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

need brains. You need

guts. You need some

luck. Because you call

the shots, just like a

big league skipper.
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Play Top of the Order and you can draft an

i e photos,
from an 80-card starter deck of authentic game pl

You can build adream team
with booster packs, up to
360 cards in all. You can
challenge your friends,

Top of the Order. Get off
your butt. Get to the

store. Get it today.
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The time drawstrear when the Apocalypse must surely come. The Wyrm and its armies grow bolder each day. Brave
Garou fall in battle and their lossis sorely felt. Evil spirits, Banes, infect the Umbra, the spirit world, andmake even the
sacred profane; What hope is there for the 13 tribes of Garou, Gaia's fists and claws? Only glory in battle and the honor
of slayiﬂqi”ﬁe Nyrm. Join the battle to save the earth realm and cleanse it of the scourge that is corruption: the Wyrm.
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"EDITOR'S-LETTER—

1996 Unfolding

We've just about wrapped up the first year of publishing InQuest, and
it’s crazy to see all the changes that the magazine’s been through. We've
tried lots of new things—some worked great, some not so great—but
overall the product we deliver is a tremendous group effort. The maga-
zine is put together by a group of people who really care about what
they do as well as the industry in which they are involved. The InQuest
crew, the editors, designers, price guide researchers and game-testers
run themselves ragged trying to outdo themselves with every issue, and
they do. | think you'll agree that with every issue we’ve progressed and
matured as a magazine.

We had to. 1995 proved to be a turbulent one for the still-infant gam-
ing community, and we’ve had to adapt. As 1996 unfolds we stand at a
crossroads, wondering where the industry goes from here. Though retail
sales on CCGs may not be as high as they once were, the interest in play-
ing has certainly remained. Magic will continue to be strong, with lots of
new younger players coming aboard. The game is just too well-designed
(and too darn fun!) to fall by the wayside. I also believe that a handful of
really top-notch games will stand out in the sea of lackluster CCGs that
were released, most notably Star Wars, Middle-earth, Rage and OverPower.

Support for the CCG market will also materialize in the form of out-
side-interest games. While sci-fi and fantasy games are cool, expect new
fans to enter the scene with the sports- and video-game-based CCGs
that are slowly popping up. While the video-game-based CCGs like Topps’
Killer Instinct should catch some attention on the shelves, expect the
sports games to really turn some eyes to this hobby. The two biggest
out there now are Donruss’ Top of the Order and Red Zone, a baseball
and football game, respectively. While Red Zone plays better than Top of
the Order, they both will draw attention from sports card enthusiasts who
will want to collect a full set of each for their sports card collections.
Hopefully some will take a couple of minutes out, realize how much fun
the games are and play as well as collect, maybe even getting their friends
into it.

It’s part of what this hobby needs to do. Diversify, test new genres,
come up with new systems of game play and produce quality products.
That combination will insure that not only will this industry maintain its
energy, enthusiasm and viability, but that it grows, reaching out and
expanding to different marketplaces.

And finally, a belated Happy New Year. Enjoy 1996 and keep on try-
ing new games. | know | will. They send us everything free. Whoo-hooo!

See ya soon,

AN

Gareb S. Shamus
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The time of The Gathering has dawned.
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motion pictures.
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The long-anticipated Middle-earth: The Wizards CCG has arrived
from ICE. Could it could swipe Magic’s #1 CCG crown? We
went online to see what fans had to say about Middle-earth.

TIHE WIZARDS

Pro

me into fantasy.

gotten me into collectible card games.
Justin Hamilton
Phoenix, AZ

‘Middle-earth is awesome! It’s about
time a collectible card game came out i
that had some roleplaying aspects to it.
Everyone complains that a good CCG
needs to have simple rules, but | totally :

disagree. Look at roleplaying games like

you think you can learn how to play

Jacob Siegel
Rochester, NY

: Con

| grew up with Tolkien’s charac- :
ters—the sagely Gandalf, the mysteri-
ous Aragorn, the delightful hobbits. i
Tolkien’s Lord of the Rings is what got
cated—it’s impossible to figure out with-

I haven't played that many card games
yet, but | do know that ICE's Middle-earth:
The Wizards gives you a spectacular world
to play in—Tolkien’s world. It's what's

One question: Why is Middle-earth:
The Wizards a card game? The move-
ment phase, with all those sites and
regions and havens, is way too compli-

out a map. (And the map in the rule
book has no names on it, so it’s really no
help.) This would have been a much
better board game.

David Poinsatte

Detroit, MI

I'm totally fed up with these new col-
lectible card games, especially Middle-
earth. | love Tolkien and Magic, so |
thought I'd give Middle-earth a try. Man,
was | disappointed. The game seems
pretty neat...if you can figure the rules

i out. And it's just too expensive to build
Dungeons & Dragons and Vampire—do

a good deck. I've got all these cards that

can be played at Minas Tirith, but guess
them in one night? It's their complexity
that makes them worthwhile, | think Mid-
dle-earth has a lot of possibilities because
of its complicated rules, not in spite of
them. | think the ME player’s guide will
help a lot when it comes out, but until :
then, I'm game for trying to figure out
the rules on my own and just making up
what | can’t figure out. Way to go, ICE! :

what? | didn’t get a Minas Tirith, and
none of my friends did either. I'm stick-
ing with Magic. At least you don‘t have
to buy 50 bucks’ worth of cards just to
be able to play one card.

Jeremy Smith

Providence, Rl

Solid points all around. Overall, fans seemed to dig
the game. (We think it's keen.)
Okay, back fo our regularly scheduled program. .

Fed Up

I am writing to express my anger
over the quality (or lack thereof) and

-excess in quantity of the CCG industry.

You discussed it in your “Delays Plague
Card Game Market” article (“InQuest
News,” InQuest #9).

After Magic hit the big time, every
comic and card company in existence
rushed to throw something out to us so
that they could make a buck off the
frenzy. These products are commonly
hyped during the earliest stages of their
development; it’s usually months until
they’re released. By that time everyone
has forgotten about the game, | can
assure you.

Several months ago, after reading
an article about the Star Wars CCG in
your mag, | was all ready to go down to
my card shop and buy a starter deck.
Now, three months later, I’'m sick of
waiting. | bought this month’s issue of
InQuest and Scrye with the money |
saved. If the game’s not on the shelf,
younger gamers aren’t going to wait.
For a lot of us, we don't have the money
to pre-order boxes or sets; it's an impulse
buy, like a booster pack on the way
home from school. But this isn’t the only
problem with this market flooding.

When most of these games finally do
get out, they suck! Again, these compa-
nies threw out rushed products to ride on
Magic's coat tails. The reason Magic
started this revolution in gaming—and is
still the undeniable leader—is that it's a
wonderful, well balanced game.

It's not that | think every card game
but Magic sucks. Actually, I've seen quite
a few games that | think have some

M A R C H 1 9 9.6
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More Grade-A Letters

before people quit liking CCGs.

not a passing trend. It doesn’t matter
how you hype it or what superhero you
put on it, you can’t fool us. A game,

Luke Pebler
Cyberspace

Well, that about sums it up.

HOW ABOUT USING
AQRUARIAN? HEY, IT'S
A GROOVY NAME.

Thy Name in Vain
Issue #8, page 10, the squirrel’s com-

thing that has most annoyed me in your
entire run so far.

Charles Hadden

Havertown, PA

You've got a point. Maybe it's not fair fo use Jesus’
name in vain like that. Just to make sure, we asked

Get in touch with your fellow ﬂume fans! Send
your name, address, e-mail address (if

ou've got one), age, gender, and three
{ovorite games to InQuestMag@aol.com
or mail it to us at: 1Q Pen Pals, ¢/o
InQuest, 151 Wells Ave., Congers, NY ¥4
10920. Make a friend!

8 I N Q U E 5T

potential. | just think the :
core of this problem is that :
companies believe that this
is a craze, a flash in the pan, g
and rush to sell something
i Card Stock Attack
Richard Garfield created such a cool :
game because he believed in the game,

Christ himself. Here’s what “Big J” said: “It's cool

with me. Hey, wanna see a neat trick with a fish and
a loaf of bread?”
Geez, what an easy-going guy.

The “Card Stock” column (“Year’s

End”) in InQuest #9 by Douglas Gold-
stein complains of the Homelands card { e
i Giant Albatross: “The ability has nothing
to do with being a Giant Albatross.”
after all, needs to be fun above all else.

(The ability in question is “U1: Bury all

i creatures that damaged Giant Albatross
this turn. The controller of any of those
i creatures can pay 2 life to prevent that
i creature from being damaged...”)

In other words, a fatal curse pun-

ishes the one who shoots the albatross,

and this curse is lifted only through great

suffering. It’s “The Rime of the Ancient

Mariner.” Read a book!
Arthur Bullock
San Andreas, CA

Well, we can't apologize enough. To prove if, we've
i the least by slapping down the defend-
i ing Super Bowl champion Forty-Whin-
ers in humbling defeat. Not at all like
: I have some questions about Magic
and “InQuisition” in general. H

fired Goldstein’s ass. Hope you're happy.
Publishing Dumb Letters

Why do you publish dumb letters?
Iborg2
Cyberspace

Head Games

Help!!! I'm trying to complete a Mar-
vel OverPower card set and I'm having a
hard time doing it. Not because of the

i cards, but because you guys keep
i changing the set list!

ment. Please cease and desist using
Jesus’ title like that. Poorly done. But if :
you must do that, please be fair and also
use the names of Buddha, Krishna, i
Mohammed, Moses, Confucius, etc.,
etc., in the same way. This is the single

In issue #5, the game review stated
that the set was 384 cards. In issue #6
and #7, the checklists both said that the
set was 347 cards. But in issue #8, the
price guide lists the set at 388 cards.

| love your magazine, but we need

! to clear this little problem up SO I can

sleep well at nights.
Brad Paul

Swift Current, Saskatchewar, Canada

yal amount of cards

Whoops, our mistake. The act
in the set is 386.

| JonKinsey
Age: 25 Sex: Male
204 Fairview Rd.

(G, Magic

| New Comberlond, PA 17070
! E-mail: Darkson666@aol.com
% Likes: Highlander, Star Trek: THG |
i
|
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Takklemaggot Breath

Jeff “Takklemaggot Breath”
Hannes: Saw your theme deck where
you equated the Carolina Panthers
with Armor Thrulls. Obviously, there
weren’t enough cat cards for the NFL
teams with feline mascots, so you
decided to go the cheap and easy
route by classifying the expansion
teams as cannon fodder.

Since then, Hasran Ogress puppy,
the Carolina Panthers have broken all
sorts of expansion team records, not in

an expansion team, is it?
No need for you to apologize, Orgg-

i face. Since you’re no doubt eating your
i words, you can continue by eating all 10
i zillion Armor Thrull cards still out there
i in circulation.

 Because if we didn't, people like you would never :

: get letters published. :

Panthers rule!
R. Eric Smith
Raleigh, NC

Jeff sez: | picked the Thrulls because they
seemed like the closest thing fo scrubs in Magic,
That's not to say scrubs are bad—if a groyp
of rejects from the other 28 NFL feams can win
almost twice as many games as my beloved
Giants, power to them. Anyway, af least the
Panthers got the better of the two Thrulls. Anq
when was the last fime you saw someone plgy
a Stone Giant?”

The Meaning of Life

Ijust want to know one thing: What
is with those pictures of disgusting feet
[in “InQuisition,” InQuest #817

Brian . Cilley

Sesame, pa

You're lucky we didn't show you the crotch shor,

Ergun Uluc
Age: 20 Sex: Male
+ 65148 Summenvalk Squgy
Winter Park, FL 32797

‘ | Emol: Ergunator@agl g,
Likes: Magic
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Rantings from the Edge

What a great mag! | hate you all
and hope you die. Don’t take that per-
sonally though. | swear I’'m not insane,
despite what the doctors say. Any-
ways, | have a few questions, sugges-
tions and comments.

1. Have Anson Maddocks do
every cover.

2. Put more hot comic babes in
your magazine.

3. Include more cool Magic cards in
each issue (10 would be nice).

4. Send me a couple dozen yellow
rubber chickens. | have special plans.

5. When is Magic coming to
the Internet?

6. How do you keep a trained squirrel
from leaving bite marks on a Counterspell?

7. Please include more articles
on RPGs.

8. Could you please include a list of
Magic tournaments around the country?

9. Thanks for explaining how people
took a dump in the Middle Ages [“Real-
ity vs. Fantasy,” InQuest #5]. I've always
been puzzled about that.

10. When is the picture of the were-
wolf on page 74 of issue #8 going to
transform?

11. Send me rubber chickens.

Randy Breneman

Ada, OH

1. Another one’s in the works.

2. What do you mean more?

3. Don't hold your breath.

4. Okay, just this once, but don't ask us again.
5. Refer to answer No. 3.

6. You beat it.

7. We're working on it

8. See our new Shows & Conventions department.
This month it's on page 69, dude!

9. No prob.

10. After you've knocked back a pint of gin.
1. You blew it. You get nothing.

Without a Rule Book
What the hell does tapping mean?

I've been playing for a year, but still
can't figure it out.

Grizzly
Berkeley, CA

Playing what? What | think you're looking for is this:
& Tapping is a dance form using small metal tabs

P B N P
Benn Roe J.P. D Eddie Holman ! Tim Cobler
Age: 15 Sex: Mole Age: 15 Sex: Male Age: 14 Sex: Male
3904 Benje Way 2373 Peachtree Gircle 29696 Vi Naravilla
Lovisville, KY 40241 Anfioch, CA 94509 Sun Gity, CA 92586

Email: Pancake] 69@aol.com E
Likes: Magic, OverPower, Wyvern  [SSl

¥ Email: Diobles66@ool.com
| Uikes: Mogic, Dragon Dice, Wyvern

placed under the foe of your shoe. While you dance,

you make “tapping” and shuffling sounds with
your feet that complement the music. Fan fave
Gregory Hines is probably the biggest star to
emerge in recent decades, thanks fo his exposure
to mainstream America in movies like “Tap” and
“White Nights.”

Nt/

Secrets Reveuled

I’d figure | should write to you
because I'm bored and have nothmgﬂ
else to do in my poor pitiful life. |
think the Veteran Bodyguard looks\

more like Chakotay from Star Trekl ;¢

Voyager than anyone else. Oh yeah \
can you possibly explain the guy in ‘

“InQuisition” in InQuest #4 who has '\

a head made from cheese and is
speaking in Spanish?! :
Sincerely
Ryan Fitzpatrick
Delmar, NY

He's a guy with a giant block of cheese for a head
saying “Hello! My name is brother of Jerry. My.
head is a giant wedge of cheese” in Spanish. That's.
all the explanation you get. .
Snack Hunter

You know that floating head in
InQuest #8 about the 30 most FAQs? Is
he related to that guy on the Doritos
or Eagle snacks commercial? If so, can

I have his autograph and plenty o’ bags !

of snacks?
H. Goldberg
Cyberspace

The floating head is Marc Wilkofsky, Contributing
Editor to our sister publication, Wizard: The Guide

to Comics. And as far as we know, he isn't related |
to Jack Klugman, but he did make an appearance

OverPower

E-mail: [LoveASH2@col.com
Likes: Magic, Star Trek: TNG (CG,

The Name
of the Game

True stories behind the names
of game cards

Shivan Dragon: When he was a child, Magic
: f designer Richard!Garfield and'his family lived in
;. Bangladesh briefly.and spent aver four years iniNepal:

1< Shivaiis the name of the Indian god of destruction.

Black Lotus: Why should!alone-shot arfifact

g . that gives you three mana of any one color be a
"\ flower? Garfield'says, “I liked the idea!of a lot of
B power being confained in a/flower—transient, not a

permanent ohject like a ring, but more flexible.”
Llanowar Elves: Although “Llanowar” can be

. - anagrammed info “war on
i all,” Garfield simply invented

¥ the name for ifs sound:

LLANOWAR
ELVES.WAR ON
ALL ELVES...
Kormus Bell: Kor- " GhEAM 5ounfos
mus (pronounced!“kor-
moo”) was an undead
villain inGarfield's Call of

(thulhu roleplaying com-

& paigniat the University,of

Pennsylvania, where he ¢
studied!as  an undergrad-
§ uate and/graduate student. Kormus didn‘t use a bell
in that compaign, butthen.again, he wasn'tirying to
animate any swamps.

Nevinyrral’s Disk: Yes, “Nevinyrral” is Larry
Niven spelled backward. The science fiction author's 1969
story “Not Long Before the End,” the first of his “Warlock”

. stories, inspired this destructive arfifadt. That story features

a floating disk that spins ever fuster, consumes all mana
in the vicinity and thereby destroys all magical creatures
and enchantments. Most of the “Warlock” stories appear
in Niven's ook The Magic Goss Away. “Not Long Before
the End” shows up in a sequel anthology Niven edited, The
Magic May Return.

Yotian Soldier: The designers thought of this
1/Alartifact creature as a/toy soldier, so they reversed
“toy” andladded “-ian.”

: —Allen Varney

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, your full name and your
mailing address and send it to:

The Name of the Game
¢/o InQuest

151 Wells Ave.

Congers, NY 10920

e-mail: InQuestmag@aol.com

A S

Jeff Kosakowski
Age: 13 Sex: Male
12 Homilton Rd.
Dollas, PA 18612
i E:maik: Jkooso@ool.com
o Likes: OverPower
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MAGIC:

The Creations
The fan who invented the best Magic card this month wins |
three different foreign edition Magic packs and a Palladio-
Mors card signed by Ed Beard Jr.! (The other guy just gefs
some packs of whatever was sent free fo us this month.) 3

LRAND PRTZE YINNER!

BOG GIANT
Mike Ebert, Novato, CA

Bog Giant

Summon Giant

Mlus. © Mike Ebert

INSPIRATION . iN

Dale Mulcahy, Madison, AL

56
A

%

Sacrifiee 32 certs to write a [N
W letter to LnQuest.
_Zfal//fﬂy/do

| -1/ Weh Ave.,
Congers, MV 0920

card'and just glue on new art and stuff if you want) fo;, 7

Magic: The Creations li4

151 Wells Ave.
Congers, NY 10920

CONTEST WINNERS

sScotty White of North Massapequa, N.Y., was the Grand
prize winner of InQuest #5's Dream Team InQuest Confest.
He walks off with a complefe setiof WildStorms game cards,
induding a card autographed by WildStorm founder Jim Lee.
sSteven John Satak of Poulsho, Wash., won all of Magic: The
Gathering's special lands by sending i a cool-as-hell mana
shirt for #5's Must.. .Destroy. . .Mana /nQuest Confest.

1
¢/0 InQuest i 4

i
{

{ Strategy

i
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piece of meat.”

The Real McCoy

I was just reading your magazine
when | wandered onto page four of your
November issue. | had a question to assis-
tant editor Mike Fasolo. Did you star in
the movie “Christine”? | saw his picture
and nearly hurled my Chee-tos.

Jesse B. Weston

Bessemer, AL

The truth of the matter, Jesse, is that Mike did star
in “Christine.” But after that one role, he was so
typecast as a homicidal wacko that he couldn’t get
work anywhere else. We took pity on him and gave
him a job as our proofreader.

The OI’ Eight Ball

| have five life left, with no defenders
+ on my side. My opponent taps his Force
\" of Nature to deliver the final blow. When
{* he looks down at his cards, | smack him
in the head with one of those magic
| eight balls, scatter his cards and declare
- myself the winner. He says | cheated.

Who is the winner?
Fazor
Dallas, TX

Hey, last man standing wins.

Tunnel Vision

When are you guys going to realize
that there is nothing that can save
Magic: The Gathering? The game is flop-
ping around like a fish out of water. In
the meantime, games like Guardians
and Heresy are pounding the last nails
into Magic's coffin. To me, and many
others, it appears that you have a very
bad case of tunnel vision, and you are
afraid that if people do find out about
the other games out there, they won't
be as interested in Magic or your mag.
Do us all a favor and broaden the scope
of your mag, so that others may
broaden theirs.

Chad M. Dubesa

Lorain, OH

More Grade-A Letfeifs |

on “The Tempestt Bledsoe Show”
/ where he said he felt like “a hunky

Magic isn’t quite dead yet, nor is it likely that
it will be dying anytime soon. We understand
that readers need to see articles about other
games, and we have been doing just that.
Recently we've reported on games like Middle-
earth: The Wizards (InQuest #8, #10), Star
Wars (page 32), Mythos! (page 36) and Fantasy
Adventures (page 70). There are a lot of games
out there. You just have to give us a little time
to get to everything.

Ice Age ldealists

My family and I live on a homestead
in Alaska, seven miles to the nearest
town (population 500), three miles to
the nearest road. Every Sunday we
gather around a table under a propane
light (we have no electricity) and play
what | refer to as “Epic Magic.” My son
and his friend motor in via snow
machine and other regulars arrive by
sled dog team. Our sessions usually last
from noon to midnight.

During the week, much of my time
is spent thinking out different combos
and deck ideas on the back of my dog
sled. There are few things more serene
than gliding across the hard-packed
snow—mountains reaching up to
20,000 feet all around—and imagjining
what havoc | can reap with a Spectral
Shielded Time Elemental and a handful
of lousy Norritts.

Jon Nierenberg

Panguingue Creek, Alaskq

i We're glad to hear that Magic has given you some-
£ thing more o do than shovel snow up there in the
¢ Arctic zone. Hey, if you need any kindjing, ye'ye got
¢ plenty of commons.

That's all she wrote, folks. We'll sge yain 30. In
¢ the meantime, make sure fo exorcise, eqt your Thal-

: lids and stay healthy. @
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Warlord’s Tactical Manual
«  Reference Guide

by Kevin Melka

TSR #1140

Sug. Retail $14.95;

CAN $18.95;

£9.50 UK.

ISBN 0-7869-0433-X

ie BOGK o BLOODLETTING
THE BLOOD. WARE™ Warlprd's Tactizal Manual

Your (egions are a/eaa///. Your linﬁ/gueé are /egenc/mr/. Your Buoos Whze™ doske are
foned ty 12307 Shazpness. ou have é@ugﬁ/ Hhe efeimal Blood Wars hundreds of times.
But Mﬂ/’ng/ has /om/‘oalea/ you i[ﬁ thiz.

The Broow M/#z% Warlvrds Tactical Manvdl is He ultinate reference guia/e e,

TCRs Aewf*éfa/o/o/ng, collectible card game. It includes ex/oana/ea/ sul2z, variant games,
ﬁm—/o/oyer game 4.@@/04, #m/eﬁ and tactics, examp/e deck a/eéigné and a oam/o/efe
visual archive and checllist of every card available in the game. Youll wonder how you

aver won without it

‘ In Cireulation vow!
Gaming i

2 Dradly Now Ve

T find the #ore nearsst you call toll-froe |56 62544757, Gusstions?
call BobTaylor of 414-24%-29 02,

@ and ™ designate trademarks owned|by TSR, Inc. ©1996 TSR, Inc. All Rights Reserved:
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IF IT'S NEWS,
IT'S HERE!

izards of the Coast will hold the first
Win a series of professional Magic:
The Gathering tournaments Feb. 16-

18 at the Puck Building in New York City.

“It is our objective to establish Magic as an intel-
lectual sport much along the same lines as Bridge
or Chess,” said Ronnie Noize, marketing director of
the Magic Pro Tour. “The Pro Tour will help us
reach that goal.”

The tournament has two divisions. The seniors
division consists of 256 players, ages 18 and up. The
juniors division has 128 players, 18 and younger.
Each group will compete for 16 prizes totaling
more than $30,000,
including a $12,000
cash prize for the
seniors’ winner. The
juniors will receive
scholarships equal to
the seniors’ prizes.

Both tourna-
ments will use
modified Type Il
rules that require
players to use at least
five cards each from
the Fourth Edition,
Fallen Empires, Chron-
icles, Ice Age and
Homelands sets. Two-hour, .
Swiss-style rounds will determine | =
the top eight players. The final ‘-_»_,,'
three rounds will be single- e
elimination, with three hours [E
allotted to each.

Registration for the event
opened in mid-December.
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Despite a $50 entrance fee
for all players, the seniors
tournament sold out within
two hours. The juniors tour-
nament filled more slowly; at
press time, a few slots
remained open. Observers
can also attend for $10.
Competition at
the event should be
fierce. W.0.t.C. spe-
cially invited the top
eight players from

championship and
the top two from
1994, including
world champions
Zak Dolan and
Alexander Blumke.
All intend to attend
and play.

W.0.t.C. has also
scheduled a few
activities outside the tournament play. There is a
casual reception Friday night. An archive of origi-
nal sketches, original artwork, unusual misprinted
cards and other special items will be on display
Saturday. On Sunday, the W.o.t.C. research and

i development team will organize Magic games.

W.o.t.C. plans to host five pro tournaments this
year. The next one is tentatively scheduled for late
spring in Southern California; the company hopes

to announce specific dates and locations at or before
i the New York tournament.

—Rich Warren

the 1995 world

Photos courtesy Wizards of the Coast
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White Wolf Reduces Staff

White Wolf Game Studio has reportedly laid off approx- }
imately 15 people in its Atlanta-area headquarters. Accord- :
ing to an electronic message from Trace O’Connor, formerly
editing and development coordinator as well as Internet :
representative for the company, the move is a result of :

disappointing sales and attempts to grow too quickly.

In addition to O’Connor, among those known to have
been laid off are Vampire developer Jennifer Hartshorn and

Rage Internet representative Tim Byrd.
White Wolf did not return phone calls requesting fur-
ther information on the layoffs. It's not known what impact,

if any, the layoffs will have on new projects like the Garou

Nation Rage gamers club (see “Top Dogs,” below).

Ater the Glut

—Patrick Daniel O’Neill :

If the gaming market in 1994 defined the collectible card
game industry, the 1995 market threatened to bury it in

a flurry of new card games.

Every month, it seemed, more new games cropped
up, with most failing to gain an audience. InQuest con- }

tacted game manufacturers and retailers in late Decem-
ber and early January to survey their opinions on the
1995 market.

While some retailers complained that the release of so
many games hurt the market, othgrs opined that the prob-
lem wasn’t the number of games, it was the number of bad
games created by companies racing to jump on the band-
wagon.

Designer Steve Jackson, whose company Steve Jackson
Games released flluminati: New World Order in late 1994 and
one expansion set, Assassins, in late ‘95, said that there

had “definitely” been a glut. But he felt some of the indus- :
try’s woes were more perceived than actual. “Retaijl-

14 N U E ST

; ers...expect much more from a card game than they do
from an R.P.G.,” he said. “Sales that would be a ‘megahit’
for an R.P.G. are considered disappointing for a card game.”

Stan Sord of Wargames West agreed that too many
retailers tend to determine whether or not a game’s sales x
were successful by examining how much of the game is left g
in stock after a certain period. ;
H Many retailers concurred that ordering collectible card =
i games in conservative quantities helped them avoid hav-
ing extra product sitting around on their shelves.

So what’s in store for ‘96? Most people were cautious
but optimistic.

It would seem that collectible card games are here to
stay. Across the board, retailers felt that the C.C.G. mar-
ket will adjust itself to stable levels in 1996. Games that have a
the market share and playability will continue to sell, while 2
those that don’t will disappear. ‘g

Some retailers predicted a slight drop in sales come in =
early January. Others said quite the opposite, suggesting 3
that the rush to spend the last of the holiday cash and 3
the late release of some games will produce a short posthol- =
i iday boost in sales before the market levels off comfort- E
i ably in February. H
Of course, nothing'’s certain. Said Steve Jackson: “Ask §

2
§

egistered trodemark. Some artwork protected by odditional

me again in February.” Andrew Borelli
— elli

At the end of target opponent’s
upkeep, Black Vise deals
that player 1 damage for
each card in his or her
hand in excess of four,

T —
on Mind Twist, Black Vise

The Duelists’ Convocation has banned Mmd Twist flfom
tournament play, and has restricted Black Vise. Both rulings
are effective Feb. 1.

Players have long complained that both cards are l{nfair,
especially if played early in the game. But that'\:/asn t the
Convocation’s only reason for limiting Use of t e.cards.

President Jason Caryle noted that the Convocation pays
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close attention to how certain cards are used in tournament
play. “When all winning tournament decks begin to look
alike, that definitely captures our interest,” he said. Black
Vise “began to show up in decks that had no business hav-
ing them.”

