl W Ree (R
Do 1 domoge to any player for each cord below 4 in hond
during upkeep.
°Tan1ﬂes?Eme?1J ¢ R e Nh RRRI LG ATH

T- Pick o cord randomly from opponent’s hand ond place u‘m yours,
burying Tempest Efreet in opponent's graveyord. Opponent mc!r}
prevent this permanent change in ownership by socrificing 10 bfe or
conceding game before the switch is made. If so, bury Tempest

Efreet in coster’s graveyerd. 3/3.
Tor Giant SC C e DSh R 1A
3/3. N
Total War N R eee Div R3

Whenever any ployer dedores on attack, destroy ol untopped non

wall creatures thot don't attock. Creatures that the ployer did not

control at the beginning of the tum cre not m‘fmeﬁl by Totol War.
S0

creature with power greater than 2. Orgg cannot black creatures of Tur:ngl i R U es DR ABURATH
power greoter than 2. 6,/6. i ury onewall.
Pui Iﬁs Ceo MR Ih TwHeodedGiunlt;fIFirmSC mn es0e Mﬂuﬂkd h8U
Torget creatu t block this tur. Drow a cord at the beginning : Tromple. May block two creatures in combat. 4/%.
o " UihdenTroll o eeee Dsh K2 ABURATH
Power Surge EN R eeee DSh RR  ABURATH : R: Regenerates. 2/2.
Before untop phase, p!crr(er must count untopped lands. During :
upkeep phase, ployer tokes 1 domage for each untapped land.
EC Enchont Creature EL Enchont Land EW. Enchant World INT Intemupt
EE Enchant Enchantment EN' Enchentment INS Instont LAN Lond
T LR

3

orbe

bBbutrtxsyjzeb syj
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MYA G IC:

RED/WHITE:

T HE GAT'_I’-'H"_E RING

¢ Adifod Word EC

Aysen Bureaucrats
Aysen
¢ Aysen Highway

SplEEEva e s MERaRLIR I d e
Name End CIZ Rong At (ost Sets Found
Desaription
Vertigo INS U eee DIy R

A
D{o 2 damage to torget Pmng cregture, which loses flying until end
of tum.
Wall of Dust e RTh R2
Creu!ures blocked by Wuﬂ may nor attack during opponent’s nex!

1/4.
Wl of Farth S

! C eoee Eh 7 6 :
0/6.
Wall of Fire SC U eee RTh RR1 ABURATH :
R: +1/+0.0/5.
Wu[l;f/Hem SC ( eee RTh R2 LG,CH
6.
Wall of Lava SC ses Pz BRI I}

R: +1/+1 until end of tum. ]/3

Wall of Opposition SC eee filc RR3

1: +1/+0 until end of tum. 0/6 :
%HE%WM SC U ese Dfr BRI ABURAH :
oWheelofFortune  SOR R eesss D5e B2 ABUR

All ployars must discord their honds and draw seven new cards.

Windseeker Centour SC R eee Mo RRI BOOK
Does not fop fo ottack. 2,/2.
W'rlds of Change SOR R eee JHg R LG, 4TH
Al players must shuffle their hands into their ibrories, then drow os
many cards os they originally hod.
Winter Sky SOR R e MG R HL

Flip 0 cain. Opponent calls heads or fols. If collis in your favor,
Winter Sky does one domage to each creature and player. Otherwise
eoch player diows o cord.
Word of Blasting
Bury torget wall. Word of Blosting does X domoge to the wall’s
controller, whete X equals the costing cost of the woll,
Ydwen Efreet SC R e

Flip o coin when defending. If opponent wins flip, oppanent may
decide whether or not Ydwen Efreet blocks. 3/6.

Abbey Gargoyles SC U eees (Ry WWW?2 H i
Flying. Protection from red. 3/4.

Abbey Matron SC C see MG 2WW HL
W, T: +0/+3 till end of tum, 1/3. (Two versions)

Abu Jo'far SC U wees [0 W AN CH

If Abu Ja'for s destroyed in combat, oll creatures blocked or blocking
Abu ore destroyed ond connot regenerate. 0/1.

Adarker Unicorn SC ( eee  (Ho WWI W :
T: Add either U or U and 1 ta your mona pool. This mono con only be  :
used for cumulative upkeep. 2/2. 3

Akron Legionnaire SC R e MPo WWé I6,(H :

0f your non-ortifoct creatures, anly Akron Legionnaire may oftack.
8/4

Alabuster Pofion INg C eooe Hic WWX  LGATH :
Give torget player X life or prevent X domage to torget reature :
or player.

Amrou Kithkin SC C e QHo WW L6,4TH

Creatures with pawer greater than 2 may not block Amrou Kithkin.
Blocker's power may lofer be increased. 1/1.

Angelic Voices EN R eees By WW2
Give oll your creatures +1,/+1 if you control only white or orfifact
creafures.

Angry Mob SC U eese [Ty WW2
Trample. During Angry Mob's controller’s fum, *=total number of
swamps all opponents control. Otherwise, *=0. 2+* /2+*

Animate Wall EC R DFf W
Torget woll moy now attack. -
Arctic Foxes SC (oo MPo W1 A :

If defender controls any snow-covered lands, Arctic Foxes may not be
blocked by ony creature with power greater than 1. 1/1.

Arenson's Aura N ee
W: Sacrifice on enchontment fo destroy another enchantment. 3UU:
Counter on enchantment os it is beina cast.

Argivion Archaeologist
2, T: Bring on ortifact from your graveyard to your hond. 1/1.

Argivian Blacksmith [ s

T lleﬂgﬂ!e 2 domoge to lmge? arfifoct creature. 2/2.

Armoged R eeses iy W3
Dashov oll lands in pla','

Armor of Faith EC ( eee Ao W I :
Torget creature gains +1/+1. W: +0/+1.

Army of Allah INS  ( eoee BSH WWI N

+2/+0 to oll attacking creotures until end of tum.

lzoﬁQU{;’f

(G.4TH Battle Cry

© Beost Walkers

60

INS U eee Mg RI i

Oy RRR M

© Blue Scorab EC
; Torget creature gets +2,/+2 os long os any other player hos any blue
¢ Divine Intervention ~ EN

" Blue Word ABURATH

(5,CH
oKATH

ABURATH

Ne W2 I

R eesee AWe WV [
Ko WWI M

ABURATH :
© Cirde of Protection; Arfifacts EN

" Cice of Profecion: Bluck EN
¢ Cirdle of Protection; Blue  EN

Name fnd (R Rofing Atst (st Sets Found Name ind (R Rofing At (st SetsFound
Desaription Desaription
C e [Sh W M Grdeof Protection: Green EN  C oo Skv W1 ABURATHIA

Target areature moy not be blocked by orfifoct creatures. domoge
token from on artifact source is reduced to 0. Torget creature is not
affected by orfifoct effects that torget it

Top torget creature with power n greater than 2, 1/1.
Crusoder SC R oo
X equols number of heroes in ploy. 24X/2+X.

All white cregtures gain plmswulk
-# Balance P essss 1Py W]
All ployers must discord enough londs, cards in hond, ond areatures
so that everyone has the some number as the p{uya( with the lowest
nwmber of lands, cords in hand, ond creatures, respectively.
INS U e
Untap olf your white creatures. All reatures that block this tum get
+0/+1 until end of tum.

SC R e=  HHu WWI HL
: G: Bundmgun!llendofrum 1/1. i
: Benalish Hero C eee DSh W ABURAIH :
1 Bands, 1/1.
¢ Black Scarab EC U e ffo W I

Torget creature gets +2,/+2 os long os ony ather ployer hos any
black cards. Torget creature connat be blocked by block creatures.
EC

: Block Ward U eees DFr W
Tuf‘ger wreature gains protection from black. 3
: Blaze of Glory R e RIh W ABU

Torget creature must block ofl creature that it is legally eligible to
block. Blocker's controller choases how to distribute damage.
Play befure defense is chosen.

yourself insteod
| eee

AWe W
cords, Torget creature cannat be blocked by blue creatures.
EC U see DFr W
Torget creature gains profection from blue
Brainwash EC Cee PVe W DK, 4TH
Torget reature may not attock unless its controller spends 3. Other
requirements for the aeature to attack must also be met.

¢ Call to Arms EN R eee  RGo WI A

Choose a color. As long as target opponent controls more cords of
that color than of any other, oll white creatures get +1,/+1. Bury Call
to Arms if ot ony fime that opponent does nat control more cards of
that color than any ather color.

Camel 8G. G Stv W ]
Bonds. Comel gives immunity to Desert domoge fo oll those banded

: withit. 0/1.
: Caribou Range EL R eeee RIp WW2 1A

WW: Top lond Caribou Range enchants to put a Coribou foken into
play. Treat this token os a 0/1 white treoture. 0: Socrifice a Coribou
token fo goin 1 Iife.

Castle EN U eee DWi W3
Your unfopped creatures gain +0,/+2. Attocking creatures don't get

this bonus.
Il esee PVo Wi

2: Prevent oll domoge against you from on arfifoct source.

( eoee iy W1 BURATHA
1: Prevent oll domage o you from one black source

[ eoe

1: Prevent oll domoge to you from one blue source.

Girdle of Protection: Red  EN
Coee A0 W1 .
NTh W2 HL
Roeso! N WWWS ML :
ool Uerg¥ of the Holy Nimbus SC
DSh W2 .

Combat Medic

ABURATH

{ Death Ward s C oo

1A Disenchant

ABURA

AATH
Enduring Renewal EN

DWi W1 ABURATHIA

1: Prevent oll domage fo you from one green source.

( eeee fMlo W1 ABURATHIA
1: Prevent ofl domage to you from one ted source.

Gircle of Protection: White EN ~ C eee  DSh W1 AB,UR 4TH,IA
1: Prevent ol domaga fo you from one white source.

(egnse SOR R eees PRg VW2 16
Destroy oll black creatures in ploy.
(leansing R oeee PV WWW DK

Al land is destroyed. Anyone who wishes to preserve specific lands

may do so by saificing 1 life per lond to be soved.

? Cee DGe W 16
If kifled or destroyed, Clergy of the Holy Nimbus regenerate unless
oppanent pays 1.1/1.

Cold Snop EN U e RGo W2 1A
CU: 2. During éoch player's upkeep, Cold Snop does 1 domage fo
thot player for each snow-covered land he or she contioks.

[ eooe i W2 FE

W1: Prevent 1 dumcgc to o player or creature. Atists: EBe, 1Dg,

Atla,SVC. 0/2

¢ Consecrate Lan EL U eeee i ABU
: Target lond is immune from ol effects that would desrmv it.
¢ Conversion N U seee iy
Al mountains ore considered basic plains. Pay WW during upkeep or
discord Conversion.
: Coaperaion EC  ( eee PRg W2 1A
: Torget crenture gains banding.
¢ (rusode EN R eees MPo WW ABURAM

All white creatures gain +1 /41,

__| Phelddagrif and
Nature’s Chosen: The
Phelddagrif can fly, trample,
unsummon itself; it's o
dessert topping, it’'s a floor
wox. .. Use Nature's Chosen
on it ond it can unfap itself
after the attack so you can
use it 05 on Infuse. Everyone
has o deep-seeded human
need to play with flying
purple hippos. Don't deny
yourself. Ploy with the Hippo.
Be the Hippo.

NATURE'S CH

: Blessed Wine INS C e Ko W 1A D’Avenont Archer SC( ese  [Sh W2 16, CH

Gain 1 life. Draw a card at the beginning of the next tum. : T: Do 1 domage fo attacking or blurkmg weature. 1/2.
¢ Blessing EC R eees B0 WW ABURATH : Damping Field N . Ho W2 [}
H W +1/+1. : No one may untap more thon one artifact in each of his or her own
< Blinking Spirit SC R eeeee Wi W3 I : untop phases.
i 0: Blinking Spirit returns to its owner’s hand. 2/2. : Death Speakers SC U eee  DSHh W HL
: Blood of the Martyr NS U e (Ru WWW  DKCH : W: Protection from hlu(k 1/1.

Unfil end of tum, you moy redirect damoge done to your creatures to HMe W ABURAthIA

Regenerates torget creature.
IS ( esooe BSn W1 ABURAIA

Destroy target enchantment or orfifoct.

R oo  AWe WW6 L6

Put 2 counters on cord. Remove 1 counter during your upkeep. When

both ore removed, gome ends in o diow.

: Divine Offering NS C oooe Jig W1 16

: Destroy torget arfifact, gaining life equaling casting cost of artifact.

: Divine Transformation U esee NTh WW2 LG,4TH
Give target creature +3/+3. .

: Drought BN U eesee Nih WWZ 1A

During your upkeep, pay WW or destray Drought. In order to cast o
spell that has B as port of its casting cost or use on ability thot
requires B, the ployer must saciifice o swomp for each B in the spell

; or effect.

¢ Dust to Dust SOR ( eeee DIy WWI DK

: Remove ony hwo target artifacts from the game.

: Elder Land Wurm SC R eee (QHo WWW4 LGATH
Trample. Elder Lond Wurm cannot attock until it has been assigned to

: block. 5/5.

¢ Elvish Healer SC  ( eee  REm W2 1A
T: Prevent 1 damage to any target of up to 2 domage to o green

i eature. 1/2.

¢ Enchanted Being SC (e DSh Ww1 16

Reduce domage dealt to Being during combat by creatures with
enchontments on them to 0. 2/2.

R eeeee fifle WW2 1A
Play with your hand foce up. If you o draw o creature from your
librory, discord it. Whenaver o creature goes to your graveyard from
play, retum it fo your hand.



Nome Knd (R Rofng Adist (ot Sesfond  Nome Kid (R Roting Atist Cost  Sets Found Nome knd (R Rofing Adist Cast  Sets Found
Description Desription Destripsion
Energy Storm EN R eees Sfy Wi 1A ¢ Holy Armar FC Coeee MBe W  ABURAM : KieldoronElite Guord ST U eee  JBe W3 A
CU: 1. Domage dane by instants, interrupts, and sorceries is reduced Torge! creature goins +0/4+2. W: +0/+1., : T: Give forget creature +2/+2 until end of tum. Bury Kieldoron Elite
to 0. Flying creatures do not untop during their controller’s ¢ Holy Doy S ( eee JHo W 16 : Guard if thot creature leoves ploy this tum. 2,/2.
untap phase. ¢ Creotures ottack ond block e nommal but deol no domoge. ¢ Kieldoron Guord SC Coe Mo WI 1A
Equinox L Coe  SNCW 16 Holy Light NS C ee Dlu W2 DK :  T:Gvetorget creature +1/+1 until end of tum. If that creature
Top target land to counter o spell that destroys your lond (playosen  : Give oll non-white creatures -1/-1 until end of tum. i leaves play, bury Kiekdoron Guard. Use only when attock or defense is
intermupt). ¢ Holy Strength EC Ceee Mo W  ABURAM announced, and only if defending ployer contrals no snow-covered
Exorcist SC R eee Dy WW 0K : Target creature gains +1/+2, : londs. 1/1.
W1, T: Destroy torget black wreature. 1/1. ¢ leatian Infontry SC Cee  Mui W FE : Kjeldoran Knight SC R eees RS WW I}
Eye for an Eye INS R eees WP WW  ANRATH :  1:Gains bonding unfl end of tum. 1: Gains first stike untilend of ~ :  Bonding. W1: +1/+0 untl end of tum. WW: +0/+2 until end of
Do os much damage to controller of o creature, spel, or effect as soid tum, Artists: EBe, (Ru, DSh, DTu. 1/1. ; tum. 1/1.
wrenture, spell, or effect does to you. : latian Javelineers SC  weee i W fE  Kieldoran Phalanx SC R eee RKF WS 1A
Farmstead fL R e MPo WWW  ABUR When cost, put o jovelin counter on Jovelineers. T: Remove the i First strike, bonding, 2/5.
Torget land's controller gains 1 fife but no more if WW is spent counter o deol 1 domoge to any torgat, Artists: EBe, MBe, SKi.1/1. ¢ Kjeldoran Royal Guard ~ SC R eese Wi W3 A

during controller’s upkegp,
Farrel’s Mantle

If torget creofure attocks ond is not blocked it moy deal X + 2

domaoge fo ony other targer creature where X is tha power of the

ureoture Farel’s Montlz enchonts,
Farrel’s Zealot SC (e

targe! areatute. I so, Forrel's Zealot deols no domage. Auiss: EBe,
1ABe, RKF. 2/2.

Farrelite Priest SC Ue PO WWI fe
1: Add W to your mana pool (play s an interrupe). Bury Forrelite
Priest if mate thon 3 s spent in this way in one fum. 1/3.

Fasting N

Gain 2 lfe i you skip your drow phase. Destroy Fosting if you drow
o cord for ony reasan or when it has been in play for 5 of your
upkeeps.

Festival NS C wee
Opponent may not declore on attack this turn. Play during
opponent’s upkeep,

Fire ond Brimstone INS U e Mg WW3 DK
Do 4 domage fo torget ployer and do 4 damage 1o you. Fire and
Brimstone may not be used unless appanent hos declared on attock
that tum.

Formation INS R ee  fMe W

Give torger creature banding until end of tum. Diow o cord ot the

beginning of the next tym,

Fortified Area Bl e
Give oll your walls +1/40 gnd banding.

Fylgia ! B eoe g2 W I

Put four hecling counters op Fylgia when it comes info play. 0:

Remove o hesling counter 1o rayent | domoge fo the creoture Fylgia

enchonts. 2W: Put o healing counter on Fylga.

General Jarkel i e i
I:/E;{hunge o blocking creatues without creling on legol bock.
G‘""AJ’JF'“ P L 6 i

o your lfe paiats dom, ¥ _
uﬁurkinaueutures_ 1age dons fo target wall by
Greot Defender B, 0 i o e

Give torge! reature +( " b
creatute’s casting [M,./ +X unfl end of tum, where Xis
Great Wall e By
Creatures with plainswalk mgy e b)
Preservafion 0y be blocked.

o EN U esss NI WI 16

Wi Prevert dﬂmugeEm you from g red or block source.

lcatian Lievtenant SC R
U eeee AW W2 fE
¢ lratian Moneychanger

Mok WW1 fE
If Zealot ottacks without being blocked, you moy deol 3 domoge oo

U es  DSh W DK :
: lcotian Skimishers SC

MPo W K :
¢ katian Town

Indestructible Aura INS
;Iniiniiu Authority EC R e DSH
1 w

¢ Island Soncluary
RAF W1 6 :

Ivory Guardians SC

| Justice EN

¢ Karma 2]

o SoW? 6 :

W1: Give torget Soldier +1/+0 until end of tum. 1/2.

ses i W FE
Lose 3 lite when casting ond put 3 counters on lcatian
Moneychanger. During your upkeep, put o counter on Moneychongat.
Sacrfice Moneychanger during your upkeep to gain 1 ife for each

PFo, RKF, DSh. 1/1.

R ees HHy W3 FE
Bands, first strike. Al creatures that band with Skirmishers gin first
strike until end of tum. 1/1.

Put 4 Citizen tokens, which are 1/1 white cegtures, in ploy.

(e MPOW 16
Reduce to 0 oll damage dealt to target reature until end of tum,
WWW 16, CH
After combat, destroy oll creatures with toughness 3 or less blocking
of blocked by torget creature. Puta +1,/+1 counter on forget
creoture for each creature so destroyed.

R see  MPo WI
If you don’t draw a card, only flying ot islandwolking areatures may
attock you unfil your next fum.

U oo MBe WW4
Protection from red. Moke oll guardions +1/+1 if opponent contiols
red cords. 3/3.

+2/+1 to white creotures whila chosen color of opponent’s is in
play. Discard Jihad if no cords of that color ore in play.

U eesee RTp W\2 A
Pay WW duting your upkeep or destroy Jusfice. Whenever a red spell
o creature deals domoge, Justice deals on equal amount of domoge
to the confroller of that creature or spell.

U eeeee RTh WW2  ABURAH
Do 1 paint of damage fo o player for each swomp he or she has in
play during his or her upkeep.

e WW FE &

SOR R eess TWG W5 fE

ABURATH

o Martyr's Cry
6,0

* Martyrs of Korlis
Jihad EN R eeee {5y WWW N

© Mesa Falcon

T: Redirect dll domage done to you by unblocked creatures this tum
fo Kieldoron Royal Guord instead. 2/5.

Kjeldoron Skycaptain =~ SC Ul eeee JPo W4 A
: Fhying, bonding, first strike. 2/2.
: Kjeldoron Skyknight ~ SC  C eesa NPy W2 1A

Fhying, bonding, first stike. 1/1.
C

counter on if. Artists: EBe, MBe, DTu. 0,/2. ¢ Kjeldoran Warrior 5 eee 1Py W I
¢ lcation Pholanx SC U eee [Kfo W4 FE : Bonding. 1/1.
H Bands. 2/4. ¢ Knights of Thorn SC R eee (Ru W3 K
¢ leatian Priest SC U ees DIy W £ i Protection from red, bonding. 2/2.
: WW1: Moke torget creature +1,/+1 until end of um. 1/1. ¢ lonce B e R W ABUR
* leation Scout SC ( eeee My W FE Torget creature guins first strike, )
1, T- Give target creature first stiike until end of tum. Arists: RAJ, * lond Tax EN R eeese BSn W LGATH

1f opponent mnml; more land than you during upkeep, you may
remove up fo 3 bosic londs from your Bbeory ond put them in your
hond. Reshuffle your fbrory ofterward.