The banning of Mind Twist was a much more radical
decision. Initially, the only banned cards were ante cards
and cards that unnecessarily lengthened the game, like
Shahrazad. But with the banning of Channel and now
Mind Twist, the Convocation has started a new trend: pro-
hibiting cards that are unbalancing. “We want to show

people that we're not afraid to restrict or ban a card if we }

feel that it’s too powerful,” Caryle said.
But he also cautioned that the Convocation doesn’t
take such major decisions lightly. “The Duelists’ Convo-

cation doesn’t want to ban cards unless it constitutes a :

clear benefit to the tournament environment in whole...
Although we welcome all input, we hope that we never
have to get into a situation where we’re banning cards
just because someone asks us to do so.”

Caryle added that there are certain cards that the Con- :

vocation is watching but wouldn’t reveal which ones.

—Jeff Hannes

Thrull Wizard

U.S. Games Systems I

Wyvern Grossover

Jeff Watson of Digital Heroes in Walla Walla, Wash.,

had an unexpected surprise in November when he opened
a case of Wyvern Premiere Edition booster packs: the cards
had Wyvern backs!

After holding them up to the light to make sure that they

weren'’t two cards stuck together, Watson confirmed that :

they were in fact a printing error: Fallen Empires fronts and
Wyvern backs.

to make sure that it was the real thing!”

Kaplan, U.S. Games Systems’ chairman and founder,
sent both cards back uncut, along with a letter of thanks.
“Kaplan said that they were the real thing, and sent them
both back because he figured that they would be worth
some money,” said Watson. Watson also sent cards to
Wizards of the Coast, which also expressed initial disbelief
before admitting that they were the real thing.

While the cards are unplayable, they are a one-of-a-
kind collector’s item.

“We had almost a complete set of commons from Fallen
Empires that we sold to Wargames West,” his game dis-
tributor, said Watson. That represented about 90 percent

i of Digital Heroes’ stock in the misprinted cards. “Of the ones

| kept, I've got about 10 left.”

Watson laughingly added that the distributor “paid
quite a bit for them—enough to pay off my business loans
for the store!” He also traded two unopened misprint-con-
taining booster packs to a W.o.t.C. employee for a box of
Legends boosters.

Three to five sheets, all of common cards, were mis-
printed at Carta Mundi. The Belgian company, which prints
numerous card games, claims that mistakes like this would
not happen again.

Interested buyers can contact Digital Heroes at
DigHeroes@aol.com.

—Greg McElhatton

Neutral Ground IS _
Gamer’s Paradise

Has finding a place to game suddenly become
~ a weekly project? Wouldn't it be cool if you always
had a place to go, any day of the week?
Hey, no sweat—you can play at Brian’s. He and
¥ the rest of crew at Neutral Ground, New York City’s
newest and biggest gamer’s club, will be happy to have
you over.

Since its opening in spring 1995, Neutral Ground has
been attracting gamers from all over for a variety of events,
including live roleplaying, miniatures battles and, of course,
Magic tournaments.

Daily Magic: The Gathering events are the biggest attrac-

tion. No surprise there—after all, Neutral Ground was founded

by Brian and Karla David-Marshall, Jim Pernicone and Glen
Friedman, the same people behind N.Y. Magic, which they

! claim is the largest Magic organization in the world.

Why start Neutral Ground? It all began after N.Y. Magic's
first tournament: Starving for more game time, gamers
were demanding a place to play.

“Obviously, there was a need to be filled,” said Brian
David-Marshall. “Ask any gamer what the biggest
hindrance to their game is and they’ll probably say
‘Space and time."”

With that in mind, David-Marshall and his partners

i jon in midt
“After | got over my shock, | contacted [Wyvern pub- : found a location in midtown Manhattan, had the place

lisher] U.S. Games Systems and let them know. They didn't :
believe me, and asked me to send two cards,” explained i
Watson. “Stuart Kaplan said that he wanted to cut one up

renovated and opened for business.

Although many gaming stores offer gaming space in
hopes of attracting potential customers, local shop own-
ers were indifferent to or close-mouthed about the club.

In addition to card leagues and tournaments, Neutral

M A R C H 1 9 9M6
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Shodowfist ™ & © Doedalus Games

16 !

Ground offers weekly demonstrations of new games, role-
playing sessions of various R.P.G.s, and Magic classes on
a weekly basis. A retail section offers starter decks and
booster packs as well as various gaming paraphernalia.

Leading game industry figures occasionally show up: Neu-
i garet Weis and Don Perrin of Mag Force 7 (publisher of Wing
i Commander); Mike Sager of Thunder Castle Games (High-
i lander); Skaff Elias and Mark Rosewater of Wizards of the
i Coast (Magic); Darwin Bromley of Mayfair Games (SimCity);
i and John Curtis of Iron Crown Enterprises (Middle-earth).

tral Ground has hosted the likes of Steve Jackson and
Richard Garfield. :

Admission to Neutral Ground is $7 for a whole day or
$19.99 for four. Monthly and yearly admission rates are also
available. If you'd like to get on Neutral Ground’s mailing

list, write the club at 291 Seventh Ave., Ninth floor, New
ners and presented on Saturday, Dec. 7, at the Albu-
i querque Game Fair in New Mexico. The fair, which sponsors
i the awards, is jointly owned and operated by several local
i gaming stores.

York, NY 10001.

—Andrew Borelli

1993 Pinnacle
Awards

The inaugural Pinnacle Awards for
Design Excellence for collectible card
games were announced at the Albu-
querque Game Fair.

The winner for best new game was
Shadowfist, designed by Jose Garcia and
Robin Laws and released by Daedalus Enter-
tainment. /ce Age, a Magic set designed by
George Skaff Elias, Jim Lin, Chris Page and
Dave Petty and published by Wizards of the
Coast, was voted best expansion of an existing game.
F.P.G.’s Guardians, with art direction by Keith Parkinson,
won the best graphic presentation award.

The Pinnacle Awards are intended to highlight the best

N Q U E ST

Absent Withaut Leay

look at just what AW.O.L. productions stO

i owrun Network, a magazine containing !
i the Shadowrun RPG; KAeGE, a similar magaz!

: C.C.G.s. Although collectible card games are eligible for
¢ several gaming awards, the Kachinas (so nicknamed after
a traditional southwestern symbol of good fortune) are
i limited to C.C.G.s exclusively.

The panel of judges for the 1995 awards included Mar-

The 1996 prizes will be voted upon by this year’s win-

—Mike Fasolo

Gorou Nation ™ & © White Wolf

White Wolf has set up a new organization to support

i and promote high-level tournament competition for
i Rage collectible card game. Garou Nation
bers tournament support, a quarterly newsl
i mation on upcoming releases and products:
be exclusive prizes ranging from unique T—S_ oy
i werewolf skulls,” said Rage developer Justin Achilli. A £,
: year's membership in Garou Nation costs $10- INteresteq
i gamers should dial (404) 292-WOLF (292—9653) and ag),
i for more information on Garoy Nation-

will offer mep,_
etter and infor.
“There will alsq
hirts to sCulpteq

_Jeff Franzmap,

In hindsight, maybe F.As.A. should have taken @ closer
’ od for.

F.A.S.A. revoked AW.0O.|’s license tO produce Shaq.
Supp]ements for
ne for g,

tleTech; and MechForce North Americd: @ BattleTecy,




fanzine. However, a recent announcement from F.A.S.A.
alleged that A.W.O.L. has been accepting payment for
services it can not legally provide and has not provided.
F.A.S.A.’s statement recommended that consumers who
sent checks to A.W.O.L. after March 13, 1995, stop pay-
ment on the check.

If your check has been cashed and you haven't received
services, F.A.S.A. suggested contacting the Missouri Con-
sumer Protection Office at (314) 751-3321. The Consumer
Protection Office, which acknowledged receiving com-
plaints about A.W.O.L., will not act on complaints until it
receives claims for unreceived goods or services worth a
total of $15,000.

MechForce is now being handled by F.A.S.A. directly,
while the license for Shadowrun has been handed to Sword
of the Knight Publications.

—Jeff Franzmann

Magic Gomics Gontain
Valuable Gards

Wizards of the Coast and Acclaim Comics are releasing
two new Magic: The Gathering comic books: Fallen Angel—
A Magic: The Gathering Legend, and Dakkon Blackblade—
A Magic: The Gathering Legend. Both are 64-page,
prestige-format books being released by Acclaim’s Armada
imprint, both cost $5.95 and both will contain a copy of

i the eponymous cards.

Several previous Magic comics have been packaged
with Magic cards, but these two books are unusual in that
the cards they contain are both relatively hard to find and
expensive. Chronicles versions of Dakkon Blackblade, a rare
card originally printed in the Legends expansion, run $5 to
$8. Chronicles’ Fallen Angel, an uncom-
mon card that also debuted in Legends,
costs $2 to $3.

Though neither W.o.t.C. nor Acclaim
would say how many cards they printed,
both claim that the comics will have no
significant impact on the cards’ rarity
or value.

Written by best-selling author Nancy
Collins (Sunglasses After Dark, Swamp
Thing), Fallen Angel features artwork by
W.o.t.C. artists Richard Kane-Ferguson
and Dennis Calero and has a cover by
Clyde Caldwell, best known for his Dun-
geons & Dragons canvases. The story
chronicles the fall of Trine, a once-noble
Serra Angel, and her journey of horror
and redemption. The story climaxes with
a confrontation between Trine and her
sister Rahel—a conflict that destroys an
entire city-state. Fallen Angel—A Magic:
The Gathering Legend should arrive in
stores this February.

Dakkon Blackblade was created by
Rags Morales (Turok, Dinosaur Hunter)
and Jerry Prosser (Animal Man,
Antiquities War). It includes
full computer-generated color

by Dennis Calero. This book
describes the origin of the
planeswalker Dakkon and his
indestructible black sword.
It also introduces a host
of other characters, some
of which are featured on
prized Magic cards: Sol’kanar
the Swamp King, the
Chromium Dragon and
a new Elder Dragon.
Dakkon Blackblade—A Magic:
The Gathering Legend should hit the
shelves in March.
—Rich Warren
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@ Tired of being the good guy in yet another
fantasy computer game? Then Dungeon Keeper
(February, $60) is the game for you. The game
is by Bullfrog, whose first design, Populous, put \ Gk Faal
players in the shoes of a supreme being. Asthe [} o8 i M )\rf‘ \(’ o
diabolical Dungeon Keeper, it's your job to explore || e ILI L j~\ l I()N
a dungeon and populate it with monsters before \ /o | ‘ —% X /y
a vicious band of heroes slithers in and takes all

your loot. Finding good help is a problem,
although sacrificing a few of your denizens does
wonders for loyalty. When the going gets tough,
you can take direct control of your minions! The
resulting first-person viewpoint (as opposed to
the angled overhead viewpoint in the bulk of
the game) is most impressive.

® Due to bugs, Origins delayed Wing Com-
mander 1V (351) until February. The game fea-
tures clips from seven weeks of filming with such
notable actors as Malcolm McDowell and Mark , [
Hamill. You again play the role of beleaguered '*
Col. Blair, although this time the main problem
aren't the hostile Kilrathi aliens: the Confedera-
tion is breaking apart, and you must squash the

rebellion. As usual, there’s more than one con-
clusion to the game/interactive movie, depend- p ‘
ing upon your choices and success in battle. '

JUNEKE LIXE THAT

® Q.Q.P. (now owned by American Laser
Games, but still releasing games under Quan- |
tum Quality Productions’ acronym) has joined :
the network-playable game trend with Visions f ;
of Glory (March, $45), which lets players {
develop a band of spacefaring mercenaries.
Up to 40 players can play this Windows-com-
patible game simultaneously. !

CD-ROMS,

@ Advanced Civilization (January, $34) has noth-
ing to do with MicroProse’s Sid Meier games.
Based instead upon the epic board game from
Avalon Hill, which is also releasing the computer
game, up to eight players help their respective

civilization advance, mostly through trade. .

® Blizzard has managed to improve upon a
great game in Warcraft 2 (December, $46). Much 1
like the original, the bad guys are orcs, and your
humans must fight them. There’s a wider variety
of combat units and new strategic features (seek-
ing out the enemy isnt always a good idea until
you have a sizable fighting force). Some cheats
that might help: press enter and type “glittering
prizes,” “hatchet,” “it is a good day to die,” or
“showpath,” then hit the enter key again. You'll
be rewarded with useful goodies.

—Rick Moscatello

VIDEO GAMEGS,

18 I'N"Q U E 5 7T



' name:  Conflict!

2 " pusLiser:  WildStorm

3 set s1ze: 150 cards

£ ReLease:  February 1996

"Ug'i’ packacInG:  15-card booster packs
: sucGesTED ReTATL:  $2.25 per booster patk

Here's the Deal: Showcasing new battlesites and new and different characters, Conflict!
indudes characters and concepts from the popular Gen' comic book series, such as the

Gen' bounty hunters and Chasers.

Fantasy Adventures

ON THE SHELVES

THE GUIDE TO UPCOMING GAME RELEASES

™&OTSR

|

2

Monsters & Amazons

L

. Februory 1996

Eight-dice kicker pﬁcks in(lurdiing" one rule card

SUGGESTED RETAIL:  $5.95 per pack
Here’s the Deal: Each pack contains eight dice. About one-third will be monsters from
the various races; the rest will be Amazons. Commons, uncommons and rare dice will all

be randomly included.

Pentacle

Companion Games

Mayfair Games
3 st sizes 450 cards
é . RELE;\SE: Frebn;ﬁrryi‘)r%r
;; PAC KA@ i n¢ : 7 Starter séts inﬂuding two Sb-;urd decks, |un dice
;Oes and two (ulg bqoks; 15-card hooster packs

g i

‘g . 90 cards

El éEVL EVAVSEV: 7 VF;abruury' i;)%

§ pACKAGING:  12]-card starler decks
2 SUGGESTED RETAIL:  S$12.95 per starter deck

SUGGESTED RETATL:  S15 per starfer set; SZ.SUA per booster pack

Here's the Deal: Fantasy Adventures has five card typesr,r di?/idEd into two died;s. The first
deck contains hero cards, used to generate the adventuring party. The second contains mon-
sters, traps, spells and items. During each turn, you play monster and trap cards to attack
your opponent’s heroes. Spell and item cards go on your own heroes, aiding them against

their foes. Combat is resolved by comparing the various abilities, bonuses and a die roll.

Knights of the Isles

Stone Ring Games

é SET s1z6: 120 cards

f, RELEASE:  February 1996

§ pACKAGING:  14-card booster packs
# SUGGESTED RETATL:  S2.75 per booster pack

Here’s the Deal: As might be expected from any game called Quest for the Grail, many
of the characters in this expansion hail from Arthurian legend. Specifically, look for the
mythical sons of King Lot of the Orkney Islands, including Sirs Gaheris, Agravaine, Gawain,
Gareth and others. Also found are other characters, quests and events from the legends

of Arthur and his knights. Art is by o number of illustrators, including famed Arthurian

artists N.C. Wyeth and Arthur Rackham.

Here’s the Deal: A re-release of a product designed by Morning Star Games in
1990, long before the Magic craze began, Pentacle makes each player a mage caught
up in a catastrophic battle of spells, minions and demons. Your goal is to defend your
tower while devastating your opponents’. This isn't a collectible card game: All decks
contain the exact same mix of 121 cards, and a game with up to six people can be

played with one deck.

SPELLFIRE
Boo: k. S

RUNES & RUINS :
© nane:  Rumes & Ruins

PusLisker: TSR
£ st sizes 125 cards
2] : RVEVL;AVSE: FeBrunry 1996
? PackAGING:  12-card booster packs

sUGGESTED RETATL:  S$2.50 per booster pack

Here’s the Deal: TSR goes back to the original AD&D source material for this Spellfire
expansion, including classic adventures from the earliest guidebooks. The cards feature
early art as well, providing a “nostalgic feel” for old-fime gamers, according to TSR. In

addition, there will be new illustrations by artists of the past.
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DECKS

killer Decks

Every house has one...those different-colored, plastic
recycling cans. White, blue, red—you’re never really sure
what goes in what. All you know is everything gets recycled.
It's good for the environment. It’s smart thinking.

Of course, that led me back to my favorite pas-
time, Magic. In a game that takes a long time—
say, a big multiplayer chaos game—recycling
cards has to be the way to go. Too many times I've
seen decks burn out too quickly, get hit with a
sudden big boom (read: Nevinyrral’s Disk) and
not be able to recover or simply run out of cards.
In fact, the recycling theme’s probably the
strongest type of chaos deck you can build,
since you'll constantly be able to re-use cards
and adapt to lots of different situations.

Your biggest weapon is the Skull of Orm.
For five mana, usually paid right at the end of
your opponent’s turn, the Skull can bring any
enchantment in your graveyard back to your
hand; you’ve always got an arsenal of recy-
cling enchantments at the ready. Hold the
Reconstructions to bring back a destroyed Skull
or to recycle any important artifacts that end
up in the grave.

With your chain set up to retrieve enchant-
ments, there’s quite a few helpful ones in the deck.
Dance of Many (which functions just like a Clone,

THE BEST IN
TOURNAMENT-LEVEL MAGIGC DECKS

except you have to pay two blue a turn) can take the
shape of the first hefty creature on the board. If some-
one kills it, bring it back—it’s just like having a free crea-
ture! Control Magic can seize the biggest threat and turn
it into your greatest ally, all for four mana, and there’s the
potential to use it over and over again with the mighty
Skull of Orm. Finally, Spirit Links are a great life boost. Use
them on defense against marauding djinns or drop it on
your attacking Seraph and shoot up four life a turn.
Another neat trick is to drop one on your Soldevi Simu-
lacrum, pump it to the moon and go to town!
Speaking of life, you’ll need a lot of it in a chaos
game, and this deck has plenty. Besides the Spirit Links,
you've also got a few other life-givers: Ivory Tower
(remember to hold those cards), Fountain of Youth (two
mana equals one life) and the Zuran Orb (whenever

1 Boomerang

GOLD
1 Rasputin Dreamweaver

1 Magus of the Unseen
1 Time Elemental \VHIHTE

1 Feldon's Cane
1 Fountain of Youth

2 Blinking Spirits 1 ley Manipulator

3 Conirol Magics 1 Mesa Pegasus 1 Ivory Tower
1 Copy Artifact 1 Samite Healer 1 Life Chisel
4 Dances of Many 1 Seraph 1 Primal Clay
2 Power Sinks 2 Skulls of Orm
1 Recall 1 Balance 1 Soldevi Simulacrum
2 Reconstructions 3 Disenchants 1 Tormod's Crypt
2 Spirit Links 1 Triskelion

2 Swords to Plowshares

1 Walking Wall SIDEBOARD
1 Zuran Orh 9 Blue Elemental Blasts

9 Circles of Protection: Blgcl
1 Gircle of Protection: Blye
2 Circles of Profection: Greg,

LLAND |

1 Adarkar Wastes

7 Islands 2 Circles of Protection: Reg

1 Karakas 1 Circle of Protection: White

1 Land Cap 1 Drought (anti-black)

1 Maze of Ith 1 Equinox (against land destruciy
3Mis.hru’s Factories 1 Glaciers (anti-red) {
3 Plr{ms ‘ 1 Land Tax (against land

g ?L’l']zr’:;"“ destruction)

1 Lifetap (anti-green)
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you're forced to get rid of land you can
eat it instead). Life Chisel works great
when you eat someone else’s critter
that you’ve corralled with a Control
Magic and then recycle the spell right
back again. In a desperate pinch, use a
Swords to Plowshares on your own
creature for a quick life spurt.

A chaos game is a lot different from
a one-on-one duel. You’ll have use
diplomacy to make allies and avoid
more than one enemy at a time, you'll
have to keep track of lots of cards and
possible combos and you’ll have to
worry about running out of cards.
That's why Feldon’s Cane (reshuffle
your graveyard back into your deck)
and Tormod’s Crypt (remove an oppo-
nent’s graveyard from play ) are essen-
tial chaos cards. If you use them right,
you should outlast your opponents.
Plus, there are tons of cards which affect
graveyards (Night Soil, Animate Dead,
Hymn of Rebirth, etc.); once the Cane
and Crypt are in play, you should def-
initely have the advantage when it
comes to graveyard manipulations.

All this said, don’t underestimate
your creatures. You’ve got some
doozies. Mishra’s Factories work great
in a recycling deck since they function
as both land and creature. Rasputin
Dreamweaver (a 4/1 blue and white
legend) provides colorless mana for you
and heals damage to himself—a pretty
useful combination. Blinking Spirits are
an excellent 2/2 creatures since they

- are virtually impossible to get rid of!

Most chaos games are single games,
not matches, so a sideboard may not
prove all that useful. Still, I'm providing
one since you may play multiple games
over the course of one night.

Direct damage is a weakness of the

' deck. Hence the COPs and the Blue Ele-
- mental Blasts. Glacier can really crip-

ple an opponent that relies heavily on
red, with Drought doing the same
against black and Lifetap grinding green
to a swift halt. Finally, you've got Land
Tax and Equinox to prevent your land
from being rained on, blighted or sunk.

So if you've got a lot of gamers next
time for a big game of Magic and you
feel like sticking around to see the final

c play, try a little Chaos Control and see

how many times you can recast that
Dance of Many. ]

After lots of skulduggery and quite a few string pulling,
Mike Searle finally managed to oust Jeff Hannes from this

column—temporarily.

NHL’S EASTERN CONFERENCE
Atlantic Division

1 Sabretooth Tiger (Florida Panthers)

1 Stone-Throwing Devils (New Jersey Devils)
1 Island Sanctuary (New York Islanders)

1 Kelsinko Ranger (New York Rangers)

1 Flying Men (Philadelphia Flyers)

1 Ball Lightning (Tampa Bay Lightning)

1 Aysen Bureaucrats (Washington Capitals)

Northeast Division

1 Balduvian Bears (Boston Bruins)

1 Zelyon's Sword (Buffalo Sabres)

1 Narwhal (Hartford Whalers)

1 Orcish Squatters (Montreal Canadiens. . .well, they
are Les Habitants)

1 Sengir Autocrat (Ottawa Senators)

1 Giant Albatross (Pitisburgh Penguins)

NHL’S WESTERN CONFERENCE

Central Division

1 Zephyr Falcon + Deathlace (Chicago Black Hawks)
1 Iron Star (Dallas Stars)

1 Wings of Aesthir + Chaoslace (Detroit Red Wings)
1 Blue Elemental Blast (St. Louis Blues)

1 Ironroot Treefolk (Toronto Maple Leafs)

1 Mox Jet (Winnipeg Jets)

Pacific Division
1 Foul Familiar (Anaheim Mighty Ducks. ... Ducks?
Fowl? Get it? Never mind)

1 Brothers of Fire (Calgary Flames)

1 Avalanche (Colorado Avalanche)

1 Fishliver Oil (Edmonton Oilers)

1 Sol'kanar the Swamp King (Los Angeles Kings)
1 Giant Shark (San Jose Sharks)

1 Northern Paladin (Vancouver Canucks)

A Typical Hockey Game
1 Hand of Justice (the referee)
1 Nevinyrral’s Disk (the puck)

1 Arcum’s Whistle (the ref calls o penult:)\\

1 Deflection (the puck hits the post)

1 Balance (too many men on the ice)
1 ley Prison (the penalty box)
1 Time Walk (a power play)

Photo: Bernsten Assoc./Art Foxall

lce Storm

With winter upon us, we Canadians can now devote our time to that most important
of pastimes: Hockey!
Ladies and gentlemen, mesdemes et messieurs, we are proud fo present.. ..

1 Melee (fight breaks out)

1 Total War (bench-clearing brawl)

1 The Brute (send in the goon)

1 Stench of Evil (just go to the locker room)

1 Siren’s Call (the buzzer sounds)

1 ley Manipulator (the Zamboni cleans the ice)
1 Ivory Cup (you guessed it, the Stanley Cup!)

Arenas

2 Badlands (The Saddledome)

2 Bayous (Joe Louis Arena)

2 Plateaus (Madison Square Garden)
2 Savannahs (Maple Leaf Gardens)
2 Scrublands (Chicago Stadium)

2 Taigas (Ottawa Civic Centre)

2 Tropical Islands (The Pond)

2 Tundras (The Igloo)

2 Underground Seas (Boston Garden)
2 Volcanic Islands (Nassau Coliseum)
2 ity of Brass (Montreal Forum)

Stephen Macintyre
James Mainprize
Goal Scorers




B By Jack Skrip

. 2: Prevent all damage against you

(’ from one artifact source. Ifa
source deals damage to you more

. than once in a turn, you may pay 2
each time to prevent the damage.

The Antiquities expansion for Magic: The Gath-
ering, with its heavy artifact theme, was intriguing
but a bit awkward to actually use. Cards like Gaea’s
Avenger capture big bucks in the collectible card
game marketplace but don’t show up in many
decks. And not a lot of Magic players mutter “Must...
have... Priest of Yawgmoth...” in their sleep.

However, Antiguities did top off white’s arsenal
of Circles of Protection by adding COP: Artifacts. In
keeping with the skewed nature of the expansion,
COP: Artifacts is the only uncommon COP (and Arti-
fact Ward ended up the only common ward. Go fig-
ure—but don’t hurt yourself).

At one white and one col-
orless, COP: Artifacts is as
cheap to cast as any other
COP; at two colorless, though,
it's more expensive to activate.
This downside is offset by the
fact that COP: Artifacts is the
only COP immune from
Sleight of Mind. Moreover,
the continuing evolution of
the Magic card mix has made
COP: Artifacts even more use-
ful than when it originally
appeared. Really.

Naturally, the most obvi-
ous use of COP: Artifacts is to
prevent damage done by

B The only non-

22

color-related COP
can be a powerful
‘fool if played in
the right deck.

N a u

your opponent’s creatures.
It works fine against Jugger-
naut, but you'll score mucho points for annoyance
if you shut down something like a Colossus of Sar-
dia (“I've paid my nine-mana upkeep, now Ill...
doh!”) or a Soldevi Simulacrum (watch as it slowly
collapses under the weight of its own upkeep).
What's that? Your opponent doesn’t play artifact
creatures? Then make ‘em! Just as COP: Insert-Color-
Here decks need matching Laces, no COP: Artifacts
deck is complete without Ashnod’s Transmogrant
(“Transmogrify This,” Up Your Sleeve, InQuest #3),
which has conveniently returned in Chronicles. With
this nifty artifact, you can transmogrify one of your
opponent’s creatures into an artifact creature. Sure,
it gets a +1/+1 boost, but who cares? Try this on a
Lord of the Pit or Polar Kraken. Add artifact recy-

E & T

clers like Reconstruction or an Argivian Archaeolo-
gist so you can do it again and again....

COP: Artifacts is also handy against non-crea-
ture artifacts. It’s tailor-made for defense against
prodigal artifacts like the Rod of Ruin, Aladdin’s
Ring, and the awesome Skull Catapult. And it’s a
must-have if you play in a group of Marty Feld-
man-eyed cheeseheads who cackle with glee as
they cast Black Vises, Racks and Rocket Launchers.

Don’t worry if your opponent doesn’t have
these cards. The connoisseur of masochistic artifacts
has plenty to choose from when building a deck
around COP: Artifacts. First, the obvious: Copper
Tablets, Armageddon Clock, Time Bomb. Bottle
of Suleiman, Voodoo Doll and Goblin Lyre are also
potentially damaging to you. Since many of these
cards end up in the graveyard after use, artifact
recyclers will again come in handy.

The current mix of in-print cards has done won-
ders for discard decks, so if you're gutsy enough
to play Mishra’s War Machine, you’ve gotta have
COP: Artifacts; use green to add Instill Energy and
you're in business.

COP: Artifacts can also be rather nasty in a deck
designed for land destruction. In particular, it’s a great
way to keep your own Dingus Egg or Ankh of Mishra
from hurting you. If you get a Dingus Egg and COP:
Artifacts into play, wait until your opponent has a
healthy heap of land on the table, then tap all of your
available mana and cast Armageddon. If you're care-
ful with your math and timing, you can use the mana
in your pool to prevent much of the damage from Din-
gus Egg—all, if there’s a Mana Flare out.

If you're playing white/green, chances are you'll
have enough mana to cover all of the damage,
and green’s non-land mana sources can help you
bring out land faster than your opponent if the
Ankh of Mishra is in play. Just use your Birds of
Paradise or Fyndhorn Elders to power the COP:
Artifacts when you play a land, thus keeping the
land free for casting spells.

So beat the rush—get a COP: Artifacts. Don’t
leave your Mana Vault without it! e

Jack Skriplis a professional writer. and desktop publisher. He is a reg-
ular contributor to\Necrofile, which has nothing to do with sex with

dead things—most of the time.

Magic: The Gatherings a trodemark of Wizords of the Coost. Wizards of the Coast s o registered trodemark. Some ot peotected by oddifional copyrights.
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The war between W.
erewolf and Wyrm has spilled over i | Mo
the last pure place, the last hope of Gari:.“o theAmazon, ==

Itis here that the G
A arou make their stand.
is here that the Wyrm plans to rend the heart of Mother Earth.

nd it
is here that something angry waits, hidden in the shadows..
-8 iy

The War of the Am
the collectible (.Mi::n introduces new fetishes, victory conditions, and shapeshifti
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I Battling land converters: check

out our “Stumper of the Month.”

I Try Conguering a Rainbow

Vole and see how long you

the onth

Q: If | have a Conversion out and |
put out an Illusionary Terrain, changing
all Plains to Mountains, which one works?
—Matthew Livingston, Oxford, NY
A: They both do, and you end up
with a whole bunch of Mountains. When-
ever you have fwo (or more) confinuous
effects, you have fo keep frack of the
order they came out, and apply them
in that order to each card they affect.
So the Conversion furns all the Moun-
tains into Plains, and then the Illusion-
ary Terrain turns all the Plains (induding
the ones that used to be Mountains) info
Mountains. If they were cost in the oppo-
site order, you'd end up with Plains.

IN JENES SUMPF

; KOBOLDS IN EUER
— TASCHE, ODER SEIN OE
Aeee)\ GERECHT GLUCKLICH
P ok SEHEN MICH?

This month’s winner walks off
with three different foreign

edition Magic packs and a
pack of Legends!

Q: What is rampage?
—Lots 'n’ lots of folks

A: Rampage first appeared on the
Legends rules insert card, but it's in the
Fourth Edition rulebook (on p. 39).
After the declaring blockers phase of
combat, any attacking creature with
Rampage: X that's blocked by more
than one creature gets +X/+X for each
extra blocker. For example, Craw Giant
has a Rampage: 2, so if he's blocked
by four creatures, he gets +2/+2 for
each of the three extra blockers for
total of +6/+6.

@: If somehody Ice Floes my Craw Wurm,
could 1 use my Fyndhorn Brownie fo untap it?
—Mike Ormiston, Cyberspace

A: Yes.

@: Can | sacrifice a Will-0'-The-Wisp to
the Lord of the Pit and then regenerate
the Will-0'-The-Wisp?
—Alan Silverman, Marietta, GA

A: Not a chance. Sacrificed crea-

5T

tures are buried, not just destroyed, so
they can't regenerate.

Q: f someone put an Earthbind on my
Air Elemental, can | then put a Flight on it
and make it flying again?
—Alan Silverman, Marietta, GA

A Yes, you can. Just ke in the Stumper
of the Month question, you apply the effets
in order, so the creature ends up flying,

Q: | have a Rod of Ruin and a 5/5 fly-
ing Djinn token (created by a Bottle of
Suleiman) in play. If | cast Juxtapose, which
of the two artifacts do | lose?
—Batcoon, Cyberspace

A: The Rod. The casting cost of |
tokens is zero.

Q: | have an lcatian Moneychanger with
a bunch of credit counters on it. My oppo-
nent casts a Control Magic on my Money-
changer. Does he get fo keep the credit
counters on it?
—TIach Freach, Dunmore, PA

A: 0f course he does. Well, OK, he
has to give them back at the end of the
game, unless you're using candy for coun-
ters and he eats them first.

Q: If two creatures are handed, one with
first strike and the other without, does the
first-striking one still do damage first?
—Nicholas Fang, Portland, OR

A: Yes. Banding doesn't add or remove
any abilities from any of the creatyres,

Q: Why does Goblin Rock Sled say
“Symmon Rock Sled” instead of “Sym.
mon Goblins"?
—Pierre Villeneuve, Laval, Quebec

A: Stumps us. But it keeps Goblip
King, Goblin Shrine, Goblin Grenade, ang
all those other fun cards that affect Gol.
lins from working on the Rock Sled.

Q@: Does the Thrull Champion give him.
self +1/+12
—Pierre Villeneuve, Laval, Quehec

A: Yes, since he says “Summon Thryl] ~

By Beth Moursund

Q: If | cast Conquer on a Rainbow Vale,
do | get permanent control?
—John Langone, Cyberspace

A: No.When you tap the Vale, it will
still switch controllers at the end of the
turn. (Casting Control Magic on a Ghazhqn
Ogre isn't very useful either.)

Q: (anyou use a COP: White to take care of
allthe damage on your Personal Incarnation?
—Mark Powers, Westchester, IL

A: Only if something white did the
damage in the first place. Redirecting dgm.
age doesn't change the source of the dgpy.
age. If someone Fireballs your Persong
Incarnation, then if's red damage, and jy'
still red damage even if you use the Incq.
nation’s ability to redirect it fo yourself.

Q: If you tap a land with a Wild Groy,
on it when Manabarbs is in play, do ¥ou
take two or one damage

— Mark Powers, Westchester, IL

A: One.

Q: Can a Red Ward keep a Dragon Whe,
from exploding if you PUMP More thyy
three mana into it?

—DYoung8888, Cyberspace
A: N%pe. The Whelp’s self-desyry, .

fion isn't targeted and isn't d“WUQe, 5
the Ward can’t do a thing about it

Q: (an Crown of the Ages MOVe AN enchg,y,
ment such as Control Magic from ong e,
ture owned by an opponent 1o anggh
creature confrolled by that opponent?
—DVYoung8888, (yberspuclei. .

A Yep. If you're controlling a wip,
creature and your opponent summq,
something bigger, Y0V ‘“;‘ T‘;I‘]’e the Cop.
irol Magic fo take contro 0( e big o .
Also, if your opponent casts (ontro| Magic
on one of your creaiures,fYO'U N moyq
the enchantment fo 0n€ 07 1S 0WN ¢ro
fures so he just controls something 1

already has.

o Rock Hydra ang the

Q: If| discard 0 bring it from, the

use Hell's Caretaker !

= G2 a2 = =
Hagic: The Gattering s o trodemark of Wizards of the Coast. Wizards of the Coastis o registered trodemark. Some ifustrations proected by additional copyrights.
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graveyard into play, is it 0/0 or 5/5 or 100/100?
—Joe Elberts, Glen Ellyn, IL

A: 0/0. Whenever you need to know the
value of “X” for a spell that's not being cast at the
moment, X is always zero. The headless Hydra
goes straight back to the graveyard unless you
have a Castle or something.

Q: If you have a Library of Leng and an Orcish
Librarian in play, when you use the Librarian’s
special ability, can you decide which four cards you
remove from the game? Can you put all eight cards
back on top of your library?
—Martin Casas, Cyberspace

A: No to both. “Remove from the game” is
completely different from “discard.”

Q: If | use a Prodigal Sorcerer to block a crea-
ture with trample such as Polar Kraken and then
tap it fo do a point of damage to something, will
the Sorcerer die? Will | take any frample domage?
—Patrick & Henrick Shyu, Cupertino, CA

A: The Sorcerer is paste, and you've got 10
points of trample damage coming your way.
Tapping a blocking creature keeps it from doing
any damage itself, but the attacker still does
full domage.

Q: | have a 5/5 Fungusaur with Regeneration on
it. If my fungus gets sent fo the graveyard and |

General Rulings

{f 0 card in play hos an automatic effedt that counters
spells (such as Nether Void, Invoke Prejudice and Pres-
ence of the Master), the effedt triggers as soon as the
spellis declared, before either player can cast interrupts.

When o cord says to treat something as though it
were just cast, it applies to wording on the “something”
but not to other cards. For example, if you use Crown of
the Ages to move a Phantasmal Terrain, the Terrain’s
controller picks a new land type, but can’t use o Crystal
Rod or Verduran Enchantress fo gain a life or draw a
card. Any permanent changes to the Phantasmal Terrain,
such os Laces, are erased.

If someone responds to a “Tap X to gain control of ... os
long as X remains tapped” effect by destroying or untpping
X, the effect still resolves. The target changes control briefly
and then reverts back immediately, before either player can
do anything, but automatic effects do trigger. For example,
atarget Sea Serpent will be buried if X's player has no islands,
and the farget creature will be buried if X is Merieke Ri Berit.

Artifacts that say “counts as o wall” are affected by
an An-Zerrin Ruins that affecis walls.

Reversals
If an Assembly Worker is changed info another land type,
it will still be a 2/2 artifact/land creature until the end
of the turn. 3

If Camouflage flips over an attacking creature with
enchanfments on i, the enchantments remain face-up
and can be used fo identify the creature.

regenerate if, is it sfill a 5/5 'saur?
—Crei Hartman, Santa Fe, NM

A: Yes. If you regenerate something, then it
never really died, so it keeps all the stuff that's
onit. If it actually goes to the graveyard and then
later on you Animate or Resurrect if, though, it
starts all over as a brand-new creature.

Q: (an | cast Righteousness on my creature if it
is chosen to fight in the Arena?
—Corpalt, Cyberspace

A: No. Righteousness can only be cast on a
blocking creature. Creatures in the Arena don't
count as attacking or blocking.

Q: | have a Jester’s Cap in the graveyard and a
Xenic Poltergeist in play. Can | tap the Poltergeist
to make the Cap an artifact creature and then use
Resurrection to bring the Cap back into play?
—Brian Chernish, Indianapolis, IN

A: Great idea, but it doesn’t work. Cards in the
graveyard can't be targeted by anything that doesn't
specifically say that it affects the graveyard. The
Poltergeist can only affect artifacts in play.

Q: Can you sacrifice Lord of the Pit to Ebon Prae-
tor and not take damage, even if you have enough
creatures out?
—Vringe, Cyberspace

A: Yes. Any time you have several different

Ring of Ma'ruf cannot retrieve a card that's trapped
in an Oubliette or Tawnos's Coffin.

A Shohrazad subgome and the “parent” game are
both part of the same game. Ring of Ma'ruf in the subgame
cannot grab cards from the parent game, and cards
“removed from the game” by a spell or effect in the sub-
game are not shuffled back into the library when return-
ing fo the parent game.

Errata
All “Summon Elder Dragon Legend” cards should be read
as saying “Summon Legend.”

Big change to Mana Vault and Basalt Monolith: they
do not untap until the end of the phase their untapping
cost is paid. This errata only changes these two cards, not
any other untap effects.

Ray of Command only taps the target creature if
you lose control when the Ray's effect wears off at the end
of the turn. If you lose control earlier during the turn or
keep control at the end of the turn due to some other
effed, the creature doesn't become tapped.

If Murk Dwellers attack and are not blocked, they get
+2/+0 until the end of combat, not until the end of the turn.

Clarifications

Lond's Edge only deals damage if you discard o land using

Land's Edge’s ability. Lands discarded for other reasons (say,

Bazaar of Baghdad or Hymn to Tourach) don't frigger it.
Soldevi Golem’s ability is an untap cost, soi’s cumulative

with Paralyze or the likes.

cards that say to do something during your upkeep,
you can do them in any order you want, and even use
other fost effects hefore, after and in between. If you
manage to get rid of a card before you get around
to doing its effect, then that effect never comes up.

Q: If my opponent has Feldon’s Cane out and | cast
Jokulhaups, can he use the Cane to shuffle the
cards | just buried into his library?
—Don Wongprapan, Yazoo City, MS

A: No. COP: Artifacts only works on damage
from artifacts, not on damage from other color-
less sources. And there’s no such thing as a Prismatic
Ward on “colorless”—Prismatic Ward says “choose
a color,” and colorless isn't a color.

Q- Does Ghostly Flame affect Justice in any way?
—Jeff Mumford, Lakewood, CO

A: No, it doesn't. Justice only cares about the
color of the creature or spell doing the damage, not
the color of the damage. Ghostly Flame only affects
the damage, not the card that did the damage.

Q: If my opponent has a Serendib Efreet out, and
| cast Justice and Sleight it to affect blue, then
when the Efreet does its point of damage to him
during upkeep, does Justice do an additional point
of domage?
—Scott Troyan, Folsom, PA

A: Yep.

Spending red mana to prevent a Rock Hydra from
losing a head counts as damage prevention. Removing a
head if you don’t spend mana also counts as damage
prevention. Normally, you can't leave any damage on a
Rock Hydra if the Hydra has any heads lefi—you must
spend mana or remove

heads until all the dam-
age is used up. (Note that
you can spend more
mana than the Hydra has
heads.) But Lava Burst
says that no damage pre-
vention can be used on its
damage, so if a Rock
Hydra is hurt by one, the
Hydra actually keeps the
damage like a normal
creature. That means it'll

v

die if its toughness goes
below one or it’ll heal
completely (but not gain
heads) at the end of the
turn if it survives.

Corrections
Inissue #9, Magic Rulings said that the changes for default
effect durations affect Dream Coat, Shyft and Chronicles'
Sentinel. Actually, only Dream Coat gets “until end of
turn” errato.

—Beth Moursund
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B Palladio-Mors is no longer an
“Hder Dragon,” but a “Legend.”
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Q: | have a Reflecting Mirror in play. | then cast Demonic Con-
sultation, naming a card | know my opponent does not have,
then use my Reflecting Mirror to force my opponent fo go through
her entire library, ending the game. Legal? Why or why not?
—Psibernet1, Cyberspace

A: Very illegal. Demonic Consultation isn't targeted. When
a spell says “you,” that always means the caster: if it were far-
geted, it would say “target player.” So you can't use a Reflect-
ing Mirror or Deflection on a Consultation. Also, if you cast Demonic
Consultation and then Fork it, you just look through your own
library twice for the same card.

Q: My Benalish Hero has Holy Armor. | pump one white mana
into it. You Disenchant it. What's the Hero's current toughness:
1,2,3, or 42 Why?
—Matthew E. Milliken, InQuest Associate Editor

A: Two, after everything resolves. Pumping the armor gen-
erates o fast effect o give the Hero +0/+1 until end of turn, and
since destroying the source of an effect does not counter that effect,
she still gets the bonus even if you Disenchant the armor before
the effect resolves. The +0/+2 part of the armor, on the other
hand, is a continuous effect that lasts os long as the armor remains
on the Hero. As soon as the armor goes away, she loses that bonus.

Q: (an Deflection be used to change the targets of spells like
Control Magic, Black Vise, Wanderlust, or Clone?
—Jason Moore, Raleigh, NC

A: Deflection works on any spell with o single fargef; it
switches that spell fo a new legal targe. You can Deflect a Con-
frol Magic or Wanderlust to any creature in play, and Deflect
Clone to copy any legal creature. You can't Deflect a Black Vise
in a normal two-player game because it says “target opponent”

and you've only got one opponent. In a multiplayer game, you
could Deflect it to a third player.

Q: If 1 use a Seasinger's special ability to take control of one of
my opponent’s creatures when he has islands, do | lose control
of that creature if all his islands gre destroyed?
—Michael Chansky, Burnsville, MN

A: Nope. Once the Seasinger effect has successfully resolved,
you keep control of whatever she grabbed until one of the things
listed on the Seasinger happens. Even if all your opponent’s

islpnds are destroyed, o the card stops being a creature, you
still control .

Q: If | use Vexing Arcanix's ability on my opponent, can he

respond by using his Orcish Spy to look af his library before he
has to name a card?

—Michael Chansky, Burnsville, MN

A:He sure can. Or he could even respond by using an Orcish

Librarian and arranging the four cards in any order he wanted.
Ores can be quite useful somefimes, o

Have a gaming question that's driving you up the wall? Just drop us a

line and we(ll alm your nerves. E-mail us at InQuestMag@aol.com or
wirite to:

STUMP ERS ¢/o InQuesf
151 Wells Ave,

Congers, NY 10920

Stumpers

Include your full name, mailing address and phone number
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Q: What do the standard modifications on the faction cards mean?

A: This is a modification to the influence check based on the race of the character
attempting to bring the faction info play. For example, the Rangers of the North card, o
Dinadan faction, gives all Dinedain a +1 to an influence check.

Q: When do you play hozard long-event cards? ' .
A: Hozard long-events may be played at any fime during an opponent’s move-
ment/hazard phase outside of a strike sequence. You can not play hazard long-events dur-

ing the normal long-event phase.

Q:: How do region cards work exactly?

A: According fo page 36 of the rules, a series of regions (up fo four) connects two sifes if
the starfing ste is in one of the regions, andif that region i adjacent fo one of the other regjons ...

andfinally, if the last region contains the new des-
finafion site. If two stes are separated by more than
four regions, a company may not fravel directly
between them; they must firs ravel fo an inferim
site which is doser, and then see if they are within
four regions of their intended desfinafion.

Q: (an you move fromsite fo site—say, Minas
Tirith o Isengard—or do you have fo move
back to a haven firsf?

A: You can only move from non-haven
site to non-haven site with region movement.
Otherwise, a company may only move between
a haven and one other site.

Q: There are several environment event cords
in play. Doors of Night is in play and then Gates
of Morning i brought . .. what happens?

A: When Gates of Morning is brought info
play, all hazard environment cards already in
play are discarded. This includes Doors of Nigh.
There are some detailed issues on fiming and
resolving cards that could come up with the play
of environment cards,

Q: Wihy do hazard creature cards like Mouth
of Sauron and the Nazgil have prowess and
body scores?

A: When a strike from one of these cred-
tures fails (i.e., the strike dice roll from a char-
acter against the strike was higher than the
areature’s prowess), a hody check immediately

* RS RERCHS O1 1o NORhY
}, 7 . 3

B Rangers of the North js fairly

easy three-point factiop to collect.

Doows of Niciny

B The anfithesis to Ggpe of Morning

Doors of Night i the most influential

hazard enviroment ¢gy

follows for the creature. If the hody check dice rollis highﬁf than;::;;emr "6 body, fhe ke
i defeated. If all of a creature’s srikes are defeated, his OPPONeNt puts the Ureature in his

marshalling points pile and receives the marshalling pom;
ner of the creature card. A strike from a hazard creatur

matically defeated when a strike fails.

Q: (an your company go fo a site if it is '“Pped?
A: Yes, but the company may play no items, @

A special thanks to Michael Reynolds, series

answering our questions this month. For addif

fions, send your comments via email fo metvi |
_Crown Enterprises, P.0. Box 1605, CharloffesVile:

s given in:hs aPperleft-hand cor-
that has “~" for i ody is auio-

[lies, factions o i"fﬂfmmion il

editor for Middle-earth: 1, Wi :
jonal answers 10 your Mfdd/e-ea;lr;;ds' L‘;r
(e@0ol.COM 0 Vi stan mail t(:] ;’ron
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Everybody does it. You sit around thumbing through your
Magic deck, thinking about how cool it would be if you were

the guy who came up with ideas For new cards. Or maybe,
g0 s
t}g like us, you have enough Free time to think up whole
~ expansion sets for this addictive little game. Y'know, like a
whole set based on prehistoric creatures. Or heroic knights
ByPatMcCallum&  based on the Arthurian legends. How about unreal, slimy
Michael Searle

horrors From beyond? And boy, wouldn't it be snappy to play

the gods of Dominia?

Man, if we had the power, we'd make the coolest expan-
®
sion sets on the planet. Yeah, in Fact, they'd kinda look

something like this...




Wielding magics more powerful than mortals were ever
meant fo possess, the planeswalkers of Dominia have grown brash

and conceited, defying even the immortal deifies of old. But these
haughty sorcerers will soon pay the price for their insolence. For

all creature con-

trolled by any player that does not attack on that
player’s turn receives a permanent -1/-1 token at

the end of tumn. Creatures summoned this turn are

1 not affected.
’- Ares cannot be targeted by: creature fast effects.

Camelot

Ina land of chaos, amidst chivalry and sorcery, journey to
fabled Camelot and join King Arthur, Merlin, Lancelot, Galohad
and the Knights of the Round Table as they battle barbarians
and wage war against the evil forces of Mordred—all for peace.
Or follow your own path of glory on a quest into the unknown. . .to
cloim the mighty Siege Perilous or the miraculous Holy Grail,

Don your sword. Pledge your heart. Honor your vows.

If's the time of legends on the world of Magic The Gathering,

Who doesn’t love King Arthur? (Well,
other than that nasty Morgan Le Fey and that
bastard Mordred.) His whole fight to unite
England is a classic confrontation between
good and evil, hope and despair, friendship
and betrayal. Loaded with myth-based Leg-
ends—and the introduction of the new leg-
endary artifacts (i.e., only one artifact of that
kind in play at a time)—this would truly be an
Arthurian Legends set.

Set Highlights

e Excalibur. Legendary Artifact. Casting Cost: 4.
Tap to give legendary creature a perma-

nent +1/+1. That creature can now tap to

deal its power to target creature or player.
Excalibur does not untap on your upkeep.

If creature wielding Excalibur goes to the

graveyard, bury Excalibur.

the gods of Dominia have awakened and none shall escape their
wrath upon the world of Magic: The Gathering.

And you thought Legends were cool!
Chock full of high casting-cost (yet supremely
powerful) spells, creatures, artifacts and lands,
this expansion set would also introduce spe-
cial rules regarding the Summon
Deity cards: they’re immortal!
Each player can only have one
god in play at any time, and if
for any reason your god is killed
or removed from the game, it is
instead placed back into your
library which is then reshuffled!

Set Highlights
* Akron Cathedral. Legendary
Land.

Choose a creature type and
tap Akron Cathedral. Mark all
creature types chosen with fol-
lower tokens. Creatures with fol-
lower tokens may not attack or
block and cannot target any of
your creatures. If Akron Cathe-
dral leaves play, remove all fol-
lower tokens from creatures.

Akron Cathedral does not
untap as normal during your
upkeep. If Akron Cathedral is
untapped after it has been

o Merlin (Black, Blue, White).
Summon Legend. Casting Cost:
BUW. Power/Toughness: 0/1.
As long as Merlin is in play, all
blue interrupts cost U to cast.

* Morgan Le Fey (Black, Green,
Red). Summon Legend. Casting
Cost: BGR2. Power/Toughness: 1/2.

Tap: Bury target Legend.
Every time you use this ability, put
apermanent -1/-1 token on a tar-
get creature you control.

tapped, bury Akron Cathedral.

o Lifesblood Avatar (White). Summon Avatar.
Casting Cost: WW4. Power/Toughness: */*.

When Lifesblood Avatar is cast, its power
and toughness equal X, where X is the
amount of life you sacrifice. For example, if
you sacrifice eight life, Lifesblood Avatar’s
*/* can be any combination from 0/8 to a
7/1. You can only spend life at the time of
the Avatar’s casting.

» Condemned (Black). Enchant Creature. Cast-
ing Cost: BB2.

During creature owner’s upkeep, all other
creatures owned by that player receive a per-
manent -0/-1 token.

* Fire from Heaven (Red/White). Sorcery. Cast-
ing Cost: RWX.

Do X damage to every creature in play. For
each point of damage done by Fire from
Heaven, you must spend one mana and
remove from the game one creature from
your graveyard.

» Bast (Green/White). Summon Deity. Cast-
ing Cost: GGWW1. Power/Toughness: 2/5.
GG, WW and Tap: Put a 1/1 cat token
into play.
GG, WW: Bast and all cat tokens gain a
landwalking ability of your choice.

Tap: Bring any number of Knights from
your hand and put them directly into play.

While King Arthur is in play, all creatures |

* Holy Grail. Legendary Artifact.
Casting Cost: 8.

Pay one life and one mana to
regenerate target creature.

{{ Rl
o Lancelot (Black, White). Sum-
mon Legend. Casting Cost: BW2,
Power/Toughness: 5/5.

Any time Lancelot is declared as an
attacker, put a betrayal counter on him.
Lancelot does not untap as normal during the
untap phase. To untap Lancelot, remove
counter and deal damage equal to Lancelot's
power to owner.

¢ Camelot. Legendary Land.
When Camelot comes into play, Camelot |
becomes a basic land of your choice. Every
upkeep, you may change Camelot to another
basic land of your choice. If &ny land is
destroyed on your side of play, Camelot is
destroyed as well.
MOUALR el TR e
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Primal roars echo in the valley like closing thunder
and send plerosaurs fo the sky. The basin floor trembles and
the tiny anchisauruses scatter info the dark shadows of the
ferns. All around, volcanic steam crawls along the fungus

[yrannosaurusirex

Lost World

and moss, coiling through the frees. ..

Suddenly, the trees splinter. Like an earthquake, six
tons of predatory flesh chomps down on its prey! The ancient
monsters, dinosaurs, once again roam the world of Magic:
The Gathering.

Dinosaurs! Woo-hoo! Ever since
thg ‘Exg‘my Allosaurus, we've been
drooling for some earth-stomping,
f!ég ‘%g_s‘tling, tough-as-scales
dinosaurs. WotC didn’t oblige, so
we came up with our own prehis-
toric set, fresh with T-rexes, Raptors
and Tar Pits. Heck, this expansion
even introduces archaeological
digs...sorta. Y’see, you can sacrifice
any dino from this expansion in your
graveyard to get one mana of that
dino’s color...fossil-fuel manal

Set Highlights
e Stygian Stegosaurus (Black). Sum-
mon Dinosaur. Casting Cost: BB4.
Power/Toughness: 4/4.

If declared as a blocker,
Stegosaurus gains +0/+2.

0: Sacrifice Stegosaurus from your
graveyard to add one black mana to
your mana pool.

¢ Meteor Strike (Black). Sorcery. Casting
Cost: B2.
Destroy all dinosaurs in play.

e Psilary Raptor (Red). Summon Velocirap-
tor. Casting Cost: R4. Power/Toughness: 3/2.
First strike. )

Psilary Raptor has the ability “Bands with
other Velociraptors.”

0: Sacrifice Raptor from your graveyard to
add one red mana to your mana pool.

¢ Scarwood Brachiosaurus (Green). Summon
Dinosaur. Casting Cost: GG3. Power/Tough-
ness: 6/6.

Brachiosaurus cannot attack. For every for-
est sacrificed, Brachiosaurus gains a permanent
+1/+1 digestion counter.

0: Sacrifice Brachiosaurus from your grave-
yard to add one green mana to your mana pool.

* Tar Pits. Land.

- Tap to capture all non-flying creatures that
are attacking you after the damage-dealing
phase. Creatures remain tapped as long as Tar
Pits is tapped. Tar Pits does not untap.

The Shadow Realm

Bent on o mad quest for power, a reckless sorcerer shatters
the boundaries between worlds and unleashes foul beasts and
wisted magics from the shadow realm. Now the planeswalkers of
Dominia must stand united against a seemingly endless horde of
nightmarish creatures, or all will be lost on the world of Magic:
The Gathering.

Spookier than The Dark and more confus-
ing than Ice Age, The Shadow Realm introduces
twisted spells and hideous beasts unlike any-
thing seen before on the worlds of Dominia.

This expansion also introduces enchant-
ments, artifacts and creatures whose abilities
may change every turn depending on the roli
of a die!

Set Highlights
e Cthuarian Gateway (Black). Enchant World.
Casting Cost: BB3.

Creatures not from The Shadow Realm
expansion now cost twice their casting cost
to summon.

e Taint (Blue). Interrupt. Casting Cost: BX.
Permanently change the color of a card being
cast to any color of your choice. X is the cast-
ing cost of card.

o Ma'Kari Stone. Artifact. Casting Cost: 6.
X, Tap: Target creature now has cumulative
upkeep: 1. If not paid, creature is discarded. X

is equal to target creature’s casting cost.

Cthuarian' Mind Léech

e Mucus Beast (Green). Summon Mucus
Beast. Casting Cost: GGS. Power/Tough-
ness: 4/5.

Every time Mucus Beast is damaged
but not destroyed, put a 0/1 Mucus token
into play. During your upkeep, all Mucus
tokens receive a permanent +1/+0. No
Mucus token can exceed 3/1.

 Maelstrom (Red). Enchant World. Cast-
ing Cost: R3.

When Maelstrom is cast, roll a six-
sided die. Depending on the outcome of
the roll, Maelstrom generates one of the
following effects:

1 or 2: Whenever target opponent
puts a card into play or casts a spell, he
gains one life.

3 or 4: Reverse sequence of play.
Begin your turn with the discard
phase, continue through the main,
draw and upkeep phases, and end
with the untap phase.

5 or 6: Whenever you tap a permanent
for mana, it generates an additional mana of
that type.

During your upkeep, roll to determine a
new Maelstrom result that replaces the previ-
ous result.