Leeches SR R e ARa WW1 HL
Tariet ployer remaves oll poison countes. Ployer tokes 1 domage for

: eoch poison counter removed.
 lifeblood EN R wese Mo WW2 16
:  Toke 1 ke whenever opponent tops o mountain,
¢ Lightning Blow NS R wes Hic W1 1}
: Give torget creature fist strike until end of turn. Drow o cord ot the
: jinning of the next fum.
¢ LostOrderotJorkeld ~ SC R eee 2Ry WW2 1A

; eg;.alk t.ﬁe number of rentures controled by torget opponent.

+ +,

Remove ofl white Y‘UISDRh Rﬂ‘:u Toh o y
ite (reatures 2 h

cord for each white treature I:ar?m shgeuzg.?rg?lid.ﬁww e

U eee  MOK WW3 A0

Domage done to you by orifacts i insteod done to Martyrs of Koris

unless Martyrs of Korks s topped. Only one Bodyguard of your choice

may toke damoge for you in this manner per tum. 1/6.

 Mercenaries SC Re (B W3 1A

tf Mercenaries domages o pk " ¢
iy isbany 3/3095 ployer, that player may pay 3 to prevent

( wee }iPo W1 HL

SC
Flying. W1: +0,/+1 unti end i
i g S of tum. 1/1. (Two versions)

Fling, bands. 1/1,

( osee MBe W1 ABURI™

__| Balduvian Horde

Green Scarcb U ese Hlo and Undergrowth:
;?égﬁ'gffsmﬁég‘;e?n{u +2 05 long us ony D!hil player h“:ﬂ"m“r\;s Juzom's lost brother is o big,
] e 2en Creafures. ;
et o Fowaas o tle. hrud;]eFdr i TR Im_d 5/5 wihich can _be
Torge! CEE01UTe 0ins protegtion from green. : mighty hard to get rid of.
Guardion An)%?j | ece Mo WK ABUR : When your enemy finally gets
Negote 1 00M0G¢ dealtto g g pet ot tis cord net ‘ enough blockers to kill the
to Paralyze.
Hallowed Ground Uoo oppwl | B Hordes, use Undergrowth.
wa R(a'!urn O MOS0 over oy you contol oS WTEYS hm}d. : That way, the Hordes will do
HundT_lJ }n: s:ilfgi!lﬁfwhite(s b sest iy T torget : i e pols ofwlmdmge,
cogte. 276, - UVeS you contol o detroy any 10 : while the blockers won't be
Hozduhr the Abbot R ses D WW3 H able fo hurt your beloved
xénrl:mklewg 1o Hozduhe X damage gegh o g white ceatue oV monsfrosily in refurn. Just
control. 2/. :
Heal : NS Con pe W L3 m';kﬂ sure your opponent's
Prau'err:llml OMAGE 10 any torge. By g card of the beginning ofthe : not playing red too.
nex e 3 Y
HooligSON®  ° NS g0y gy W ABURAM BALDUVIAN HORDE UINDERG
Gon 3 ife, ot negate U103 domage dech 1o 0 11ge! :
Heaven's Gllt:;:.3 iy s | le :
(Change 01 0F on, hit until en : :
of tum. © 0 more targes creatures fo Whire y Keep;rsauf the Faith SC (e DGz WWI 16,CH ¢ Miracle Worker SC (eee pgp oy oK
Heroism ) BN w2 £ g S T: Destroy target enchantment on one of your creghu
socce ¢ vhie a1 prellen'rumm:ﬁpfed acatures fom Kekinko Ranger SC Co MW W Mot N R essso e iy | 6
deln 700 Combot sy T cor oy P Kng S o S i stk ol and f . 1/, 1 Honfing ot cnol
tacki @ Moy (| : (R oee AN loorish Cava SC
HiFngi"“. amaty ! dﬂmug-s.l.normuliy.i 1A Kism; Destray on Efteet ot Djnn, 1 /I,. dehl Tlmmpie, 3%1 C oo DWi WW2 AN
Hipporian (R0t block crage oc o reater unless YoU ¢ ) EN U esee Kfy W3 1GATH - Morale INS C s pp
g cddiionol 1.} iy tes with power 3 of g1 Al opponent's treatures, lands, and artifocts enter ploy topped. Give all attocking creatures +1,/+1 unil end u?m‘:w A
ofe Resticted/Bomned o Nidoci (0 Camuotive Upkeep — EC Enchany Gragnury £l Enchan! Lond £W. Enchont Workd INT Intermupt & Sl g
A Aitfact Creofura (R Cotrent Rty A Enchant Adifoe HE bt ochonment 6. Eochagien [N lostont UM Lod SOR Sarcary
TS T 19 ¢ R 12

Heohdsh -1l
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i Samite Healer SO eee TWG W1 ABURAH :
H T: Prevent 1 domage to ony torget. 1/1.
; : Savannah Lions SC R wesss Doz W ABURAH :
P 1 ravey] e fin s gliw), 1 d e * 1. i
s © Seeker EC C ses Mg WWZ  LGATH
Hame e fd ® Rog At (ot SersFoond ; Torget creatwre may only be blocked by white or artifoct creatures.
Desty ¢ Seraph SC R esss (R W Iy §
Northern Palodin SC R eeee [Sh WW2 ABURAH : Flying. If o creature dies during a tum in which Seroph domoged it it
W, T: Destioy a block card in p!n-,‘ 3/3. : is put into ploy under your control. Bury the creature if Seroph leaves
Order of Leitbur SC [ seess fuii W fE i ployoryour control. 4/4,
Protection from black. WW: +|/+Uum|'l end ufrum W: Firststike ¢ Serra Angel SC U eeses Sh WW3  ABURAH
until end of tum. Artists: RAF, BWa (two versions). 2/1. i Flying. Does not top o ottock. 4 /4
Order of the Sacred Torch SC R swees FIp Vi1 I : Serohviory  EW R sews Hle W3 HL
T- Soarfice 1 ife to counter o black spel. 2/2. i Ml ceatures with fiying get +1/+1. :
Order of the White Shield SC U eeees FIg W i Serra Besfiory B Coee Ao VW HL. :

A

Pratection from black. WW: +1,/+0 until end of um. W: First Strike
unfil end of tum. 2/1.

0Osai Vultures SC Ue DFr Wi
Flying. After o tum in which o creature went to the groveyard, odd o
counter to Osoi Vultures. Remove 2 counters to make 0sai Vultures

1/+1 until end of tum. 1/1.

Pearled Unicomn SC Ce (Br W2

/2

Personal Incomation ~ SC R eee
1f desired, redirect omy or oll domage suffered by Personol Incomation
to controller instead. If Personal Incamation is sent to groveyord, its
owner loses half of his or her remaining fe (round up the loss). 6/6.

Petra Sphinx SC R e Sk WWW2
T: Moke torget pla?er nome o cord and then tum over the top card in
his or her library. If the opponent’s guess matches the cord, it is put
into his or her hand; otherwise, it goes fo the graveyard. 3/4

Piety NS C e MPo W2
+0/+3 to oll defending creotures unfil end of fum. :
Pikemen SC C eee DDz WI DKATH :
Banding, first strike. }/ 1
Preacher R esese (Hy WWI DK i

T: Gain control of on np;onent’s weature, Opponent chooses which
areature you control, IF Preacher untaps of leaves play, you lose
control of creature. You may choose fo leave Preacher fopped.

Presence of the Master EN U ses PRy W3 16
Counter all new enchontments cast whenever Presence of the Master
s in play. ;
Prismatic Word EC Cooee Wi W I

Choose a color when Prismotic Ward comes into play. All damage

deal to target creature by sources of that color is reduced to 0.
Prophecy SOR C e (Ru W

Reveal the top cord of opponent’s librory to ofl ployess. If itis o iurid

gain one life. Thet opponent then shuffles his librory. Drow o cord of i i i
the beginning of the next tum’s upkesp. i : beauty wil buy you some “ma hod i Hogi o
Poreloce T R ees St W ABUR4M : fewfums con moke ol the difference!
[hunge the colot of one card bewng ployed or in play to white, :
e HHy WW I : Serrn lnqursnols SC U es  DDe W4 H
AII blocking creatures gain +1 /+l until end of tum, If blocking or blocked by block creatures, Inquisitors get +2/0. 3/3.
Rapid Fire NS R e Ho W3 16 ¢ SerraPolodin SC (ee P WW2 HL

Give torget crecture first strike ond rompage: 2 unfil end of tum.

Ploy before defense is chusen
Rashka the Slayer

Con block creatures with ﬂw . if Roshka the Sluyer biu(ks o black

creature, it gains +1 /+2 unii ﬂwend of fum. 3/3.

Red Scarob see Sy W W

Target creature gets *2/*? 05 Iong o5 ony other pluyer has any red
cords. Target creature cannot be blocked by red creatures.

Red Ward EC U eeoe DFr W
Torget creatute gains protection from red,

Remove Enchantments ~ INS (oo
Retumn all enchontments you control to your hand and destroy oll
enchontments ployed on permanents you control. If cost during
opponent’s attuck, destray oll oppanent’s enchantments played on
attacking creatures. All enchontments you own are retumed to your
hand; oll other enchontments ore destroyed.

Repentont Blacksmith ~ SC  C eees Dy W1
Profection from red. 1/2.
Resurreclion SOR U eeee Wi WW2

Take a creature from your groveyard and put it directly into play as if
just summoned.

Reverse Damage INS R eeeee DWi VWI
All damage you have taken from ony one source is odded to, not
subtrocted from, your life totol.

Reverse Polarity INS C( eee
Al demage you have token from oll artificts this tum is retroactively
odded ta, nat subliocted from, your life total. Treat subsequent
domage this tum normally.

Righteous Avengers ~ SC U eee  HHy W4 6 :
Plainswolk. 3/1 :
Righteousness INS R eeo DSh W ABURAM :
Target defending creoture gets +7 /+7 until end of tum. :
Sacred Boan INS ) eeee JiRg W1 [

Negate up to 3 domoge dealt to target creature. At end of tum put o
+0/+1 counter on that reature for eoch domage negated.

(-EQ
122 g\pOUEST

G4

ABURAT
KB WG ABURAM

16,

A

Uee (R o

ABURATH
B W 6 :

© Soraynthe Foleoner Sl

W
ABUR
ABURATY

¢ Swords 1o Plowshares

Ho W Mg

VWW.T: Prevent up to 4 demoge fo o creature you confrol. Tap
creature. That creature does nat untop during your next untap
phase. 0,/2. (Two versions)

Pay WW during your upkeep of bury Serra Bestiary, Torge! cecture
connot block, tfock or use ony obiifies that have T: in their
activation cost.

=
(e
=
o
=
=
=
=.
(=]

_[ Misinformation: There ore o million ond

¢ | one great uses for this powerful new card.
| Whatever your opponent is digging for, you con

make sure it will toke him o little longer to find it.
Whether your victim needs a Disenchont,

| aeature, spell or whatever, this patent little

T: Prevent 1 domage to ony areature or ployer. WW1, T: Attacking
does nat couse forget creature fo tap this tum. 2/2

» Shahrazad SOR R e
Players must suspend game in progress ond play o gome of Magic
with their conent librories. Loser of thot gome loses holf of e pomts
in the originol gome.

= Shield Beorer (oo Dt W I
: Banding. 0/3.
Shleld'u’lail INS U ee  DSH WI 16, (H
Give all your creatures +0,/+2 until end of fum.
Snow Hound U eee  Plo W2 I :

1, T: Retun Snow Hound and torget blue or green aeature you
control to their owner's hand. 1/1.

g oo
Al fakcons gt +1,/+1. W1: Torget falcon goins bonding unfl the
end of um. 2/2.

Spirit Link EC U esses kfg W 1G,4TH
Toke 1 life for every point of domoge torget creature does.
Spiritual Senctuary EN R ese  AWe WW2 G :

Any ployer controlling plains tokes 1 e during his or her upkeep.
Squire SC (e De W1 D

INS U eeeee KFo W ABURAthIA
Remove lorget creature rom gome. Creature’s controller goins hfe
points equol to the creature’s power.

: Thunder Spirit SC R esee RAF WWI 16
Flying, first strike. 2/2 :
© Tivodor's Crusade SR U e DDz Wwi DK :
: All Gablins ore destioyed

¢ Trade Coravan L (-

During your upkeep, put o currency counter on Trade Carovan. 01
Remave two curtency counters from Trade Corovan to unlop forget
bosic lond. Use this ability only during any opponent’s upkeep. 1/1
(Two versions)

Visions
¢ Wall of Caltrops SC

" Woll of Ligh 5
White Knight
White Seorob

Vitch Hunter

 Wrath of God

¢ Adurker Wostes LAN

© An-Hovva Township

¢ Badlands
; Bazaor of Baghdod AN

Kfo WW M

D0e WW) HL

- (ity of Shadaws

- Desert U C oee

Ko W o

Nome Kind (R Rofng Adist (ot Sets Found Home Knd (R Roting  Amst Cost Sets Found
Desaription Description
¢ Samite Alchemist SC Cee TWa W3 o Tee INS R ee  JiBe W2 H

Each player moy diow up to two cords. For each card less than two
the player drows, player gets 2 life.
SC

: Tundro Wolves ( eee  (Ho W LG 4TH
- First stiike. 1/1.
- Veteran Bodyguard SC R eese DSh WW3  ABUR

Domaga done to you by unblocked weatures is instead done fo
Bodyguard unless Bodyguard is tapped. 2/5.

SOR U ee NTh W LG ATH
Loak of the top five cards of any library, then reshuffle it if you
50 choase.,
( es  BSn W 16
I Wall of Caltiops blocks o creature with other creatures thot ore oll
waolls, Wall of Caltraps gains banding until end of tum. 2,/1

U eee  PIh W2 16
: Pratection from black.1 /5.
: Woll of Swords SC U esee T W3 ABURAM
: Fhying. 3/5.
War Elephant SO ( weee |Bi W3 AN, CH
i Bonds, tromple. 2/2.
: Warning NS C e Pho W 1

Torget ottocking creature does no domage in combat this fum.

U eeeoe DGz WW  ABURATH
Protection from black, first strike. 2/2.
U eee  Pig W I

Target creature gets +2,/+2 a5 long o5 ony other ployer hos ony
wh!le tards. Torget creature connot b blocked by white creotures.

: Wihite Ward EC U see Dt W ABURAM
: Torget creature gains protection from white.
U esee ity WW2 DK, CH

T: Witch Hunter does | domoge to target player. WW1, T: Retum
torget creature opponent controls to ovmer’s hond. Destroy
enchantments on torget creature. 1/1.

INS R eees (Hp WWZ ABURAH

Bury oll creotures in play.

i Adventurers’ Guildhouse LN U o TWg 16

Al your green legends may band vith other legends.

R eees }iRg 1A

T: Add 1 to your mana pool, T: Add U to your mona poal and toke 1

damoge. T: Add W to your mana pool and toke 1 domoge.

lond R e 10g HL
T: Add 1 colorless mana to your paol. 1, T: Add G to your poal. 2,
T: Add W to your pool. 2, T: Add R to your poal.

ena AN R eese RA PR
3, T: Pick ane of your creotures ond have your oppanent pick o
(ren'ure Both treatures ore topped and deol domage to ane another
o5 if one had ottacked ond the other blocked in combat.

© Aysen Abbey lond U e

1Da
T: Add 1 colorless mana to pool. 1, T: Add W to your paal. 2, T: Md
U to your pool. 2, T: Add 6 to your poul
AN R eeees RAl ABUR
T: Add either R or B to your mana pool. Treat os both o Mountain
ond o Swamp,
you A R seees [l ABUIR
T Add either B o1 G to your mana pool. Treat os both o Swamp and
o Forest.

R oee IMe A

T: Drow 2 cords from your library; immediately discord 3 cards from
your hand

Bottomless Voult IAN R eee FPlo FE

Comes into ploy topped. You moy leave Bottomless Voult tapped to
put a storoge counter on it, T: Remove any number of storage
counters, adding B for El]{h storage counter removed.

- Brushland R eees Biln

1A
T: Add 1 to your mona pual T: Add G to your mona pool and toke 1
damage. T: Add W to your mano pool and toke 1 domage.

- Costle Sengir W Re P HL

T- Add 1 colorless mana ta your pool. 1, T: Add B to your pool. 2, T:
Add U to your pool. 2, T: Add R fo vourpoo!

- Cathedrol of Serra W U e MPo 16
E Al your white legends may band with other legends.
¢ City of Brass AN R eeeee Mg N, CH
T: Add 1 mano of any color, Take 1 damoge when City of Bross
is tapped

AN R oee TWi DK
T: Remave one of your creatures fram the game and put 1 counter to
City of Shadows. T: Add X colorless mona to your mana pool, with X

equaling the number of counters on City of Shodaws

Iy AN
T Add 1. T: Do 1 damage to any attacking creature after it

deols domoge.

. Diamond Valley N R eeeses BSn AN
T: Socrifica @ wreature fo goin life equal toiits toughness.
* Dworven Hold N R eee Plo

f
Comes into play topped. You may leave Dwarven Hold tapped to put
o storoge counter on it. T: Remove ony number of storoge counters,
odding R for eoch stotoge counter removed.
N

+ Dwarven Rins (AN U e MPo

Comes into ploy topped. T: Add R fo your mano pool. T: Sacriice
Dwarven Ruins to odd RR o your mana pool.
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Destription Destription Description
Ebon Stronghold N U es MR FE © Mishro's Fadlory AN U weees FoPFo A0 ATH Sorrow's Path UN R e RAF DK

Comes into play tapped. T: Add B to your mana pool. T: Socrifice
Eban Stranghold to odd BB to your mana pool.

Elephant Graveyard AN R oee RA M
T: Add Tmana to your mana pool. T: Regenerate on Elephont
or Mammoth,

Forest N C— Mol

T: Add G to your mana poal. Two Alpha versions, three in other sets.
Autists: CRu, PMa (e Age)

Glacial Chasm AN
CU: 2 Iife. Seifice  land when Glaciol Chosm comes into play. You
may not attack. All domage done to you is reduced to 0,

Halls of Mist LAN R eee MPo
CU: 1. No creature may attack if it attacked during its controller’s
last tum.

Hommerheim AN
Legendory. T: Add R to your mana pool. T: Remove londwolking fro
torget creature unfl end of tum.

WN U es  HiPo FE7

Comes into play topped. T: Add G to your mana pool, T: Saarfice
Havenwood Battleground to add GG to your mong pool.
Hollow Trees N R ese Pl FE

Comes into ploy topped. You may leove Hollow Trees topped to puta

storoge counter on it, T: Remove any number of storage counters,
odding G for ench storage counter removed.

leation Store
Comes into play topped. You may leave lcation Store topped to put o
storoge counter on it. T: Remove any number of storage counters,
odding W for each storoge counter removed.

1 At the end of any combat in which
| Kjgldoran Home Guard attacked

1 ‘or blocked, ptita 0/~) counter on
| Kicldoran Home Guard and put a
| Dieserter token into play. Trear
this token a3 a V] white crearure,
3 e

ABURATHIA

U eees 1Dg W

U eees Bio 6 !
m H

R ees Plip FE

T: Add 1 to your mana pool or give any Assembly Worker +1 /+1
until end of tum. 1: Mishro's Factory becomes Assembly Worker, o
2/2 ortifuct wrecture, until end of tum. Stll considered o land o5
: wel. Spring, foll, ond winter pictures.
¢ o Mishra's Workshap ~ LAN R eeee {Fp AQ
: T: Add 3 to your mano pool. This mana may only be used fo
: cost ortifocts.
: Mountain C— Mk
T: Add R to your mana pool. Two Alpha versions, three versions in
: other sats. Artists: DSh, TW (lce Age)
: Mountain Stranghold
i All your (ed%egends moy bond with other lagends.
Oasis LN U wee  fS)
i T: Prevent 1 domoge to any cregture.
¢ Pendelhoven - U eees Bifg 16
Legendary. T: Add G to your mano pocl. T: Make torget 1/1 wreature
+1,/+2 untl end of tum.
Plains N € — M
T: Add W to your mana pool. Two Alpha versions, three versions in
other sets. Artists: JMy, CRu (lce Age)
eau LN R seses DTy ABUR
T: Add either R or W to your mana pool. Treat os both a Mountoin
: ond a Plains.
¢ Rainbow Vale AN R eee [Fo FE
T: Add 1 mona of gny color to your pool; Roinbow Vale passes o
opponznt of end of tum.

i Plat

_| Kjeldoran Home
Guard and Kjeldoran
Pride: The Home Guard can
block just about anything, and
as it winds down, you'll end
up with lots of litfle 0/1s
thot'll be great with Crusade.
Use Kieldoran Pride to give
the Home Guard o little more

KIJELDORAN HOME GUARD KJELDORAN PRIDE

lce Floe LN U eee i
You moy choose not to untap Ice Floe. T: Tap target nonlying

wenture tht ottacks you. That areature does not untap os long os lce

Floe is tapped.

Island UN R —  Muli
T: Add U fo your mana pool. Arfists: MPo, AMo (lce Age)

Islond of Wak-Wak AN R eeess ]Sh M
T: Reduce the power of one flying creoture to 0 until end of fum.

Karokas AN U oves Hle

Legendary. T: Add W to your mana pool. T: Refun torget legend to
owner's hond, deshoying enchontments on target lum?

Karplusan Fores! LAN
T: Add 1 to your mana pool. T: Add R to your mana pool and toke 1
damoge. T: Add 6 to your mana pool nncr toke 1 domage.

Koskun Keep
T: Add 1 colorless mona to yout pool. 1, T: Add R to your pool. 2,
T: Add B to your poal. 2, T: Add G fo your pool.

Lond Cop AN
If there are any depletion counters on Land Cap, it does not untop.
Remave o deplation counter from Land Cop at the end of your
upkeep. T: Add U to your mana pool and put o depletion counter on
Lond Cap. T: Add W to your mana pool and put a deplefion counter
on Land Cop.

Lova Tubes AN R eee pWo 1A
If there are any depletion counters on Lova Tubes, it does not untop.
Remove o depletion counter from Lava Tubes at the end of your
upkeep. T: Add B to your mana pool ond put o depletion counter on
Lova Tubes. T: Add R to your mana paol and put o deplefion counter
on Lovo Tubes.

o Library of Alexandrio AN

R eeeee fiPg M

T: Add 1 to your mano pool. T: Drow one card from your librory if you

have exactly seven cords in hond.
© Maze of Ith LAN U eeees Mg DK

T: Untop torget attacking creature. Creature neither deols nor receives :

domoge os o result of combat.

ABURATHMA

R eeee e W
UN Ue Pl HL

R eee Vi I

(U Cumlotive Up&aep

haned creature pets 41142, staying power and some
i e e bt offensive might. When the
Guard is finolly killed, merely
move the Kieldoran Pride to
something else.
IA ¢ River Della UN R ees Sy 1A

If there are ony deplefion counters on River Delta, it does not untop.
Remove o dg Yeﬁon counter from River Delto at the end of your

upkeep. T: Add B fo your mano pool ond put o depletion counter on
River Delto. T: Add U to your mana pool ond put o deplefion counter

i on River Delfo.
¢ Ruins of Trokair AN U e MPo FE
: (omes into play topped. T: Add W fo your mana pool. T: Socrifice
Ruins of TJ’GEI]i! to add WW to your mana pol.
R eeee (Ry DK

: Sofe Haven AN
: 2, T: Remove target creature you control from gome (ploy os on
interrupt). During upkeep, saaifice Safe Hoven to retum ofl creatures
it has removed f?nm game to play. Treat these creotures os if they

; were just summoned.

: Sand Silos IAN R eee Pl

Comes into ploy fapped. You moy leave Sond Silos tapped to put o
storoge counter on if. T: Remave ony number of storoge counters,
adding U for each stuzugli P:uunlet remaved.

. Savannoh R eeese pJ ABUR

i T Add either W or G to your mano pool. Treat os both o Plains ond o

: Forest.

* Scrublond LAN R eeeee Jily ABUR

: T: Add either W or B to your mane pool. Treat os both a Plins and o

i Swomp. 3
- Seafarers Quay W U e TWa 6 :

Al your blua legends moy bond with other legends.

: Snow-CoveredForest W U —  Pho W :

T: Add G to your mano pool.

* Snow-Coveredslond N U — Mo T

T: Add U to your mana poal.
© Snow-Covered Mountain LN U —  TWa 1A
T: Add R to your mana pool.

- Snow-Cavered Ploins U — (R 1A
T: Add W to your mana pool.
Snow-Covered Swamp AN U —  DSh 1A

T: Add B to your mana pool.

Strip Mine
ABURATHAVA Sulfurous Springs

UN Ue  TWa g | Svyelunite Temple

F T

Toign LAN
ABURATHMA

Timberline Ridge

Tropical Islond
: Tund

Underground River LN

¢ Urza's Mine
i Urza's Power Plont

¢ Urza's Tawer

¢ Volcanic Island

¢ Wizards' Schaol

T: Exchange two of opponent’s blocking crectures without creating on
illegal block. Whenever Sorrow’s Path is tapped, it does 2 domoge to
you and 2 to each creoture you conrol.
U eesee NG AQATH
T: Add 1 to your mana pool or place Strip Mine in your groveyard ond
destroy one lond of your choice.
AN R eee PRo 1A
T: Add 1 to your mana pool. T: Add B to your mang pool ond toke 1
damage. T: Add R to your mana pool ond toke 1 domoge.
AN U e MPo FE
Comes into play topped. T: Add U to your mana pool. T Sacrifice
Svyelunite Temple to 0dd UU to your mana pool.
N € — M ABURATHW
T: Add B to your mana pool. Two Alpha versions, three versions in
other sets. Artists: DFr, DSh (lce Age)
R eeese pY ABUR
T: Add either G or R to your mana pool. Treat as both a Forest ond o
Mountain.

| TheTobomadoct el Vo AN R see Nz

16
Legendary. All creatures require an upkesp cost of 1 in oddition to
other upkeep costs. Destroy o creature if its upkeep is not poid.
N R eee 1Mo
IF there are any dzpletion counters on Timberline Ridge, it does not
untap. Remaove o depletion countet from Timberline Ridge ot the end
of your upkeep. T: Add G to your mona pool end put o depletion
counter on Timberline Ridge. T: Add R to your mana pool ond put o
depletion counter on Timberline Ridge.

Tolaria AN U eee  Nlg 16

Legendary. T: Add U to your mana pool. T: During upkeep, remove

banding cbility from torget creature until end of tum.

R eecee |iiy ABUR
T: Add either G or U to your mano pool. Treat as both a Forest and
on Island.

ndro AN R eesse [jy ABUR
T: Add either U or W to your mana pool. Treat as bath on Islond ond

o Plains

R eeee |ith A

T: Add 1 o your mana pool. T: Add B to your mana poo! ond toke 1

domage. T: Add U fo your mana poal and toke 1 demage.

i Underground Sea N R eeess R ABUR
H T: Add esther B or U to your mana pool. Treat a5 both o Swamp ond on bskond.
i Unholy Gtadel N Ue Mo 16
: | your block legends may band with other legends.

i Urborg AN U eee BWg 16

Legendary. T: Add B to your mana poal. T: Remove first strike or

swompwalk abifity from torget creature until end of fum.

N C e AMg AQ

T: Add 1 to your mona pool If you have Urza’s Mine, Urza's Tower

ond Urza's Power Plant in play of the some time, top to 0dd 2 to

your mana pool.

AN (e KR A

T: Add 1 to your mana pool If you have Urzo's Mine, Urza's Tower

ond Urzo's Power Plont in ploy ot the same fime, top to odd 2 o

yout mana pool

N (e WP AQ
T: Add 1 1o your mana pool If you have Urza’s Mine, Urza's Tower
ond Urzo’s Power Plant in play ot the same ime, tap to odd 3 to
your mona pool.

Veldt IAN R wee BWg A
If there are ony depletion counters on Veldt, it does not untap.
Remove o deplation counter from Veldt ot the end of your upkeep. T:
Add G to your mana pool and put o depletion counter on Veldt, T: Add
W to your mana pool and put o depletion counter on Veldt.

R eeeee f5y BUR

T: Add either U or R to your mana pool. Treat s both an Island

and o Mountain,

lond U PMo HL

T: Add 1 colorless mana fo your pool. 1, T: Add U to your pool. 2, T:

Add W to your pool. 2, T: Add B fo your pool.

Ever get confused by o Magic cord or wacky cord combo?
Don't sweat it, we con answer any question!
Jush drop us a note af:

Stumpers
¢/o InQuest
151 Wells Avenue
Congers, NY 10920

or e:mail us at InQuestMag@aol.com
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WIZARDS OF THE (DAST- 1996
Full Set (144 cards + 55 varionts)

ltumn . e find  Cost

Destription
Aesthir Glider 3

AC

Flying. Connot be assigned to block. Two versions. 2/1.

ASh':'ilrdr?’grc’mpl |mks the top three cord fhis‘/ﬁbrr i
, T: Target player looks of the top three cards of his fibrory a
onenfrl?em o:vropuf thot ibrary. Remave the remaining two from

the game.

Astrolobe ART 3
1, T: Serifice Astrolabe to odd two mana of any ona color fo your
mana pacl. Play this obility as an interrupt. Draw o card af the begin-
ning of the next tum’s upkeep. Two versions.

Floadwater Dom ART 3
XX1, T: Tap X target londs.

Gustha's Scepter AT D
If Gustho’s Scepter leaves play or you lose control of it, put oll cards
under Gustha's Scepter info your graveyard. T: Put ony cord from your
hand foce down under Gustha's S(ESI?' You may look ot thot cord ot
any time. T: Retum any cord under Gustha's Scepter to 1yow hand.

Helm of Obedience AR 4

X, T: Put the top cord of torget oppanent’s library into his graveyord,
Confinue doing this until you hove put X cords or o creature cord into
that graveyard, whichever occurs first. I the last cord put into the
graveyard is o creature cord, bury Helm of Obedience and put that
ceafure info ploy under your contral as though it were just cost. X
con't be equal fo zero,
Lodestone Bauble ART 0
1, T: Sacrifice Lodestone Bouble to put up fo four torget basic lands
from any player's ﬂluv%urd on fop of his librory in any order. That
et drows 0 card of the beginning of the next tum's upkeep.
Mishra’s Groundbreaker AT 4
1: Sacrifice Mishro’s Groundbreaker. Torget lond becomes a 3/3 orfe
fact creature. That creatute stll counts os o lond.
Mystic Compass MT 2
1, T: Torget mana-producing land becomes a basic land type of your
choice unfil end of tum.
Phyrexian Devourer AL b
f Phyrexian Devourer’s power s seven or greater, bury it. 0: Remove
the top cord of your librory from the o put o +4/+X counter on
Phyrexian Devourer, where X is equal to that card’s costing cost. 1/1.
Pt e g ) 10 o o o Ry
: Torget opponent ot the fop 10 cords of your library ond se
rates them into fwo foce-dawn piles. Choose ane of thase piles undw
remove it from game. Search the remaining pile ond put one of thase
cards info your EundA Shuffle the remaining cords into your brary.
Ignore this effect if you have fewer thon 10 cards in K%I library.
yrexian War Beas! B 3
If Phyrexian War Beast leaves play, sacifice a lond, ond Phyresion
Waor Beost deols one domage fo you, Two versions. .'Yd‘
Scarah of the Unseen RT 2
T: Sacifice Scorob of the Unseen to retu ll enchantments on torget
permanent yau own to their owners’ hand. Drow o card ot the begin-
A mnﬁ of the next fum’s upkeep.
Shield Sphere AC

counter on it. 0/6.
Sol Grail RT3
When Sol Groil comes info play, choose a color. T: Add one mana of
me‘t[r)lpsen color to your mana pool. Play this obility s on interrupt.
evi Digger
2: Put the top card of your graveyord on the battom of your ibrory.
SoldlavLSemry : : iy 5] )
: Regenerate. Torget opponent may drow o cord. Two versions. 1/1.
Soldevi Steam Beast M 5
Whenever Soldevi Steam Beost becomes topped, forget opponent
goins two life. 2: Regenerote. Two versions, 4/25.
Storm Couldron e
Durin%‘emh player's tum, that player moy put one odditional lond info

I_Jllﬂgd henever a land is tupped for mono, return thot lond to owner’s
and,
Urza's Engine AC

5
Tromple. 3: Bonding unfil end of tum. 3: All ceatures banded with
Urza’s Engine gain tromple unfil end of tum. 1/5.

124 @!

Home Kind  Cost
Description

fa

: Diseased Vermin

H [}ysmlj)ic N
i (U: One lfe. During each player's u;keep, if that player controls ony

Fatal Lore

Krovil

0 ;
Counits o o wll, If Shield Sphere is assigned as o blocker, puta-0/-1 :

Name Kind  Cost
Destription
Whirll'lkq Cotopult ART 4
2 2: Femove the top twa catds of your library from the gome to hove

Whiring Catopult deal one domage fo each creature with flying and
ench ployer,

¢ Balduvian Dead ¢ B3

¢ 2R: Remove torget summon cord in your graveyord from ﬂliﬁume to
put o Grovebor foken into play. Treot this foken os 0 36] ek ond
red creature thot con attack the fum it comes info play.

¢ bom token ot end of tum. 2/3.

= Casting of Bones i ( B
If enchanted creature s put info the izmymd, drow three cords.

ury Grove

Choose and discord one of these cards. Two versions.

Contogion INS  BB3

You moy pay one lfe end remove o block cord in Eﬂul hand from the
gome instecd of paying Contagion’s costing cost, Effects that prevent
or redirect domage connot be used fo counter this Ioss(of i'r!e.ﬁ

2
During your upkeep, Diseased Vermin decls one domage to a single
torget opponent it ?ms p'?wﬂ domoged for each infection counter
ngDIseased Vermin, If Diseosed Vermin domoges o ployet in combat,
put on infection counter on it. 1/1, o

reen of white permanents, he sacrifices o green of white permanent,
i SRR B2

Target opponent chooses effect: Either you drow three cards or you
choose ond
he draws up to theee cards.

 Feost or Famine INS B3

Bury torget non-black, non-artifoct creature or put a Zombie token into
ploy. Treat this 1oken os a 2/2 block wreature. Two \;ersiuns.

Fevered Strength

B2
Torget creoture gets +2/+0 until end of tum. Draw a cord of the
beginning of the next fum’s upkeep. Two versions.

: Insidious Bookworms

SC B
B1: Target player discords o cord at random from his hond. Use this
ability only when Insidious Bookworms s put info the graveyord from
play. Ylou ]wnnal spend more than BT in this woy eoch tum. Two ver-
sions. 1/1.

Kaerer of Tresserhorn ) SC 8BS
f Ke?w of Tressethom ottacks and is not blacked, it deals no domage :

to defending player this tum and that player loses twa lfe. Effects that
prevent or redirect domage con not be used to (wnlesr(mis !oisa. /6.

¢ Krovikan Horror

At the end of ony tum, if Krovikon Horror s in your groveyard with o
summon cord directly cbove it, LDU maoy put Krovikan Horror into your
hand. 1: Seaifice a creature to have Kiovikon Homor deod one dom-
G?(B to target creature of player. 2/2.
on Plogue [ B2
Plurnun o non-woll creature you control. Drow o cord ot the beginning
of the upkeep of the fum after Kroviken Plagua comes into ploy. 0:
f the upkeep of the fum after Krovikan Plo ploy. 0

Top enchanted creature to hove Krovikan Plogue decl one domoge to
torget creoture or S*U‘ft’-f» Put 0-0/-1 counter on enchanted treature,

Lim-Dil's High Guar

First strike. B1: Regenerate. Two versions. 2/1.

Misinformation INS

B
Put up to three torget cards from on appanent’s graveyord on top of
his librory in ony order.
Phantosmol Fiend SC 83
B: +1/-1 untl end of tum. U : Switch Phantosmal Fiend's power and
toughness until end of tum. Effects tho alter Phantosmal Fiend's
pawer olter its toughness instead, and vice verso. Two versions, 1/5.

* Phyrexian Boon

As long os enchonted creature is block, it get +2/+1; otherwise it gats
-1/-2. Two versions.

 Ritualof ihe Machine SR g2

Sacrfice a creature to goin control of target non-black, nonr-ortifact
greature.

Soldevi Adnate SC Bl

T: Saifice o black o ortfact creature to add an omount of B equal to
that creature’s casting cost to your mana paal. Play this ability os an
inferrupt. Two versions. 1/2.

: Stench of Decay NS BBI

All non-artifact creatures get -1,/-1 until end of fum. Two valsilgns.
3

: SlramEal de
¢ If Stromgald Spy ottocks and is not blocked, you may choose fo hove

it deal no domage to defending p!arel this tum, If you do s, defend-
|ng| J)Iayer must play with his hand face up on the toble until Shom-
g

old Spy leaves play. 2/4.

Swamp Mosquito SC Bl
i

Flying. If Swomp Mosquito attucks ond is not blocked, defending
player gets o paison counter. If o ployer has 10 or more poison coun-

ters, he loses the gome. Two versions. 0/1.

Force of Will

bury up to two target creatures that oppanent controls and
i Saldevi Heretic

: SpinJ_ Starfish

¢ Lim-Dil's Vault

: Arcane Denial INT 0

i Counter farget spell. That spell’s coster may drow up to two cords of

the beginning of the next fum’s upkezp. Diow o card ot the beginning

+ of the next tum’s upkesp. Two versions.

i Awesome Presence (O]

Enchanted creoture con’t be blacked unless defending ployer qus o
[

odditional thee for each creotwe assigned fo block enchanted creoture.

Twa versions.

Benthic Explorers

SC U3
T: Untap target tapped land on eppanent controls to odd one mono of
ony type that land produces o your mona pool. Two ["ﬁﬁimhzé 4
I

owse U
2UU: Look ot the top five cords of your library end put one of them
into your hond. Remove the remaining four from the game.

Diminishing Returns 0R U2

Eoch player shuffles his hond and ?mveyald into his librory. Remove
the top 10 cards from your librory Trom the gome. Each player drows
up to seven cords.
False Demise _ [ 02
If enchanted creature is put into the graveyord, retum that creature to
play under your control o though it were fust cast. T'mo vmi?;ﬁ;‘;
You may poy one Ife and remove o blue card in yout hand from the
qome imstead of paying Force of Will's casting cost, Effects that gale—
vent or redirect damoge cannat be used to counter this loss of life.
Counter forget spell.
Foresight SR U1
Seatch your library for ony three cards and remove them from the
me. Shuffle your hbru? efterwords. Drow o cord at the beginning of
e next tum’s upkeep. Twao versions,
Lat-Nom's Lega NS U1
Choase o (m?fmm your hand end shuffle thot cord info your library to
. Graw two cards of beginning of the next tum’s upkeeg. lywo versions.
Library of Lat-Ham R U4
Torget opponent chooses effect: Either you diaw threa cards af the
beginning of the next tum’s upkeep or uyffu search your Lbrary fora
cord, puf it into your hand and then shufle your Iibrary.
ontosmal Sphere (
Flying. At the beginning of the upkesp, put @ +1/+1 counter on Phan-
tasmal Sphere, Ouring your ugkeep, poy oné for eoch of these +1/+1
counters or hux Phantosmal Sphere. If Phantosmal Sphere leqves
ploy, put on Ord foken into play under ﬁour opponent’s control, Treat
this token os 0 */* blue creature with flying, where * is equol to the
number of these +1/+1 counters on Phontasmol Spié%le. 8/1.
W, T: Prevent up to two domoge to ony ceature. Target opponent
may drow o cord. Two versions. 2/2.

Soldevi Su?n SCou

1
T: Sacrtice two londs to drow three cords, Choose ond discard one of
0se ards. Two versions. 1/1.

SC o
Regenerate. At the end of nnr tun in which Spiny Starfish regener-
ated, put o Storfish token into f for each time it regenerated thot
tum. Treat these tokens as 0/1 blue creatures. 0/1.
Storm Crow SC
Flying. Twa versions. 1/2.

¢ Storm Elomental s

Flying. U: Remove the top card of your liary from the game to to
target creature with flying. U: Remova the top card of Taur [ibrary from
the gome, If that cord is o snow-covered lond, Storm Elemental gets
+1/+1 until end of tuin, 3/4.

Suffocation INS

1]}
Play unlr when a red sorcery or instont deals domage to you. Suffoco-
tion deals four domaga to that spell's caster. Drow g cord o the begin-
nirg of the next fum’s upkeep.
Thought Lash w2

(U: Remave the top cord of your librory from the gome. If you do not,
temave yout librory from the gome ond bury Thought Losh. 0: Remove
the tap card of your libtery from gome to prevent aneE ﬂumogﬁ lﬁ you.

: Tidal Conro

w2, An'( ployer may poy two or two life to counter target red or
green spell. Ploy this obility as an internupt. Effects that prevent or redi-
tect domage connot be used fo counter this loss of Ife.

¢ Viscerid Armor B U

Enchanted creature gets +1,/+1. 1U: Retum Viscerid Armor to owner's
hand. Two versions.

Viscerid Drone SC 0

T: Sifice a creature and o Swomp to bury forget non-ortfact crea-
tute, T: Socrifica o creature and o snow-covered Swomp to bury torget
aeature, 1/2.

nzwy Arc INS
nfop ony number of torget creatures. Thase creatures neither deal nor
receive domage in combat this fum.

: Lim-Dol’s Poladin SC RB?

Tramplo. During your upkeep, choose and discard o cord from your
hand, or bury Lim-Dil's Poladin end drow a cord. If ony creotures ore
assigned to block i, Lim-Dal's Paladin gets +6/+3 unil end of tum, If
LimDgl's Polodin attacks and is not blotked, it deals no damage to
defending player this tum and thot player loses fou life. Effects that
prevent of redirect domage connot be used fo munle:ﬂtlsus 'Osﬂﬁofa'
Look ot the top five cards of your ibrary. As many fimes as you
choase, you may pay one life to put those cords on the bottom of you
libary ond look of the top five cords of zwr library. Shuffle oll but the
top five cards of your ibrory; put thase five on top of your brary in
any order, Effects that prevent or redirect domage connot be used to
counter this foss of life.
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Nome Kind  Cost Name Kind  Cost Nome Kind  Cost
Dastription Description Descripfion

Lord of Tresserhorn SO WME Vine SC G2 * o Gargoyle SCowa
When Lord of Tresserhorn comes into play, pay two ife ond socrifie an block reatures with flying. You may choose not o untop Whip = ?lying. I vory Gorgoyle is put info the groveyard from play, put it info

two creatures; ond torget opponent draws two cards. Effects that pre-
vent or redirect damoge connot be used to counter this loss of lfe. B:
Regenerote. 10,/4

Misfortune SOR  GRBI
Torget oppanent chooses effect: Either you puta +1/+1 counter on

each creature you control and gain four kie; or you put ge']l é—l counter

on eﬂc||11 reoture that apponent controls ond Misfortuna deafs four dom- ¢
age fo him.
Hutu?e’s Blessing B ow2

WG: Choose and discord o cord from your hend to have torget reoture
oin bonding, first stiike, or tromple or get 0 +1/+1 counter,
PheW l ! I end of tum. T SEM UEgW]
- Fying until end of furn. Target opponent gains two Ife. U: Retum
Phelddagrif fo ewner’s hond. Target opponent may drow o cord. G:
Trample until end of tum, Put o Hippo token into play under torget
oppanent’s control. Treat this token os a 1/1 green weature. 4(:/4.
Sur;te of SlrEI?ﬂl INS R
hoose ond discord o red or green card from your hond to have torget
aeature %l:;n trample and get +X/+0 until end of tum, where X is
equal to that creature’s casfing cost.