(31 lo)

-

Summon Mind"Leech
X, Tap: X is target creature’s casting cost. Put "
four tokens on target creature and four tokens
on Cthuarian Mind Leech. While there are
tokens on target creature, it loses all special
abilities. While there are tokens on the Cthuar-
ian Mind Leech, it gains all of target creature’s
special abilities. During your upkeep, remove a
token from both creatures.

* Displacement (White). Sorcery. WWX.
Remove X tokens from the game.

+F

Pat/McCallumcan eat his body weight in meatloaf.

Mike Searle prefers cabbage.
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The Siar Wars designers
ick their I.m
avorite cards

Plnyers of Decipher’s Star Wars: Customizable Card Game enjoy immersing themselves in the fascinating world that first sprang from the

imagination of George Lucas. What they may nof realize is that the cards themselves sprang from a couple of other fertile imaginations, those of
Rollie Tesh and Tom Braunlich.
As the designers of the cards, you might think that, like parents with many children, theyd love all of them equally. In fact, just like the game's players—
and, alas, some parents—they have their favorites. Interestingly, the men had completely different lists, proof that gamers aren't the only people with differ-
ing views on the best cards.

(1. STORMTROOPER/REBEL TROOPER )

Ultracommon cards that might be thought of as little more than blaster fodder by some players may seem
astrange choice for the favorite cards of one of the game’s designers, but Tesh sees these dark- and light-
side cousins as “fundamental o strategy.”

“Because they deploy for free to the same location as any character strong in Force ability, these
basic troopers provide quick and easy protection,” Tesh says. He points out that the attrition rule makes
lone main characters highly vulnerable during battle, but one trooper protects that main character from
destiny draws less than three, two protect against destiny draws less than five, and three make the
main character all but invulnerable.

“Even when not used as ‘fodder,” a trooper-heavy deck can sometimes overwhelm the opponent due
to their cheap deploy cost,” Tesh says. “And the dark side has a bonus in that TIE Fighters work in the same

way for main starships.”
\ J

f 2. GOUNTER ASSAULT/SURPRISE ASSAULT R
Tesh picked these as his second choice because they're great for “surprise inferaction,” especially when
your opponent tends to play with a character- or starship-heavy deck.

“Such an opponent will usually enjoy rampant Force drains against you,” Tesh says, “but what a nice
surprise when the tables are turned!”

Since assault cards are linked to the number of characters or starships involved in the Force drain, they
can be extremely effective against a deck heavy with troopers. “If the opponent aftempts fo Eor(e drain you
with, say, four Rebel Troopers, you will draw four destiny and wreak huge counter-damage,” he says. “Jyst
be sure to save some Force in your Force pile fo pay for these cards—and hope your opponent has no Jawas!*
LOST INTERAUPT \_ —
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3. TONNIKA SISTERS
Tesh admits that this odd card will undoubtedly draw
more questions than any other, but it's one of his
favorites because it was such a “fun card to design.”

“Because these sisters are two characters in
one, we began to build their game text around the
number two, and things got carried away!” Tesh
adds that players should at least be glad they nixed
a few of the “more eccentric” ideas—such as putting
“too sensitive” in the sisters’ Force Ability box.

Since the card was designed, Tesh notes wryly,
whenever anything at Decipher is doubled, they
refer to it as being “Tonnikaed.”

He recommends that players deal with any ambi-
guities resulting from the two-in-one nature of the card
by “getting into the spirit and answering those ques-
tions on your own—as I'm sure we're going to have

to do each time someone finds a new quirk!”
\_ J

Whatever kind of deck you're building, Tesh says,
the Tatooine and Yavin 4 system cards can be essen-
tial, because they link characters to starships.

“An opponent who plays with a character-heavy
deck at the expense of starships may regret it when
your unopposed starships are able to lend support
o battles on the Tatooine surface due to the game
text on the Tatooine system card,” Tesh says. “Con-
versely, an opponent with a starship-heavy deck
will wish they had more characters on the surface
to lend support to.”

Tesh says this fundamental “game text” will
likely appear on many more system cards in the
future, lending support to the “mast crafty” players.

(4. TATODINE/YAVIN & SYSTEMS )

N

5. LABRIA

Tesh says he almost hates to bring attention to this
devilish character—he doesn’t want to spoil its
mystery. “I personally love designing cards which
appear to be innocuous but are in fact very strong,”
he says. “Of all the cards in the Premiere release,
Labria, more than any other, received the ques-
tion, ‘Why would | ever play with this card?’ Each
time | would only smile. Only perceptive players
will appreciate just how powerful Labria can be.”

That enigmatic statement was all he would say
on the subject.

e R EERD

EFFECT

";TMA e :“V a

(1. NIGHTFALL/SUNDOWN

“nighttime conditions.”

\

Nightfall arose from a desire o do something unusual with the evocative image of the double suns set-
ting on Tatooine. The result was a card that allows a player to heighten danger on a planet by causing

By itself it's worth little, Braunlich admits, but combining Nightfall with certain other cards creates incre-
mental changes that a player can use to big advantage in a coordinated Nightfall Deck strategy.

“One example is the Macroscan, which allows you to scan the top three cards instead of just one, an
edge which can be devastating at times,” Braunlich says. “Some characters—Iike the Talz, certain droids
or spies—are strong at night due to night-vision ability, and so on.”

Braunlich says future cards will enhance the concept further.

-

>
CONTINUED
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2. A DISTURBANGE IN THE FORCE

Braunlich likes this card because it highlights the advantages that having
a split between light side and dark side brings to the play of the game.

He points out that cards can be completely mixed (this card, for
instance, is inserted info the opponent’s deck), but are still easily tracked
during play and retrieved afterward. There are already several cards like
this, with more to come.

Braunlich likes this card in particular because “this one is fun—it
always seems to come at an inopportune moment.” It prevents any fur-
ther force activation by the opponent that turn—which, Braunlich says,
can really ruin his or her plans, preventing the deployment of a key card
that turn, for example.

('3 HAN'S DICE

It's a scene in the first Star Wars movie you may not have even noticed:
as Chewbacca enters the cockpit of the Millennium Falcon before liffing
off from Mos Eisley, he touches a iny pair of dice dangling above the con-
sole. “They're not just a joke by Lucas,” Braunlich emphasizes. “Han
Solo helieves in luck, not the Force.”

Braunlich likes Han's Dice because it's an example of turning a seem-
ingly insignificant detail from the movie into “a cool little card.” The card
gives good luck by improving your chances of getting a good destiny
draw—but, since Obi-Wan says there’s no such thing as luck, ths trick
is tied fo ability.

“The card is a handy one to have in hand during a key battle, where
asecond shot af a good destiny draw is often important,” Braunlich says.

\.

J

(4. YOU OVERESTIMATE THEIR I:HANI:ES(
DON'T UNDERESTIMATE OUR GHANGES

These cards makes Braunlich’s list because they can result in some nice card
comhinations—as he knows from personal experience.

You play one if your opponent attacks you and you think you can win
the battle, Braunlich says; the actual result will be tripled. That means the
best tactic with this card is to try fo “sucker” the opponent into what
appears fo be a good attack, but is actually a trap.

“I had one game in which my opponent attacked, | played You Over-
estimate Their Chances to triple the stakes, and the battle was played out,

(5. PANIC

Braunlich rounds out his list of the top five cards with this one, featuring
a hilarious image of Han Solo. “It simulates the panic caused by an over-
whelming attack and gives the player a chance fo turn the tables,” Braun-
lich says. “You can draw three cards and deploy them if they are of the
right type, risking that you must lose them if they are not deployable.”

Although the tactic often fails, he admits, “sometimes it works like
a charm and it is certainly always fun when it is played.”

He recommends occasionally stocking a Panic card in your deck
because it will always make your opponent think twice about attacking

in which I had a favorable destiny draw,” Braunlich recounts. “But he had you with more than double power. @
Han's Dice and drew again, getting a five, enough to win. But then | ; . .
played my ace in the hole: the Takeel card, which allows you to switch des- Edward Wilett routinely answers holographic telephone calls”from
: b i e InQuest editors with the question “Whatlis fhy bidding, master?
_ finy numbers. | thus won by three, which was tripled to nine. P & ¢
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Congratulations. You just called your first play as an Play it and you can draft an NFL team from an 80-card

NFL™ head coach. And you did it while playing Red Zone, I s HEBE starter deck of authentic game photos. You can build a
L dream team with booster packs and

the red-hot new interactive card game from Donruss.
To win, you need smarts. gy 9 s L1 ARK ) J challenge your friends.
You need guts. You . o q 2 '}‘ . ; ' v You can get pumped
need divine interven- 4 - 4 ! A 3 ; 5 . : . just thinking about it.
tion. Because you call Felp-a i , ) : et ~ ‘ Red Zone. Get off your

the shots, just like an - - ” — ) e \ butt. Get to the store.
NFL coach. Red Zone. @ e 40 ', e, i == Get it today.

R
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For more info, contact us at: http://www.nxtgames.com or E-mail us at: nxt
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DBut what iff yow love Cthulhu, | ;
hiatirast) AP Loveosafy | |
deman-spawrn rom Hell? ('t
Well, yow can send him (hex? it?) ‘ J

a Valentine too. - '
And iff yow tww ot to be the one
abject of Cthulhu's affection,

yow might even get

« BB X tohen




 This heres a contest. We figure@thulhu toesmry
enough love, so we'd like you to send. . “Ui&it a Valgft-

fine. Not just any Valentine, but one that comef{strai o\
from the heart. We want a good ol hgffiemac
tine that tells Cthulhu just how
since Cthulhu is a troglodytic, sgdlid-likd demon

netherworlds, a Hallmark “Winddys“type s&
probably won't cut the musturcr. nd Cinethu the kind

hYou love

of Valenine you think it would like to receive. Express
your feelings well enough and Chaosium vill send you

on the ultimate rip....

withy Cthudbu!

One lucky reader will win an exciting dream date with
Cthulhw! Since you probably really wouldn’t want to go
10 the movies with an evil, crustacean-faced, smelly lord
of the underworld, instead we'll give you the biggest

" thaosium Cthulhu prize package you could ever hope to
lay a fenfade on. I includes: a complete set of the Chao-
sium Mythos cords, a copy of the Call of Cthulhu rule-
book, one Copy each of the last six Call of Cthulhu
supplements, one copy each of the lust six books in the
Cthulhu fiction line and a swell-as-hell Miskatonic Uni-
versity T-shirt. Whew! That's a lot of evil!

This contest is sponsored by

Chaosium, publishers of fine
books and roleplaying games

®
CHAOSIUM

A

Sweet-on-You Legal Text
No purchase necessary. Contest is open to anyone except employees of Wizard Press, Chaosium and their imme-
diate families or that fella who stuck the Cthulhu monsters in TSR's first Deities & Demigods book. Naughty,
naughty, naughty! Print your name, date of birth, address, city, state, zip and telephone number with area code
on the official entry form or a 3-by-5-inch index card and attach the form or cord to your Valentine. Enter as many
fimes os you like. Mail each entry separately to: Cthulhu Valentine Contest, ¢/o Wizard Press, P.0. Box 118,
Congers, NY 10920-0118.No mechanical reproductions of completed forms are accepted, but you can photocopy
the entry form hiefore filling it out if you don't want to mess up your magazine. All entries become property of
Wizard Press and none will be returned. All taxes (federal, state and local, if any) will be the responsibility of
the prize winner. No cash equivalent or substitute prizes will be offered. Prize is awarded in the name of the con-
test winnerand is not fransferable. Offer void where prohibited, regulated or restricted by law in @ manner incon-
sistent with the purposes and rules hereof. Are you the keymaster? All entries must be received at contest
headquarters by March 31, 1996. Wizard Press is not responsible for lost, late, misdirected or mutilated entries.
0dds of winning will be determined by the number of valid entries received prior to the closing date of the con-
test. Prize winner will bé selected by Cthulhu personally based on originality, quality and creativity among all prop-
erly completed entries by Wizard Press. Drawing will take place on April 15, 1996.

For the winner's name, available after April 15, 1996, send a self-addressed stamped envelope to: Win
Date with Cthulhu Winner, ¢/o Wizard Press, P.0. Box 118, Congers, NY 10920-0118.

Fill this sucker out, attach it to the back of your

Valentine, put it all in an envelope and send it all to:

¢/o0 Wizard Press, P0. Box 118, Congers, NY ]0§20-01 18.

Entry Form

InQuest

Nome:

Date of Birth:

With Cthulwu

ity

Date

State

Win

Phone: (

Official

Roses or Condy?
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Deadline is March 31, 1996—Cthulhu's waitin’!
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STAR WARS:
CUSTOMIZABLE CARD GAME

Limited Edition

Publisher: Decipher

Designers: Tom Braunlich and Rollie Tesh

Genre: You don't need us to answer this, do ya?

Set Size: 324 cards

Release: December 1995

Packaging: 60-card starter decks; 15-card
booster packs

Suggested Retail: $9.50 per starter deck;
S2 per hooster pack

Rating: * * *
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CUSTOMIZABLE CARD GAME

wxxx THE BEST
#++x VERY GOOD
#+x AVERAGE
++ WEAK
* POOR
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Star Wars:
Gustomizable
Gard Game

alf of the cards in Star Wars: Customizable Card Game belong to the
H light side of the Force; the other half are dark side. As it turns out,

some things about this game are fantastic, others problematic.
Overall, the game winds up being okay—not terrible, not great.

This is Decipher’s second foray into the CCG market, the first being the Star
Trek: The Next Generation Customizable Card Game (also by designers Tom
Braunlich and Rollie Tesh), and much of what you liked about Star Trek is here,
including sharp visual design and picture illustrations.

Unfortunately, some of the cards are painfully obscure. | mean, who is the
Prophetess, Vader's estranged sister? Don't get me started on the “(Blank)’s Back”

series either, which sports the backs of various people’s heads. What kind of design is that?

Then there’s the text. Which | think needs a little tightening. “If you have two
stormtroopers and one weapon, target opponent’s alien at same site.” If you have a
clue what this means and can read it without falling asleep, let me know.

Speaking of sleep cycles, check out the circular “flow of the Force” that powers this
game. Force, measured by the number of cards in the deck, is used to pay for various actions.
You start each turn by taking cards from your main draw deck and putting them face down
into a Force pile. To se the Force, move the requisite number of
cards from the Force pile into the used pile. At th
turn, the used pile moves to the bottom of your rese

When you lose cards in battles with your opponent, 0
when he makes you lose Force, cards from your Force pile are ﬂ
placed face up in the lost pile, which doesn't re-circulate: You
win the game when you make your opponent run out of
Force, that s, when he runs out of cards—an interesting
idea that has its disadvantages, as we shall see.

Okay, enough griping. Once it gets going, the
game isn’t bad. You and your opponent play the
dark and light sides of the Force, i.e., the Empire
and the Rebellion. To start (the Empire goes first),
pick one location site from your deck. The object
is to establish presence at a location by plac-
ing a character with an ability of one or more |
there; you get control of the spot if you have per-
sonnel there but your enemy has none.

Since sites are played in a row, much like

e end of the
rve deck.
r

7w

we




D card's rebel, Imperial, alien or whatever. H. Text: The nuts and bolt of this guy.
C. Destiny Number: The randomizing element of 1. Deploy Cost: It takes Force to get these characters
g Star Wars—better than dice. out, and this white box says how much.
i D. Lore: Interesting info about your card. J. Forfeit Cost: This black box indicates how much you
E. Power: What you're gonna use to blost the pants  can save in Force by giving up this guy. (Quite a lot.)
, . off your foe. K. Additional Icons: More nice graphics to tell you
/.,/f j F. Ability: The supremo stat for using devices and  what else this guy can do.
4 B TRy
| & ¢ hand can’t be reshuffled into your decks unless you have some
E POWER 4| ABILTY 3| FORCE-ATTUNED card like Reactor Terminal. So it pays to be judicious, and to have
= cards like Electrobinoculars in hand to see what's in your reserve deck.
H My biggest problem with the game is this: There comes a point
where it’s obvious one player is going to be the winner and one is
| going to be the loser. Not only is your opponent moving himself
toward victory by draining your Force—your cards—he's also reduc-
J ing your ability to act on your own behalf. Decipher needs to make

Star Wars: (ustomizable Cord Gome ™ & © Lucasfilm Lid. ™ ® & © Decipher Inc.

the Star Trek spaceline, it's possible for you or your opponent to con-
trol all the locations. As light and dark location cards vary slightly,
it's possible to wrest a critical bonus from your rival by playing
your version over his. But beware—he can do the same.

Control of a location grants you the ability to generate Force
for yourself and, more importantly, the ability to drain Force from
your opponent. This is the crux of the game: it's possible to win just
by draining Force, never encountering another player’s characters.
But this rarely happens.

You fight to clear enemies out of locations. You must pay one
Force to start a battle, to which your opponent may react by deploy-
ing extra cards. After that it's take aim and fire, which costs at least
one Force; you can see how it slips away. Combat is resolved by
drawing destiny: picking up the top card from your deck and com-
paring the “destiny number” in the top right corner to the number
needed to hit a target. When hit, cards are discarded, but not before
their Force drain is totaled. Then there’s attrition, the danger of bat-
tle: players lose Force equal to the number of a destiny draw.

With all this Force loss, you might think that a game would
end in about 15 minutes. Fortunately, all characters, vehicles, droids
and ships have a forfeit value. That means if you have to lose six
Force, you can instead lose one four-forfeit creature and make .the
other two up in cards. This makes for longer game play and requires
strategy on your part: Do you throw away Ben Kenobi to save that
vital Corellian Corvette you've got stationed at Yavin 47

Ships can be used to shuttle people from system to system,
but it's actually easier to get around by paying Force to move your
characters from one docking bay to another. Starships are used
principally to secure systems, which provide Force and have global
effects on the sites connected to them.

The balance of other cards in the game are effects, equipment
and interrupts. The first two usually stay in play for the remainder
of the game, while interrupts go off just once and are immediately
placed in your lost or used pile.

There's also a subgroup called Utinni effects. Utinni is the Jawa
word for “come,” and that's exactly what the target must drop every-
thing and do to benefit from the effect, or to negate it if it's bad. These
cards are great for twisting the strategy of your opponent.

That's the game. It's important to remember that your Force
pile is what keeps you in the game; it doesn't pay to take loads
and loads of cards into your hand just because you can—cards in

ar Wars Card Description

A. Name: Your favorites from the great trilogy are  draining Force. You can't leave home without it.
mentioned in this space.
B. Icon: This handy visual reference tells you if the  one.” But stronger in some than others.

G. Force Sensitivity: “The Force is strong in this

more global hoser cards to help snatch victory away.

Allin all, I think Star Wars is only okay. The game play is too cum-
bersome to excite me, and that law of diminishing Force returns burns
me up. Still, for serious gamers and for die-hard Star Wars fans, it has
its merits. Hopefully the new expansion will give this game a boost.

3 —Keith J. Olexa

The Good, The Bad
and The Ugly

The Good

Based on a great movie, and it remains true fo the source.

Photos. It's always neat to look at the cards and go, “I remember that scene!”

Destiny. Love . It could have been dice—and 1 hate dice in card games.
Makes it more of a challenge to build a deck: one-shot cards always have more
destiny than, say, characters.

I like the idea of your deck being connected with your life. It makes your
deck especially important.

The Bad

Battle: hitting, Force drain, attrition, forfeiting. .. There has to be a
simpler way.

The life Force cycle and its three decks. Round and round they go. . . There
has to be a simpler way.

Though | like the idea of survival being linked to your play deck, there has
to be some way to give a losing player a chance fo bounce back. It's too easy
to spiral info defeat.

Too many cards require too much to make them worthwhile.

The Ugly
Utinni! Why do creatures as unimportant as Jawas have a whole cate-
gory of cards named after something they said once in the whole trilogy?
Chewie and R2-D2: I'm not the only one who wonders where they are.
Darth Vader should have had cooler game text.
The rule book has neither a table of contents nor an index! 0 gods of
gaming, when will you realize how useful those two rule tools can he?

—Keith J. Olexa
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KULT

Limited Edition

Publisher: Heartbreaker Hobbies & Games

Designers: Bryan Winter

Genre: Horror

Set Size: 262 cards

Release: January 1996

Packaging: 60-card starfer decks; 15-card
booster packs

Suggested Retail: $8.95 per starfer deck,
$2.95 per booster pack

Rating: ** **

Kult

‘ eality as you know it is a lie.” These words introduce players to the
world of Kult, a modern setting with a morbid twist. As a player,

you represent a major arcanum—one of 20 powerful beings com-
peting for control over the crumbling remnants of the world. The
object? Sway the majority of the population to your beliefs. Sounds sim-
ple enough, but how do you do it?

Each player starts by playing his major arcanum in front of him,
establishing the foundation of his own individual mystic cross.
The mystic cross contains beings and regions, and it is the engine
that allows players to win the game. Your major arcanum repre-
sents the hub of the cross. The four spaces adjacent to the hub com-
prise the stage, while four more spaces off to the right make up
the cast.

The keys to winning the game are the population markers. The
population pool starts with nine counters in a regular two-player game
(add five more for each additional player). In order to have complete
control over a population marker, you must move it from the popu-
lation pool to your cast, then to your stage, and finally to your hub.
When you've got five population markers in your hub, you win.

Before you can move population markers, you need somewhere to
move them to. Beings and regions are the two types of cards that can
hold population markers, and they must be played in either your stage
or cast. Unless a card says otherwise, it can only hold one population

marker. As you put cards into play, you'll gradually be able to move markers
from the common pool to your hub. Of course, in order to win, you'll need to

40

'
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YAVE ol @ ¥ ol 9 ‘all af
MYSTIL CROSS
1. Hub: This is where your major arcanum sits,
and where you need to move population mark-

ers o in order fo win.

2. Stage: The middle men. Beings or regions
placed here are primarily used to transfer pop-
ulation markers, and they usually can’t attack.
3. Cast: The more interactive zone, most com-
hat takes place hetween beings in different casts.
Population markers can be moved from the
population pool to members of your cast.

M, Q U E 5 T

prevent your opponent from doing the same.

As far as game mechanics go, playing cards is usually pretty easyina
well-tuned deck. Most cards require a combination of one or more of the
five suits (crescent, eye, hourglass, rose and skull). In order to play a card,
you need to have control of the suits designated on the card. If you think

this sounds familiar, well, don’t.

Unlike mana in Magic, suits are never used up by playing a card, and
your major arcanum generates four suits right from the start. For exam-
ple, Hod is a major arcanum who gives you two skulls and two hoyr-

glasses. Since these resources are always there, you can play cards requiring only
skulls and hourglasses at no cost. But what if you need a rose to plgy something?

This is where one of the unique aspects of the game cOmMes into play. yoy
have the ability to repel population markers whenever you want. To repel 3 pop-
ulation marker, you simply move it down one step to @ being or region capg.
ble of holding it (such as from your hub to your stage, o from stage to cast).
You can repel one step to generate one of any SUIt.fOF the re'est of the turn.
Also, a lot of the cool special abilities possessed by beINgs require you to repe|

population markers. The result this
has on game balance is great,

You may be one “pop marker~
away from winning thg game, but if
one of your opponents is alsg getting

5 3

close, you may have to repe| gne of

more pop markers in order tg keep him
in check. Just because you've moyeq
a marker to your hub doesn’t meap jy/g
going to stay there. They get moyeq

around all over the place during the
course of a regular game,

with all these beingS funning
around trying t0 sway the pop |,

3
3
3

Kult ™ & © Targe! Games AB.
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tion, combat is an inevitable aspect of the game. In Kult,
combat is simple: You choose who you want to attack
with and who to attack. Then you compare each being’s
combat value. The higher number wins, the loser is dis-
carded. However, there are enough cards that can be
played to modify combat to make Kult's combat system
really interesting and challenging.

For example, my main man Hod has a special ability
that lets you repel a population marker during combat
to give a being +2 to its combat value, and you can do
this as many times as you want. That means you can
usually pull ahead to win a battle, but at the same time
you'll be putting yourself fur-
ther from your goal.

In addition
to being and
region cards,
Kult also has

commandments,
influences and
spells. Command-
ments are a lot like
Magic's instants. Influ-
ences are kind of like
enchantments, and they
include weapons, special pow-
ers for your beings, and limita-
tions for your opponent’s beings.
Spells are like commandments, but they are a lot more
powerful and usually require at least two of a specific
suit to play. Spells can only be played if you have a being
who is a spellcaster in play.

The card mix makes for a lot of interesting combina-
tions and deck-building possibilities, a strong plus for any
game. Deck building starts with your choice of a major
arcanum, which largely influences what cards you can
put in your deck. This makes it easy for a beginner to
make a good working deck if he has a large enough card
base to start with.

Kult was designed and developed by Bryan Winter and
the same team that did Doomtrooper, a highly underrated

Kult

A. Card Name: A different one for every card!

B. Combat Value: How well a being does in combat. We
don't care what your mother says—bigger is better.

C. Suits: What you need to have in order to play
the card. Usually these suits are provided by your

Card Description

D. Station Indicators: The orange markers show where
you're allowed to play the card within your mystic cross.
E. Description: The fype of being or card, its spe-
cial abilities—all that funky stuff that makes the
game inferesting.

F. Artist: We'll let you figure this one out for yourself.

game that suffered from coming out too soon after Magic.
Hopefully, Kult will fare better. The system is very clever
and unique, and extraordinarily well-balanced. The design-
ers put a lot of thought into making the game truly inter-
active between the players, and it shows. For instance, in
a two-player game, there are nine population markers—
meaning that each player can take four markers for him-
self but will have to fight for the fifth, final, winning
marker. If that game-breaking marker is in your oppo-
nent’s pool, your biggest concern will be getting it over
to your cast.

Overall, Kult is a unique new addition to the growing pool
of collectible trading card games. The rules are smooth and
easy to learn, but complex enough to keep players enter-
tained for a long time, and, refreshingly, the outcome is
never decided by your opening draw.

—Jeff Hannes

The Gdod, The Bad
and The Ugly

The Good

With its unique system of transferring population counters, Kultis very well-
balanced and a lot of fun to play.

A great two-player game, it's among the best multiplayer card games I've
ever played. A three-player game takes about an hour and is well worth it.

There are very few cards that seem completely worthless, and the three-
of-each-card limit makes every deck diverse.

The Bad ;

The biggest problem with Kultis its subject material. With cards like Fetus
Alteration and Manipulate Passion (picturing a topless woman), this game is
not going to find any support from your local church group, and you won't find
too many kids playing it either. That's understandable but regrettable, because
the mechanics of this game are among the best out there.

Aside from more editing, the rule book could've used a table of contents
and an index. A glossary of terms at the end of the book doesn’t make up for
the lack of those items, especially when it's inconveniently split between game
terms and card terms.

The Ugly
With the notion of tapping, Richard Garfield came up with a mechanic
that's almost essential to collectible card games. So why do so many games have
to pretend they're not using his idea? Kult has you turn cards over when
they’ve been used. The biggest problem with this, besides the fact that you can't
see what the card s, is that a lot of cards that get turned have counters on them!
This can get downright ugly. Just tap, baby.
—leff Hannes

M A R C H 1 9 199G 41




-

THE

WYRM
Publisher: White Wolf
Designers: Mike Tinney

Genre: Gothic Fantasy/Horror

Set Size: 185 cards

Release: November1995
Packaging: 15-card booster packs
Suggested Retailz $2.50 per booster
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Rating:
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Both Wyrm (above) and
Warzone (below) are op-
notch expansion sefs.

“Dyaio
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g Wyrm

T

yrm is a great expansion. | was never

Wmuch of a Garou fan—they’re just a
bunch of goody-goody environmentalist
wolves (I'll bet they’re all vegetarians too).
When | played Rage, | always nursed this
sneaking desire to play the Wyrm—so
warped, so twisted, so malignant.
Imagine my joy when | opened
my first pack. Now you can play
all the corporations and secret
societies that make up the Wyrm,
along with their monstrous min-
ions. And believe me, it’s not an
expansion for the weak of heart.

Or stomach. The artwork is
amazing—and
shocking. Cards like Infec-
tious Touch are quite vivid,
while Taste of Pain, although
not quite as detailed, is gory
in the extreme. I'm not
damning this art—heck, I'm
praising it. After all, this is the
Wyrm, where demons-most-
foul rub elbows (or what-
ever) with man and Garou.

The fetishes, gifts and
events in this set are as unique
and corrupted as everything else. | like cards like
Stench of Death, Vampire Blood and Oil of Cor-
ruption. Take note also of Caern of Ritthku, which
allows you to attack enemies in the hunting
grounds. There is no honor amongst the Wyrm.