Wandering Hugie SC s
W: Poy one fife to prevent up to two domage to eny creature, Effects
that prevent o redirect damage connot be used to counter this loss of
life. U: Prevent one domage fo any Cleric or Wizard. B: Put g -1,/41
counter on m%rcreulme you control fo prevent up o two domage fo

ony player. 0,

Winter's Night W WRG
Whenever o snow-covered land is rnpged for mana, it produces one
oddifional mano of the same type and does not untop during its con-

troller’s next untop phase.

Bounty of the Hunt INS  GG3
You mag temove o green card in yout hond from the gome instead of
paying Bounty of the Hunt's casting cost. Put three +1/+1 counters,

distributed ony way you choose, on any number of torget creotures.

Remove these counters at end of fum.

Deadly Insects C o4
Cannot be the target of spels or effedts. Two versions. 6,/1.

Elvish Bard

All creatures able to block Elvish Bard must do so. If this forces a crea-
ture o block more attackers thon allowed, defending ‘)luye( ossigns
that creature to block as many of those attackers os ollowed. 2;4.
Hvish Ranger SC &
Two versions. 4,/1.
Elvish Spirit Guide SC G2
If Elvis:znmlﬁs;side isin ym{r mdihyuu muwy remove 'it from ?e
ome 0 mona pool. s ability as an interrupt. 2/2.
Fynﬂimrn Druid SC % G{Z
If Fyndhom Druid is put into gmveymld the same tum it was blocked,
goin four lfe. Two versions. 2/2
Gargantuan Gorilla SC G664
uring your upkeep, saarifice o forest, or bury Gorgantuan Gorilla ond
Gargontuon Gorilla deals seven domage to you. If you socrifce o snow-
covered Forest in this woy, Gargontuan Gonlla gains romple unfil end
of tum, T: Gorgantuan Gorilla deals an amount of damage equal fo its
;d:ower to any Inlthe:s forget aﬁu&uﬂm. l'hhij‘i1 rréegmiés d]e;i]s an amount of
omage equal 1o s power to Gargontuon Gorilla, 7 /7.
Gitofthe ioas i i

G f)
If enchonted ceature blocks or is blocked by any creatures, enchanted  :
areoture gets +0/+3 untl end of tum and you gain one lfe. Two versions.

Gorilla Berserkers SC 663
Trample, rompage: 2. Cannot be blocked by fewer than three creo-
fures. Two versions. 2/3.

Gorilla Chieftain SC 662
16: Regenerate. Two versions. 3/3.

Hail Storm NS GG1

oge to you and each creature you confrol,

K
”ﬂ green ceolures you control get +1/+1.2/3,
Natures Chosen
on a creature you control. (: Untop enchanted creature. Use this
ohility only during your fum ond only once each tum. 0: To
enchanted creature fo untop farget arfifact, areature or lumf Use this
obility only if enchanted creature s white ond only once each fur.
Nature's Wrath N GG4

G663

o Swamp or black permanent info play, he socrifices o Swamp or

permanent. Whenever a player puts an I<land or o blue perme-
nent inl{wglcx, he socrifices an Island or o blue permanent.

Splirlf!iiﬂg in EN G662

26: Splintering Wind deals one damage fo farget creoture. Put o Splin-
ter token into play. Treat this foken os 0 1/1 green creature with
ing and CU: G. If this token leaves play, it deols one damage to you
ond to each areature you control.

Taste of Poradise L SOR 63
Goin threa ife. Goin three life for each G1 you pay in oddition to the
costing cost. Two versions,

(4

Torndo N
(U: 6. G2: Pay threa lfe for each velocity counter on Tomado,
Destroy torget permanent and put a veloaity counter on Tomado. Use

this abiity only once each turn. Effects that prevent or redirect damage Inheritane N W

connot be used to counter this loss of life.
Undergrowth

o costing cost, Undergrawth doesn’t affect red weatures. Two versians.

AC Atfoct Ceshie (R Comont Rarty

Bestial Fury

i hond.
: Enslaved Scout

¢ Gorilla Shaman
i Gorilla War Cry IS Rl

 Guerilla Tadlic

H Pillnaqe
: ury forget arfifoct of lond.
¢ Primifive Justice SOR Rl

: Rogue Skycaptain

Soldier of Fortune
Hail Storm deals two domage fo each attacking reature ond one dom- T

Errand of D

s 6 :
No creatures deal damage in combat this tum. If you pay R2 in addition

Vine during your untap phase. T: Top torget creature with fiying
blocked by \{'hl% Vine. mm does not untop during ifs controller’s
untap phase os long os WV remains topped. Two ve:gigns. 1 /54.

¢ Yavimaya Ancients

G: +1 /-2 until end of tum. Two versions. 2/7.

Yavimaya Ants SC 662
Tromple. CU: GG. Yovimaya Ants con attack the tum it comes into ploy
on yout side. 5/1.

Agent of Stromgald

SCIER
R Md-ls 1‘? your mona pool. Play this obifity as on intemupt. Two ver-
sions.. .

Balduvian ﬁo'rdq 101l o Sﬁ( RR?fT :
When Balduvion Horde comes into ploy, discard o card of random from e WS W

ur hond or buy Bolduwvian Horde. 5/5.

¢ Balduvion Var Mokers SC R,

Rampage: 1. Bolduvian Wor-Mokers con attock the tum it comes into
ploy on your side. Two versions. 3/3. o

£
Drow a cord of the beqimi of the upkeep of the tum after Bestiol
Fury comes into play. If enchanted creoture attocks and is blocked, it
gains romple and gets +4,/+0 until end of tum. Two versions.

Burnout INT

Counter torget spell if it is blue. Drow o cord ot the beginning of the

next fum’s upkeep.

Chaos Harlequin SC 2

R: Remove the top card of yout librory from the game. If that cord is o
land, Choos Horlequin gets -4 /-0 unhl end of tum; otherwise, Choos
Harlequin gets +2,/+0 unfil end of tum. 2/4.

Death S%ur NS R

Death Spark deals one damage

of your upkeep, if Death Spark is in your groveyord with o creature

cord directly obove it, you may poy one to put Death Spark into your

SCR2
2: Mountoinwolk until end of tum. Two versions. 2/ g(

XX1: Destroy target non-creature arfifoct with cosfing cost equal fo X.
Two versions. 1?

Attacking creatures cannot be blocked by only one creature this tum.
Play only during combat before defense is chosen. Tvlﬁ Sverswﬁ

Guerrill Tactics deals two domage to target creature or player. If o

1l or effect controlled by on oppenent causes you to discard Guerilla

nctics from you hand, reveol Guerilla Tactics to oll ployers, ond it
deals four domage to target reature of player. Two versions.
Omen of Fire INS  RR3

Retum ol islands to their owners” honds. Each player sacrifices a plains

or o white permanent for each white permanent he controls.
SOR  RR

Destroy torget orifuct. Destray o torget artifuct for each 1R you poy in
addition to the casting cost, Destroy o farget ortifoct ond goin one kfe
for each G1 you pay in addifion to the cosfing cost.

© Pyrokinesis INS R4

You may remove a red card in your hond from the %nme instead of
puvingugvmklnasis’s casting cost. Pyrokinesis deals four domage,
divided any way you choose among any number of nsnrget :regg}res.

Flying. At the beginning of you upkeep, put a wage counter on Rogue
Skycaptain, During your upkeep, pay hwo for each woge counter on

Rﬁue Skycaptain, or remove of wu’gﬁ counter from Rogue Skycoptain
ond 1 :

nrget opponent gains control of Rogue Skvcup!usir&. 3/4.R

RT: Target player shuffles his ibrory. 1/1.

i Storm Shoman SC R

R: +1/+0 until end of fum. Twa versions. 0/4.

© Vardhild's Crusader

R3
0: Varchild Crusoder connot be blocked, except by walls this tum. Bury
Varchild's Crusoder ot the end of tum. Twa versions. 3{2.

Vorchild's War-Riders St R

Tromple, rampage; 1. CU: Put a survivor token into play under torget
uppogient’s u?r?r?gl. Treat this token as 0 1/1 red ueg&me. 3{4. y

¢ Veteran's Voice
During your upkeep, pay G or bury Noture’s Wroth. Whenever a player

Ploy on o creoture you control. 0: Top enchanted creature fo give any
other torge! creature +2/+1 unfil end of tum. Two versions.

IwsinE |

¢ Carrier Pigeons

SERWI
Flying. Drow o cord ot the beginning of the upkeep of the tum ofter
Carier Pigeons comes info play. Two versions. 1 )]

m}! NS W1
Put o Knight token into play. Treat this token os o 1,/1 white creature
’ l;‘4'i$h banding. Two versions.

INS W2
Remove forget non-white ottacking creature from the gome. Gain life
equol fo that creature’s foughness.

3: Drow o cord. Use this obility only when o creature is put into the

Kieldoran

Kjeldoran Pride

to target wreature ot player. At the end

¢ wid

play undzt owner’s confrol ot end of tum and skip your next drow
phase. 4W: Remove Ivory Gargoyle from the game. %{?. o

¢ Juniper Order Advocate

long os Juniper Order Advocate is untapped, afl green creatures you
cunrrﬁge(ul/d. 1/2. ¢

ort SC o ww2
chtﬁng', Two versions. 2/3.
Kjeldoran Home Guard SC W3
At the end of ony combat in which Kigldoron Home Guard ottacked or

blocked, put 0-0/~1 counter on Kj Home Guard and put a
Deserter foken into play. Treat this token 0s 0. 0/1 ”'Ec”“"w"f 1/8.
Enchonted creature gets +1/+2. 2U; Switch Kﬁm Pride from cree-
ture it enchonts to onather crenture. Kjeldoron Pride’s new torget must
be legol, Treat Kjeldoron Prids os though if were just cast on the new
target. Two versions.

ntil end of tum, you may redirect to torget reature you control any
omount of domage. Two versions.

 Hoble Steeds Woow

TW: Torget creature goins first strike until end of nrnIANISwu n;;rvmns

¢ Reinforcements

Put up o thiee torget cregture cords from you graveyard on fop of
ynui ibrory in ony order. Two versions.

eprisal INS Wi
i Bury torget creature with power four or greater,
¢ Royal Decree N wWW2

CU: W. Whenever o swomp, mountoin, black permanent, or red per-
manent becomes fapped, Royal Decree deals one damaoges fo that per-

i manent’s controller.

: Royal Herbolist i
2: Remove the To? cord of your lbrory from the game to gain one fife.
Twa versions. 1/1.

: Scars of the Veteran NS W

4
You may remove a white cord in your hond from the gome instead of
poying Scors of the Veteran's casting cost. Prevent up to seven dom-
0ge 1o torget creature or player. For each one domage to o creoture

prevented by Scors of the Veteran puta +0,/+1 counter on that cre-
ture of end of fum.
+ Seosoned Toctician SC w2

3: Remove the fop four cards of you librory from the gome fo prevent
all domoge to you from one source. 1/3.
© Sustaining Spirit sCowl
[ll:?'?]. Any domage that would reduce your ife fotal fo less than
i oneinstead reduces it to one. 0/3
¢ Swom Defender SC
I: Swom Defender’s power fo the toughness of target creo-
ture blocking or being block h! Swom Defender, minus 1, until end
of tum. Change Sworn Defender’s toughness to one plus the power of
thot creature, until end of tum. 1/3.
Unlikely Allionce IN W
i‘:l : Torget non-attacking, nonblocking creature gets +0/+2 until end
of fum.
W2

Aesthir SC
Flying, first strike. WW: +2/+0 until end of . You cannot spend
mose thon WW in this way each tum. Two versions. 1/1.

Ww2

¢ Balduvian Trading Post LAN
: When Bolduvian Troding Post comes info play, sacifice on untopped
mountain of bury Balduvian Tmh%el’:st. T: Add 1R to your mana
pool. 1, T: Balduvion Troding Post deals one domoge to target attack-
: ing (reature.
¢ Hearf of Yovi LAN
When Heart of Yovimaya comes info play, socrifice o forest or bury
: Heort of Yavimayo. T: Add G to your mana pool. T: Torget reature
: 0 laets +1/+1 until end of tum.

e

“?{un n;lmsl I LAN by i
en on st comes into play, socrifice o plains or
doran Outpost. Tshm]w fo your mana pool, W1, T: mm
¢ tokeninto play. Treat this foken as a 1/1 white creature.
¢ Lake of the Den? LAN
¢ When Loke of the Dead comes into play, socifice o Swamp of bury
Loke of the Deod. T: Add B to your mana pool T: Sacifice @ Swomp to
¢ odd BBBB to your mana pool.
¢ Sthool of the Unseen AN
i T: Add one colorless mona fo your mana pool. 2, T: Add one mana of
i any color to your mona pool.
: Sheltered Valley LN
i When Shelrered Volley comes into ;i? bury oy other Sheltered Vol
ley you control. Durin m{ upkeep, if you control three or fewer
:|onds, gain one life. T: Add one colorless mana to your mana pool.
: Soldevi Excavations AN
When Soldevi Excovations comes into Eﬂy soarifice an untopped
islond or bury Soldevi Excovations. T: Add U1 o your mana pool. 1, T:
Look ot the top of your library. You may put that cord on the battom
of your brory.
Thawing Gladiers LAN
Comes into play topped. 1, T: Search your kbrory for o basic lond and
put it into play topped. This does not count toword your oneond-per-
tum limit. Shuffle your ibrory ofterwards. At the enﬂ? your fum,
retum Thawing Glociers to owner’s hond.

graveyord from play, and only once for each reature put info the

groveyord.
T ol oop 2 o Gt R ot Lond W Exchant Wotkd N et SC Surnen Crootre
EA Enchant Arifoct EE Enchont Enchontment EN. Enchontfient INS Instont ANLand

SOR Sorcery

g
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LAYERS
GUIDE

SPOTLIGET:

One of this month’s bonus Spotlights is Wizard of the Coust's Netrunner. It's  game
set in the world of R. Talsorian’s Cyberpunk roleplaying game. There are two roles in
Netrunner. the Runner, a high-fech data thief, and the Corporation. The goal of the
Corporation is fo score agendus despite the Runner’s attempts at theft and vandalism.
The goal of the Runner is to liberate the agendas from the Corporation and expose

v

H ifs operations.
; ™' J 2 | © 1996 Wizerds of the Coasd Inc. Cyberpunk ond NesRirner therein e rodemarks of . Telsarion Games, foc
z "E'-RUNNER CORPORATION CARD RUNNER CARD
y [ ]
o CARD DESCRIPTION A : :
| A. Card Name: This is, and forever will be, the name of the card.
i'f B. Keywords: This identifies the category 1o which a card belongs. In these two cases, F F
W Wizard's Book is a Program and Cortical Scrub is on lce card.
¥ m C. Subroutines: The defensive copabilities of an lce card.
| D. Ice Strength: More is better. The higher the strength, the harder it is to sahotage.
| E. Rez Cost: A one-time cost in bits o odtivate on instolled cord. B BT iy Bk er-AP-Beaiewipe J
' F. Art: This is in case you wanna look ot some neat pictures. 4 P arlriae H
| G. Comment: Usually a sarcasfic remark or saying courtesy of the NetRunner editors. i e o iyl sil: G
| H. Effects: What the card can actually accomplish. D
1. Installation Cost: The cost for putting a Runner card into play. LAy K
1. Memory Units: You can only install the number of progroms up to the amount of MU e

e e

(Memory Units) you have.
K. Strength: This strength must be equal fo or higher than the lce Strength in order fo

. affed if. SRSy,
i *NO'TE: There ore eight different types of cards in oll, and they con ol be found in Slﬂﬁ_

the Netrunner Rulebook t dhed deckof TR
e Netrunner Rulebook that comes packed in every starter deck of Nefrunner. I ﬂtn

} This month's other bonus spotlight takes us where no one has gone before. THE NMEXT GEMNERATION

Star Trek: The Next Generation: Alternate Universe, is the first expansion of the ik NATE UNIVERSE
high-flying Star Trek: TNG card game. Ploy the Federation, Klingons or the d l . A

Romulan empire, encountering episode-based dilemmas, freacherous missions and sr A R TR E K.' TN G: A lTE R " ‘TE UN 'VE R SE

all of your favorite (and least favorite) Star Trek personnel. Pilot your ships across
the spaceline, completing missions, collecting points toward victory and smashing CARD DESCRIPTION

your opponent’s ships fo rubble—all in the inferests of intergalactic peace. A. Nomme: This st name of your ard. Not muth more o 1Rl
B. Affiliation: Wily Romulan, fierce Klingon, noble Federation—this symbol tells all. Also
indicates if the cord is non-aligned, or if it’s an ortifact, dilemma, equipment, event or
A inferrupt cord.
C. Type: Describes the type of starship or the type of crew member. Certain types ore
useful ogainst certain dilemmas.
D. Category: Arfifacts, dilemmas, equipment and events, oh my! Allin big print so you
don't get confused and try fo use your ricorder os an interrupt.
E. Flavor Text: So you never lose the feeling of being in an episode. Not helpful for
( playing the game, but itll make the stream of Romulan charadters in your deck seem more
e C important.
€ F. Description: This box will describe all manner of good and bad effedts on certain cards.
G. Skills or Devices: Exclusive to characters and ships, a skill or device can help you
overcome dilemmas or give you an edge over your opponent.
1w Integrity: How honorable your choracter is.
I. Cunning: How dever your character s.
J. Strength: Clutch in away-team combat.
K. Range: How far a ship can travel per turn.
L. Weapons: How effective your ship is in combat.
M. Shields: How well your ship can defend.
N. Ability: Denotes staff- (four-point stor) and command-level (six-point star) ability on
personnel. On a ship, the minimum number of staff- and command-level personnel
required to take that baby out of Spacedock. Command-level personnel can serve os staff,
but not vice versa.
0. Points: The bread and butter of Stor Trek: The Next Generation, these are what you
receive when you overcome o mission. One hundred points makes you the new Captain
Picard, or the winner—your choice.
E ' P. Span: The distance from one end of o mission fo the other. To move two cards to your
left in the same furn, your ship’s range must equal or exceed the tofel span of those fwo
cards. (Don't count the span of the card you're starfing from.)
Q. Alternate Universe lcon: These cards can only be played as part of the Altenate
Universe.

ALTERNATE UNIVERSE
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Name Type  Cost Str Ployer Rority

e Dl P Pmerkuritvé

UNNER
WIZARDS OF THE COAST- 1996
Full Set (374 cards)
CORPORATION CARDS

AGENDAS i

Tpe  Off P Ployer Roity £ goryrin et Upllrnlzuhuu o 5 3 (p V

Nome
Description

Al Chief Financial Officer Ass 5 2 (op R
Actian: Shuffle cords stored in HQ and the Archives into R&D; iheﬂ
draw five cards.

Artificiol Security Directors Res Cop R
Difficulty of Block Ops ogendas is reduced by 1.
Bioweapons Engineering Res Cop R

Each source of meat domage inflicts +1 meat domage.

Block lce Quolity Assuronce ~ Res 5 2 Cop R
All black ice has +2 strength.

Corporate Boon Ass b 2 (op V
Put four boon counters on Corporate Boon when you score it. Boon
Counter: Gain on action. Use this abiity only ence per tum ond only
during your fum.

Corporate Coup Bla 5 2 (o V
Put 15 bits from the bank on Corporate Coup when ynu sore it.
Action: Take 3 bits from Corporate Group, if it has any bits.

Corporate Downsizing Gra 3 2 Cop V
When you score Corporate Downsizing, show to Runner ony number
of agenda cards stored in HQ. Gain bifs equal to twice the combined
ogenda points of these cards; Iﬁen shuffle them into R&D.

Corporate Retreat op
You lose the following obility s suun os you rez of install any cord,
Action: Gain 2 bis,

Corporate War Blo 3 3 Cop v
If you have 12 or more bits in your pool when you score (urpurule
War, gain 12 bits; otherwise, lose all bits.

Duta Fort Redomation Gia ] 2 (op ¥
Gain 10 bits and choose up to four cards stored in HQ when you score
Data Fort Reclomation. Create o new dato fort using the cards chosen,
Install cords one ot  time; you moy rez Them when you instoll them.

Detroit Police Contract Blo 1 Cmp Vv
Put 12 bits from the bank on Detroit Purce Contract when you store
it. Toke 2 bits from Defroit Police Controct, if it has any bits, ot the
start of eoch of your tums.

Employee Empowerment Gro Com
You may choose to draw an odditional (uni ot the stuﬂ of euzh ui
your fums. Action: Draw two cords,

Entrzrfhnn Breokthraugh Resi 50 20 Fiom R

code gotes have +1 strength. When you score Encyprtion Break-
through, reveal as many code gotes os you wish, Then, gain 1 bit for
each revealed or rezzed code gate.

Executive Extraction Bla 3 1 (p R
Difficulty of Gray Ops agendos is reduced by 1.
Genelics Visionary Acquisition ~ Gro 3 1 (p R
Difficulty of Research agendas is reduced bv I;
Hostile Tokeover G op v
Gain § bits when you score Hostile 1nkeover
lce Transmutation Res 5 3 lp v

(hoose o piece of rezzed ice when you score lce Tronsmutation. That
ice now has +1 strength and each subroutine on it is repeated once.

Main Office Relocation Gra ] 3 Cop v
Hond Size +2.