The game play itself is essentially
unchanged. Instead of moots you have
board meetings, instead of pack totems you
have personal totems. And rather than take
on enemies, the Wyrm terrorize helpless vic-
tims! If there’s a major difference, though,
it’s in the characters. Most of the Wyrm can-
not regenerate, frenzy or step sideways.

But before you snub this expansion, look
at some of the characters. My personal
favorite is Blossom. She’s only four renown,
but her power to remove both herself and
any opponent’s character from combat is
amazing. Latonia the Seductress kicks with
her eight renown, but more than that, if you
don’t like your opponent’s combat hand,
Latonia will seduce him into replacing it with
another one! With powers like this, who
cares if she doesn’t have regeneration?

There’s more, but you get the idea. Just
go out and pick up some of these cards. The
art is fierce, the characters are nasty and the
victory will assuredly go to you—and not
the weak, paltry wolves.

WARZONE

¥k kK

Rating:

—Keith J. Olexa

THE

Publisher: Heartbreaker Hobbies & Games
Genre: Science Fantasy

Release Date: December 1995

Set Size: 140 cards

Packaging: Eight-card booster packs
Suggested Retail: $1.75 per pack

Warzone

arzone adds a new twist to

Doomtrooper’s melting pot of
intrigue and black technogoth atmo-
sphere. Excellent!

This latest addition to The Mutant Chron-
icles universe introduces warzone cards,
locations that modify character stats and
other rules. This twist on play adds tactical
dimensions not possible in the original set,
which | think is great. You never know when
a Hellstrom Mountains or Citadel Sanctum
might come into play and wreck your plans
of domination!

Many Dark Legion warzones will now
kill a character on the first strike, rather
than the second. Pretty
scary! Home-turf war-
zones grant regular
doomtroopers the same
ability. But most war-
zones grant extra pro-
motion points for killing
a certain type of oppo-
nent or for killing in a
certain way.

Now before you get
too excited over this,
here’s the rub: You can
normally only defend, not attack, from war-
zones. So unless you come up with some
way to induce your wounded opponent to
attack, it becomes at best a good deterrent.

The other twist is that you need to
play a grand tactician card in order to
play warzones. | opened nearly 20 packs
before | got my first grand tactician card,
though I'm told it’s a common. Still, it
should be easy enough to agree on a
proxy or just start the game with all play-
ers as grand tacticians, unless you’re a
real rules hound.

At any rate, there are plenty of new
cards in the set to help offset the great
defensive potential of warzones. For
instance, now there are cards that
imprison other characters. Certain char-
acters, like Bauhaus Cop, or effects, like
Prison Camp, will imprison opponents
when conditions are met. When you
imprison, you discard all equipment from
that character and effectively freeze him
out of the game.

Doomtrooper is great, and Warzone only
enhances game play. The art is that same
battle-hardened RoboTech-meets-Aliens style
you know and love, |'|| say no more—ijust
go out and get this expansion.

—Keith J. Olexa (@

BOX

Wyrm © White Wolf. Warzone © Heartbreaker.
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The WING COMMANDERG Collectible Trading Card Game
from Mag Force 7, Inc. .
Available now!
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Dungeons. Dragons. Lances. Realms. You've
seen the books. You've played the games. Per-
haps you've even witnessed a small company by

the name of TSR explode into a phenomenon in

VITAL STATS

Names Larry Elmore

Born: August 5, 1948, in Lovisville, Kentucky

Occupations: lllustrator excusively with TSR

Base of Operations: Leitchfield, Kentucky

Career highlights: Spent almost eight years working exclusively with TSR
before going freelance and returning fo the company some five years later. Worked on the
covers to Dragonlance and Forgotten Realms and helped kick off the Shadowrun game.

the early '80s thanks to some truly world-class

art and a revolutionary roleplaying game. Yet,

as synonymous as TSR is with Dungeons & Dragons,
D&D art is just as synonymous with the name

Larry Elmore.
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P ; By Andrew Kardon

= Fantasy artist

L ﬂ I d early Dungeons &
rainting monsters

supreme Larry
Elmore on his

Dragons days,
dead artists and

Through his breath-
taking portrayals of drag-
ons, wizards and warriors,
Elmore is one of TSR's
most widely known fan-

tasy artists. Still, ever the

professional, Elmore is

never completely satisfied
with his art, whether it be his first painting back
in high school—an outdoor scene depicting a
group of Indians trying to kill a buffalo—or his
current Dragonlance covers. After careful consid-
eration, though, the fact that the 47-year-old fan.
tasy master is never fully satisfied with his worlk

really isn’t that ironic. As Elmore himself

puts it, “Trying to improve is the

whole thing.”



inQuest: Let’s start back at the beginning.
You muist 've had a real exciting childhood
to inspire the paintings you‘ve done.

Elmore: | was pretty average for a kid in
rural Kentucky. We didn’t have a farm,
but we owned a house and lot out in
the country. And when | wanted
extra money, | would do farm work
for neighbors and stuff. My dad
worked at Fort Knox in Civil Ser-
vice. | just went to high school
and liked hot rods and girls.

Did you spend any of your
time drawing at all?

| 1 drew all the time. | always drew. Painting
didn’t really enter my mind. | didn’t have
any art in grade school or high
school. | drew with colored pencils,
but | always drew from the time |
was three years old until now. So |
was constantly drawing; that was a
form of entertainment for me.

You're saying that you actually
remember drawing when you
were three?

Yeah. My sister was born when | was
five, and | can remember drawing
a lot before then. My mom’s got lots
of little drawings that | did, mainly
horses and people working on old
cars. [Laughs] If you looked across
the field, the closest neighbor was
about a quarter mile away, and he )
had some sons that were working on their
cars all the time. They constantly had their
cars with the hood up and the trunk up,
y'know, working on ‘em. And | would draw
these cars with the hoods up and people
standing around them. | hardly ever had the
trunks closed. And | liked horses, though

a lot of them were stick horses. And |
always tried drawing people like mom-

mas and daddies and kids.

©TR, Inc.

Drogonlonce ™ &

So when did the “professional

artist” bug finally bite?

Well, that sort of creeps up on you. By the
time | was say in the 7th or 8th grade, every-
body knew me as the class artist. Then in
high school, that was sort of your identity—
you could do the art. If there was any art
needed, they would call on you. At the time,
| realized that that was the only thing | could
do. | thought, “Well, I might as well go to col-
lege and major in art since | don't love any-
thing else | can do very well.” And | enjoyed
it. By the time | got out of high school, Viet-
nam was going on pretty strong. So that'd
be a real safe place to be for a while... [to]
go on to college. But | ended up getting
through college [at Western Kentucky Uni-
versity] and | still got drafted. [Laughs]

“Itf something happened
to me and I got stuck
inside some place or got
thrown in jail for the rest
of my lifte, I would like to
be able to draw any-
thing...to escape through
my imagination...to be
able to draw anything just
from my mind.”

You must have gotten some very vivid ideas
for paintings while serving over in Vietnam.
No, I didn’t go to ‘Nam. | was all ready to
go, but | ended up spending about a

¢ yearand a half in Germany. It was neat.

4 Itried to absorb the European landscape

and everything because | knew | was
already interested in fantasy art. To me,
fantasy always takes place in Europe. If you're
talking about “once upon a time” kind of
stuff, it always seemed to be in Europe some-
place... [When I returned home] I went to

work at Fort Knox as an illustrator for the gov-
ernment drawing tanks, helicopters and sol-
diers for training manuals.

Okay, not counting the work you did for
those training manuals, what was your
very first published work?

The first thing that was really published was
back in the late ‘70s in National Lampoon Mag-
azine. It was a piece that was assigned out of
the clear blue. A friend of mine had sent some
samples in to them because | never thought |
was good enough. He had a friend that was a
writer for National Lampoon, so he sent my art
samples into this guy who said, “These are
good.” Shortly after, | gota calland | thought,
“|s this for real?” Atfirst, | thought it was some
friends of mine trying to tease me with
a New York accent. But he finally con-
vinced me that he was for real. The job
was doing a Trojan Horse. | was like,
“Whoa, a Trojan Horse? That sounds
neat.” But it wasn’t a Trojan horse, it
was a Trojan condom with little Tro-
jans popping out. So it was sort of a
bittersweet kind of thing. I'm finally
getting published, but 'm doing a giant
rubber. [Laughs] So | did it and the guy
liked it. | did several other inside things.
At that time, Lampoon owned Heavy
Metal, and | got a back cover of Heavy
Metal and an interior piece. But | wasn't

really pursuing anything.

You're telling me that one of the
top artists in the fantasy field literally
stumbled into the industry just because his
friend was nice enough to send in some
samples for him? That’s some friend!
Yeah. | was wanting to get into it, but | wasn’t
ready yet. | kept thinking | wasn’t ready. |
guess | wouldn’t ever be ready; | wanted my
art to be perfect or something. | kept waiting
to get better, and they kept saying, “You're




good enough now.” And even when | was
being published, | knew in my heart | wasn’t
good enough and | had to get better. | think
that’s been my struggle. | don’t know if it'll
ever happen, because I'm hardly ever satisfied
with a painting | do. And the same thing hap-
pened with TSR.

A friend of mine was playing this new game
called Dungeons & Dragons. He was an illus-
trator working at Fort Knox also. We played it
one time and it was fantastic. He showed us the
covers for their work—and oh, the art sucked
really bad. And, of course, we found out later,
most of the art was done by friends and neigh-
bors of the people that worked there. They
hadn't contacted any real professional peo-
ple. So my friend said he could do that good.
But he worked sort of cartoonish and | worked
more realistic. So he sent his samples and on
the spur of the moment sent some of my sam-
ples in. He got really pissed, because they
wanted to use me for something and not him.
So | did a piece for them and then they wanted
to talk to me some more. They basically made
me an offer | couldn’t refuse. So | quit Fort
Knox and me, my wife and my two children
moved to Wisconsin.

What was it like working for TSR?

At that time, it was a lot of fun. We were very
creative. We had a nice art department; ail of
us worked in one big room. Shortly after | got
there, | helped get |eff Easley on board, and
it wasn’t long before we had a really great art
department. | think all of us there learned a lot
from each other. | guess of all the times in my
life, | probably look back on that group of

i)

@F THE BEST

Favorites. Everyone’s got some. In artist Larry
Elmore’s case, his favorite subjects are landscapes
and people. And he just loves painting women,
afthough in over 10 years with the company, he hasn't
had a chance to draw too many sexy women. “One
of these days,” he says, “I'm just gonna do a really
sexy barbarian girl. Just for the fun of it!” And with
countless painfings under his arfistic belt, Eimore must
certainly have a few favorites in his collection. The
talented arfist, who prefers painting with oils on
masonite (although he recently started using linen—
a finer grade of canvas—to try for a softer feel),
managed to come up with three of his favorite works.
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guys—Keith Parkinson, Jeff Easley, Jeff Butler
and Clyde Caldwell—as probably the best I've
ever worked with. We all got along well, had
a good time and it was a blast. | worked for
TSR from ’81 to, | think, late ‘87. Keith Parkin-
son and myself went freelance at the same
time and got a studio on Lake Geneva. We
stayed together for about two years and | said,
“If I'm freelancing, | may as well move back
home. My folks and my wife’s folks are all
from the same area [in Kentucky]. My kids
didn't get to see their grandparents very often.
So | thought it'd be neat to bring them back
and show ‘em their heritage, whether they’d
like it or not. So we did. And TSR would con-
tinue to contact me to move back and work
for them. The biggest problem was, | didn’t

= Avalyne the Life Giver

want to move back to Wisconsin. | like Wis-
consin; | like the people. But [Kentucky] is
home to me and I'm very much a homebody.
I guess it's the land here. It's got nice gentle
rolling hills and a lot of different kinds of land-
scapes. TSR said, “Why don't you stay in Ken-
tucky and you can work for us?” So, in ‘93
we sort of made a verbal agreement and |
went back to work for them. So I've been
working with them exclusively since then.

You have such a nice, realistic feel to your
work. What goes through your mind before
and during the painting process?

When | was younger, this is the way | thought.
If something happened to me and | got stuck
inside some place or got thrown in jail for

It's a snow scene with some pine trees in the background. In the foreground, there’s a girl kneeling
in the snow and there's like a dead warrior she’s frying to heal; she has her hand placed on his chest. Then
in the background, there’s a giant walking away and he's sort of looking over his shoulder. And you can
tell by the footprints in the snow that he's proably the one that clubbed this guy. I like that one because
when | start painting, the first thing | get is a [ittle mental picture. | try to draw this and paint what | see
in my mind. And usually, if you get about 75 o 80 percent of what you see, you're pretty good, ‘cause a
painfing usually gets alife of its own also. On that parficular painting, it came out almost exactly as | envi-
sioned it. And that's probably the closest that that ever happened.”

| B L i e R A e A i s vt e L e .



the rest of my life, | would like to be able to
draw anything...to escape through my imag-
ination... to be able to draw anything just
from my mind. So I spent my whole life basi-
cally observing nature. Looking and looking.
I grew up in a real rural area so | spent a lot
of time in the woods looking at trees and
leaves and grass and moss and rocks and
stumps. You name it. And when | go to dif-
ferent places in the U.S. or in Europe | always
study that. When [ sit down to draw | try to
remember what things are like. | want to do
everything from my imagination. | can use
models for parts of the painting, like a real tree
or rock or people, but then I can fill all the
gaps from my imagination, which I've trained
my whole life to do. It can make a painting

= Dechara’s Tree [ahove leff]

“It's just a girl in a red dress, sitting in the fork of
a dead tree. It's a real moody thing. And again, it came
out very close to what | envisioned.”

= Shadamehr Encounters
Baakish Vah [above right]

“I did this one for myself. It's a guy on a black
horse in a snow scene. A warrior with a long lance. And
out across the field is this huge kind of monster, this
sort of humped-back thing with horns. He would be
huge, probably like 30 feet tall, but he's in the distance

look very convincing.

Do you use any reference materials at all?
I've got a lot of pictures; I've taken a lot myself.
And every time | go over [to Europe] | try to
pick up some books and magazines. And then
the biggest help is that | had a friend who
was in the military in Europe. He got stationed
back in Germany, and | made a deal with him.
If he'd take pictures for me, I'd give him prints.
So we did that, and he took vacations all over.
So I've got lots of original photographs of all
these places. That really helps.

What projects can we look forward to
from you in the near future?
I'm going to be the co-author of a book next

year. | come from a line of storytellers; its Ken-
tucky heritage. Storytelling was an art when |
was a child, so | was always good for a lot of
stories. And after reading a lot of the books
I've illustrated, | was like, “I've got some sto-
ries just as good or better than that.” So | got
with a cousin of mine and told him what story
I had and he got all fired up. | had the story
in my mind, so | started writing it; it took about
two years to do. We submitted it to Bane books
first, and they wanted a change. And | could
tell from the change they wanted that they
hadn’t read the book real good. So | sent it
to TSR and the editor [Phil Athans] read it there
and liked it. We had a lot of fat in the book,
so we had to trim it down. It should come out
somewhere around May, June, July.

s0 he's not overpowering the piece. There's just moun-
tains behind him and a heavy sky. That's one of my
favorites. I'm not really good at painting monsters; |
think it's because monsters don't scare me. | guess,
growing up and being in the woods a lot, | wasn't scared
very easily. What scares me more than anything is not
knowing what's there—the suspense. Painting a mon-
ster is hard for me to do. | get to paint a lot of dragons
but to me, a dragon’s not really a monster; it can be
beautiful really. So | thought I'd paint @ monster. Some-
thing that would probably scare me if | was out in the
snow. | like the old monster: he looks pretty good.”

Elmore put out a limited-edifion print of Shade-
mehr Encounters Baakish Vah, which has since sold
out, but it was also used by ICE in its Heroes gume. If
you'd like a catalog of currently available prints and
artwork from Larry Elmore, write to the big guy him-
self at:

Larry Elmore

1314 Sunbeam Road

Leitchfield, KY 42754

And tell ‘im InQuest sent ya!
—Andrew Kardon




From artist to scribe, that’s a pretty big
jump. What can you tell us about your
first novel?
Right now, the working title is “Runes of
Autumn.” | call it a stand-alone book. It’s not
under any titles like Dragonlance or Forgotten
Realms; it stands on its own merit. It's a little
bit of a different take. Sort of like my paintings,
I'm trying to make it real. So much of [fantasy]
is, “We've got to get together, go down the
road and fight a dragon.” Pretty soon it’'s like
those movies where you’re murdering some-
body every minute, and after a while murder
is no big deal. So what I'm trying to do is take
a very realistic situation and then when all the
magical and fantasy elements happen, it seems
fresh and new and powerful. It's not one of
these novels trying to save the world. It's a
novel trying to solve one problem in a village,
a series of murders and mutilations. It’s like a
fantasy mystery. I'm doing the cover and some
interior illustrations.

Do you have anything else coming out
this year that we should keep our eyes
peeled for?

With TSR, I've done some hardback covers
already and some paperbacks. This year, all
the ones I've done since August have been a
lot of fun and they’ve been good paintings.
And most of them have been book covers
except for one game cover. It's a snow scene,
a sort of comical one. It’s a giant roasting a
girl, pretty wild for TSR. It's for a game [ think
is called The
North. I've also
got some Colos-
sal Trading Cards
on the market
now. They're
printed so well,
you can frame
those things. |
think they’re cut-
ting into my print
sales. [Laughs]

Fantasy’s really
hit it big these
past few years
with all the col-
lectible card games out there like Magic:
The Gathering and such. What do you think
of this whole collectible card game craze?
I've stayed away because | was afraid I'd get
addicted like everybody else. I'd never get
any work done. I've got lots of cards people
have given me all along. I think it's a good
thing. The market will eventually establish
itself and it will all boil down to what is truly
collectible. | think with some of these art
cards, there’s some collectibility. An artist can
only produce so much in a lifetime. He's
gonna surely croak one of these days, and
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“I guess of all the
tirmmerg inn my lite, 1
probably look back on
that group of guys—
Keith Parkinson, Jeff
Easley, Jelf Butler and
Clyde Caldwell—as
probably the best I've
ever worked with.”

that’s the end of his collection. If the card
producers stay true and don’t screw up their
own market, then they could become very
collectible. An
artist can only pro-
duce so much,
and | think there’s
a value built in
that. There it is.
End of collection.

You've got an
extensive col-
lection yourself.
Over the years,
you must have
been inspired
by a bunch of
different artists.
Who would you
say are your biggest influences?

In fantasy, I'd have to say Frank Frazetta. Not
necessarily so much in the way he painted. He
made me realize you could just do it. You
can't help but like his paintings, and he does
action better than anybody can. And also
Greg and Tim Hildebrandt. That first Tolkien
calendar really blew me away. They were an
influence. They still are; the way they do col-
ors. Most of the fantasy artists that had been
working in the ‘60s and ‘70s have all been
influences on me. And then there’s the early
American illustrators like M.C. Wyeth and

. Howard Pyle. The living Western artists.

There's so many of them, | can’t think of ‘em
all. And then there’s a period of realistic
painters in Europe and America right around
the 1880s. They were doing representational
art, you might say, and these artists are just
now being recognized.

Sounds like you had a lot of influences.
The more you look and study, the more
influences; you have. At one time, | only had
two influences; it was Frazetta and Norman
Rockwell. Those were the only two artists
that | knew, that caught my attention. And
then it went from there to “the more | saw,
the more influenced | got.” The older | get,
the more | appreciate and the better art |
can appreciate.

And I'm sure your work has influenced
other artists as well. What do you think
of today’s fantasy artists?

Oh, there’s a lot of great art; there’s a lot of
good young artists. But there’s always room for
improvement. You see a lot of art and, of course,
there’s better art because there are more artists.
But there’s still room for improvement all the
way around. Artists should never get lazy. We
should always try to improve. ]

Andrew Kardon, King Copy Editor for InQuest’s sister mag Wizard, once

drew a/gold-plated dragon fighting a centaur, bu! it looked more like a
squished banana and a flying squirrel.
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eople called him crazy, but really,
we should all be so crazy. Sure, if
H.P. Lovecraft were living in the
apartment next door, you might
wonder about this quiet, dirt-
poor, horse-faced outsider who spent his
days writing hundred-page letters. Maybe
you'd picture headlines like “NEIGHBORS
SAY KILLER WAS ‘STRANGE DUCK." ”

But after all, we should expect a few
peculiarities from the creator of the Cthulhu
(kuh-THOO-loo) Mythos, the greatest hoard
of horror fiction between Poe and Stephen
King. If we had more strange ducks like H.
P. Lovecraft, the books we read would be
a lot stranger and more interesting.

Lovecraft often began his t

In the usual script, the next bit is sup-
posed to be (1) alcohol and drug abuse,
(2) terrible rages, (3) “KILLER CALLED
‘LONER’ BY SPOOKED NEIGHBORS.” Noth-
ing of the kind could be attributed to Love-
craft. He lived out a quiet life in Providence,
traveling often along the eastern seaboard
and writing letters, letters, tens of thou-
sands of letters—possibly more letters than
anyone in history. He never touched liquor
or drugs, although he had an amazing
appetite for ice cream. For all his faults and
oddities, Lovecraft was also independent,
rational, philosophical, curious and amaz-
ingly well-educated. He died in 1937 of
intestinal cancer and kidney disease.

What saved Lovecraft from tragedy or

described backwater town and then g
reader’s brain with bizarre h@g@@@mn@gq hﬂ@ﬂ@’“!ﬁ |
and a growing sense that the universe doesn’t ca

THE CRERYOR

Hearing about the early life of Howard
Phillips Lovecraft (or, as his fans often call
him, “HPL"), you might expect the worst.
He was born in 1890 in Providence, R.1. His
father went crazy and died young, his

mother was a clinging neurotic, and Howard
grew up a reclusive and sickly boy in gen-
teel poverty. He became an avowed and
lifelong atheist by age 12 and got drummed
out of Sunday school.

Lovecraft never held a regular job. After
his mother’s death in 1921, he made a
poor living as a critic and ghost writer; he
ghosted a story for escape artist Harry Hou-
dini. He married in 1924 and moved to
Brooklyn, but after two miserable years he
divorced his wife and returned to Provi-
dence. There he lived alone and basically
friendless. Those who knew HPL described
him as emotionally remote, prim, neurotic,
alienated, intellectual, aristocratic, anti-
quarian, contemptuous of commercialism,
militaristic and vehemently racist even by
the standards of his time. In other words,
a real charmer.

oblivion? Very early in life, around age 7,
he started writing. He was driven to write.
At age 24 he joined an amateur press asso-
ciation, a tiny group of writers who wrote
cheaply printed fanzines for each other.
Until then, “I was as close to the state of
vegetation as any animal well can be,” he
wrote. “What Amateur Journalism has given
me is—life itself.” For the rest of his life,
finding kinship with this microscopic audi-
ence, he filled dozens of issues with phi-
losophy, criticism, political theory,
humor—and stories, strange fantasies of
horror and the macabre.

Urged by his readers, he submitted
some of his tales to the influential magazine
Weird Tales and quickly became one of its
leading writers. In this and other pulp mag-
azines, he published the works that still
attract many thousands of readers today.

THE STORIES

Lovecraft claimed to be attracted by
beauty more than by fear, and some of his
works are exotic fantasies in frank imitation
of the early 20th century Irish writer Lord
Dunsany. These are about as creepy as The

Care Bears. But HPL always recognized that
his true talent lay in horror fiction.

His many terror tales, influenced by Edgar
Allan Poe, Welsh fantasist Arthur Machen and
others, derive from his own fears. From Poe’s
work, HPL borrowed highly strung, morbidly
sensitive Gothic narrators; from Machen, the
device of stark cosmic terrors erupting into a
peaceful rural setting. The fantasies of British
writer Algernon Blackwood showed Lovecraft
how to conjure weird entities that shatter the
barrier between reality and imagination.

But ultimately Lovecraft’s work is very
original, powered by his personal phobias.
Horror novelist and editor T.E.D. Klein listed
most of the menu: “His own private dreads
and revulsions produced a body of work filled

ale in a mundane, cg¢
P‘ao.u@vly

with cannibalism, bestiality, reverse evolu-
tion, fish-gods and fish-men, reptile-men,
ape-men, creatures both slimy and scaly,
monsters behind human masks, savage
tribes, degenerate backwoodsmen, fungoid
rottenness that spreads like cancer, and
decomposing corpses that walk and speak
like men.” Fungoid rottenness—yum, yum!

A subset of Lovecraft's tales, just over a
dozen stories and novels written between
1921 and 1935, concerns an imagined pan-
theon of sinister, inhuman gods, the
demented cults that worship them, and the
arcane texts that describe their inevitable
return to Earth. These stories, and those of
later writers, form the core of what we know
as the Cthulhu Mythos. .

Most of Lovecraft's horror fiction—espe-
cially the Cthulhu Mythos stories—trou-
bles the reader with one central idea: that
Earth used to belong to another race that
got driven away, but lurks in the darkness,
waiting to take back the world. The Mythos
gets its name from the 1926 story that
kicked off this cycle, “The Call of Cthulhu.”

So, who are these new neighbors?
Supreme among them is the blind idiot god

Unspeakable.elder gods, their
creator H.P. Lovecraft and all

about losing your sanity .. ..... .....,
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‘{ Azathoth, who sits formless at the
ll center of the universe “encircled
il by his flopping horde of mindless
i‘ and amorphous dancers, lulled
l‘[ by the thin monotonous piping
of a demoniac flute held in name-
j Not your idea of a fun play-
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' * Yog-Sothoth, a giant
gglomerate of iridescent spheres

terminous with all time and
pace, Opener of the Way and
provider of mind-shattering wis-
dom.

* Shub-Niggurath, the Black
Goat of the Woods with a Thou-
sand Young, a fertility deity that
manifests as a huge, cloudy mass
and spawns hideous, three-
legged Dark Young.

* Nyarlathotep (nye-ar-LATH-
ho-tep), the Crawling Chaos,
enigmatic messenger of the gods,
whose 999 forms appear fre-
quently among humanity to
enforce the Outer Gods’ will.

And those are just the Outer
Gods. Beneath these entities in
power are the Great Old Ones,
powerful alien beings that plot
to retake the Earth they once
ruled. Chief among these is
Great Cthulhu, who dwells in a
kind of suspended animation at
the bottom of the Pacific, in the sunken
city of R'lyeh

Cthulhu is a “Dating Game” contestant’s
worst nightmare: “A monster of vaguely
anthropoid outline, but with an octopus-

like head whose face [is] a mass of feelers, a

scaly, rubbery-looking body, prodigious
claws on hind and fore feet, and long, nar-
row wings behind.” Oh, and he's as big as

from Yuggoth (i.e., Pluto), insectile things
that steal brains and store them, still living,
in canisters; plus shoggoths, shantaks, dholes,
flying polyps, nightgaunts, dimensional
shamblers and other cheery folks.

just as important as the monsters in these
stories are the vivid settings. Almost all take
place in Lovecraft’s beloved New England,
in quaint but sinister, history-soaked towns

“Submit 1o us mortals, or we’ll kick your uss up around your ears.”

care about us.

You want to know the real terror in the
Cthulhu Mythos stories? It's not only that
godlike monsters want our world, and not
just that secret cults are carrying out con-
spiracies forged eons ago that will inevitably
destroy the human race. It's that nobody
out there cares. This is, like, the natural order
of things. We gradually realize that Cthulhu

Those who knew HPL described him as emotionally remote, prim,
neurotic, alienated, intellectual, aristocratic, antiquarian, con-
temptuous of commercialism, militaristic and vehemently racist
even by the standards of his time. In other words, a real charmer.

a mountain. When “the stars are right,”
Cthulhu and his servitors will return to life
and take over the Earth, driving out human
ity like vermin This obviously justifies
Cthulhu’s being part of the title of Love
craft’s work

The Mythos is populated by many lesser
figures Dagon, whose Deep One servitors
are the fish-men Klein mentioned abo /e

Hypnos, god of sleep; the Mi-Go, or Fung
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like Arkham (a fictional analogue of Salem,
Massachusetts), where scholars at Miska
tonic University study such eldritch texts as
the Necronomi vritten centuries ago by
the mad Arab Abd al-Azrad
HPL often began his tale in a mundane,
carefully described backwater town and then

I with

gradu iy b

bizarre happer ngs and

a growing it the universe doesn

and his bunch aren’t even evil, because
“good” and “evil” are human concepts that
mean nothing to the uncaring universe.
Now, that's scary. Lovecraft begins the story
that spawned the Mythos, “The Call of
Cthulhu,” as follows: “[SJome day the piec-
Ing together of dissociated knowledge will
open up such terrifying vistas of reality, and
of our frightful position therein, that we shall
either go mad from the revelation or flee



from the deadly light into the peace and
safety of a new dark age.”