Marine Arcology hss 3 2 Cp ¥
Action, Action: Gain 3 bits. i

Adv  Advettisement Amb. Ambush Bla ' Black Ops

Al Aificl inteligence.  Ass st Moz Doemon

3 Security Purge o 3 2

Superior Net Barriers Res [} El

Eﬂullund(huin Gate 2 5

Nome
Desription
U: Netwatch Operations Office  As 5 2 (op V
'. Action: Trace (2). If troce is successful, gwe Runner o tog.
¢ On-Call Solo Team Ass 3 (o V

Acfion: Do 1 meot domoge. Usethnsuhmmﬂrfkmnemmgged

' Polifical Coup Blo ?

Put 12 bits from the bank on Politcal fnup when you scwe it. Amm
Toke 3 bits from Political Coup, dn hos nny bits.
6

: Political Overthrow Cop R
i Action: Goin 3 bits.

: Polymer Breakthrough Res 6 3 (p V
: Gain 1 bit ot the start of each of your turms.

i Priority Requisition Gro 5 3 Cp V

You moy rez o piece of ice, of no cost, when you score Priority Req.
7 2 (op V

¢ Privale Cybermet Police Ass

Action: Trace (5). If ?mte:ssmesﬂd give Runnet g tog.

¢ Project Babylon 37 S o Y

Score 1 odditional ogendo poimfo( every wo odvoncement counters
over Project Bobylon's difficulty that are on Project Babylon when you
store it.

Choase o fort when you score Security et Optimization. That fort
gives oll ice installed on it +1 strength,

op R
Shaw the top three cards of R&D to Runner when you score Security
Purge. If any of those cords ore ice, instoll ond rez them, af not cost.
Trash the rest of those cards.

Strike Force Kali ks 6 3 R

Action: Do 2 meat damoge. llseﬁﬂus ubdlw6 only if i]?unnet [3 mgged

Subsidiary Branch

Gain on action during each of your turns,
Cp R

 Goderell

(nde(mpsa Sen 10 5

¢ Corticol Scomner

Dot Darts a5 3

Data Noga

 Dota Roven

Description
* Bolter Clusters Sn 7 4 (g C
>Do 4 Net domage.
>Runner connot breok ony subroutines of the next piece of ice encoun-
i tered during the run.
: Canis Mojor Sen 0 4 Cop U
: >Fmrmnde(ufumuﬂftmhmte5mcmmdm+2mnglh
: Conis Minor Sen 0 5 Cop U
i >For the remaindar of the run, oll further ice is encountered ot +1
stiength.
Cerberus Sen 11 S5 (op C
>Do 3 Net domage.

>Troce (5). Hf troce s successful, give Runner o Cerberus counter, Foch
Cerberus counter does 2 Net domage ot the stort of eoch run. Runner
moay remave o Cerberus counter by taking on oction to spend 4 bis.
>End the run.

Sn 8 &6 (op U
>Troce (6). If troce is successful, end the run, trosh o piece of hord-
wore, ond do 2 meat domage. This domaoge connat be prevented,
Cop U
>Do 1 brain domoge.

>Da 1 brain domoge.

>End the run.

Gt 7 3 Cop R

Cop C

Wol 4 3
Sen 6 2

Cop €
Cop €

Cop U
>Do 3 Net domage.
>Runner connot break ony subroutines of the next piece of ice encoun-
tered during the .
Sn 9 S5 (p U
>Trash o progrom
>End the run.
Sn 5 5 (op U
>Trace (5). i troce is successful, give Runner a fog and a Data Raven
counter. Eoch Data Raven counter gives Runner o fog ot the starf of
eoch of his or her tums. Runner may remove a Dato Raven counter by

p Sen 4 4 Cp C
>Troce (5). If troce is successful, end the un, ond the Runner cannat
run ogain unfil he tokes on oction fo pay 1 bit.

Cop U

>For the remainder of the run, Runner must pay 2 when encountering

o piece of ice, in oddition to any other costs, or end the un.

: Banpei Sen 4 0 Cop (
i >Trosh a program.
>End the run,
Dot Detection Gate Code Gote le
Diff Difficulty Gra  Groy Ops Res.

Al wollshove +1 srengh. Wh whetBongs, | o aocintopoy 1.
rev:g;us r?i:i; w:ilfzsmvw wi?.vl?}uw;(,o;imon«m eu(?z levwi?d o i Du1EWnd iy W 1 0 Cmp C
ry:l:ngnemoh s 4 & Cop Vi Dﬂfgmﬁ(:m Wl 2 1 Cop C
Planning Consultants PTl S::ﬂ[l‘y wlmf:d
Ll || Being able fo rez ice cords for
Q' ’ free is something we olways
want o fake advontage of,
: especially if we can rez on
i expensive piece of ice like
Tombie. However, we don't
want o end up froshing
agendas or important
operation cards, so employ
the useful Planning
Consultants first to moke sure
we get the cords we want for
\ the Security Purge.
SECURITY PURGE
| ICE Endless Corridor Ge 4 2 Cop R
¢ Home Type Cost St Plyr Raty :  >Endtherun.
Description i >End the un.

ng Sen 5 fop C
>Trace (4). If trace is successful, end the run, ond Ibe Runner connot
1un agoin unhl hemshetukﬁmmhun!upoy?hts

Fang 2.0 6 5 Cop C
>Troce (5). 1 race is successful, end tha run, ond the Runner cannat
run ogain until he or she fokes an oction to pay 2 bits.

i Fatal Attractor Sn 1 4 (op R

i >The next time Runner encounters a piece of ice during the run, do 3

Net domoge unless Runner breaks oll subroutines of that piece of ice.

* Fetch4.0.) Sn 0 3 Cop C
>Trace (3). I trace is successhul, give Runner o tog.

Icebreaker Sen  Sentry Tra  Tronsaction

Resetrch Sta Steolth Vi Vis

99 &
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>Trace (4). If trace is successful, end the run ond trash o progrom,
ond Runner connot run ogoin until he tokes an action to pay 1 bit.
Hounting Inquisition Gate 8 6 (op R
>Runner cannot make cnother run during his next six actions.
>End the run.

Homewrecker Sen 7 5 Cop C
>Troce (5). If troce is succassful, end the run, trash a piece of hord-
wmeundda?mmdmmgeﬂusdurmgetmwmepsmﬂed

Hunfer 2 5 Cop U
>Trace (5). If troce is successhul, gwe Ru‘net u rug

lIce Pick Willie Cop C
>Tresh o progrom
>End the mn.

Jack Attock Sen 3 Cop U
>For the remoinder of the run, Rmmmnnm;ud(un
>Trute (5) ff trce is successful, give Runner o mg

Gate 4 (op (
>~£nd1henm

Laser Wire Wol 4 2 (op R
>Do 1 Net domage.
>End the run.

Liche Sen 14 6 Cop U
>Do 1 broin domoge.
>Da 1 brain domage.
>Do 1 broin domoge.
>End the run.

i Sen 12 5 Cop U
>Do 1 broin domage.
>Do 1 Net domage.

>For the reminader of the run, ollice is encountered af +1 shength.
>Trace (5), If froce is successful, give Runner a Mastiff counter. Each
Mastiff counter does 1 broin domage at the stort of each run. Runner
may remova o Mastiff counter by toking on action to spend 4 bits.

>Trace (6). If troce is successful, give Runner a tog.

>Trace (6). If troce is successful, give Runner a fog.

Whenever Poecket Virtuol Reality is encountered, gain 4 bits. Use
ﬂmesehismlympayfmebwerm(as mdmw during this encounter,

Quandary ? Cop (
>End the run.

Razor Wire Woll 6 3 Cop R
>Do 2 Net domoge.

>End the run.

Reinforced Wall Wol 8 4 (Cop R
>End the run.

>End the run.

Rex Sen 4 3 f(op C

>Tioce (3). If troce is successful, end the run, ond Runner connot run

ogain unfl Runner takes an oction fo pay 2 bis.

Rock is Strong Wall 6 5 (op U
>End the wn,

Scramble Gote 3 3 Cop C
>End the n.

Senfinels Prime Sen 8 4 C(op U
>Trash o progrom,
>End the run.

Shack.r Sen 1 3 Cop U

>Ruaner cannot break oy subroutines of the next piece of ice encoun-
: City Survelllance

tered during the run, ond cannot jack out until after that encounter.

Shotgun Wire Wal 8 5 Cop R
>Do 2 Net domoge.
>End the un,
r Gate 1 1 Cop C
>End the run.

8 ] @ W GE S5 T

¢ Voccum Link Senm 3 5

Name T;rpe Cost Sir. Pluyér Rumv
Deegiog E
Gote 0 0 Cop C
>End the run.
Fire Woll Wol 5 4 C(op C
>End the run
Fragmentation Storm Sen 6 4 C(op U

{ Viral 15 ¥

¢ Vi

Wall of lee

Wall of Static

: Tombie

¢ Nome

BBSWhrspenn Campaign

>End the run. :

Mazer Gote 5 5 Cop U :
>Enl:!1:;‘ ruﬂl': %ig

Nerve in Gote & 4 Cop R
>D0 2 Net damoge.
>End the run.

Neural Blode Sen 4 4 (op C
>Do 1 Net domage. E
>Runner connot break any subroufines of the next piece of ice encoun- =
tered during the run :

Piin the ‘Face Sen 5 3 Cop C
>End the run.

Pocket Virtual Reality Sen 7 4 (op U

" Blood n 0

>Searetly spend 0,1, or 2 bits; Runner does the same. Then you ond
Runner reveol how much you spent. End the run unless you spent as
many bits os Runner spent.

¢ Triggerman Sen 7 3 Cp C
: >Trosh o progrom.

>knd the un.
Tutor Gt 4 5 (op

R
>For the remainder of the un, allice encountered has an additionol
subroutine, “>End the run,” ofter oll subroutines.

Cop R
>Roll o die. If youroll a 1,2, or 3, Runner resumes the run fro mthat
many pieces of rezzed ice bock or jacks out, If there are not that
many pieces of ice, Runner retums ru the first piece of ice. o
orp

>For the remainder of the run, Runna must pay 1 bit fo jock out.
>For the remoinder of the run, Runner trashes on instolled progrom
ofter passing each piece of rezzed ice, including Viral 15, unless Rur-
ner jocks out.
Sen 2 4 Cop U
>For the remainder of the run, Runner must pay on additional 1 bit to
break each ice subroutine.

Wal 13 6 Cop R

>Do 2 Net domage.

>Do 2 Net domage.
>End the run.

>End the run.
Wal 3 2

Sen 9 4

Cop C
Cop C

>End the run.

>Do 1 broin domoge.
>Do 1 brain damoge.
>nd the run.

NODES

Type
Description

ACME Savings and Loan m 0

0 Cop
Rezzing ACME S&L costs 1 ogenda point. When you rez ACME S&L

qoin 12 bits and trosh ACME SEL. For the remainder of the game, pay

1 bit at the end of each of your fums or lose the game. You can
remove this effect and score 1 ogenda point by toking an action to

pay 12 bits.
Adv 0 4 (p C
Put 16 bits from the bonk on BES Whispering Compoign when you
12z it, When oll the bits have been removed, trash this cord, Action:
Toke 2 bits from BBS Whispering Campoign.

¢ Corprunners Shattered Remains Amb 2 0

¢ E5A Contradt 0 3

 Fortress Architects

 Holovid Compaign My 4 7
Cost  Trosh  Player Rority :
 IGotaRock Bla 3 2 Cp R

Nome Type Cost St Ployer Rodty MNome Type  Cost Trash  Player Rority
Desription Destription
TK0 2.0 Sen 7 4 Cop C Corporate Negotiating Center  Ass 0 3 (op R
>End the run, and Runner forgoes his or her nen oction. : Atthe stort of each of your tums, gain 1 bit for eoch agenda cord
¢ Too Many Doars Sen 3 Cop R stored in HQ that you show to Runner.

Cop U
You moy odvonce Shattered Remains before and ofter you rez it.
When Runner accesses Shatterd Remains, it destroys one piece of
hu:dvmre ful each odvoncement counter on it.

Cop U

Arhon Gnoose 1 of your mstulled cords to be umnsmlled Store in HQ.

Data Masons 1 1 (op R

Cost to rez walls is reduced bv 2 bits. All walls have +1 shengrh

Department of Truth Enhancement 6o 2 1 (op U

Adtion: Put 3 bits from the bank on Truth Enhancement. A(ﬁon: Toke
oll the bits from Dportment ufTru'lh Enhancement.

EDmnfedam Inc. 0 4 (Cop R

You may pay 1 bit to ovoid receiving a virus counter. Use this obility
only once each fum,

Encoder, Inc. R

Cost fo ez code qotesis reduwd by 1 bﬂ Al tode gates hm o
additienal subrouting, *>End rha run,” after oll ather subrautines.

fop U
: Action: Drow two cards.
¢ Euromarket Consortium —_ 2 4 Cp U
¢ Hand size +2. Action, 1 bit: Draw two cards.
¢ Experimental Al Amb 2 0 Cmp U

You moy cdvance Experimental Al before and after you rez it. When
Runner occesses Experimental Al it destrays one program for each
odvoncement counter on if,

— 0 3
Cost to install ice is reduced by 1 bit.

Cop R

: Hocker Tracker Centrol As 0 2 Cop U

After each trace ottempt, whether successful or not, put 1 bit from the
bank on Hacker Tracker Central. During a hroce ottempt, each bit you
spend from Hacker Tracker Centrol increases by 1 both your troce
strength and your trace limit,

op
Put 12 bits from the bank on Holovid Compaign when you rez it, Toke
1 bit from Holovid Compeign at the stort of each of your furns. When
oll the bits have been removed, trash Holovid Compeign.

Action, 3 ogenda points: Do 15 meot domage to Runner. Use this abil-
ity only if Runner has two or more fags.

Information Launderin T 0 1 Cp U
You may odvance Information Loundering before and after you rez if.
Action, Trosh: Gain 4 bits for each advancement counter en Informe-
tion Loundering.

Investment Firm Tro 1 2 u

Take 1 bit from Investment Firm, i it hos ony bifs, at ?he shm of each
of your tums, Whenever 1 or more bits are added to your poal, you
may put 2 bits from the bank on Investment Firm for eoch 1 bit you
choose not to odd to your pool.

| Data Dart

__| Data Darts and
Liche: Liche is our biggest
and baddest piece of ice, but
a Runner with enough bits
and a strong enough
Icebreaker can still get past it
unscothed. For moximum
protection, profect Liche with
a piece of ice like Dafa Darts.
If the Runner doesn't break
the second subrouting on
Data Darts, he'll be in for o
world of pain. ..

Cp R
Action: Troce (5). If trace is successful, gwe Runner o tog.

Braindance Campoign Adv [ 7 Cmp

Put 12 bits fmm the bank on Broindence Compoign when you rez it.
Toke 2 bits from Braindance Compaign ot the start of each of your
tums When all the bits have been remaved, trash Braindance Com-

(fllmgu Brunth hss 2 Cop U :
© Adion, 3: Add two odvoncement counters to on :nsru!leﬂ (afd thatcon :

be advanced.

Gro 1 2 (mp R
For each card Runner draws, give Runner o tag unless runner pays 1
bit, in oddition to any ather costs, to avoid receiving that tog, You
may rez City Surveiflonce just before the card is drown.

;Krul

Pacifica Regional Al

m Al 0 2 Cop R
Put 1 bit from the bank on Krumz when you rez it. Use this bit enly to
pay for traces. If you use this !)41 replace it of storf of your next tum.

£ Hevinyrral ST TR

Unique. Gain an oction during eoth of your tums. If Nevmynal leaves
play while rezzed, you lose the gume

Nemgmlspinunhng 1 Cop U

At the start of each run, R\mner must pay 1 bitin udn’mon fo ony
other costs, or end the run.

Omniscience Foundation 0 Cop U

Give Runner o tag ot the end of eu(h turn during whlth Runner
teceived o fog.
0 Cop R

Al
You may odvance Pacifica Regional Al before and D‘I'IEI yourezit,
Regional Al odvoncement counter: Goin on acfion.



Home Type Cost  Trsh  Ployer Roity  Name Cost  Ployer  Roity  Home Cost Tiosh Player Rority
Description Description Description
Remote Focility hss 5 1 Cp U Corporate Detective Agency | Corp U Antiquated Interface Routines 2o) oy U
Goin on action during each of your tums. : Ploy only if Runner is togged. Trash up fo two resources, afnocost. ~ © Allice on this fort has +1 strength.
Rescheduler  Datapaol by Zetatech 1 Cop U (op U

Gn 0 I}
Action: Note the number of cards stored in HQ. Shulﬁe Ihtm cords
into R&D and then draw that many cards.

Rockerboy Promation My 4 3 (p C
Put 15 bits from the bank on Rockerbay Promotion when you rez it.
When all the bits have been removed, trash Rockerboy Promotion.
Action: Take 3 bits from R:xl:erbov Promoticn.

Rustbelt HQ Branch 0 2 (mp U
Hand size +2.
Schloghund Ba 2 (op R

Amon Roll a die. If you rollless than or equal to the number of togs
Runner has, Schlaghund does 10 meat domage ond you trash
Sthlughund

Setup! Amb 0 0 Cp C

When Runner accesses Setup!, it does 2 Net domoge, even rf itis not
¢ Netwatch Credit Voucher C

installed. If Setup! is accessed from R&D, Runner must show it to

Sknﬁiemken SABetoTestSite — 0

Cop R
Cost to rez block ice i reduced hy 2 bns
Sola Squod Corp
Action. Do 1 meot domoge. Use Ihls uhthh; only rf Runnel is tugged
South African Mining Corp. ~ Tro 0 Cop U
Action, Action, Action: Gain & hsrs
Spinn Public Relotians Tio

Carp
Take 1 bit from Spinn Public Relations, if ll hos ooy hlts ot the smn(nl
each of your tums. Action: Put 3 bits trom tha bonk on Spamm Public
Relotions.

TRAP! Amb 0 0 C(mp U
IF you pay 4 bits when Runner accesses TRAPY, it does 3 Net durnuga
ond gives Runner o tog. If TRAPY i accessed from R&D, Runner must
showit to Yuu

Vacant Soulkiller b 2 (op U
You moy advonce Vacant Soulkiller before and cfru you rez it, When
Runner accesses Vocont Souliler, it does 1 brain domage for each
odvancement counter on it.

Vapor Ops T Cp U
You moy udvance Vopor Ops before and uhel you rez it. ‘anul Ops
odvancement counter; Goin 1 bit. Action: Move ony number of
odvancement counters from Vapor Ops to another installeq cord that
can be odvanced.

Virus Test Site Amb lop U
You may odvance Vinus Test Site before Urld uﬂer you rez it. When
Runner accesses Test Site, it does 2 Net damage per advancement
counteranit, or 1 Net dumuge it it has no counters. If Test Site is
accessed from RD, et must show it o you.

OPERATIONS ’

me Cost  Player  Raity
Description
Accounts Receivable 5 Cop C
Gain 9 bis
Annual Reviews 0 Corp 1]

Draw three cards.
Audlf of Call Records 0 Corp C
Play only if Runner attempted two or more runs during hxs or her last
tum. Troce (5). If troce is successful, give Runner o fog.
Chance Ovservation 2 Cop C
Play only if Runner attempted a run during his or her lost tum. Troce
(5). If frace is successful, give Ruaner o mg]

(losed Accounls Corp U
Play only if Runner i tagged. Runner loses ol bifs.
Ay Mdvertisement Amb Ambush Blo _ Block Ops
Doe.. Dosmon

Al Adificilinleligence.  Ass Asset

Hight Shift
0ff-Site Backups

¢ Overtime Incentives

i Systemalic Layoffs 5

Ploy only if Runner is tagged. Give Runner hﬂw togs.

¢ Doy Shift Corp U
¢ Drow two cords ond gain 1 bit.

i Edgerunner, Inc., Temps ] Cop U
© Gain thres consecufive octions, which you may use only o instoll

¢ cords. You ore not requied to take oll ﬂwee lhese acfions.

: Efficiency Experts Conp C
i Gain 3 bits

 Falsified Transactions Expert 1 R

Mave up to three odvancement counters from one mrﬂ tu onother
installed cord that can be advanced.

Management Shoke-Up 10 Cop (

Add threz odvancement counters to any combination of installed cards
that con be odvanced.

Ploy only if Runner is togged. Ewakmnemmg nndguanlhn

Hew Blood

Conceal revealed but unrezzed ice; then renrrunge yuut msmlled ice by
swapping pairs of ice while Runner looks owoy.

0 Cop C
Cop u

Comp U

Gain 2 bits ond draw one cord. :
Bring ony card from the Archives info HO. ]

Gain two octions.

Planning Consultants

0 Corp C
Lmk uT the top five cards of R&D ond arange them in ony order you

Power Gnd Overlood Cop u

Play anly if Runner is togged. Trash X pieces uf hardware, other than
cybemefics.

Project Consultants 12 (op U

Add four odvancement countes fo ony combination of installed cards
that can be advonced.

¢ Punitive Counterstrike (op U
¢ Play only if runner is tagged. DoZmeurdmmge
¢ Scorched Earth (om U

Play only if Runner s togged. Do 4 meat ﬂumge

Silver Lining Recovery Protocol

If ony ogendas were stolen during Runner’s Imt tum, gom bits squul
o thiee times the number of advancement counfers those agendos

(op C
Add two odvancement counters to any combinafion of instolled cords
that can be advanced.

__l Nalwntcll Credit
Voucher and | Got a
Rock: If's important to keep
the Cumomhon going by
scoring ugendus but
sometimes it's more effective
to deal with those pesky
Runners an o parmanent
basis. That's why we've got
heavy hitters like | Got o
‘Rock. However, it only works
if the Runner has two fags, so
pop a Netwatch Credit
Voucher on the Runner to
make him vulnerable to our
whims.

Tm!m Resirudunag 1 (om U
Add one odvancement counter to each of up to fwo lnsTuIled cords
that can be odvanced.

: Trqun Horse C

i Play only if Runner stole ony ogendos rIunng tumn. Gwe Runnel 0 fog.

¢ Urban Renewal Comp C

: Play only if Runner is togged. Do 5 meat domuge

8l UPGRADES ;

: Nome Cost Trosh  Ployer Roity :
Desription i

" hardark 0 4 (p R

Runner connat s worms during runs en this fort, If Runner uses o
worm before Aatdvark is rezzed, you may rez Aordvrk o trash thot
worm, ond any bits spent using ‘ot worm on the curent piece of ice
e lost o no effect.

Gota Coda Gote ke
Gro  Gmy Ops

Del'  Detection
Diff  Difficulty

: Bizarre Envryption Scheme 0l

Dedicated Response Team
o | ﬂ:seﬁeduﬂessﬁnmrs
s -

Dr. Dreff g3

{ Joany Jot e 51

© New Gaveston Gty

¢ Pars Gy Grid
: Red Herrings T )

: erings.
: Illodelunelmﬁlyﬁnd 1 6

* Tesserad! Fort Construdtion ]

Ty il g

m-
Res  Ressorch Ste

Runner does not score oy ogendas on @ run during which Bizorre
Encryption Scheme s aecessed; retum that ogenda to the fort insteod.
Runner scores thot ogenda ot the start of his or her next tum if neither

H mmﬂ)ekxnnerfnsstelednbyrhen
: Chester Mix Cop R
: (wmmnﬁxeonmsfmtrsredmdhvupmlhﬂs
Cop
whenmamcmmmm:lmm
1 2 (o R

When Runner accesses Crybaby, give Runner o Crying counter. Each
(rying counter reduces Runner’s link by 2 during each troce attempt.
Rmneumrmma&ymgcmrubymmgmumonmpwzbm.

" Gyl Pl Stton rd 5 G U

Runner must pay 1 bit, mdtinonmﬂwnunndmsr tobrenkeuch

whrwnneoieoﬁwecenfxeammmraeddumgmnnﬂmiﬂn
loe 2 SGp U

When Runner occesses Dedicated Response Teom, it does 3 meat

3 (op R
When Runner occesses Digter Esslin, ﬂlereldoesl Nelda[z:nuge

op U
Whenever Runner mokes o successful run on this fort, you may choose
on ice cord stored in HQ. Poy half of thot cord’s rez cost, rounded
down, to force Runner to encounter it. Trash the ice ofter the
encounter ends.

op R
Whenever Runner makes o successful run on this fort, you may choose
mxecardsmradnﬂgflm;uﬁhiim(emﬁmfmnmemmm
position, paying a cost of 1 eothpaecenf:cedrmdyunlhefon
Jerusalem Gity Grid

Gty
(ustmruzw&m?hesfoﬂsre&xedbﬂbm &llwullsonthﬁfm
have +1 strength.

Nomatoki Plazo 3,0 Gm N

Rez Nomatoki Plaza when you instoll it. Imruﬂﬁunmkuﬁmmﬁ;d
you can poy fo rez t. Deta fort contoining Nomatoki Plaza may have
unoéuinmdngummnodemuledmdeﬂ

R
Nlnndsmdnrramgmdesmdledmmu!omm?hmm
frash, in oddition fo the normal cost.

Olivia Solazar ]

For holf cost, rounded dawn, mzup;eteohcemolednnrh:sfon
Derez that ice ot the end of the run,

gﬂmnlkmil’hﬂ 3 @p R

Swnpnpmceufwenedneonthsfmm!hmxacurdﬂmdm
HQ. The new ice cord comes into play mnceuled

Cop I}
hnSbcrsﬁomtfmbmkauBwawhenywreanserhese
bits only to pay for traces made during runs on this fort. If you use any
of these bits, replace them at the start of your next tum.

Cop U
Runner must pay 5 bits in addition to any other costs, to steal ogen-
das accessed from this fort, even on the run during which Runner
troshes Red H

Cop U
oll o die whenever Runner passes o piece of rezzed ice during o un
oathlsfm(lnulandlhenm

Roving Submarine

Instolf only inside o subsidiary data fort. Thsfnnmayheumoqw:fyw
m:ﬂedmndvumeducurdlrsréemonmsfmdtmngmlnsrm

?Smsuwumysnd 5 Cop R

Swap a piece of unrezzed ice on this fort wnh on ice cord stored in
HO. The new ice cord comes inta play concealed.

(o R
Alice on this fort has on edditionol subrotune, “>End rhurtr:uniess
Runner pous 1 bit,” cfter all other mouhnes

Cop R
Goin 2 bits after euthmsuccessiulmnmmlsfon

 Turbeou Delacroix

1
Trace (1). If frace s successful, give Runner g fog. Use ﬂus uhkly nnly
when Runner accesses Turbeau Delocroiz, ond only once curing eoch
run on this fort.

i Twenty-Four-Hour Surveillonce R

During runs on this fort, Runner connot usebirshm sfeulrh SOUICES,

Washington, D.C. Gty Grid op R

The difficulty of ogendas installed inside lhﬁ fotis reduced by 1.

' RUNNER CARDS

AR WA RE

Nome Cost Player Rarity
Description

Arasoka Portable Prototype 11 Run R

Deck. Provides +3 MU. Instolling this cord ofso costs 1 agenda point.
Put 3 hits trom the bank on Arasoko Partable Protatype when it is
installed. Use these bits only to pay for icebreakers during runs. If you
use ony of these bits, replace them at the stort of your next tum,

Sen  Sentry Tra
Stealth

la ¥ o
)M |99§§";ﬁ>|29

Tronsaction
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players guiday;:
Name Cost Ployer  Rarity :
Desription
Armadillo Amored Rood Home Run U

mehtﬁmthebmkon.liﬂwhenmmsruﬂed Use these bifs
only 1o pay for removing togs. If you use any of these birs, reploce
them ot stort of your next fum. Trash: Prevent up to 3 meat domoge.

Armored Fridge 3 Run 1]
Put seven Ablative counters on Armored Fridge when it s instolled.
When the lost Ablafive counter has been removed, trosh Amored
Fridge. Ablafive counter: Prevent 1 meat domoge.

Artemis 202 10 Run U
Deck. Provdes +2 MU. put 2 bits from the bank on Artemis 2020
when it is instolled. Use these bits only to pay for using icebreckers
during runs. If you use oy of these bits, replace them at the stort of

your next furm.

Bndyuesghr Data Creche 3 Run 3
Provides +1 MU. Once per tum, right ofter moking o successful run,
you can choose to make onather run without foking an ocfion to do so.

(orolla Speed Chip 1 Run (
Put 1 bit from the bank on Corflo Speed Chip when it is instolled. Use
this bit only fo pay for using killers during runs. If you use the bit,

replace it ot the start of your next tum.

Dermatech Bodyplating 0 Run U
Prevents 1 meat domage each fum,

Drifter Mobile Environment 0 Run u

Put 2 bits from the bonk on Mobile Environment when it is instolled
Use these bits only to pay for removing togs. If you use any of these
bits, replace them o the start of your next tum.

Full Body Conversion 0 Run R
Prevents ol mect domage. For eoch 1 bit the Corp poys when meat
domage is done, 1 point of meat domoge is not prevented by this

cord.

Green Knight Surge Buffers 0 Run C
Prevents 1 Net domoge each tum.

HQ Interfoce 4 Run
Whenever you occess cords from HO, occess on oddit’l cord from HQ.

Lifesaver Nonosurgeons 1 Run

R
Action: Drow two cards. Use this obiity only if you were domoaged dur-
ing ony of your lost three octions. Trash: Preven 1 broin domoge.
Microtech Backup Drive 0 Run (
Whenever one or more instolled progroms are being sent to the frosh
ot the some time, you may insteod choose to put any or ol of the pro-
grams o nitop of Microtech Bockup Drive in ony oder you choose, If

Backup Drive is removed from play, trosh ony cords on it. Action: Bring :

the top cord on Backup Drive into your hand.

Microtech ‘Trode Set | Run R
Pay 1 bit in oddition to the normal cost to break each ice subroutine.
Ifnore all AP subroutines except those that trace, or that do Net dom-
oge. Prevents oll but 1 Net demoge from each AP subroutine you do
not break.

Militech MRAM Chip 2 Run u
Hand size +3

MRAM Chip 1 Run U
Hand size +2

Nosuko Cyle 1 Run v
3 bits: Avoid receiving o fog.

Pandora’s Deck Run 1]
Deck. Provides +2 MU. Put 3 bits from the bunk on Pondora’s Deck
when it s instolled. Use these bits only to poy for increasing your fink,
If you use ony of these bits, replace them ot start of your next tum.

Parraline 5750 5 Run C
Deck. Provides +1 MU. Put 1 bit from the bonk on Porraline 5750
when it is installed. Use this bir only to pay for using icebreakers dur-
ing runs. If you use the bir, replace it of the sturt of your next fum,

PK-6089a 4 Run C
Deck. Provides +1 MU. Put 3 bits from the bank on PK-6089a when it
is installed. Use these bits only to pay for increasing your fink. If you
use ony of these bits, replace them at the start of your next tum

R&D Interface 4 Run (
Whenever you access cards from R&D, occess oddit'l cord from R&D.
Raven Microcyb Eagle ] Run

Deck. Provides +1 MU. Prevents 1 Net domage each tum. Put 1 bit
from the bank on Microcyb Engle when it is installed. Use this bit anly
to pay for using icebreakers during runs. If you use the bit, reploce it
ot the stort of youx next tum.

Raven Microcyb Owl [ Run 1}
Deck. Provides +1 MU. Put 3 bifs from the bank on Microcyb Owl
when it is instolled. Use these bits only o poy for using icebreakers
during runs, but not for noisy icebreakers. If you use ony of these bifs,
reploce them af the start of your next tum.

Record Reconstructor 0 Run R
Action: Make o run on the Archives. If run is successhul, do not access
cords from the Archives; instead, shuffle the faceup pile of Archives
ond then put the top two cards from that pile on RED.

1301@01155T

i Tycho Mem Chip 5 Run C
Provides +3 MU,

 WuTech Mem Chip 1 Run C

i Provides +1 MU.

i Zetatech Mem Chip 3 Run C

Provides +2 MU.

© 1222 Speed Chip g Rn

Put 2 bits fmm the bank on 1222 Soeed Chip when it is instolled. Use
these bits only to pay for killers during runs. If you use any of these
bits, reploce them af the start of your next tum,

8l PREPS

: Hame Cost Player Rarity
: Dastription
All-Nighter 0 Run

Make o run; whether or not that run is successful, you may then make
onother run,

Ananymous Tip 3 Run R

Derez a piece of block ice of your choice,

: Arascka Owns You 0 R R

Do not play Arasaka Owns Your as o noml action; instead, play it
when you would suffer enough domoge to flatline you. Prevent oll
domage, trosh this card, remove ony brain damage you have sufferd,
end then refresh your hand ta its maximum size. Gain 10 bits and
remove ofl togs. You forgo your next four octions, ond you forfeit the
next 3 agendo points you score.

Bodyweight Synthetic Blood 2 Run U
i Drow five cords.
: Core Command Jettison Ice Run u

Play only if you made o successful run on HD this tum, Poy the rez
cost of o pisce of ice fo trash it.

Custodiol Posifien 7 Run C

Make o run on RED. If run is successful, access two addifionol cords
from R&D.

© Deal with Militech 0 R R

Play only if you liberated ony Research ogendos this tum, Put o
Militech counter on each of your icebreakers. A Militech counter gives
the icebreaker it is-on +1 strength.

Desperate Competitor 0 Run R

Play only if you liberated ony Gray Ops ogendas this tum. Score 1

3 ogenda point.

: Edlh:ﬂ Shipping Manifests 1 Run (
© Make o runon HQ. If run is successful, and the Corp has ony birs
when you would access HQ, do not access cards from HO; instead, the
: Corp loses 1 bit ond gives you @ tag, ond you gain 10 bits.

¢ Execwive Wiretops ? Run C
Make a run on HQ. If run s successful, access two odditional cords
from HQ.

 Inside Job

Nome Cost Player  Rorty  Nome Cost  Ployer  Rarity
Description Desription
: Techtronica Utility Suit [ Fun U ¢ Hunt Club BBS 1 Run C
: Deck. Provides +1 MU. Prevents 1 meat domoge each tum, Put 5 bits ¢ Expose up to three instolled cards.
on Techtionica Utility Suit when it is installed. Use these bitsonlyto~ © Ice and Data’s Guide o the Net 0 Run 1]
pay for increasing your link. If you use ony of these bits, replace them Expose the outermost ice of each dota fort.
ot the starf of your next tum. ¢ 1f You Wont It Done Right... 0 Run (

Look through the top five cards of your stack. Bring one of those cards
into your hond, end crronge the rest in any order you choose.

Run U
Make o run. You cutomafically pass the first piece of ice you
encounter dunng that un.

Jock 'n’ Joe 0 Run (

Draw three cords.

Kilroy Was Here 0 Run ]

Make o ren on RED; you may trash, at no cost, any cords you access
that viese stored i R&D, even if the cards cannot normally be
troshed

Livewire's Contacts 0 Run (
H oin 3 birs.
¢ Lucidrine Booster Drug 0 Run u

Make ¢ run, ond gain 9 bits, which you may use only during that run.
fter thot run is completed, suffer 1 brain domage; this damoge cannot
be prevented

Mantis, Fixer-ol-Large

3 Fun C
Search your stack for o cord, ond bring it into your hand. Reshuffle
your src(k ofterwords.

misc.for-sale 0 R

Trash ony number of your installed cords. Goin 3 bits fur cach cord
trashed in this way.

MIT West Tier 3 Run R

Shuffle your hond, trash, and stack together, and then draw five
cards. When you ploy MIT West Tier, remove it from the gome instead
of trashing it

Open-Ended Mileage Program 0 Run (

Remave o 1ag, ot no cost. You may pay 1 bit when you ploy Open-
Ended Mileage Progrom to toke it ack into your hond instead of rash-
ing it.

Organ Donor Run

R
Trash up 1o five cards from you hond. Goin ? bits for each cord trashed
in this woy.

! Ployhul Al i R R

Roll o die. Onn 1,2 or 3, guin that many bits, set aside that mony
dice o roll again, ot choose some combination thereof. Repeat unfil
you have rolled all the dice you set aside.

Priority Wreck 0 Run R

Moke o run on HQ. If run is successful, do not occess cards from HO;
instead, pay any # of bits to force the [mp fo lose that many bits.

* Private LDL Access 0 Run 1]

Make a rwn on HQ. If run is successful, do not access cords from HQ;
insteod, treat run os o successful un on RED,

Romp through HQ ? Run ]

Make a run on HO; you may trash, at not cost, any cards you access
that were stored in HO, even if the cards cannot normally be frashed,

¢ Scorel 5 Run £
: Gain 9 bits.
__| R&D Interface and
Custodial Position:
Channel Fireball? Not quite,
but here's o very possible

| firsttum kill. First use on

| oction fo guin o bit. Next, pay
 four fo instoll R&D Inferfoce.

Then make a run on R&D

using Custadial Position. If the

Corp left RRD unprotected, or

if you get post his ice, you'll

get to access four cards from

R&D! Even if you don't win,

| you're almost sure fo get an

| ogendo.

R&D INTERFACE DIAL ROSITIO

© Forged Activation Orders 1 R R Security Code WORM Chip 0 Rm U

Choose o piece of ice. The Corp either rezzes that piece of ice or
troshes it

© Forgatten Backup Chip 0 Run C

Search your trash for o program and bring it info your hond.

Fortress Respecification 0 Run R

Play only if you mode a successful run this tum. Renrrange the ice
installed on the lost fort on which you made a successful rn. This
does not uxpuse ony concealed ice.

Gideon's Pawn She ﬂ: 2 Run C
: Search youf frosh for o card ond bring it mlo your hond
i Hot Tip for W Run R

Score 1 Ggendo point if you liberoted any Blmck Ops agendas this tum

Ploy only if you made o successful rwn on HQ this tum. Trash o piece
of umezzed ice.

Sneak Preview 3 Run [

Choose o pragiam from yout trash or search your stack for o progrom.
Install that program, at no cost. Shuffle your stock ofterwords. At the
end of the tum, toke the program info yuur]hund

© Sodial Engineering Run u

Hide ot feast 2 bits from your pool in your hand; the Corp then
guesses how many bits you hid. If the Corp quesses correctly, lose
that many bits. Otherwise, choose o dafa fort and a piece o itz n
thot fort. Then moke o run on that fort, during which automatically
pass that piece of ice




Name (ot Ployer  Raiity  Home Type Cost St Mem Ployer Roity  Nome Type Cost St Mem Ployer Rority JES
Description Description Description

Stumble Through Wildspace 2 Run R Dogealcher ke 3 3 1 Rm U : Jockhommer ks b 0 1 Bm ¥
Make o run. You hove +9 link for every trace attemp mode during 1: Break pit bul, hellhound, bloodhound, or watchdog subroufing. 0: Breck woll subroutine.
that run. i i+ stength. i 1+l shength.

Synchronized Attack on HQ 4 Run R : Dropp ke 3 4 1 Rm U : Japanese Water Torture ke 7 2 1 Rm R
Play only if you made o successful run on HQ this tum. The Corp dis- 0: Break ice subrouting, end the run. i 0: Break woll subroutine.
cards ol cards. The Corp con retoin cards by paying 2 bits for each 1: +1 strength. ¢ X:+Xstrength, ond forfo your next X octions.
card not discorded. Dupre ke 1 0 1 Rm R : JoonofAr — 0 — 1 Rm R

Temple Microcode Outlet 1 Run ( 1: Breok code gote subroutine. i Trosh: Prevent one or more of your other installed programs from
Search through your stack for o progrom. Shaw that program to the 2: +1 shength, being troshed

Corp, then bring it into your hand. Reshuffla your stock afterwards.

Terrorist Reprisal Run R i
Ploy only if the Carp scored any Block Ops agendos during ifs lost tum,
The Corp discords five cards af tandom.

Total Genetic Retrofit 3 Run R
Remave all tags, at no cost, and outematically avoid receiving your

next tog.

Valu-Pak Software Bundle 0 Run U
Gain up to five consecutive octions, which you may use only to instoll
progroms, and gain 1 bit. If you da not spend the bit during these
actions, retum it 1o the bonk ofterwords.

Put o +1 strength counter on Dupee after each run during which it wos
Emd' J;Ii strength counters on Dupre ore lost i you use Dupre on o di-
erent fort.

¢ Dworf e & 3 1 fm C
1: Break wall subroutine.

i 14 shenghh.

i Emergency Sel-Construdt —: 0 =— 1 Rk

Trash: Prevent yourself from being flatlined, though you still lose ol
cards in your hond. Remaove cll broin domoge. For the remainder of
the game, you have only three actions per tum. Your hond size is
reduced by 1 and oll meat domage is outomatically prevented.

 Krash
Looney Goon YR S i)

© Microtech Al Inferfoce

I:Asubove,mdbmglmn of Arc into your hond.

ke 0 0 1 Rm U

2: Break ice subroutine.

2: 41 strength.

R V
1: Breok sentry subroutine.

1:+] strength,

— 0 = 1 Rm.R
Whenaver you ore obout fo occess cords from R&D, you moy first
choose to cut any # of cards from the fop to bottom of R&D,
ouse Dt 2 — 1 Rm U
Action: Expose a cord instolled inside o dota fort.

Weather-to-Finance Pipe 0 Run U ¢ il Twin ke 6 3 1 Rwm R
Make o run on HO. 1 run is successful, do nat aceess cords from HO; 3: Breck sentry subroutine. © Mystery Box 3 — il AR
instead, the Corp loses 4 bits. i L+l stength.  0: Show the top five cords of your stock to the Corp. If any of those
¢ Prevents up to 2 Net ond//or broin domage each tum. cords ore programs, trash Mystery Bax ond then instoll one of those
PROGRAMS ¢ Expert Schedule Anluzer — 0 — 1 Rm U progroms, o na cost, Shuffle your stock afterwords. Use this abifity
Nun;lu Type Cost St Mem Piyr Reity :  After you occess cords from HO, fook ot ollcards stored in HQ. only during 0 run and only once eoch tum.
escription - : el . " ? L] bl 4!
Alreet e 2 — 1 Rm U _J;Eﬂiﬁ ‘
Afreet can have up to 3 MU of progroms instolled in it. All icebreokers oy Manifests and Fall Guy:
instolled in Afreet have their strength reduced by 1. If Afreet leaves Gﬂﬂllj 10 bs for only one is
play, tiosh all progeams instolled in it 0 prefty good deal, but
(L, ke 12 * 1 Rm R getfngotogisn't fyow
1: Break sentry subroufine. LAl .
1: 41 strength. ¢ needa hﬂ(ll;hﬁlﬁ.l(ll‘ld
At the start of each n, roll o diz to determine Al Baon's strength for don't want to hove to spend
that run. two bits bmn‘mm
Boedeker’s Net Mop 1 — 1 Rm C SRR
0: Base link 1. using u_mdl;efn! Guy fo
1:+1 link. getrid of the Shipping
Bakdoor 2 — 2 R U Manifest's drawbocks. Then
0: Bose Iiknk 3. you'll be swimming in dough
2:+1 fink. G S Ry e
Barimoss Memorial leebreaker e 5 0 1 R R 3 without so much os o saofch.
: Breok ice subroutine. 3 1 i
Il sength. : R o R e T ,
After possing each piece of ice, roll o die if you used this cord. Ona 1, == — - 4 ;
tiosh Memorial lcebreoker. 3 -
Black Dohlia TR IR A P  EDITED SHIPPING MANIFESTS G
2: Break senhy subroufine. 3
7: 41 steength. :
Blink e 5 5 1 R U : Fait Accompli Vie — 1 R U : Netspace lnverter — 0 — 1 Rm R

n
{: Roll o die. On 0 4,5, 0r 6, break ice subrouting; otherwise, suffer

that much Net domoge. Use his obility only once on each subroutine

during each encounter with a piece of ice,

Bourdmﬂk Vi 0 Ron U
Whenever you moke o successful n on HO, give the Corp o Boord
wolk counter. At the sturt of each of your tums, every two Boardwalk
counters require o 10 show you, ot llm?dom, a cord sored in HO.