THE LEGACY

Lovecraft’s visionary work attracted a
small but talented circle of like-minded writ-
ers. In the best spirit of amateurdom, Love-
craft freely encouraged them to add stories
of their own to his pantheon of Mythos
tales—a happy contrast to the licensing deals
and shared-world contract anthologies of
today. Clark Ashton Smith, Frank Belknap
Long, Henry Kuttner, Robert E. Howard and
others added new deities, cults and occult
texts. They thought it great fun.

After Lovecraft died, one of his most
devoted correspondents, an energetic Wis-

~ consin writer/editor named August Derleth
(1909-71), co-founded and ran a publish-
ing company, Arkham House, specifically
to preserve HPL's work. It remains one of the
most successful small presses in the coun-
try, and its three huge volumes of Love-
craft’s fiction—now in corrected critical
editions—are still the mainstay of its line.
A new generation discovered Lovecraft
through these books. Later horror writers
like Brian Lumley and Ramsey Campbell
modeled their early works on his. (If you've
seen these works, you know this turned out
to be a mixed blessing.)
"7 Since the rise of Stephen King, Love-
craft’s influence on horror fiction has faded.
Strings of weird adjectives and long, over-
wrought, hypnotic sentences no longer trail
across the horrific page. But HPL's small
niche in literary history is secure, shored up
by annual conferences, small-press pam-
phlets that republish his every scrap of fic-
tion, bibliographies, and fine work by the
tireless scholar S.T. Joshi. Of all of Love-
craft’s works, the Cthulhu Mythos stories
draw the most attention.

As his tales grew more popular after his
death, some critics and amateur psychologists
began saying Lovecraft was nuts. They never
tried to argue that he actually believed in
the Mythos or in magic (his letters make it
clear he didn’t), only that, well, gee, some-
one who lived alone, felt alienated, and wrote
maybe 100,000 letters must be crazy. Colin
Wilson, a prolific British author who has him-
self written Mythos stories, wrote in The
Strength to Dream: Literature and the Imagi-
nation (1962) that Lovecraft “made no
attempt whatever to come to terms with
life,” was “totally withdrawn,” had “rejected
‘reality’ and [was] fundamentally ‘sick.””

Baloney. HPL had plenty of limitations,
but he coped with them rather gracefully
He traveled a lot, maintained a huge net-
work of correspondents and conveyed a pow-
erful literary vision that still draws in readers.

His sickness, if any, lay in his compulsion to
write exactly the twisted stuff he wished,
without concession to commercial pressures.
Man, gimme some of that sickness!

THE ROLEPLAYING GAME

Lovecraft’s stories have made it onto film
and into comics, but possibly the biggest
source of Cthulhu converts is the remarkable
Call of Cthulhu roleplaying game from Chao-
sium (Albany, Calif.). Published in 1981 and
now in its fifth edition, CoC was the first hor-
ror roleplaying game and remains one of the
best. According to Chaosium, the game and
its excellent line of supplements have won
two dozen gaming awards. CoC has also kept
Chaosium alive through some tough times.

Designer Sandy Petersen based Call of
Cthulhu on Chaosium’s venerable “Basic Role-
playing” system, which in tum derives from
RuneQuest. Early on, Petersen apparently
assumed that CoC would be a novelty game,
a change of pace from standard fantasy fare:
“In this game the monsters win—hee-hee!”
But just as in a good HPL story, a grander
and spookier view gradually pervaded the
game’s scenarios. Under editors Petersen,
Lynn Willis and Keith Herber, CoC has evolved
into the major example of Lovecraft’s con-
tinuing influence.

What makes CoC so neat? Much has been
written about the game's unique attractions.
Set mostly in the 1920s, it is the only his-
torical RPG to become an authentic hit. It
creates vivid settings, just as Cthuthu’s cre-
ator did. The “Lovecraft Country” supple-
ments meticulously
describe Arkham,
Dunwich, Kingsport
and other sinister
towns, sometimes
house by house.

Also, because
Mythos monsters are
so much more pow-
erful than player char-
acters, heroes (called
“investigators” in the
game) can't just
charge in with guns
and dynamite. They
must uncover clues,
scout out the scene,
and otherwise show
prudence. This
encourages actual
roleplaying instead of
combat mania. Play
ers often talk of
strong attachment to
their characters, even
though the characters
inevitably perish in

b/h.\"

u-gldl Stroke! Sioh, dammit! |

the slimy jaws of some dhole or Elder Thing.
Or, just as bad, they run out of Sanity.

Sanity is the signature rule system of Call
of Cthulhu, the one system everyone knows
and other games imitate. Characters have a
Sanity score from one (barely sane) to 99 (solid
as a rock). As they see monsters and other
horrors, or study the abominable and pro-
fane tomes that increase their Cthulhu Mythos
skill, characters inevitably lose Sanity points.
Sudden sharp drops incur a temporary insan-
ity from a two-page list, and when one's San-
ity reaches 0, the character goes permanently
ga-ga and leaves the game. Few roleplaying
experiences match the fun of playing a stiff-
upper-lip 1920s investigator as his mind slowly,
siowly unravels. ..

But setting and Sanity notwithstanding,
the key ingredient in Call of Cthulhu's pop-
ularity has been its sensational adventures. No
other RPG’s scenario support even remotely
approaches the breadth, originality, flavor
and quality of the CoC line. With such mas-
sive globetrotting campaigns as Masks of
Nyarlathotep (1984) and Horror on the Orient
Express (1991), as well as many fine scenario
collections, CoC offers an astounding range
of settings, activities and fears. The game
has expanded beyond the 1920s with two
other period settings, Gaslight (1890s Lon-
don) and Cthulhu Now (modern-day).

" Another supplement, Dreamlands, even cap-

tures the high-fantasy atmosphere of Love-
craft’s Dunsanian tales.

Just as Lovecraft’s friends began writing
Mythos stories back in the 1930s, small com-
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panies license rights to publish their
own CoC scenarios today. Chief
among these is Pagan Publishing
(Seattle, Wash.), which has pro-
duced an exceptionally intelligent
line of major campaigns like Walker
in the Wastes and Coming Full Circle.
Pagan’s magazine for CoC enthu-
siasts, The Unspeakable Oath, is
superb. Pagan also sells—believe it
or dont—stuffed Cthulhu plush
dolls, Papa (with wings) for $28
and Baby (without) for $20. (For
more information on Pagan Pub-
lishing see the “Getting Into
Cthulhu” sidebar.

Startlingly and happily, Chao-
sium’s Call of Cthulhu line shows a
mordant sense of humor. The two
Blood Brothers scenario collections
bring the CoC rules into campy,
one-evening adventures based on
classic horror movies in various gen-
res: vampires, werewolves, dino-
rama, detached body parts, killer
dolls and even Mexican wrestling
movies. You even get game statis-
tics for Abbott and Costello! Pop a
bowl of popcorn and have a rous-
ing time.

THE CARD GRME

With the trading card game
craze in full swing in mid-1995,
Chaosium began work on Mythos:
The Call of Cthulhu Collectable Card
Game. Each of two or more players
of this game becomes an investi-
gator with unique skills and a San-
ity value. Investigators travel around
Lovecraft's world in search of allies
and Mythos spells, all the while
struggling to remain sane.

Chaosium partner Charlie
Krank designed Mythos and its first
three boosters simultaneously, pro-
ducing over 400 cards in a single
dark spawning. The basic game,
which is scheduled to debut in
March 96, is sold in
60-card starter
decks that focus
on “Lovecraft
Country” in New
England: Arkham,
Kingsport, Dun-
wich and other
spooky places.

In Mythos: The Call
of Cthulhw CCG,
cool artwork like
this abounds.
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Released with the basic game, the
first expansion, Expeditions of Miska-
tonic U., develops deeper myster-
ies surrounding the same area. It's
sold in 15-card boosters.

A second expansion, Cthulhu
Rising, appears in late April. This
takes players to the sunken (or is
it?) island of R’lyeh in the Pacific,
where Great Cthulhu lies dream-
ing. In late May,
the third expan- —

the Netonar. R Q LL Q
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Horror Releplaying in the Worlds of H.P. Lovecraft

GETTING INTD
CTHULHU. .. (oK)

H. P. Lovecraft's complete fiction has been published in three thick vol-
umes by Arkham House. Try them in this order: The Dunwich Horror and
Others (corrected text 1985), At the Mountains of Madness and Other

Novels (1985) and Dagon and Other

Macabre Tales (1986). Look for them

at specialty bookstores. The hordes of

cheap paperback editions can be uneven,
soif you don't like one, try another.
Looking for a Lovecraft movie or
comic? There are bunches. Looking for a
goodmovie or comic? Hmmm_ Yoy might
start with the first film ever based on
Lovecraft story (in this case, the nove| The
Case of Charles Dexter Ward)- q 1963
Roger Corman quickie culled~get this—
"Edgar Allan Poe’s Haunted Pafgee.” (y's
a strange place, Hollywood is.)

After that, the pickings get dlim You
can get into fistfights with Lovecraft fans
— over whether Stuart Gordon's “Re_prima-

tor” (Empire Pictures, 1985) o any of Sam
Raimi's “Evil Dead” movies (1983, 1985, 1993) bear any resemblance
to the Lovecraft sources they claim. Probably the best film evocation of
HPL s the 1991 HBO made-for-cable movie “Cast a.Deudly Spell,” star-
ring Fred Ward as detective H. Phillip Lovecrufl.'Set Ina1948 [ o Ange-
les where use of magic is common, this fine movie manages to he fyithful
1o Lovecraff without adapting any Mythos story! :

In comics, you can find a lot of pale Mythos ‘I’d“pm"ons in early ‘70
Marvel comics like Journey into Mystery or Warren's (reepy and Eerie. More
recently, Millennium Publications produced severul|’ .Ihr.ee.issue runs of
Mythos comics that gave new meaning fo the ferm limited series”: H.P.
Lovecraft's Cthulhu: The Whisperer in Darkness, (thulhu: The Festival and
a “Re-Animator” adaptation. Ugh. !

Lovecraft's Necronomicon, no matter what anybod_y Tries 1 1] you,
doesn’t exist and never did. He made if up- _Y°U n find Several recent
books published under that title, even induding  couple of gy books by
“Alien” artist H. R. Giger. : 3

For o practical Call of Cthulhu roleplaying campaign, gey g ).
book (fifth ediion, $22), the first Investigator s Companion(S7) .00
Unveiled ($19) and a scenario book such as The Great O/ gpo (S18).
Once you're under way, Masks of Nyar lathotep (51 9.) and Horre, on the
Orient Express (S40) will keep you busy for monih? Urzile(& (ANl thi is avail
able through Chaosium, at 950-A 56th Street, p_"k and, CA 94608, E-mail:
chaosium@aol.com. World Wide Web: www.SIr'U5~‘°':/~|:huosi“m/ chao-
sium.html.) Meanwhile, Mythos 60-;‘;”1 SIS\ e iablin
March—cost $8.95; boosters cost $2.95- ’

Chaosium has also published Daniel Harr's'S Em{d‘?pfdm CGthylpigna
(S11), which covers fiction, poetry, and gaming muPer[:? s

The best CoC material today comes from !’“gl"" S ; 'fh"‘_g (“Plotting
the downfall of humanity since 1990"). Pagan is €550 reuThymg 1S own mas-
sive Cthulhu Mythos bibliography. Look for ISSUZs 0 NEe U"SPeakab/e
Oath, and write for a free catalog (4542 18th Ave. NE#4, Setmle, WA
98105-4232. E-mail: paganpub@aol.com.)-

across the Mid-
dle East and
Europe in a search
for the original ) e
eldritch tome. ",
Lovecraft’s
continuing popu-
larity, in games,
books, bumper
stickers, buttons ‘
(Cthulhu Saves!y,
and other spinoffs,
shows that artistic
success has little to
do with “normality.” Like all early
science fiction and fantasy writers,
HPL wrote not for money or fame,
but because he felt compelled to
create. Today’s career-minded fan-
tasy novelists, with their three-book
contracts and merchandising deals,
sneer at Lovecraft as a hopeless fail-
ure. Yet his weird vision has sur-
vived, and it will last long after
today’s bestsellers fade away. (g

Sandy Peterse:

Allen Varney (a.varney] @genie.com) has writ-
ten five published books, 15 roleplaying supple-
ments and three boord gomes, He wishes he were
as “strange” as H.P. Lovecraft,

~Allen Varney
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The name of the game says it all: Rage. This is not a game
about long-winded Machiavellian scheming and posturing; it’s
a game about tearing someone’s arm off and beating them
to death with it. Fast and furious, Rage develops quickly,
resolves quickly and ends quickly, spilling a great deal of were-
wolf blood in the process.

Playifig Stratagies s

The play of Rage revolves around three types of cards. Char-
acter cards represent the individual members of your pack,
who will happily jump headlong into battle as well as under-
take other actions that will lead their pack to glory. Sept
cards are the resources of the pack and include weapons,
magical items, tactical maneuvers, spiritual powers, politi-
cal votes and other aspects of the werewolves, who collec-
tively call themselves Garou. The combat Fjeck includes all of
the vicious and savage maneuvers that a nine-foot-tall, seven-
hundred-pound blur of claws and fangs might perform. Here
are the Disembowelments, Mangles, Massive Wounds and
Broken Limbs of the game, as well as a couple sneaky “ha ha,
you missed” cards. To keep the game as fast-paced and
active as it is, Sept cards and combat cards are picked from

separate decks.

The More the Merrier

The most important thing to remember when playing Rage
is that it is designed with multiplayer games in mind. Though
it plays fine with two players, four to six players is an optimal
arrangement, giving you a broad base from which to make
alliances and develop rivalries.

This multiplayer nature makes Rage the carnival of carnage
that it is, and a player’s strategy must take this into account.
Any player at the table is both a legitimate target for your
wrath and a potentially valuable asset, so diplomacy can play
as great a role as you wish. Not only is “table talk” allowed,
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Rage openly encourages it! Players stacking their deck with
monstrous combat cards will find themselves either voted into
nothingness or beaten gang-style by everyone else at the table,
0 S atie "”'tﬁﬁl Speed is the Key
B 4 Because the game plays so
; quickly, you can afford to be
fast and loose with your
strategies, and that speed is
something a clever player wl|
take advantage of. The
¢\ redraw phase which begins
- each turn gives each player
the opportunity to refill hjs
hand back up to full size, a5
opposed to drawing only
¥ one card. This is importantl
7 Since you get a full hand of
cards back, you are free tq
00 use them all up as you ge
Wounp _ 15 [§ them. Use gifts with reckisz
abandon. Sneak Attack any,.
thing that looks at yoy
Recruit three Flame Spirjts
| Arm all of your characters ¢,
the teeth. Who cares—yq,|
" get a whole new hang of
cards next turn and you can
do it all again! This is pe._
haps the most difficult of
Rage's nuances to become
accustomed to. Though yq,
Il resources are, of Coursg,
) finite, even more limiteq jg
the time you have toimpja_
ment them. OVerly patigp,
planning is inevitably futjle_

Danace 6|

ons (other than reqenerate)

- o s e .

amace § |

mbatant wells aviay from o Massive

Don’t be squeamish
about using big damage
dealers—they’re well
worth it.




Evenlif you end a/turn with cards in your hand, discard
them. They obviously have not been of use to you thus
far, and there are too many other factors to consider to
plan the biarfect»strategy 12 turns in advance. Trust me:
12 turns in the future is about three games in the future.
Everything that is not immediately used is a burden, and
you are justified in getting rid of those cards like the dead
weight that they are. Five fresh new cards will await you,
hopefully with five fresh opportunities to teach some
painful lessons.

Victory is in the Cards

Immediately following redraw is the regeneration phase, where
the hardy Garou will heal
their wounds. It is important
to note all phases occur
simultaneously between
opponents. This makes for a
lightning-fast game with a
very different strategy from
other card games. Learning
how to adapt to this pace is
one key to victory.

Certain cards—includ-
ing gifts, actions and
events—may be used at
any time. As such, these
cards are the most versa-
tile in both use and playa-
bility. If you are the type to
intricately plot the demise
of fellow players, these are
the best cards for it. Go
ahead and sit on them for
part of the turn. Then, dur-
ing the combat phase,
Sneak Attack that high-
Renown enemy before any-
one else gets the chance.
Nothing causes howls of
agony from others like
stealing a juicy kill out from
under them—along with
those victory points!

Race 3
Gnoere 3
Heaorw §

Reannseares)

 BY JUSTIN ACHILLI

lraining

The equip/ally phase
allows players to recruit allies,
gain equipment and play
enemies. Enemy cards are an
underrated aspect of the

Nothing wrong with
being greedy. Add some
extra victory points to a
kill with a card like

Scourging the Wyrm.

game. When used effectively, enemies will serve two purposes:
provide bonus victory points and function as a buffer zone
between you and your opponents. At their simplest, enemies
are a bit easier to kill than other characters. However, you can
take great advantage of this, because other players know it
too. Don’t hesitate to use big damage cards on behalf of ene-
mies. Once your opponent’s werewolf takes five damage from
Samuel Haight, he'll probably break off combat, putting you
all the closer to your pack leader’s attack (alpha action). At
that point, you'll have some options open: go after that
wounded enemy or go after that wounded werewolf. By all
means, get those enemies out to soften up your opponents!

The moot phase comes fourth. Voting is an extremely
useful facet of playing Rage, and is an immensely effective
method of shutting down rampaging combat gangs. All too
often a player casts aside the moot cards, though moot cards
are an effective and subtle way of garnering victory points.
Other players often overlook votes in the victory pile, as they
are not “kills.” As such, votes can help put a player over the
top when victory points get close and scarce. Also, almost all
votes affect the future course of the game, whether by lim-
iting players’ options or by reducing their characters’ effec-
tiveness outright. Just look at your opponent’s face when you
declare that his toughest character is a Wyrm-tainted Skin-
dancer and must spend the rest of his days as an enemy in
the Hunting Grounds.

Kicking Ass and Taking Numbers

The combat phase is the most decisive and entertaining
phase of Rage. Rumbling deep within the every Garou,
even the most refined Silver Fang, is the rampaging fury of
unbridled rage. Within the game of Rage, every character
has the capacity to dole out (and suffer!) catastrophic dam-
age. Take heed: pick your fights carefully. The key to the
game is your characters; when you run out of them, you
must pack up and go home. If there is any way you can
avoid an unwanted combat, do so, because things will esca-
late and quickly get very ugly.

Cycling through the combat deck is a fine art. Much
like the sept deck, you need combat cards on a here-and-
now basis. Much like the sept deck, combat deck cards
should be trashed if they are not immediately useful. Who
cares if you have an Entrail Rend if you don’t have a char-
acter that can use it? Throw that away! Get some cards
you can use! The combat deck also offers an added bonus:
when you run out of combat cards, you get to reshuffle
and recycle them. This way, you are almost never caught
flat-footed, and can always at least sting someone as they
twist you in half.
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Putting Two and Two Together

Deck building for Rage is best
done in stages. As always, a
concept is very important
when designing your pack,

their resources and their tac-
tics. It is best to know the tack

you will take with your deck
beforehand, in order to flesh

out a bit of its function. Do

you want a pack of Lupus-

bred characters or would you *

tough enough to serve a werewolf his guts on a platter by
themselves. Also, several of them may use gifts, or have high
enough gnosis to equip with cool fetishes. And, since none of
them are fully renowned werewolves, they are skimpy on the
victory points. Even if an opponent manages to kill a Kinfolk
Soldier of Fortune for a measly four victory points, he undoubt-
edly got a shotgun blast full of Silver Ammo in the gullet for
his trouble! For this reason, you can use your allies as “cruise
missiles” very reliably, and your characters will be none the
worse for the wear. And some of them also have valuable non-
combat abilities, like the Kinfolk Veterinarian or the TV Reporter.

Another thing to keep in mind: combat in Rage is a deli-
cate balance of offense and defense. The prime advantage
belongs to high-renown aggressive characters, of course, so

h s
prefer the Kailindo-wielding Glass Walters  Thewrge  Homid either have one of your own or prepare your deck to deal
martial artists? Will you be | ; B without one. Not only should you be able to hand out mas-

using lots of gifts, requiring  ANZIAL K x ey : y . sive damage, but you should be more than able to avoid the

high-gnosis characters? Or are |

you building a weenie pack
of low-renown characters?
What is the renown level of
the game? Theme is proba-

bly the single most important |

heavy-handed blows of your foes. Remember that in com-
bat, discretion is the better part of valor...and survival.

Your First Deck

What follows is a fairly typical deck, constructed from the aver-
age mix of cards that might be found in a starter deck.

aspect of constructing a deck.

Current tournament rules Garou 2 Sneak Aﬂ(l(ks. E
generally set renown levels for Roger Daly (renown 8) 1 Spear of Deceit =
games at 20, allowing up to 20- | h Simon Gentle (renown 6) 2 Staredowns ]
renown worth of characters | rm— Teeth-of-Titanium (renown 6) } Lukg Trlug Form 7
who are competing to amass e ewpSadsolay & moral Quest -

| 20 victory points. Sept- and Sert Deck g-
| combat-deck card minimums | 1 Alias g&mt(ﬂ Cards ~
are 25 and 20, respectively. Also, 1 Cockroach ocks (@)
only three of any given sept card | EE_—_—_—_———— A 1 Crescent Moon % gm(iiy Blows ~‘<:
and two of any combat card are T T R - 1 Exorcism oages
allowed in a deck. Past Lives and 1 Flame Spirit } ?Aljmmg \I;Iﬂriyd f?
’ Realms are excluded in the [ 1 Furmling assive Woun A
interest of fairness. In addition, ] Gutherin? of the Departed 1 Overextended Attack ~
.‘ only one Gaia’s Vengeance may | 1 Insightful Eyes 2 Pack Defenses
; be played per player per game; 1 Jam Technology 1 Rend and Tear
| the same goes for the Dream- 2 Lesser Banishments ] Shlfﬂdmuie
{ speaker Mage. 2 Mother’s Touches 2 So.hd.Blows
Gifts are critical. Certain | Perguusion } 2""9'_"9 mi)und
; gifts will prevent an oppo- | -t 1 Razor Claws urprise Ally
| nent from playing a combat | sk ihpbm - | Remove Gaia's Blessing ZSWIEeS
i card. Use one of these and ' . o 1 Serenity 1 Umbral Escape

follow up by rending his 1 Silver Record
entrails without a second

thought. Play a Lunar Eclipse & Characters are the focus of any pack and should serve as

at a crucial moment and
watch half of the table’s gift-
using abilities vanish into thin
air. (It is important to cackle
with glee whenever you do
something underhanded.)

Allies present another {

resource to be exploited. Not
only can these fellows serve
as your alpha if you're in a bad

situation, many of them are ‘

Pack Derence

What do these cards have |

the least common denominator of the Rage deck. Consider the
different aspects of the character: tribe, auspice, breed, rage,
gnosis and their special ability. Packs built around tribes are
popular, as many cards require that the user be of one in par-
ticular. Let's start with, say, the Glass Walkers, a tribe of afflu-
ent urban werewolves, and build a 20-renown,
tournament-legal deck. Glass Walkers have some great gifts,
and many of them have high gnosis scores; gift-using will be
the focus of the sept deck. They do suffer from relatively low
rage scores, however, so our combat deck should highlight

pack actions, careful blows and defensibility.
Also, every card game player knows the benefits of keep-
ing one’s deck small. The fewer cards you have, the more

likely you are to get the card you need when you need it.

in common? Um, nothing,
: Keeping this in mind, the sept deck should be comprised

of about 25 cards. The combat deck will contain 20 cards.
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Remember, combat cards are reshuffled and re-used once
they are all gone.

The Garou

oStart with the high-gnosis Theurge and Philodox Garou, like
Roger Daly and Simon Gentle.

eAdd the Ahroun Teeth-of-Titanium. He'll open up a few
combat options that the sept deck’s cards should accentuate.

eUse spirit allies, enemies and fetishes that will allow the
characters to deal with combat on their own terms.

«The table-spanning effects of events are useful in any
deck, and actions are great for circumventing normal pro-
cedures. Quests are also devious and subtle methods of sneak-
ing away with victory points.

Gifts

eThe gifts in the deck are geared towards averting or mod-
ifying combat.

eMother’s Touch heals damage.

eSerenity ends those nasty frenzies.

eStaredown ends combats that are too much to handle.

eThe Sneak Attacks are geared towards getting a hold of
enemies early, killing them for victory points.

elLesser Banishment and Remove Gaia’s Blessing work to
cancel the gifts the other players use.

Combat Deck

eThe combat deck should take a defensive stance with
such cards as dodges and blocks.

o Also make use of pack tactics for offense (Hunting Party)
and defense (Shieldmate). _

«Cautious and effective use of damage cards like Body
Blow and Rend and Tear should also play a major role, as
these characters won’t want to hang around long in a fight—
their strikes should be decisive.

Pulling Out The Stops

For comparison, let’s have a look at a killer deck. Assum-
ing we have access to all of the cards in sufficient quantities,
a monster deck is quite workable. Once again this will be a 20-

renown deck.

Twink Deck

Garou 2 Scourging the Wyrms
Golgol Fangs-First (10 renown) 1 Silver Claws
Mamu (10 renown) 2 Sneak Attacks
2 Spirit of the Frays
Sept Deck 2 True Fears
1 Beastmind
1 Deranged Mokolé Combat Deck
2 Distractions 2 Body Blows
1 Fang Dagger 3 2 Dodges
1 Fang Necklace of Fenris 2 Entrail Rends
1 Fenris 1 Evasion
1 Fenris Bite 1 Eyes Gouged
1 Grand Knaive 2 Frenzies
1 Griffin 2 Mangles
1 Mokolé Hide 2 Massive Wounds
1 Pentex Refinery 2 Rend and Tears
2 Razor Claws 2 Spine Crusheds
1 Samuel Haight 1 Umbral Escape
1 Scream of Gaia 1 Vital Blow

Garou

eGolgol Fangs-First and Mamu are two of the toughest
characters in the game.

eBoth are Ahrouns (warriors), and both will have gifts and
other options open to them for a quick and bloody fight.

*Both are also 10-renown characters.

Gifts

*The gifts in the sept deck are all geared towards making
combat end in this pack'’s favor.

eSome of them, like Distractions, keep opponents
from hitting.

*Razor Claws give damage bonuses to the combat cards

.-.. :«,';-—F’-“-«l;&—..-—lw’_m

played by the pack.

eSpirit of the Fray allows
the character to strike and
possibly kill their oppo-
nents before their oppo- |
nent’s shot lands.

*The high-renown ene-
mies, like Fenris, are good for
victory points: they are tough
foes and other players might
not want to take them on.

Combat Cards

*The high-rage charac-
ters in the pack make it pos- 5
sible to go hog-wild with
combat cards.

*The above high-damage
cards, like Entrail Rend and §
Massive Wounds, make for
quick and easy kills.

eThere are also a few
handy defensive cards
(Evasion, Umbral Escape)
just in case someone
sneaky gives your charac-
ters more than they can
handle. Not likely with
these two, though.

Tails Between Their Legs
This rounds out a simple
but effective deck with a firm
premise, as well as a mon-
ster deck with a singular &
goal. Using a strong concept |
when deck building and
intuitive strategy while play-
ing is a formidable combi-
nation in Rage. When
planning and playing, keep [
these in mind. Also, bring a
toothpick...it’ll help get |
those bits of your opponents | Sl
out of your incisors. ) U

| GNpere & 4 egqaveied dumege
L Heaou 3

Justin Achilli is the Rage devel-
oper. He says that werewolves
love Elvis Presley just as much
as you do, baby.

shouldn’t have any kind
of Mokolé, but just in

case, Umbral Escape pro-
vides the cheap way out.
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Destini Productions Presents:

THE MEET YoUR DESTINT €ONTEST

Those boys over at Destini Productions The Gathering and their very own Flights of
have heen busy as little beavers cranking ~ Fantasy. If you can get into the same imag-
out imaginative drawings for prints, lithos inative mode, you just might meet your Des-
and card games like Middle-earth, Magic: ~tini in the form of some great original art.