Butcher Bo: " — 1 Bm U
Wheﬂevy:al you moke a successful un on HO, give the Corp o Butcher
Boy counter. Every fvo Butcher Boy counters gain you 1 bt at the
stort of each of your fums.

=il

Vi 0 1 R
5
t‘El?;ﬂavei you moke 8 successful run on RD, give the Corp o (as-
code counter. Every two Cascade counters require the Corp fo frosh
foceup one od stored in R&D, ot the start of each ofifs ums.
ook Se 7 — ) R C
ut 3 bits from the bonk on Cock when i ngellg. Uss these bits
oy o pay for Usnd icabrcokers during runs, bt not for using nalsy
incebreakers. I you € 0y ofthese bit, replace them ot the strt of
your next furm-

U

s oo b == a0 R €
oﬂ i encountered it i stength eduyced py 1.
Cockronch Vi 0"y g

1
ke 0 successful un on HQ g -
Whenever you m® , give the Corp o Cock
roach counfer. T 01 more Codkroach counter couse ol discords from

dom.
HQ to hecome 1" |
e
(ndgfrglt::l:wda gote subioutine. 2T S b
1- +1 shreagih- |
Codeslinger ; i E B e
Udulszlgrguk sentry subroutine. |
Cyformaster s B e A
7 Break code gate S ;
1: 41 strengit- ;
: i = 1 ko R
Deew;:‘% ou moke 0 successtul un oq Rgp give the Corp nuﬂ

Thought U712 Theee of mato Thought countars g you to look ot

o top card RBD o the s ofenchofyoy s, i

i b R :

Ay pderise™® o Block Ops
AL o e K st Dce, Dosmon

Folse Echo

{ Incwbator Vi 0

 Invisibility

1

Whenever you moke o successful run on o subsidiory data fort, put o

Fait counter in that fort. Every two Fait counters in o fort give +1 diffi

ity to oll ogendas instolled inside that fort.

— 0 — 1 Rm R
2: The Corp must rez os much ice os posible on o fort, beginning with
the outermost ice and working in. Use this ability only ofter a success-

kaI run on that fort.

ol ke 4 2 1 Rm U
1: Break AP subroutine.
i 1:+] shength.
i Force Shield — 2 — 1 Rm C
Prevents up to 2 Net ond /or brain domage tofol each tum.
: Gremlins Vir = Rn U

Whenever you make o successful run on HO, give the Corp o Gremlin
counter, Every 2 Gremlin counters decrease the Corp’s hond size by 1.

,Eﬁrilhh e 0 0 1 R U

1: Break wal subroutine.
2:+1 strength for the remainder of this run.

: Hommer le 2 2 1 Rm V
i 1: Break wall subroutine.

i T+l stength.

i Imp — 1 Rm U

Dee 0
Imp can have up to 2 MU of progroms instolled in it. All icebreakers
instolled in this way have their strength reduced by 1. o
= un R
Whenever you moke o successful un, give the Corp on Incubate
counter. Each Incubote counter necesstates a die roll ot the stort of
each of your tums; on eoch 6, choose o Virus counter ond exchonge
that counter for two counters of the some type.
Se 0 — 1 R C
Put 1 bit from the bank on Invisibiity when it is instolled. Use this bit
only to pay for using icebreakers during runs, but not for usng noisy
icebreakers. If you use the bit, reploce it ot the stort of }mur Een tum,
1) — = un
p"r"msh: Put o Spy counter in o data fort, A Spy counter exposes ol
cards instolled inside or on a fort contuining i. The Com moy remove o
Spy counter by taking an action to pay 4 bits. Use this ability only
immediately after o successful run on that fort,

Daf Detection
Diff . Difficulty

Gote Code Gote ke
Gra Groy Ops Res

iPiIedriver e 1 7 1

Reverse o fort's ice cords so that the outermost piece of ica becomes
the innermost, and so forth. Use this obility only immediately ofter o
successful run on that data fort.

- Newsgroup Filter — 5 — 2 iy
: Adion: Gain 2 bits.
: Pattel's Virus Vi 1 — 1 Rm U

Whenever you moke o successhul run, put a Pottel counter on o piece
of ice that hod ol its subroutines broken duing that run. Each Pottel
counter on o piece of ice reduces its strength by 1.
Rm V
3: Break up to four wall subroutines on o single piece of ice.
1: +1 stength.
i Whenever you use Pile Driver. lose o fotal of 3 bifs from stealth cords.
© Poltergeist 00— 1 R R
¢ Put 2 bits on Poltergeist when it is instolled, Use these bits only to pay
for trashing nodes. If you use any of these bits, reploce them of the
start of your next fum,
Vi 0 — 1 R U

: Pox

¢ Whenever you make o successful run put o Pox counter in the fort that
was run. Every twa Pox counters in o fort require the Corp to pay 1
bit, in oddition to any other costs, fa instoll o cord inside or on thot

i ort.
¢ R&D Protocal File — 0 — 1 Rm U
i Adion: Moke o run on R&D, but instead of occessing cards, look ot
i the top five cards of RRD.
¢ Rabbit — 0 — 1 Rm U
i lce that attempts to troce you has its troce limit reduced by 1.
Raffles ke 7 4 1 Rm

1: Breok code gate subrouting
H 2: +1 strength.
i Romming Piston le 4 5 1 Rm V
: 2: Breok wall subroutine.

1: +1 shength.

Whenever you breok o wall subroutine with Romming Piston, lose o
total of 2 bits from stealth cords.

© Raptor T [ T |1~
2: Breok sentry subroutine.
1: +1 strength.
leebreoker Sen  Seatry Tra. Tionsaction
Reseerch Ste Stealth _ Vir ) Vs

¢ KLY A S Iggflll.’il
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Whenever you make o successful run on R&D, give the Corp o
Skivviss counter. Each Skiviss counter requires the Corp to draw one
extra cord ot the stort of each of its tums.

Smarteye pett 20 = ] Rm €
Once during each run, you may expose a piece of unrezzed ice os you
opproach it. You may then jock out before the Corp decides whether
torez the ice.

Snowhall le 10 0 1 Rm R
Snowball has +1 strength for eath subroutine it hos broken during o
run, until the end of that run.

1: Break sentry subroutine.
1: +1 strength.

Speed Trap Dt 0 — 1 Rum U
0: Ju(k out before on upgrode or node tokes effect. Use this abifity
only immediately after the Corp hos rezzed that upgrode or node.

Startup Immolater 0 —: 1 tn U
Trash. Pay the rez cost of o piece o§ ite to trosh that piece of ice. Use
this ability only if you have just broken all the subroutines of that
piece of ice,

Succubus Dee 3 — 1
Succubus con hove up to 3 MU of programs installe din it. If Succuhus
leaves play, trash oll progroms installed in it.

Tinwease ke 5 3 1 R V
0: Breok code gate subroutine.
Vewy Vewy Quiet Se 1 — 1 Rm C

Put 2 bits from the bonk on Vewy Vewy Quiet when it is installed. Use  :

these bits only to pay for using icebreakers during runs, but nat for
using noisy icebreakers. If you use ony of these bits, reploce them of
the stort of your next tum.

¢ Floating Runner BBS

Eoch of your fums, you may toke only one ction to use Broker,
Action; Put 3 bits from the bank on Broker.
Action: Take all the bits from Broker.

: Code Viral Cache Run R

Play only if you mode o successful run on Hﬂ this turn, If the Corp for-
goes actions fo lose Virus counters, two counters of your choice are
not remaved. The Corp may trash Vil Cache by taking en acfion to
pay 5 bits,

Corporate Ally 3 Run R

Unique. Instolling Corporate Ally costs 1 agenda point in eddition to
the normal cast. The difficulty of ofl egendos is +1.

(rash Everatt, Inventive Fixer 2 Run

Unique. Whenever you drow one or more cords from your stack, diow
on extra card; then choose one of the cards drawn ond either trosh it
of refum it to the top of your stack.

Danshi's Second 1D 0 Run u
Action, Trash: Remove up to three fogs, of no cost.

© Databroker 0 Run u

Action, Trash, 1 agenda paint: Gain 10 bits.

 Diplomatic Immunity 1 Run R

Prevents oll meat domaga. The Corp may poy 1 agenda point fo con-
cel this effect unfil end of tum.

© Fall Guy 0 Rm v

Trosh: Avoid receiving o tog.

Field Reporter for Ice and Data 0 Run R
At the end of each of your tumns, goin 1 bit for each piece of ice the
Corp rezzed during that tum.

6 Run U
Gain 1 bit of the start of each of your tums.

Springboard, The 0 Run (

Nome Type Cost St Mem Player Rority  Home Cost  Ployer Rty
Description Destription
¢ Wild Cord e 0 0 1 Rm V i HellsRun 0 Run U
¢ 0: Breok sentry subroufine. t Pyt 1 bitfrom the bank on Hell's Run when it s instolled. Use this bit
i 3+ stength. only to poy for increasing your Iin. If you use the bit, replace it ot the
¢ Wizard's Book le 5 2 1 R V i stortof your next tum,
i 0: Breok code gate subroutine, i Junkyard BBS 1 Run U
2: +1 shength. , i e : K IA:(IM\H' I hJE Bring the Smp tard from your rr;sh into yénur hand.
% orm (] un + Karl de Veres, Corporate Stooge un ]
ez __wle-,-a_n—-’i«-.‘fm.-':.— E2inihy 9 u ,,l,ﬂq. SE : 0: Breok walihsubfoulina. H : th:iin 1 bt zoch Tinae you rsuke o suceessful un.
I 3+ steng ¢ lelond, Corporate Bodyguar 2 Run C
Ncmnemﬂgﬁan e ot S Men Foje oy ¢ Zetatech Software Installer 0 1 R i 1:Prevent 1 meat damage.
i Put 2 bits on Softwore Installer when itis msmiled Use these hits anfy i Trosh: Avoid receiving o fog.
Reflector 7 4 1 Rm R i  ftopayforinstoling progroms. If you use ony of these bits, replace i Loan from Chiba Run
0: Break Stun, hellbalf, or knockm.ﬁ subrouting them ot the stort of your next tum, i Gain 12 bits when Loan from Chibo is mslufEed A the stort of each af
Replicator ke 5 2 1 R +B § i your tums, lose 1 bit, i LFC leaves play, poy 10 bits or lose the
0: Break ice subroufine that froces. : i gome. You moy trash LFC at the end of ony of your fums.
1: +1 strength. : Nome Cost  Ployer  Roiity : HETO. 0 Run R
Scatfer Shot I Ron R Descrigtion ] Action: Look a the top four cards of your stack. You may bring any
Put 2 bits from the bonk on Scatter Shm when it is msmlled Use : peep et tesource cards omong them into your hand. Poy 1 for each
these bits only to pay for trashing upgrodes. ff you use ony of these ¢ Actess Through Algha 9 Run R cord token in this way, ond show those cards to the Corp. Shuffle the
bits, reploce them at the stort of your next fum, ¢ 1:Boselink 9. § rest bock into your stock.
¢ Nomad Allies 2 Run v
32 e e i TA(ﬁl;]n,Al: %emuva o fag ot no cost.
3 : tash: Avoid receiving a tog.
—I The Short Circuit © Preying Monfis — 0 Run R
and Valu-Pak Software  : Emh of your turns, you moy choose to gain an action. If you do, suffer
Bundle: Here'sa nice fittle » b[mn(dum;ga ot end of the tum. This duriuga wn 'libe preuemed
¢ Quest for Cottekin un R
;vdmge‘ y{.‘l_llT'hSOh'\'lﬁtle i Atthestart of each of your tums, roll o die. On a 6, trash Quest for
SN (Cattekin, ond you gain an action on each of your tums for the remain-
Specs. First use The Short der of the game. Ona 1, suffer 1 brain damage. On o 2, suffer 1 Net
Circuit fo pluck your favorite : . dﬁmngenlh; damage comnot bie prevamed] i
- ¢ Restrictive Net Zoning U
?mmu?s Thn!gfegrw‘:m ) Choose o data fort when Restrictive Net Toning is instolled. The orp
one of e aker i mustpoy 2 bits, in oddition to the narmal cost, to instoll ice on that
perhops?) ond then use Vol | fon.
Pak Software Bundle to get : Rigged Invesin;enls 4 Run ¢
; He i Put 12 bits from the bank on Rigged Investments when it is installed,
m ol ll'lTUpl(IY ngl?l!? At the stort of each of your tums, toke 1 bit from Rigged Investments.
ng fo WEIIT around for When oll the bits fram Rigged Investments have been removed, trash
your hord drive to reboot. | & Rigged Investments.
' ¢ Ronin Around 3 Run R
) T ; : ﬁmaan Look 5! the top f;:e cards of \dOIilll sréul;) ‘(o]ubmufy hnngh unyd
ardwaore cords among them into your hand. Pay 1 bit for each car
THE SHORT CIRCUIT VALU-PAK SOFTWARE BUNDLE token in this way, ungshew lhos::uuds to the Corp. Shuffle the rest
-+ back into your stack. Action, 2 bits: Expose any cord.
: . + Shell Traders, The 0 Run R
SeeYo 3 — 1 Rm C i AcesstoArosaka z Run Vi Acion: Choose o progtam or hardwore card from your hond. Set that
Action, 1: Expose on instolled (erd 2: Base link4. card oside, ond put number of Shell counters on it equal to its installo-
Self-Modifying Code — 2 — 2 Rm R P Z+llink tion cost. When the last counter has been removed, install that cord at
Trash: Seatch your stack for o progrom and install that program, if you §  Access to Kiribati 1 Run v no cost. Remove one Shell counter from one cord at the start of each
can. Shuffle your stack afterwords. Use this ability only during o run. 1: Base link 1. i of your ums.
Shaka ke 4 2 1 Rm V :  Lsllnk : 1:Remove one Shell counter from a card.
1: Break sentry subroutine. ¢ Avjord'Oui 0 Run B¢ Short Circuit, The ] Run (
2: +1 strangth. i Adion: Look of the top five cords of your stack. Youmay bringony ~ § Action, 1 Search your stack for o progrom. Show that program to the
Shield — 0 — 1 Bm C program cards among them info your hand. Pay 1 bitforeachcad ¢ Corp, then bring it into your hand. Reshuffle your stack ofterwards, |
Prevents up to 2 Net domoge each tum, ¢ token in this way ond show those cards to the Corp. Shuffle you stack. ¢ Short-Term Contract 1 Run ( |
Shredder Uplink Protacol — 4 — 2 Bm U Back Door to Hilliord 0 Run C & Put12bits from the bank on Short-Term Confract when it is installed. i
Action: Make a run on the Archives. If run is successful, do not access 0: Base link 2. When oll the bits hove been removed, trosh Shart-Term Confract. |
(urds from the Archives; insteod, ?reur run os a successful run on HQ. 3: +1 link. i Action: Take 2 bits from Short-Term Contract. l
Signpos! 2 — 1 Rm U Back Door to Orbital Air 1] Run V& Silicon Soloon Franchise 8 Run R
I: +2 link. Use this obility only once during each trace attempt, and 1: Base link 2. i Action: Gain 1 bit and drow ane cord. |
only after you ond the Corp have revealed how much each spent. o 241 link. ¢ Smith's Pawnshop 0 Run U
Skivviss Vi 3 — 1 R U i Broker 3 Run C & Atthe stort of each of your tums, you may tash ane of your other

installed cords to gain 2 bis.

1:+1 link. Use this cbility only once during each hoce attempt, and
only after you ond the Corp have revealed how much each spant. |

Submarine Uplink 0 Run 1]

0: Base link 4.

1: +1 Iink.

You moy use Submarine Uplink only during a run. Using Submaring
Uplink forces you to jack out after the current encounter ends.

¢ Technicion Lover 2 Run u

Action: Look af the top cord of RED.

i Top Runners Conference 0 Run R

Gain 2 bits at the stort of each of your tums. Trash Top Runner’s Con-
ference when you make a run.

Trauma Teom 0 Run U

Put two Trouma counters on Trouma Teom when it is installed.
Trouma Counter: Prevent 1 meat damage.
Action: Put one Trouma counter on Troumo Team.

Umbrella Policy 0 Run ]

Trash: Prevent on installed program or hordwore cord from being hashed.

Wilon, Weeflerunner Apprentice 4 Run U

Each of your tums, you moy choose fo gain an action, which you may

use only to moke o run. You cannot spend more thon 3 bits during

that run to pay for using icebreokers or increasing yout linl. Use this
obility only once per tum and only during your tum.

Trash: Avoid receiving a tog.

Trash: Prevent any amount of meat domage.

B
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ALTERNATE UNIVERSE
DECPHER- 1996

Full Set (122 cards)

ARTIFACTS

Nome Type Points Requirement Rarity
Description
Cryosatellite R

AU

Seed at o spoce location. May seed one odditional artifoct ond up to 3
AU icon personnel here. Those Personnel come oboord your ship when
mission completed.

Dato’s Head Equipment AU
Use os Equipment cord. Heod hos Cunning=10 and Computer Skill
While on o ship, Range, Weopans and Shields ore +2. (Not cumulo-
tive.)

Iconian Gateway Event R
Place in hand until played on o planet location as on Event card. While
in play, onyone's personnel and equipment con move instently from
Icanian Gateway to any other planet(s). :

Ophidian Cane Interrupt AU R
Place in hand until played as on Intermupt card fo allow 3 through Dev-
idion Door OR double Devidian Forogers (to four personnel) OR double
Empathic Touch.

Receptadle Stones Event
Ploce in hand unfil played as on Event card on the arew of on oppo-
nent's ship. Any space dilemmas you encounter this tum olso opply fo
that ship and crew. Discard event.

Ressikan Flute X A R
Immediately play on table. X varies constantly, where X=5 paints for
each of your Music personnel in play. Destroy with The Devil. (Nat
duplicatoble.)

Samuel Clemens’ Pocketwatch Infemupt A R
Ploce in hand until played as on Interrupt card. One action that must
hnupelfjl on your next tum (such as your cord draw), happens now
instead.

DILEMMAS
Nome Type Points  Requirement Rarity :
Description 3
Alien Labyrinth Plonet C
To get through this mazeike structure ond continue, Awoy Team must
have o Tricorder OR 2 Engineer. i
Cordassion Trap Both il

Unless Empathy present, oppanent coptures one unique, non-Cardas-
sion personnel from you (random selection) ond places it on their side
os 0 coptive, olong with trap.

Coolescent Organism Both
Unless Exabiology present, one personnel {random selection) dies ot
end of your next tum. If others present at the death, organism is
passed on to ane of them (random selection), etc.

Conundrum Spa

e AU (
Unless Integrity>40, this ship must do nothing but chase (at normal

speed) & otfack 1 of opponent’s ships (your choice). Discord dilemma.
-10 i

Edo Probe Both
Abandan mission attempt until ony ployer hos completed o different
mission OR canfinue but lose points if you fail his fum,

Empathic Echo Both I
One personnel present with Empathy (random selection) is killed
unless Security ond Medicol present.

Ferengi Attack Planet
Kills one Away Teom member (opponent’s choice) unless fotol Cur-
ring + Strength>68 OR Greed present. Discard dilemma.

Frame of Mind Both AU u
One Away Team member (random selection) now becomes non-
alignad with atfributes of 3-3-3 and only two skills (opponent’s
chaice). Cure with 3 Empathy present,

Gotherers, The Planet C
Unless Marouk OR Integrity>36 present, discord all Equipment ond
Astifucts in Away Team, plus one card (rondom selection) from your
hond. Discard dilemma.

Hidden Entronce Planet

To locate the concealed entronce ond confinue, Away Team must have

Geordi Lo Forge OR Engineer + Cunning>32.
Higher. .. The Fewer, The  Both X

u
Subtract X from your total score, where X= the number of personnel in B

this crew or Away Team.

A Afflation A Arbutes

: Malfunctioning Door

¢ Moman Picard

¢ punishment Zone

 Rascals
Al unique crew members (maximum of 4, rondom selection) ore kids. -

 Royale Casino: Blackjack

Zaldan

AU Altemate Universe F

Nome Type Points  Requirement  Rarity
Description
Hunter Gangs Plonet (

Two Awoy Teom members (rondom selection) ore chased. Examine
cords separately. Personnel escapes if Cunning is even, killed if odd.
Discord dilemmo.

: Interphasic Plosma Creatures Both AU (
¢ Unless 2 Science o Mindmeld present, ploy on toble os on Event cord. ¢

While in ploy, lowers Strength of each of your personnel by 2. (Not
cumulotive.)

Planet

To get through door, must hove Seong-Type Android present OR o
combinzd Stiength>27 from up o four Away Teom members.

Space AU U
If this is o Federation ship, immediately fransport it to any end of the
spaceline (oppanent’s choice).

¢ Qutpost Raid - Both

If at your outpost: two persannel are killed (opponent’s choice) unless
Strength>81. Discard dilemma. OR Elsewhere: requires Strength>18
10 pass. .

 Parallel Romance Planet A u

If present, one male ond one female {rondom selection) have offair,
They are Strength -2 each & stopped now & for your next 2 full tums.
Plonet -5

One Away Team member (rondom selection) s killed OR beam vp
that personnel ot a penolty. Double penalty if Federation,

BRUTE FORCE

¢ Quantum Singularity Lifeforms Space AU u

If o Romulan ship present, all ships ond personnel here ore placed in
stasis. Cure with Emergency Tronsporter Ambands, Timepod Ring of
new Engineer orriving.

Spoce

Strength=2 and Youth replaces firsHisted skill. Cure with 2 Medicol
ond Biology.

Plonet  S5o-5 AU U
Play one game of blackjack, using Cunning numbers. Players must
show entire hand. Closest to 21 without going over wins points. Oth-
ers lose points, Ties=0,

Thought Fire

0l
If The Traveler; Transcendence is offecting you, oll crew members here
with (Cunning + Integrity)<12 cre kiled unless Empathy present.
Plo

£ Worshiper

net

If Away Teom's Greed=Honor, score bonus points. Otherwise, Away
Team is stopped unless Edo Vessel or Anthropology present. Discord
dilemma.
Planet ]
Unless Treachery x2, Disruptors, Wesley Crusher or Exobiologypresent,
mﬂ;.wcy Team members with Diplomacy (rondom selection) ore

illed.

: Name Type Requirement  Rority
:  Desciption
Alternate Universe Doorway [c

Flace one on table during the seed phase. Door is naw open, allowing
your AU icon cards to enter play. OR Stock in deck and use s follows:

Plays to nullfy one Revalving Door or Subspace Schism. (Discard door-

way.) OR Allows one ship to poss through (Het. (Discord doorway.)
OR Nullify one Temporol Rift, and retum doorway to your hand.

© Devidian Doonway Al R

Allows you to play a cord “from the future.” Whether or not you cur-
rently have a Devidian Door in your hand, at any time soy *Devidian

Door” and play (o onywhere) one Personnel or Equipment cord from
your hand. However, any fime during your next tum, you must show
oppanent o Devidian Door from your hand ond place it outofplay, or
you lose the gome.

K Kingon Pis

Federofign

 EQUIPMENT
: Nome Rority
Description

: Echo Papa 607 Killer Drone R

Use during Away Teom or Rogue Borg battles. First fime used in bat-

tle, Strength=10. Next fime used in o seporate battle, Strength=20,

3 el

¢ LP. Sconner

i Where present, nullifies Interphasic Plasma Creatures, Broin Droin ond
Phased Matter.

fl EVENTS 5

 Nome Requirement  Rority
i Description
Baryon Buildup C

Ploys on ship. Ronge is reduced by 2. (Cumulative.) Remove by
:  retuming fo outpost & evocuating ship unfil beginning of following fum.
: (Coptain’s Log 1]
Plays on toble. Any of your personnel aboard o ship he or she com-
manded or coptoined (os referenced in ship lore) raises Shields +3
ond Weapons +3. (ot cumulative.)

__| Brute Force and
Fek’lThr: As indicoted by the

on Away Team with @
total Strength of 10 fimes the
number of members present,

i Chorybdis, The U

¢ Ploys on toble. Artifocts of completed missions connot be acquired
until Archoeology present. (If Chorybdis destroyed, anyone present

:  maoy ocquire artifoct.)

: Engoge Shuttle Operations U

i Ploys on foble. Shuttlecraft may be comied ond lounched form your

ships (it tractor beams and Engineer present) AND lond on plonets

(requires their total Ronge).

Interrogation R

i Ploys on one personnel you've copured, Eoch fu, osk opponent,
“How many lights do you see?" If reply is “Five”, retum copfive fo
outpost, score 10 points. Otherwise, score 1 point, retoin captive.

* Intruder Force Field
Plays on fable. While in play, reverses Telepathic Alien Kidnoppers
offecting you AND Rogue Borg invading your ships must be 3 or more

+ o be effective.

: Klim Dokachin

i Ploys on table. When opponent reports o unique personnel for duty,

: opponent drows no cords ot end of that fum.

: Lower Decks T u

© Plays on fable. Wik in play, ofl your nonologrophic, universal per-
sonnel ora each Cunning +2, Inegity +2 and Strength +2. (Not

: uiun}ulum'e.) - C

: organo, The '

© M i :\6 ';n gﬁ of yoot personnel. Whie n loy, chonge from normal

to AU icon personnel, or vice verso. A
: Mot's Advi )
i I’siws oaenny one personnel. Whil in ploy,that personnel gains the
i kil of meeﬂn% : ?
© Paricle Scattering Fie !
i ;u;s ;[:1 :r:;nogf ylom ships with o Porticle Scattering Device. No beam-
ing to or from a planet is allowed where ship present. You may dis
card Field at any fime. :

© Revalving Door :
: “;l;lﬁngﬂn ony Doorwoy of \conion Gateway cord. Itis now dosed. OR

Nullifies onother Revolving Door (discord both) ond “re-opens” cord

. hunderngu_th. il :
o TR
hon. (Nof cumulative.)
Pﬁm R Romuln Req Requirements
R o8

T n B

o
]




player'_s__

Nome Requirement  Raity

Description

Thermal Deflectors
Plays on toble. While in play, nullfies Firestorm, Thought Fire, Hmu
Fire, Fire Sculptor and Phaser Bums.

Warfime Conditions AU R
Plays on toble anly if a Federation ship is atfocked by another ship.
While in play, the Fed. may battle attacking ship’s cffiliation ot wil.

Yellow Alert C
Plays on teble. While in ploy, concels (discard) ond prevents Red
Alerts AND all your Personnel are each Cunning +1. (Not cumulative.)

INTERRUPTS

Requirement Roiity

Name Points
Description

Anti-Matter Spread
Plays ot start of ship battle. For this battle, opposing ships” Weapons - l

for each personnel aboard with [uwmg-:ﬂ or Borg Ship Weapons=16

this tum.

-
>
=
—
=
~—
(ap

__IPdeke:lnndtfmmohuvmg
refty good stats for o universal choracter,
lhlsgwulsolmsComnmnduhilwmleud-
He's also got o nifty ability which will
Wiunefdml’opuﬁﬂmﬂerﬂrmewher
is, but perhaps the funkiest part of
Ihawholemldlslhelslﬂelmoksme Deci-
pher folks decided fo add fo pay homage to
the Beatles. Check out the copyright.

Barday Transporter Phobia u
Plays duing transport by beoming, Dimensional Shifting or lconian
Gateway. One personnel (random selection) refuses oll transpart unfil
cured with Plexing.

Brain Drain AU U
Removes all skills and Cunning from ony one personnel for the rest of
this tum. OR Doubles effects of Interphasic Plosma Creatures.

Countermanda
Nullfies Telepathic Alien Kidnappers OR if opponent just ployed Resﬂ

or Polor Toff, suspend that action, look thiough opponent’s discard pile

ond put ony three cords out-of pluy

Dead In Bed AU u
Kills ony one personnel currently in stasis.

Destroy Radioactive Garbage Scow-10 C

Plays to discard Scow. Kills ollpersonnel ot location unless oboord ship  :
: Diplomatic Conference F KR 0 4 R

or Thermal Deflectors present. If mission nat done ye1 reduce its points.

Devidion Foragers C
Look through ony one discord pile and place two personm! outofplay.
Add attribute numbers to one of your AU icon personnel for this tum,

Eyes In the Dark AU (
Plays when focing o dilemmo. If Empathy present, odd the skills ond

attribute numbers of one personnel (random selection) from ony oppo-

nent’s ship (your choice).
Fire Sculptor C

Plays on Plosma Fire or Warp Core Breach to move onfo neorest oppo-

Hail
Plays on any ship “flying by” one of your ships; it must stop at your
location. OR Select two ships; they cannot battle each other this tum.

nent's ship. OR “Melt” (ploce out-olplay) 1 cordin any 1 discord pile, :
C

nuli"n:;es Coolescent Orgonism OR prevents Anya or Safia from morph-
ing this tum.

Humuhumunukunukuapua'a

Ploys on any location. For this tum: Your personnel with Youth ore
Cunning +4 ond Strength +4. Oppanent's nor-aligned personnel ore
Cunning -4 ond Strength 4.

Incoming Message: Attack Autharization

]
Plays on any Federation ship. If Treachery oboard, “This ship must

immediately attack one ship (your choice) at this locofion,” May

i ignore if V.LP. oboard.

¢ lsabella U

H Plays on any non-Borg ship ot a nebulo; it is destroyed unless Youth
aboard by end of your next tum. OR Kill ony one Greed personnel who

: just exploited o Worshiper.

¢ Jomeharon (

Nuliffies Horgo'hn OR Parcllel Romance OR if plant Riso is on spoce-

i line, immediately move ony 1 male personnel alone on plonet fo Rxso
: Kevin Uxhndi]e Convergence Interrupt
Detiays oll Event cords in ploy ot any one spoceling location (mdua‘mg

thase on ships).
La Forge Maneuver

u
Plays to expose ony 1 clocked ship ot planet location. It is vulneroble
¢ ({osil it were declooked) if next action is on attack ogainst that ship.
¢ Latinum Payolf X C

Ploys if Greed oboord your ship when it destroys another ship in bat-
fle. XES bonus points for each Officer oboord destroyed ship. (Not
wmulative.)

Phaser Burns
Eaatl phosers or disnuptors ore present during an Away Team battl, heiofe

a winner is determined randomly select Z opposing personnel fo dJe

Rescue Coptives

All you personnel currently held copive are retumed fo your
outpost(s), nullfiying Intemogation, Braimwash and Torture, if ony or
ol ore in progress.

¢ Romulan Ambush

¢ Deshoys opponent’s ship with Shields<é present with your D’ deﬁdex
i dossship, Crew killed, except 1 personnel (your choice) is made cuplwe
¢ Security Sacrifice

One Security personnel present may socrifice (substitute) for lmorhea
personnel who has been randomly selected to die.

i Seize Wesley R
£ lays on opponent’s ship under influence of Ktarion Game dilemmo. All

remaining personinél are disabled. If Wesley Crusher oboard, he is
mode your coptive.

Senior Staff Mutm% u
¢ Plays on ship with Officer, Engineer, Medical, Science ond Security

aboard, just before the inital attempt of o space mission. First
dlemma encountered is discorded.

3 Iempoml Narcosis ]
i Plays when opp. is using Horga'hn, Revalving Dmr Emergency Trons-
¢ porter Arnbands or Energy Vortex. Your next furn foke a double fum.

: Thine Own Self (

Ploys on opponent’s one- o two-person Away Teom. Awoy Team is
“lost” (place under mission). Rescued if owner later completes mis-
sion. Captured if you do.

 Vorgon Raiders AU R

It you have Ajur and Borotus together in ploy, discrad them and

“steal” (use os your own) ony one orfifoct in play or just ployed os on

Interrupt cord.

¢ Vulean Nerve Pinch

Ploys ot start of Away Team or Rogue Borg bottle. Eoch Vulcon or

Soong-Type Android present may place one personnel (rondom selec:

tion) in stosis unfil the end of your next fum.

Wolf AU
Saves ony personnel with Empathy who hes been rondomly seleded
to die or to be coptured. OR Nullfies Barclay Transporter Phabia.

il MISSIONS

: Hame Type A Poinfs Span Rarity
: Description
¢ Brute Force 4 3 3 R

Strength=10 x number of Awoy Team members present (minimum 3

personnel).

;tnmpmmﬁedMusmn Space B 4R

Treachery x2 + Computer Skill + SnengﬂpBS
One V.I.P. from each of thiee offiliations + one non-olsgﬂed V. I P.

© FGC-A7 Rescarch £ KR R

Diplomacy + Youth x2. X=6 minus cach Nmngrmun nbourd sh:p

¢ Fissure Reseaich LER 35 3 R

Astrophysics + Physics + 3 AU icon Personnel

Qualor Il Rendezvous Plonet N 0 4 U

Treochery + Greed OR Amarie. Aligned personnel en planet in stosis
until mission solved.

Quash Conspiracy Space K 0 3 R
Tal Shiar + Integrity<21
¢ Reunion Plonet  F X

3o 4R
Mirocke Worker OR Cantonkerousness OR Spock. X=15 points if one

present, 40 if oll three.

¢ Berlingoff Rosmussen

Montgomery Scott

¢ Paul Rice Officer  F

¢ Tosha Yor-Altemote

Name Type

¢ Fdo Vessel
¢ Fulure Enterprise Goloxy ~ F

: Gomtuy

©LKC Rk e
©LKCKRotak Kot

i Neutral Outpost

¢ Tomo Dormok

© USS. Enerprise:C Ambassodor £ 8/7/8

Nome Points Requirement Rority  Nome Type A Points Span Rarity
Destription Description
Howard Heirloom Candle ( Risa Shore Leave Plonet  F 3 3 R
H Plays to double effects of Anophasic Organism or Empathic Echo OR Music + Youth + Civilion x2 + Female + Male

: Worped Space Space K 5 5 R

Science x2 + Novigation + Astiophysics

PERSONNEL

¢ Nome Type  Mf At Lds Req Rarty
i Desciption
Ajur Sewriy N 1/8/3 S MU

Once per game, if clone with Archaeology on a planet, may destroy ol
but 3 seed cards there (rendom selection).

CGwlion N 2/6/4 — M R
Treachery, Archagology, Greed. May nullfy Time Travel Pod if present.
(Discord bath.)

Beverly Picard Offict F 8/8/4 C AU R
Medicol x2, Leodership, Biology
¢ Boratus Searity N 1/5/1 — A U

Once per game, if clone with Archaeology on o planet, may destray oll
but 3 seed cords there (random selection).

¢ Commander Tomalak Officr B 7/7/9 C A R
Diplomocy, Leadership
i Dathon Officer 9/8/6

/8/! R
Diplamacy x2, Leadership, Honor Nuihhes Tnmnnumelaled dilemmas

i where present,

: DTon Cwviien R 7/6/3 — u
Youth, Archoeology where present, Romulans without Treachery are

i Integrity +1.

¢ Governor Worf VIP. K B/7/8 C M R

Security, Honor x2, Navigation, Diplomacy, Leadership

i lan Andrew Troi Officer £ 8/8/6 C A R

Diplomacy, Leadership, Music, Computer Skill

i Juck Crusher Oficr F 8/8/7 C AU R
Honor, Archoeology, Music, Leadership, Computer Skill

K'miar VI K B/8/8 C AU R

Diplomacy, Leadership, Honor. At all +5 if with Alexander Rozhenko.

Lakonta Gviion N 8/12/3 S AU Ul
Ship he is on can leave one end of spaceline and enter other end.
¢ Wesley Crusher attributes +4, if present.
Lt (j.g.) Picord Stience F 8/6/6 S AU
Astrophysics, Navigation
Major Rakal VIP.  RF4/8/4 C A R

Romulan: Tol Shiar, Empathy, Treachery. Federation: Empathy, Diplo-
may, Integrity +4, Cunning -1

Magques VIP. N 8/1/4 — U
Empothy x2, Diplomacy
Mickey D. Cvilon N 1/5/8 —MA U

Treachery outomatically wins Royale Casino side gomes, if present,
Engineer F 7/8/3 C

Enginear, Astrophysics, Honar, Miracle Worker

i« U

Leadership, Computer Skill. Nullifies one Echa Papa 607 where pre-

sent. Holographic. Universal.

: Rachel Garrett Officer F 9/7/5 C M R

: Hanor, En?meel Leadership, Diplomacy, Astrophysics

* Richard Cosfillo Officer F 8771 C W U
Leadership, Navigation

i Stefon DeSeve Cilion R, F 5/8/5 S M R

Romulan: Treachery, Greed. Federation: [}ﬂlce/r }reu{hery Integrity -1
1/5

i Targ Animal

Al non-Targ Klingons Strength +1 where present. Nullfies one just-
played Rogue Borg where present.Universal,

Sewity F8/7/8 S AU R
Honor, Leadzrship, Amed with Starfleet Type Il Phoser.

HIPS

Af Attiibutes  Leodership Req Rority
Desaription

Decius Dderidex R 10/9/8 (SAU AU R
(looking Device, Holodeck, Troctor Beom
Unknown N 5/10/X SAUAU AU R
=8 However, there is ahways a 50,/50 chance any attack is nullfied.
13/10/9 CAUAUAU AU UR
(loaking Device, Holodedk, Troctor Beam
Living Ship N 7/*/6  Empathy x2 R
If staffed, immune to Supemova. * If target has shields <9, hur it up
to 9 span.
Voodich K 11/9/8 CSAUAU AU R
(loaking Device, Holodeck, Tractor Beam

K 6/8/6 S (
Cloaking Device, Tractor Beam
Outpost ~ —-/-/24 (
Seed one of any Space locotion OR build loter at o Spoce location
whete ony Engineer is present. No repairs here.
N 7/9/8 (S u

CSAU AR
Enters play domaged at ony location. Troctor Beom

Particle Scattering Device.




i 7 The 1996 Wizard Fan Awards
. presentation LIVE on Friday

Il o evening; June 21 in Atlanta.
s &' Be a part of history and see
|5 ogN ¢ your fuvor:l'te comic hook
e creators receive their awards!

DRAGON*CON
JUNE 20-23
Atlanta Hilton and Towers

For more information ¢alli770/925-0115
or check/out the Dragon”Con Web site:
http://www.dscga.com/~dragoncon

Don’t miss Wizard Press sponsored events and
collectible card game tournaments at, Dragon®Con!

Meet Wizard?® and
InQuest” publisher

WI zA R D TM .
© 1996 Wizard Press. WIZARD AND WIZARD® THE GUIDE TO COMIGS®, INQUEST: THE GUIDE TO COLLECTIBLE CARD GAMES ™ Wizard Press. M

Gareb Shamus!




RN

Rick Swan’s unique take on the world of gaming

L A

It was a late Saturday night. The wife and | were in the
middle of a Monopoly game when | decided to ask her a
question that'd been bothering me for a long time.

“Explain something to me,” | said, handing her the dice.
“You like Monopoly. You like Scrabble. You like Trivial Pursuit.
As far as | can tell, you like just about every kind of game
there is except card games. How come?” This also happened
to be true for our female neighbors, my sister-in-law and my
female cousins. All were avid gamers, but trying to get them
interested in CCGs was like trying to get vampires interested
in sharp stakes.

She rolled the dice, landed on Free Parking, and then
bought a hotel for Vermont Avenue. “That's not true. | like
some of ‘em. | like SimCity. | like Star Trek.”

“What else?”

She shrugged.

My turn. | landed on Vermont and forked over $550.
“Stay right there.” | left the room, returning a few minutes
later with an armload of card games. | handed her a copy of
Rage, the game of battling werewolves. “What do you think
of this one?”

She thumbed through the cards—Broken Limb, Vital
Blow, Disembowelment—in all their blood-splattered glory.
“Gross, gross, gross, gross, really disgusting, gross.” She
handed them back. “No way.” She landed on Go and
pocketed $200.

“QOkay, try this one.” | gave her
Guardians, the fantasy game with
all the cute stuff like Smogwarts
and Giant Penguins. Naturally, she
ignored the Giant Penguins and {

went straight for the Babes, Wild -~ ;
Nymphs and every other card ,..’ \\
that featured nubile females in

various states of undress. °
“Totally sexist,” she said, ™.
shaking her head. “I can’t believe
this. These are demeaning!”

I rolled again, landing on
Tennessee Avenue, another one
of hers. “What’s demeaning
about them?”

“Ill buy you a new car if you can
find me 10 women who don’t think
these are offensive.”

Right. Like | know 10 women.
“Yeah, well, but not every game is
like that. Rage, for instance. That
isn’t demeaning.”

“No, that's just repulsive, You owe me $950.” While |
was busy mortgaging my railroads, she went to the
bookshelf and retrieved one of our leather-bound volumes of

( \\n

BT

InQuest. She turned to the first letters page, then flopped it

down in front of me.

“How many of these letters were written by women?”
she asked.

I studied the names. “Uh, zero.”

“Look down here. See all these people wanting pen pals?
How many are women?”

“Well..."

“And that game convention you dragged me to last
summer. How many women?”

“Lots. As a matter of fact—"

“Not counting the ones in chain-mail bikinis.”

She had me there.

She took her turn. A hotel went up on Park Place. “Look,
I’'m sure there are women who like this stuff. But you've got
to admit, card games are mostly for males. They’re mostly
made by males, mostly played by males and mostly
marketed to males. They always have been. And they
probably always will be.”

She picked up the Guardians deck with her thumb and
finger, holding it like a dead rat, and continued: “l want you
to think about this. Imagine that every image in this deck of
a half-dressed woman was replaced with an image of a half-
dressed man. Imagine that instead of Babes cards, there
were Hunks cards that showed dewy-eyed guys in teeny little
jockstraps. How interested would you be?”

4 It was 2 a.m. This conversation

b was giving me a headache.

“You have,” she said,
counting my money, “$16 left.”

“Can | borrow a hundred?”
She rolled her eyes.

/ “Okay, | give up.” | gave her
the $16. “But since | let you win,
| expect you to humor me.”

“Oh? How so?”

“By trying the card game |
invented. Guaranteed to bring
| the sexes together. I'm gonna
. sell it to Wizards of the Coast
and make us rich.”

She eyed me warily. “What is it?”

“Strip Magic. First, you
unbuckle your—"

The Monopoly board missed my
head by a good two feet. Lucky for
me, she throws like a girl.

Rick Swan would like you to know that the precedingis a work of fiction. Uh, mostly.
Sa is his “Contest of Champions” feature on page 36.
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Ritual of the Machine is just one example of
the powerful new cards in Alliances™,
the latest limited-edition expansion set for

Magic: The Gathering® and Ice Age™ trading card games.
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Look for Alliances at your favorite game store today!

w ™ Over 140 new cards to add to your decks ° 12-card booster packs: $2.45
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