PR 7ZE'S: Randomly selected winners who get the message could receive:

Grand Prize (1): One reader will receive
the original painfing “Drogah’s Hunger” by Ed Beard Jr. in o

custom hardwood frame along with a cerfificate verifying the
painting to be the original, a box of Flights of Fantasy game

;E'irst Prize (1): 0ne reader will receive the orig-
inal painting “Helm of False Alliance” by Ron Rouselle Il in
custom hardwood frame along with a certificate verifying the

Bits o) il painting to be the original, a box of Flights of Fantasy game
cards and an Eternal Quest #1 portfolio with a signed-ond-  cqrd and an Frernal Quest#1 portfolio with signed-and-num-

numbered cerfificate from Ed Beard Jr. and Ron Rouselle 1. bered cerificate from Ed Beard Jr. and Ron Rouselle Il

60 Bt 0 U E S T Please Note: frames shown here ore for display purposes only. Your custom wood frame will probably look nothing this!



How to Play

It's a breeze. Just fill in the blanks in the following semi-complete sentence to find the hid-
den message. Where do you get the letters? Why from the fitles of these three nifty pieces of
Destini Productions art, nach. Use letters from “Drogah’s Hunger,” “Helm of False Alliance” and

“King Ogden Loven” to complete this sentence:

dW i

YoUR LELAL DESTINY

No purchase necessary. Contest s open o anyone except employees of Wizard Press, Destini Productions, their immediate fam-
flies or...or...geez, we've run out of funny things fo stick in the legel text. What a downer. Print your name, date of birth, address,
(ty, state, zip and telephone number vith area code on the official entry form or a 3-by-5 inch index card and include your
message. Enter as many times as you like. Mail each entry seporately to: Destini Contest, ¢/o Wizard Press, P.0. Box 118,
Congers, NY 10920-0118. No mechanical reproductions of completed forms are accepted but you can photocopy the entry
form before filling it out if you don't want fo mess up your magazine. All entries become property of Wizard Press and none
will be returned. All taxes (federal, state and local, if any) will be the responsibility of the prize winners. No cash equivalent
or subsitute prizes will be offered. Prizes are awarded in the names of the contest winners and are not transferable. Offer

E
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Second Prize (1) 0ne ffiflder will receive o
a matted “King Ogden Loven” limited-edition lithograph, ¢ ©
box of Flights of Fantasy game cords and an Eternal Quest =
#1 portolio with o S;gned_(md-numbered certificate from =
B8

£d Beard Jr. and Ron Rouselle II.
This month’s contest is sponsoreq °
by Destini Productions, and we
think they're real swell.

vV Offi

U e

QS 1T
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void where prohibited, regulated or restricted by law in o manner inconsistent with the purposes and rules hereof. Why'd you
bother reading through all this crap to find the second joke? We've already told you the humor-well's dry. Now beat it! All
entries must be received at contest headquarters by March 31, 1996. Wizard Press is not responsible for lost, late, misdirected
or mutilated entries. 0dds of winning will be determined by the number of valid entries received prior to the closing date of
the contest. Prize winners will be selected by random drawing among all properly completed entries by Wizard Press. Draw-
ing will take place on April 15, 1996.

For a list of winners, available after April 15, 1996, send a self-cddressed stamped envelope to: Destini Winners, /o
Wizard Press, P.0. Box 118, Congers, NY 10920-0118.

Fill this sucker out, put it an envelope and send to:

Meet your
Destini Contest

¢/o Wizard Press, P.0. Box 118, Congers, NY 10920-0118
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i Deadline is March 31, 1996
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: Name: »
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1

I
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i

1
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Meet cartoonist

Name: Phil Foglio [Foe-glee-oh]
Birth: May 1, 1956, in Mt. Vernon,

New York

Occupation: Staff arfist for TSR
Base of Operations: Sctile,
Wash., on the Prime Material Plane
Career Highlights: Hugo Award
for Best Amateur Artist (twice); “What's New”
cartoon strip; writer and artist of XXXenophile;
Magic cards (including Anarchy, Mirror Universe

and Mishra’s Factory)

By Marty Stever

w “*«:\e\u -

.

Above: Phil Foglio. Left: Cover o Bureau 13 role-playing game.

way Phil Foglio’s did. The jovial gentleman cartoonist’s

career began when he began sending funny little doodles,
cartoons and gag illustrations to science fiction fanzines. A prodi-
gious output of illustration while in art school led to two Hugo
Awards, given for excellence in the science fiction and fantasy
genres.

“I'm basically lazy,” confessed Foglio. “I was riding on a New
York subway when | realized it was a lot of work doing single
panels for $25 a pop when | could be getting $100 for doing full
pages, which seemed like just a little bit more effort for four times
the money. Thanks to the brilliance of [editor] Kim Mohan, these
full pages appeared in Dragon as ‘What's New.” ” First scheduled
as a one-time feature, "“What's New,” a series of cartoons having
fun at roleplaying’s expense, became a gaming staple in the early
'80s. Those early "What's New" appearances have been reprinted

Everybody doodles, but few doodles create a career the



in two volumes, and “What's New” has
even been revived in the pages of The
Duelist to have some fun with collectible
card gamers.

Foglio’s off-the-wall sense of humor
found outlet in the world of comic books.
Starting with Myth Adventures from Warp,
he’s become well known for his wacky
cartoon-style presentation, clever illus-
trations and whimsicaly writings. Cur-
rently Foglio’s XXXenophile and Buck Godot
are coming out on an regularly irregular
schedule from Palliard Press.

Foglio and his wife Kaja (yes, also of
Magic fame) both knew people working at
Wizards of the Coast in the company’s
“early days.” WotC's then-art director Jes-
per Myrfors asked Kaja to illustrate some
Magic cards, which brought both Kaja and
Phil into the Magic spotlight; now Foglio’s
a stockholder in Wizards of the Coast. “I
don’t really play a lot of Magic,” confessed
Foglio, “but Kaja and | have many friends
working at WotC, and | really enjoy pok-
ing fun at them with ‘What’s New.” ”

Currently Foglio is working on a col-
lectible card game of his own. “I did a
gag cover for XXXenophile featuring cards
from a then completely fictitious, humor-
ous, adults-only card game. Well, the
cover got a lot of people asking me when
the game was coming out, so now we're
working on the real thing.” Foglio has
started his own company, Slag-Blah Enter-
“tainment, to publish the 270-card game.

(P
“0hNo! There goes Tokyo!” »from XXXenophile

Favorite work of your own...

“Oh No! There goes Tokyo!” cover from XXXenophile #1.
It's sexy. It's funny. It's my best one-panel to date, and it
sums up everything we're trying to do with the comic.

Favorite work by someone else...
“Starry, Starry Night” by Vincent Van Gogh. What can
I say, it's beautiful.

Person you’d most like to meet...
Thomas Jefferson, a man educated on many subjects
and master of most of them.

What de you collect...
Ray guns and primitive masks.

What kind of Mfiyic deck de you play...
Pure white, but it’s not a white weenie.

Last Good Book Read...
“Mother of Storms” by John Barnes.

What do you deo for grins and giggles...

Read, garden, play computer games, watch movies,
go out to restaurants and enjoy Seattle weather. Notice the
George Hamilton-like tan.

Favorite TV show...
“Tales of the Gold Monkey.” Can you tell | don’t watch
a lot of TV?

Favorite computer games...
Doom, Myst, SimCity 2000 and Spaceward Ho! | use a
Mac, so the game selection is somewhat limited.

Favorite late night munchie...
Hostess Suzie Q’s.

What kind of D&D character would you be...
Smart-alec NPC.

Faverite fantasy character...
The Humbug in Phantom Tollbooth. [children’s book
by Norton Juster].

What's next from the mad mind of Phil
Foglio...

XXXenophile: The Trading Card Game which is due out
in June.

If you were an all-powerful wizard, wheat
would you de with your powers...
Try to make everyone happy. &9
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IF ONE MORE &
Y GEEKY MAGIC PUNK
TRIES TO TAP
\ MY MANA, ILL
N PANTS HIM.




Photo Everett Collection. Mogic The Gathering™ & © Wizards of the Coast. Wizards of the Coxs! s o registered trademark. Some ertwork protected by edditional copyrights.
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The regular InQuest column “Killer
Decks” has received mixed reviews. Some
people like the idea of seeing pre-made
decks; others complain that they don’t
like the deck ideas, or that they don’t have
the cards to make the decks. So what’s
the best way to make a killer deck if you
don't already own four of every Magic
card? Simple: come up with your own!
But wait, anybody can come up with a
deck...so how do you make it “killer”?

Gaining a Sense of Purpose

The first and most important step in
building a killer deck is picking a theme.
Before you start throwing all the power
cards into your deck, you'll need to decide
how you want to beat your opponent.

There are several themes out
there you can go with—discard,
land destruction, weenies, big crea-
tures. You also might want to come
up with a theme of your own. The
best way to do this is to pick one or
two specific cards you want to base
your deck around. However, you
should almost never base your deck
on two-or-more card combos or
restricted cards.

The reason you don’t want
your deck theme to be a specific
card combination is simple—
there’s a good chance that during
a tournament you won’t pull the
combo. It's one thing to have
some good combos in your deck,
put if your deck relies on them,

ou're in for a hard time.

It’s for this same reason that you don’t
want your deck theme to revolve around a
restricted card like Balance or Mind Twist.
Since you can only have one of a restricted
card in your deck, you're sure to have games
where you never draw the card you need.

Quantity and Quality
This leads to the second rule of build-

Il

ing a killer deck: use four of everything
that matters! Any deck built with some
thought can pull off a crushing combo
that annihilates your opponent—but if
that only happens once every 100 games,
it’s not that reliable. A good killer deck
wins often because its consistent.

There are two ways to have a consis-
tent deck. Keep your deck as close to the
60-card minimum as possible, and use
four of any card that you consider neces-
sary to the deck. For example, if your deck
relies on Armageddon to beat your oppo-
nent, make sure you put four in. If an
Armageddon will only help you win every
now and then, you can afford to go with
only one or two.

% No matter how good your
deck theme is, if it isn’t
fast or highly defensive, it
isn’t going to win. That
Polar Kraken may be
more than your opponent
can handle, but while
yow’re waiting for your
11th land, your opponent
will probably rip you

to shreds.”

Setting up For the Kill
With the first two rules in mind, let's
take a look at how to put together a killer
deck | came up with. In keeping with the
times, | made a Type Il-legal tournament
k—s0 NO MOXES, multi-lands gr other
_of-print stuff to worry about.
heﬂg’o?ur;;ftﬁeme | decided to pick one
card to start with, and then work my way
up from there. Jokulhaups, the red sorcery
from lce Age that crushes e"erythlng
but enchantments, is an incredibly
powerful but underused card. It can
reduce your opponent Fo nothing
and set you up for the Kkill.

dec

y

Right off the bat, | put four Jokulhaups
in the deck. Of course, if you decide to
base your deck around a theme rather
than a specific card, you should have at
least 12 cards that contribute to your
theme. For example, if you're playing a
permission/counter deck, you should have
at least a dozen counterspells (Counter-
spells, Power Sinks, Spell Blasts, etc.).

The next two things you need to con-
sider are how you will damage your oppo-
nent and how you will deal with your
opponent’s cards.

Dealing with permanents doesn’t
seem too hard for a deck with four Jokul-
haups—except for one small problem.
As powerful as Jokulhaups is, it can’t do
jack about enchantments, and cards like
Land Tax could cause some seri-
ous problems.

There are basically three ways
you can knock out enchantments:
white (Disenchant), green (Tran-
quility and Essence Filter) and
Nevinyrral’s Disk. Destroying every-
thing with Nevinyrral’s Disk seemed
kind of redundant, so I narrowed it
down to green or white. The ques-
tion now is which color do you
pick? If you've got a couple of
options and aren’t sure which to
choose, try figuring out how your
deck is going to deal damage.

The best thing about Jokul-
haups is that it leaves the board
empty, but this doesn’t do any
damage to your opponent—it just
slows him down. However, if you save
enough mana, you can throw down a
creature or other permanent after every-
thing gets wiped away, and victory will
be yours in no time.

As far as creatures go, both green and
white have some nasty ones. Erhnam Djinn
is a 4/5 creature for four mana, and if played
right after Jokulhaups, the fact that it gives
forestwalk isn’t going to make a heck of a
lot of a difference. Serra Angels are also
really tough, but they’re more expensive to
cast, so | decided to go with green.

The Erhnams are obviously key to the
deck, so | put in four, but that’s still not

How to build a
killer Magic
deck in nine
easy steps .......
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enlough damage. Unless you're playing a
Millstone deck or something similar, a
good killer deck should have at feast 16
sources of damage. These can include
creatures, artifacts and enchantments, as
well as direct damage.

For one piddly
mana, Black Vise is the
one of the best (if not
cheesiest) sources of
damage. A first-turn
Vise is good for at
least three points of
damage, and more if
your opponent’s deck
can’t deal with it. With
this deck, you can
hang on to one until
You cast Jokulhaups,
and then slam down a
Vise to pin your oppo- -y
nent down.

Of course, even
cards as good as the
Vise aren’t no-brain-
ers. If your deck
theme is discard, it's probably not worth
using Vises. Always think about how your
damage dealers will work in your deck. If
they work contrary to your theme, there’s
probably something better out there.

In this deck, Vises happen to work
well with the theme, so it's worth putting
in four. That brings the total of damage
dealers up to eight—still not nearly
enough. Fortunately, red and green are
not short on spells and creatures that
Cause damage.

Fireballs and Lightning Bolts can crush
creatures as well as your opponent, and
Storm Seeker can be devastating in this
deck, especially if your opponent’s been
saving up on lands for when you play
Jokulhaups. Four Fireballs and four Light-
ning Bolts were obvious, but four Storm
Seekers seemed like too much.

In cases where you're not too sure
how many to put in, two is a safe num-
ber. If you find that the card is very use-
fulin your deck, you can add two more.
If you don’t cast it that often, you can
cut the number down to one or none.
Experimenting is one of the most impor-
tant deck-building processes.

ErfinamDjinn

Gentlemen, Start Your Engines!

The third factor in building a killer deck
is speed. No matter how good your deck
theme is, if it isn’t fast or highly defensive,
it isn’t going to win. That Polar Kraken
may be more than your opponent can
handle, but while you're waiting for your
11th land, your opponent will probably
rip you to shreds.
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Erhnam Djinn, one of the most
powerful creatures in the game

The biggest problem with Jokulhaups
is itts casting cost. Six mana is never cheap,
especially when your opponent is also try-
ing to kill you as fast as possible. Before
even trying the deck, | knew right away
that it was going to
need some way of
generating fast mana
| to get those Jokul-
| haups out when |
‘ needed them.

Mana Vaults and
Orcish Lumberjacks

| could both give me a

' three-mana jump on
casting Jokulhaups,

| and even better, they

: both cost only one
mana to play, so it
was worth putting in
four of each.

Of course, these
cards aren’t right for
every deck. Lumber-
jacks only work in
green/red decks, and

if you don’t have enough mana to untap
a Mana Vault, it can end up hurting more
than helping you. The Vaults work well in
this deck because the Jokulhaups destroys
them after they’ve been used.

Black has Dark Rituals for speed, and
green has elves and birds, but there’s not
much in the other colors. As mentioned
before, one way to increase the speed of
your deck is by
putting in lots of
cheap spells. Look at
the falcon Killer Deck
fromissue #10 (“Up,
Up, and Away!”,
page 24)—it’s blue
and white, but all the
cheap creatures (fal-
cons and sprites)
make it a fast and
effective deck.

The best test of
speed for a deck is
how it will fare
against a Black Vise.
Just about every Type
Il tournament deck
uses these suckers, so
it’s best to be pre-
pared. If you can’t
knock your hand size
down to four in a
couple of turns,
you're probably in for
a quick exit. It's okay
to have a couple of
expensive spells—just
make sure you've got

enough cheap ones to balance it out.

Filling in the Gaps
Once you’ve got card destruction,

damage dealers and speed taken care of,
all that's left is tying up a few loose ends.
First, you'll need to see how your deck
works at preventing damage or gaining
life. If you’re using blue or white, coun-
terspells and circles of protection will do
the trick, but if you’re not using these
colors, there’s not much available.

Fortunately, there are a couple of arti-
facts that give life at a very cheap cost—
namely, Ivory Tower and Zuran Orb.
These are two cards | put in just about
every deck, and with good reason. Even if
you're playing a very fast deck, a first-turn
Tower can net you a couple of points of
life, and it’s a great target for your oppo-
nent’s artifact hosers.

For zero mana, the Zuran Orb is a no-
brainer. No matter what anyone says, there
is no deck that can’t benefit from being
able to sacrifice a land for two life when-
ever you want.

Speaking of the Tower and the Orb,
cards that are restricted are almost always
worth putting into a killer deck if you've
got the right colors. Balance, Mind Twist
and Recall are among the most powerful
cards in their color, so you should always
find room for them.

Feldon’s Cane is another very useful
restricted card that can fit into any deck.

fecipe for Success

1. Choose a theme. Bring to a slow boil.

2. Add a healthy dose of permanent crush-
ers. Stir until moist.

3. Gradually mix in at least 15 parts dam-
age dealers. Let simmer.

4. Pour in the appropriate speed
enhancers to give your deck some spice.
5. Coat with damage prevention or life
gaining and let stand.

6. Sprinkle in a few tasty spells and
restricted cards.

7. Add 24 parts mana sources.

8. Season to taste, trimming off
unwanted residue.

9. Serve to your opponent au gratin with

a fresh plate of cheese.
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Our readers have been begging us to create a Shows &
Conventions section in InQuest—and as demanding as
they may be, we still like to give them what they want.

These game hupgry readers are seeking refuge in your
events—so letus send you our sick...our poor...our hud-
dled masses.'See, by placing your listing in InQuesteach
month, you’ll be reaching thousands of ultra-active
gamers easily and affordably. And that’s what you want.

To take advantage of what this
new section has to offer, contact:
Karen Evora

Specials Sections Acct. Mgr.

Full Page, Inc. ' i
151 Wells Avenue, Congers NY 10920
PH: 914.268.3907 FX:914.268.5386

 DEAR SHOW & CONVENTION ADVERTISERS, |

| We're looking forward to seeing you here soon. W
r“v»

NEW YORK

MARCH 2, NEW YORK

NY Magic XV Magic: The Gathering Tournament and Convention, The New Yorker
Hotel, 34th Street & 8th Avenue, $14 admission in advance/$17 at the door (rip
out this ad and bring it to the show and receive $2 off admission af the door),
doors open at 9 am. $1,000 CASH grand prize, huge dealers room. Over 20
tournaments held throughout the day including Type |, Type I, Black Lotus,
Sealed Deck, Grand Melee, Two-Headed Giant, Under 16 and King of the Hill.
For more information contact Glen @ 212-633-1288. Mail pre-regisiration unfil
Feb. 23rd to: NY Magic, 291 Seventh Avenue, 9th Floor, New York, NY 10001.
E-mail: nymagic@expressways.com.

NORTHCAROLIN A

MAY 10-12, CHARLOTTE

Roc of Age's ‘96 a Comic Fantasy Fair, Sheraton Airport Plaza, corner of -85 and
Billy Graham Pkwy., 80 tables @ $150 each, $15 admission until March Tst,
children under 12 are free, Friday: 12 noon-8 pm, Saturday: 10 am-8 pm,
Sunday: 10 am-6 pm. Guests include: James Doohan (Scotty of Star Trek),
Barbara Leigh (original Vampirella), Boris Vallejo and Julie Bell (Hyborian Gates),
Roy Thomas (Marvel Comics), Juckson Guice (Superman, X-Men), Al Simmons
(Spawn), Doug Bradley (Pinhead) and Steve Jackson (game designer). MAGIC: THE
GATHERING artists include: Ron Spencer, Jeff Menges and Randy Gallegos. There’s
a costume contest and a dance. MAGIC: THE GATHERING TOURNAMENT's 1st prize
is $1,000 in CASH!! Contact: Roc of Ages @ 407-344-3010 or 803-547-3995, or
http:/www.vnet.net/Roc of Ages/homepage.html

HOMEWORK
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WIzA*

* STAY IN SCHOOL °

wi1ZARTD MECAR GRS Z RN E

The voice of the comic book industry: fans, collectors, artists,
writers, publishers, distributors and store owners turn to Wizard for
the inside track!

New York’s #1 Magic Source

NEUTRAL

QR@UND

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

| Open 7 days a week - Noon until ?7?? §
All major credit cards accepted

We buy and sell single Magic cards
We also carry single cards for Shadowfist,
Wildstorms, Overpower, Jyhad, and others.

291 7th Avenue, 9th floor
(between 26th & 27th Streets)
New York, NY 10001-6009
tel (212) 633-1288

Webpage - http:/)WwW,nground.com

Call us about upcoming NY and NJ tournaments




It lets you have another crack at drawing
restricted cards you've already used, and
it may save you from a defensive deck that
tries to run you out of cards.

The Duelists” Convocation restricted
these cards for a reason—they’re power-
full If you want your deck to really be killer,
put in those cards that too many people
found a way to abuse.

Mmm...More Filling

By now you should be pretty close to
finishing your deck, but you’re not done
yet. A good killer deck
should have at least 12
cards that serve pretty
much the same func-
tion. For example, a
land destruction deck
should have at least a
dozen land-crushing
spells. If your deck
theme already gives
you 12 spells, no prob-
lem. But what if you've
picked a single card as
your theme?

In this case, you
should have a sec-
ondary theme. The
secondary theme is
usually as simple as
weenie creatures, big creatures or direct
damage, but it can be something more
specific like artifacts if you’re playing an
artifact deck.

My Jokulhaups deck already had 10
direct damage spells (four Fireballs, four
Lightning Bolts and two Storm Seekers),
so direct damage seemed like the best
secondary theme. Incinerate is a good
damage spell if you've
already loaded up on
Lightning Bolts, so |
added two to bring
my direct damage
total up to 12.

Killer Deck

It’s Not the Size
that Counts...
Or Is It?

At this point, you
should be closing in on
enough cards for your
deck, which brings us
to one of the most
important parts of the
deck-building process:
deck size. How big
should your deck be,
and how many lands
should it have?

The ideal number of cards your deck
should have is 60—the Duelists’ Convo-
cation’s minimum. It’s okay to go a little

68 1w Q U E 5T

The essential card in Jeff’s

The Orcish Lumberjack: quick
mana in creafure form

bit above that, but anything more than
65 or 66 will dilute your deck too much.

What about land? In a 60-card deck,
you should usually have 24 permanent
sources of mana. A source of mana is any
permanent which can give you mana every
turn without some great penalty.

For example, even though it costs two
mana to play, a Fellvvar Stone can be con-
sidered a permanent source of mana,
because once it’s out, it's just about as reli-
able as a land.

On the other hand, a Mana Vault is
not a permanent source
of mana because after
you've used it once, you
need to pay four mana
to use it again. Mana
critters like Llanowar
Elves and Birds of Par-
adise should not be
counted as permanent
sources of mana either
because they’re easy to
kill and cost colored
mana to get out.

Trimming the Fat
Once you’ve got
your mana sources set
you should be pretty
close to 60 cards. If
you're over, try shaving off a few cards. If
you've got four Lightning Bolts and four
Incinerates, you can probably afford to
cut down to two or three Incinerates. Just
don’t take out anything that's vital to your
deck. If you feel like your deck has to be
over 60 cards, add mana sources on a one-
mana-to-two-card ratio. This should bring
your deck size to the upper limit, 66.

If you've got all your
damage dealers, per-
manent crushers and life
gainers set and you're
still under 60, there are
plenty of general-use
cards you can slip in.
Card drawing devices
like Jalum Tome, Greed
and Sylvan Library are
always useful, and funky
cards like Jester’s Cap,
lcy Manipulator and
Land Tax will only make
your deck better.

Finally, | almost
always top off my killer
decks with a couple of
Strip Mines. You never
know when you're going
to run into annoying lands, especially if your
opponent is using cards like Maze of Ith or
Mishra’s Factories

The coolest thing about Strip Mines

Jokul-Whomp!

Permanent Crushers
4 Jokulhaups
1 Tranquility

Damage Dealers
4 Black Vises

4 Erhnam Djinns

4 Fireballs

2 Incinerates

4 Lightning Bolts

2 Storm Seekers

Speed Enhancers
4 Mana Vaults

4 Orcish Lumberjacks
1 Sylvan Library

Life Gainers
1 Ivory Tower
1 Zuran Orb

Mana Producers
15 Mountains

9 Forests

3 Strip Mines

is that they fall into their own little deck-
building category. They’re not perma-
nent mana sources because their purpose
is not to stick around too long, and they’re
not spells because they don’t cost any-
thing to cast. When | get up to 60 cards,
I usually throw in three or four Strip Mines
to finish it off.

Rome Wasn’t Built in a Day

And the last step in building a killer
deck? Practice, practice, practice! There
are plenty of ways of testing out a deck—
dealing out a hand and seeing how many
turns it takes to beat a phantom oppo-
nent, playing against another one of your
decks, etc.

Of course, the best way is to play against
other people. The more you use your deck,
the more you’ll know which cards are really
helping it and which cards are just slowing
it down.

Remember, the deck-building process
never ends. You never know when new
cards are going to come your way, or
when you'll fall upon a cool combo you
never noticed before. Keep your deck fresh
without changing it too much, and you'll
have a winner in no time. @

Jeff Hannes’ new book is called “Cooking with Cardboard.”
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WIZARD WORLD is INQuesT's new America Online
area. Designed with gamers in mind, this area has tons
of great stuff, including contests, price guides, forums,
and chat areas. There’s even a plac_e to traqe Magaic:
THE GATHERING cards. Want to check |t‘ out? Sign on to

merica Online and use the keyword “Wizarp.” Or call
800-754-4400 for network access.

' ST ™ Wizard Press.
Press. WIZARD: THE GUIDE TO COMICS & WIZARD ® and INQUE
?“:::;xvg;ﬁNE is a registered service mark of America Online, Inc. MAGIC: THE GATHERING™ Wizards of the Coast. MS/SB
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By Beth Moursund

“God, they look gorgeous!”
exclaims artist Jean Martin, bending
over Mayfair's new Fantasy Adventures
cards. For the past two days, Martin
and a slew of other Mayfair reps have
been working with the Yaquinto Print-
ing Company round the clock, stag-
gering in for press checks every few
hours to examine the first prints of
Mayfair's new collectible card game,
signing off only when everything is as
close to perfect as possible.

Unlike most CCGs, Fantasy Adven-
tures has five separate sheets of cards
to print: common, uncommon, rare
and ultra-rare sheets for the randomly
sorted booster packs, plus another
starter-deck sheet con-
sisting of a set 100
cards. The card backs
come in two different
colors (yellow for
heroes and blue for
encounters), and
although the color is
computer-controlled,
the rows of cards
sometimes have to be
adjusted individually for
lighter or darker tones.

After color adjust-
ments, it takes some 60
to 100 sheets before
the ink works its way fully into the press.
The less-than-perfect copies, called
“make-readies,” will eventually be
shredded...but not until they’ve been
reused as much as possible for the test
runs of each step.

70 ., Q U E S T
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From paper to packaging, InQuesttakes a look at
how the new Fantasy Ad

Ventures cards are printed

1. Pre-press

The story starts when film o
cards arrive at the factory from Mayfair
This film, which looks similar t black.
and-white negatives, is the enq result
of almost a year of de\“ﬂopment,
playtesting, art collection, design, ejt.
ing and layout...but it’s just the begin-
ning for the printing company,

First, a specialist called a litho-
graphic stripper, peering through a
magnifying glass called a loupe and
making tiny adjustments, lays the film
out on large sheets of clear plastic.
Everything must be precisely aligned,
down to almost microscopic detail.
The images on each of the four color

plates used must match perfectly or
else you'll end up with the “coloring
outside the lines” effect.

To make life more complicated,
some of the cards on the initial films
had errors, so replacements had to be



patched in. (These cards are so com-
plicated, they’re right at the edge of
what the computer that makes the
films can handle. Sometimes it just
gives up and leaves out a piece. Sev-
eral Fantasy Adventures cards had
bits eaten that way.)

Once everything is assembled,
they’re taken to a “plate burner.”
This device shines ultraviolet light
through the negatives onto the
printing plate, a large sheet of alu-
minum coated with a UV-sensitive
layer. Where the film is transparent,
the UV light hits the coating; where
the film is black, the light can’t get
through. This plate is then devel-
oped almost like a photograph. The
end result is an aluminum sheet with
100 card images.

2. Paper Preparation
Now that we've got plates, we
need something to print on. Fan-
tasy Adventures uses a special card
stock called “12-point economy
smooth.” It's actually two layers of
paper with a darker layer containing
dye and carbon fibers sandwiched

between them. This makes the cards
stiffer but still flexible for shuffling,
and also keeps you from being able
to see through the card. This qual-
ity of card stock is only manufac-
tured at about three places in the
world, none in the United States.
First, the pressmen load the
1,200-pound stacks of card stock
sheets into a contraption called a
ugkid turner,” a big drum that looks
like a square-mouthed Pac-Man,
The skid turner rotates the whole
stack onto its side, then blows ajr
through the sheets to Se!;)arate and
get rid of any dust or grit betwe?n
m. Then they load the whole pile

the ack end of the press,

into the b
ere a vacuum pump creates

one by one, to little levers which
feed them into the rollers. No
human hands have touched the
actual card stock yet. The surface
must be clean and pristine so the
ink will adhere perfectly.

3. Printing

The press printing Fantasy
Adventures.is an Akiyama Bestech
40 and takes three pressmen to
operate. One loads the card stock,
one makes adjustments and keeps
the ink wells topped up, and one
handles the controls and does qual-
ity checks. There’s none of the tra-
ditional “Kerchunk! Kerchunk!” you
may associate with printing
presses—this sucker goes so fast that
all you hear is a continuous rumble.
When it’s running at full speed, it
can churn out up to 12,000 sheets
per hour (that’s 1,200,000 cards
per hour).

The Bestech is a big monster, a
55-foot long whopper, with a chest-
high walkway running around it for
the pressmen to walk along as they
add ink to the top of each of the six

tower-like printing units. Only four
of the six are being used for this run,
one for each of the four colors of
ink—Dblack, cyan, magenta and yel-
low, in that order—that the Fantasy
Adventure cards use. (The Unlimited
Edition run will add a fifth ink,
another black, overprinting the thin
gold border around the card text.)

Inside each printing unit, the
thick globby ink (almost the con-
sistency of honey) squeezes down,
back and forth between rollers that
break up the pigments, until it ends
up on the roller with the plate from
step one around it. As the plate
turns, the ink only sticks to the parts
of the plate where the coating was

wh ; burned away. Then it rolls against
; th Yy

enough suction R Ehect; another cylinder covered with a rub-

Photography Py David Samg

ber “blanket” which picks up the
ink. As the card stock speeds
through the press it squeezes
between the blanket and a back
cylinder, transferring the ink onto
the cards. Since it's a double-sided
press, both the card fronts and backs
are printed at the same time.

At the end of the sixth tower
the sheet travels through one last
set of rollers where it's sealed with
a special coating. Each card factory
has its own top-secret card-coating
formulas. Yaquinto’s coating for
trading card games is slicker than
their sports card coating, since the
cards need to be easy to shuffle, but
not as slick as casino cards, so it
doesn’t obscure the fine detail of
the art. The coating seals in the ink,
so the sheets don’t need to be set
aside to dry between card printing
and cutting.

The finished sheets stack neatly
on a platform at the front of the
press. Every few minutes, the lead
pressman pulls a sheet and com-
pares the colors to the master
sheet that the Mayfair reps signed

off on, using a cellular telephone-
sized instrument cailed a densit-
ometer whose digital readouts

measure the exact amount of each
color at a point.

4. Slice 'n’ Dice

The Yaquinto cutting/packag-
ing arm is in a separate building, a
few minutes’ drive away. This area
is less tidy than the press room, and
we spotted a few Spellfire, Legend
of the Five Rings and Heresy scraps.
This place keeps busy!

The first stop in this factory is
an L-shaped machine called a “slit-
ter,” which can process 1,400 to
1,700 sheets per hour. A worker
feeds stacks of card sheets into the
business end, where they're picked
up by vacuum suction and guided
into place by little gripping clamps.
Finally they shoot through a set of
spinning wheels. As each sheet skids
out the other side into the corner
of the L it looks unchanged, but
picking one up shows that it's now
a set of one-card-wide strips, held
together only by a thin border of
uncut paper. How'd that happen?

The top set of spinning wheels
are actually razor-sharp disk-shaped
blades. The lower wheels, the size of
dinner plates, are also called
“blades” by the printers, even
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though they’re not sharp, because the cut-
ting takes place when the paper is squeezed
between the two.

After skidding out of the first set of blades,
the newly perforated sheet has a moment
of freedom before it picks up momentum
from a set of rollers mounted at 90 degrees
to the first blades, which fling it down the
other arm of the L into a second set. These
blades, which have no notches, clip the strips
into card-size rectangles which drop onto a
small conveyer belt along the side of the
stripper. Each sheet forms one pile. Workers
pick up the piles, straighten them and pack
them into boxes to carry to the next step.

S. Die-cutting

This step almost has to be seen to be
believed. A worker shoves stacks of rect-
angular cards into a machine, closes a pro-
tective cover and presses a button. With a
high-pitched screech, the machine drives a

“die”—essentially a heavy card-shaped
cookie-cutter—right through all the layers
of cardboard, faster than you can say “no
fingers.” A die can cut two to three million
cards between sharpenings. The finished
cards slide down a runway to waiting work-
ers who pack them into trays. Yaquinto
doesn’t have booster-packing equipment,
so the booster trays are shipped off to
another company. There, machinery will
automatically count off one ultra-rare, two
rare, four uncommon and eight common
cards into each pack and seal the ends. The
starter decks, though, are all packaged by
hand. Workers along an assembly line fold
the boxes; insert cards, dice, and rule books;
and pack them.

6. Security

Since collectible cards are valuable, secu-
rity at the Yaquinto plant is tight. All the
emergency exits have alarms and cameras.

The main entrance is watched by a quard,
and everyone must sign in and out. Ran-
dom checks of purses and pockets dis-
courage anyone from trying to sneak out a
stash of rares.

The make-readies, misprints, miscuts
and other rejects are all loaded into num-
bered, locked bins, which are taken to
another site for shredding. All this is docu-
mented and filmed. No souvenir press
sheets for us from this visit!

And that's it, start to finish. Now you
know how cards are printed. If your teacher
yells at you for reading InQuest in class, tell
her it's educational! If she makes you write
an essay about printing, make sure to crib
from at least three different sources—that
way it's research. @

Beth “BethMo” Moursund is fascinated by factories with big
machinery, but is glad she doesn’t have to work in one.

A look at Fantasy Adventures

Mayfair's latest collectible card game, Fanfasy
Adventures, is based on an old, out-of-print game
called Encounters, which was published in the early
'80s. Each player has two decks, one of heroes,
the other of monsters, spells and arfifas. Every card
has a point value printed on it, and the rules spec-
ify the number of cards and the maximum num-
ber of points for each deck.

The limited run is only five million cards, divided
into roughly 15,000 starter decks and 250,000
boosters. The set consists of 100 ultra-rare, 100
rare, 100 uncommon, 50 booster-only commen, 50
starter-only common and 50 booster-and-starter
common cards, for a fotal of 450. All starter decks
are identical and playable, but tuned decks are
more effective.

The cards are beaufiful. The game elements
take up only a small part of the card face, leav-
ing most of it for artwork—and the artwork is
stunning, rich and detailed, with painings coming
from noted arfists like David Cherry, Jody Lee and
Ruth Thompson. Some is brand new, some has
been previously published. Fantasy and sci-
ence fiction readers will spot a few
familiar pictures from hook covers,
such as the covers off Robert Jor-
dan’s Wheel of Time books
and Mercedes Lackey's
Valdemar novels.
Identifying the
sources could
make a game in

ture—an angel wielding a sword—suspiciously
like that of another well-known game).

The game is fast and easy fo play, but requires
some thought and strategy to play well. To begin,
each player shuffles his heroes and draws 10 cards,
then picks eight of those to play with. There are a
few ways to bring additional heroes into play, but
mostly these eight are all you get. The hero deck
contains 25 cards, so you can't count on getting a
parficular hero.

Once the heroes are set up, players alternate
sending groups of monsters to attack the other
player’s heroes. Strategic decisions for the mon-
ster player include whether to
place the mon-

sters in a lair (allowing the use of fraps) or wan-
dering (for a surprise bonus). The monsters tend
to have an advantage here—for instance, flying
monsters can slip past tough, front-rank heroes o
attack the weaker spellcasters—but some well-
placed spells or arfifacts may tip the balance. You
can give your heroes up fo three artifacts from
your hand at the beginning of the game and after
each urn that you beat up the monsters, but only
one if your heroes flee. At the beginning of each
turn you fill your hand (up to 10 cards on a hero
turn, 12 on a monster turn).

The game lasts unfil all but one player's.
heroes are wiped out, or until each player has
fended off four attacks. If more than one
player survives, the player with
the highest total point
value of heroes
plus arfifacts
in play wins.
— Beth Moursund

itself. Also, the card
names and fext are full
of subtle references and in-
| iokes (such as the card
Sarah’s Sister with a pic-

Based on early ‘80s game
Encounters, Mayfair’s
new Fantasy Adventures
€CG should be on a shelf
near you soon.
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+@: Flip Chaos Orb onto the
playing area from a height of at
least one foot. Chaos Orb must
turn completely over at least once

. or it is discarded with no effect.

' When Chaos Orb lands, any cards

| in play that it touches are

| destroyed, as is Chaos Orb.

Hius, @ Maris Tedin

, InQuest gives Magic players the edge, wi_th winning
strategies, tips, and Killer Decks™ every issue. Now
InQuest goes one step further, providing every reader
with the most feared card in the game: Chaos Orb!

*THE CHAOS ORB INCLUDED (S ABOUT 6”x 9", SO EXPECT SOME TROUBLE SHUFFLING.

©1995 Wizard Press. INQUEST logotype, nQuest: The Guide to Collec(\blefavad Gadmcsf e:’n: Zf:i(, D;csks
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Traokmg trends in the

card game market

m Middle-eﬁrth: The Wizards is
quickly dimbing to the top of
the (CG lodder.

B Alternate Universe, Star Trek’s
latest sef, has brought the

game back to the forefront.

i By Dan Albaugh

How was your 19957 Ask that question
to retailers and most will tell you ‘95 was a
good year for business. Magic releases
included Ice Age, Chronicles and Homelands,
and sales for these releases enjoyed varying
degrees of success. What do retailers across
the country predict for 19967

Barry Smith of Cards-Coins-Comics in
Monroe, La., has high hopes for the new
year. “Thanks to healthy sales of Stars Wars
and Star Trek: Alternate Universe, 1996 is
already off to an excellent start.”

Smith believes the influx of new CCGs
will continue and that most will be able to
carve out only the smallest of collecting
niches. “Affordability is a big factor,” says
Smith. “There’s a ton of CCGs, forcing
gamers to be selective in what they buy.
Plus, in order to truly enjoy a CCG, you need
to convince a friend to buy the game. Throw
in the time factor too. It takes valuable time
to learn and play the game. That keeps
many gamers from making a purchase.”

“I'm anticipating a good 1996," reports
Steven West of Collectors Choice in Athens,
Tenn. “I've been pleased with the sales of
Star Wars, Star Trek: Alternate Universe and
Middle-earth: The Wizards. In the past |
expected to do well with Magic, and any-
thing else that sold well was a bonus. Per-
haps 1996 will be the year when another
CCG becomes a consistent moneymaker.”

Eric Nelson of Coastside Comics in Paci-
fica, Calif., offers these thoughts on trends
for 1996. “Nothing will replace Magic as
No. 1, but | believe that more than ever
before, new CCGs will generate a larger fol-
lowing. I’'m currently selling the heck out
of Red Zone. I’'m also big on CCGs that are
based on an existing product. For example,
Middle-earth is based on the works of |.R.R.
Tolkien. A built-in collector base already
exists for CCGs like that. Star Wars and Star
Trek fit into that mold.”

Homelands Prices Still Falling
This month’s InQuest Price Guide reflects

an across-the-board drop in prices for Magic:
Homelands, with few exceptions. Demand
for Homelands cards has lessened and, as a
result, retailers have lowered prices. Is this
cause for alarm? Not at all.

Unlike Ice Age, the 140-card Homelands
is a small set. In most stores, packs were
readily available at an affordable $1.75 to
$2. Gamers easily found the cards they
wanted. As with any collectible, when the
supply meets the demand, prices either sta-
bilize or drop.

Retailers view this with mixed emotions.
With Homelands, sales went from hot to
steady to slow in a relatively short period
of time. Perhaps Eric Nelson of Coastside
Comics puts it best when he says, “There
were a lot of headaches involved with
gamers wanting but not being able to get
Ice Age at a reasonable price. The plentiful
availability of Homelands meant less sales
overall, but it made for happy customers. It
was a nice change.”

No Fumbling

Those of you familiar with sports cards
are aware that players of similar ability and
popularity fall into tiers of prices. For exam-
ple, at the top of the football pricing ladder
you'll find Drew Bledsoe, Dan Marino, Joe
Montana and Emmit Smith. At a notch
below will be Troy Aikman, Jerry Rice, Barry
Sanders and Steve Young. Between the Mari-
nos and the 10-cent common cards there
may be four to six pricing levels.

Donruss’ popular new CCG, Red Zone,
has created the need to deviate from the
normal pricing tiers. Although most pigskin
stars in the set have been assigned uncom-
mon or rare status, talent-laden players
such as Errict Rhett and Isaac Bruce are
commons. In a traditional football card set,
Rhett would always command a higher
value than a Marcus Allen. However, such
is not the case in Red Zone, where Allen is
an uncommon.

Another interesting phenomenon is

Middleeorth ™ & © Tolien Enterpises Inc. Stor Trek ™ & © Poromount Pictures. Red Zone ™ & © Donruss fnc. ™ & © NXT Games Inc. © NFL Players Inc. One on One ™ & © Ployoff Corporation.




that certain cards are more playable than their common-
ality counterparts. Give any football card collector living
outside of Atlanta a choice between Jeff George and Troy
Aikman and he or she will likely take the higher-priced
Aikman card. However, allowed the same choice, Red Zone
fan Wil Chase (author of “Baron Sengir’s Last Stand,”
InQuest #10) will take George without batting an eye. “In
my opinion,” says Chase, “George is the most powerful
quarterback in the set. I'd even take him over Marino.”

Other players have come to the forefront as powerful
cards. Offensive players include Herman Moore and Darnay
Scott. Defensive players found to be extremely playable
include Greg Lloyd and Maurice Hurst. As more and more
gamers learn to play Red Zone, expect the more powerful
cards to increase in price.

The Other Sports

Donruss’ baseball game, Top of the Order, has not
experienced the success of Red Zone, due in part to an
out-of-season release. Donruss representative Tracy San-
tiago confirmed that the company is looking to expand
in the field of sports-related CCGs, but could not comment
if basketball or hockey would be the next release. Base-
ball and football are deliberate, plotting sports and lend
themselves well to CCGs. It will be interesting to see if
the same CCG excitement can be captured with fast-
paced sports such as basketball and hockey.

NSE: Defenseman STEAL
attempt at +1.

W Brett Hull vs. Isaac

Bruce—can't happen.

But you can sill have

fun with the sports

games ou! there.

......

51/31 88114 82 34

Playoff’s One-on-One Hockey Challenge has hit store
shelves. Initial pricing for this new CCG appears in the
InQuest Price Guide. Strongly marketed in Canada and major
retail outlets in the U.S., many smaller retail shops currently
lack this product.

While the jury is still out on the playab«llty of One-on-One
Hockey, the card design and selection is great. Whereas Red
Zone is missing stars such as Emmitt Smith, Brett Favre and
Deion Sanders, One-on-One Hockey has them all—Wayne
Gretzky, Eric Lindros, Mario Lemieux, Brett Huil

Collectors will be pleased to know that most star per-
formers are found not only as ultrarares but also as com-
mons and uncommons. Gamers may be frustrated that certain
ultrarare cards are issued exclusively in either starter decks or
booster packs. )

A Final Word

Hey CCG manufacturers, how about keeping this new
columnist aware of your upcoming releases? Send info, pho-
tos, product samples and whatnot to: Card Stock, Attn: Dan
Albaugh, P.O. Box 458, Waterford, PA 16441,‘fl'hanks! @

Dan Albaugh prefers the old Atari game Freeway coz he gefs fo be:this chicken

dodging speeding trucks oigetitoithe other side.of the road.

M A R C H L& 9 N6

75




The prices listed are for cards in Near Mint condition. How can you tell
a card’s condition, and how can you use this price guide to grade your
cards? Glad you asked. ..

One person’s Mint is another one’s Ex-Mint. That said, since grading
can be a subjective thing, each person should take info account what
he feels important. Without further ado, here are the grades:

Mint (MT): Perfectimundo! Beautifull Sort of a card cross between the
Taj Mahal and Gindy Crawford. The border is perfectly even ll around on
both sides. Both faces are perfectly smooth, dean as o whistle and free of
printer’s marks. The colors are razor-shorp, and all of the original gloss is
still there and glossing like good gloss should. Many cards right out of the
pack fall short of Mint standards. Remember, no imperfections may be
allowed in a Mint card, regardless of its age. Mint cards sell for more than
ﬁ}e;ﬁri(esdlisted in this guide; how much more depends on the availability
of the card.

Near Mint (Nr-Mint): Just a notch or two below perfed. A very
small printer’s mark is acceptable, or two coners may be very slightly
worn. The gloss and color are outstanding. The centering is no worse than
65/35—r?|m is, one border may be 30 percent bigger than its
counterpart. All prices in this guide are for Near Mint cards.

Excellent-Mint (EX-MT): This card is sfill a great-looking card
and at first glance may appear fo be Near Mint; however, at doser range
some minor flaws come o light. The gloss may be slightly dulled, more
than one corner may be sligﬂﬂy worn, and the centering is no worse than
70/30. EX-MT cards sell for 75 to 90 percent of price guide listings.

Excellent (EX): Excellent cards may have four s:i?hﬂy worn
corners, 75/25 centering, and jagged or roughly cut Fes‘ Excellent

ecimens may have a printer’s mark, poor focus, discoloration, or a
slight loss of ;ross. (“Loss of gloss.” That's catchy.) Only a small surface
arease is allowed on a card in Excellent condition and cards may be
slightly out of focus. Excellent cards sell for 50 to 70 percent of price
guide listings.

Very Good (VG): A card that grades Very Good may have of least
one very wom corner, two fo three worn corners and 85/15 centering. A
few small surface creases are allowed on a VG card, as well as a loss of
color or even a picture that s out of focus. A VG card sells for 20 to 40
percent of price guide listings.

Good (GD), Fair (F), Poor (P): A card that's graded Good
isn't really good. Think of it as an ok card—that is not so hot to begin
with—that got into a fight on the way home. The card may have three
to four well-worn corners, it may be way off-center and it might even
have a crease or fwo. Cards in IKis condition are not fournament legal,
because they are considered “marked” cards. Fair cards are even
worse because they look like they went through the wash in your jeans.
Poor cards are about as much fun to look at as that cow at Rutgers
University with the window in his belly. Good cards sell for 10 to 15
percent of price guide listings, Fair cards sell for five o 15 percent and
Poor cards sell for one to five percent.
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GUIDELINES

About the Price Guide

The following collectible card game price guide contains the most

WHAT YOU NEED TO KNOW ABOUT THE INQUEST PRICE GUIDE

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,.Ol'
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.”

L]

How to use the InQuest Magic Price Guide

It’s easy. When a card has changed value since last month’s listing, or when a car.d is
experiencing heavy sales without a price change, it has a shaded bar. If the card has risen
in value, it has a pink bar. If it has fallen in value, it has a blue bar. If the card is selling
briskly but has not risen or fallen in value since the last listing, it’s marked with a yellow bar.
In this example, the Dark Heart of the Wood has risen since last month, the Dl.abo.llc
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-

s

: 1 Dark Heort of the Wood ....... SSNENTS

: 0 Dork Sphere ............... 350 ...5.00

M Deep Water ..... SR ) BN 75

Diabolic .225 ...300

W Drowned’... L SILAR 75

¢ 3 DusttoDust........ R3S 75

i Eater of the Dead ... ...4.00 ...600
: W ElecricEel.................. 50

B0 i 20 00, 95
: M Etemol Flame
do of Profection: Artfoct ... 7.00 ...1000 : O Bordst ...
anul Drvid ...vvveeennnnns 350 ...5.00 : M Fallen The....
U150 ¢ QFesting..........
200 : M Feltwar Stone ...
¢ Q Festival

¢ 0 Fire and Brimstone

]

How to use the InQuest CCG Price Guide
In this example, Blood Wars is the name of the game, TSR is the name of the
manufacturer, and Factols and Factions is the title of the expansion set. In addition to
the pink and blue bars, a green bar is used to indicate a set that is being listed for the first
time in the price guide. A yellow bar indicates that a set has been heavily traded with no
price change. A ¢ indicates that a price was not available at this time.
Remember, color bars do not indicate whether a card will rise or fall in the future. We

ain’t no fortune tellers.

i

'BLOODWARS | [OALACTICE
R-199 COMPANION GAM
Ful Set (334 cords) ... $275.00...35000  Full Set (440)............... .00..
Storter Deck (50 cords) ......... 800 ... 10,00  Starter Deck (55 caids) )
Starter Bax (10 dual decks) ... 75.00 ...100.00  Storter Box (10 dedks) ......... 75.00..
Booster Pock (15 cards) ......... 200 ...2.50  Booster Pock (12 cards) ......... 200 ...
Booster Box (36 packs) ...... 70.00 ...85.00  Booster Box (36 pocks) ...... 70.00 ...
Assassination Plot o500 ...8.00  Drogon Hotchling ............... 4.00
Chaos Beost . wossernne W0 - 12,000  Dragonlok,....... A
lodyofPan ... ...........2500 ...3500  Moon Drogoness ... 1
Shield Maidens of Odin ... 400 ...600  Monster Overstike 3!
Tiomat veeviiiieinnen.. 500 ...8.00  Sdntlloting Drogoness ......... 3.50
R-19 COMPANION GAMES
134 conds) ° L& Ful Set (209 cards) 75,00
2 (15 cords) ® ....%  Booster Pock ()2cards) ......... 2.0 k v
aoster Boxes(36 pocks) .. ... L T—— Boos P 1]




4

ALPHA LIMITED © W Eorbbind ..o 200......300
WIZARDS OF THE COAST- 1993 | Eor}hquuke 5 ..800 ...12.00
Cards have black borders. Alpha cards have a ¢ M ENish Archers .. 6.00 ...10.00
rounder corner when compared to Beta cards. i M il Presence .. 150......2.50

Full Set (295 cards) ... $2,800.00..3,400.00 : M Folse Orcers .
Starter Deck (60 cords) ...... 20000 ... 25000 : O Fomsteod ..
Storter Box (10 decks)........ 1,900.00..2,50000 : M Fastbond ...
Booster Pock (15 cards) ... 90.00...110.00 : M Feor....
Booster Box (36 packs) .. 3,200.00..3,700.00 : M Feedbock ..

Nome Low High : M F!rebull.‘_ .......
m At Elementol .............. 250......400 : M fiebeathing
W Ancestol Recol ...........70.00 ... 110,00 ; M Floshfies .....
| Animate Artifact . . 150......250 : M Flight ...
W Animote Dead . . 150......250 : M Fog.........
Q Animate Wall ... v B :
& Ankhof Mishia ........... 800 ...1000 :

Q Amogeddon ............... 8.00 ...12.00

B Aspectof Wolf ............ 8.00 ...12.00 :
W Bod Moon.................. 8.00 ...1200 :
W Bodlonds ....2000 ...30.00 :
o 7.00 ...1000 :
1 Bosalt Monolith ........... 3.00...... 400 :
M Boyou ........ .2000 ...3000 :
O Benalish Hero il DS 150

T 30005000
W Birds of Porodise .. .
M Block Knight ...

& Block Lotus . ...22500 ... 32500 :
8 Block Vise......vvveviennns 325...... 4.00 :
Q Block Word ... 150 250 :
Q Bloze of Glory .. ..40.00 ... 60.00
0 Blessing .......... ..8.00 ...10.00
m Blue Elemental Blost .......... Y 1.50

Q BleWord ... R ] — 2.50
M Bog Wraith ... .

B Braingeyser .. 1800 .

W Bumowing......coeovunnnnn. 1.50...... 250 : 16

B Lt 1500 .00 ; [10) Shivan .,
& ol cen o Sl 500 | We gll know Shivan well, but it's been a while |
& (elesml‘ fran - o }58 """ g0 4 | since he's been in the Top Ten. As @ 5/5 fiyer
E}ﬁggzeom ok 9030 ]2%(5]8 i that uses one red mana fo pump itself up ] !
W Choosloce . o..oonnnen 400300 i +1/+1, who's gonnoargue thathe shouldn’t

Q Circle of Profection: Blue ... . 5. 150 : il o
Q Circle of Protection: Green ... 75 150 ¢ P

Q Circle of Profection: Red ... . 1555, 15 ¢ -
Q Circle of Protection: White ... 75, 150 : M Forest ..o
W Clockwork Beast ............ 700 ...1000 : W fok.....ooooe
m Cone ..oooooe ...1200 ...1g00 : M Frozen Shade ...

| Cockaice ... ~..1200 ...1g0q : M Fungusour

Q Consecrate Lond ...1800 ...7500 : ' Goeo'sLiege i
m Conservalor ... 150, " 77’5 & m Gaunlet of Mg
B Controct from Below ......... 700 .. 1o : ™ Giont Growth

® Control Magic. ... .. 400, 600 : H Giont Spider

Q Conversion ..350..... 500 19 Glosses of Uz .
B (oppethflbler " :
i Copy Aritact . 1800 G n B
5] (oﬂterspell .. 350...... 500 ;™ Goblin King e 5.00
| (ow Wurm ot - . 150 M Gronite Gargoyle ...

i Creature Bond ... S - 150 : M GioyOge ...
Q (usode .- ...800 ...1200 ] Gteen_Wmd i
& (rystal Rod - 150, g5p ¢ OO Guordion Angel . -
W (ursed lond ... 150 g5p ¢ Gizzly Bears ..

eon Tomb 90.00 .. 12500 : O Healing Salve ... o, B S 1.50
5 ey 757 30 ¢ @ Hemol Chok 600 1000
W Dorkpodt - ..600 .00 : M HilGont ... o v L
Q Deoth Word L. 150 @ Hive, The ... 800 .. 1200
M Deothgrip .- 150, 950 ¢ 2 Holy Amor ... v 14
W Deothloce ... <400 600 : CIHonthengl;h 5 T M
M Demonic Afforney 800 .. 1900 : M Howl from Beyond.. i e

B Demonic Hordes 2000 3000 : @ Howling Mine ...

W Demonic Tutor ... 1000 1500 © M Hudoon Minoour ..
Dingus Egg - 800 .. 1500 : M Humicone........- }88 """ 233
2 Disenchant ...oooevviiii IS5, 150 © H Hypnotic Specter . IB>00”W‘2 bt
W Disinlegile e 75....150 | W kesom .. 3500 ... 6500
W Disrupling Scepter ... 600 g : & ley Monipulotor...... e S b5l
® Drogon Whelp ... 400, 600 @ lusionory Mosk oo o
W Do Life - . 150 : @ Instill E{mrgy 800””‘”]5'00
® Diain Pover - 800 g0 i M Inishlly.... i w0
B Ddge Skeletons ... T 150 : M lonStor ... R 2%
M Dyorven Demoliion Team. .. 15,00~ 5g'gg ¢ M honclaw Orcs.... i | e 250
W Dyorven Womiors ... 75, 5o ¢ lromoot Treefolk oo -
m forh Elmentdl ... 350 5gp | M lond ok Bl Sky) o £ :
) WENT UP W DoWT HEAVILY TRADED

/

A

I — 35 i) 75 : W SengirVompire ............ 7.00 ...10.00
¢ O Islond Senctuary ....700 ...1000 : O SemaAngel....... 10.00 ...15.00
oy Cup i 150...... 2.50 : o Shanodin Dryads ............ 7 W 1.50
i ® Jode Monolith Sen D0kt 5.00 Shatter .....oeiiiiiiiinnn 75 i 1.50
t W Jode Stotve....... ...18.00 ...25.00 Shivan Drogon . 30.00 ... 40.00
: @ Joyemdoe Tome ....6.00 ...10.00 Simulocum ... T - 2.00
I @ luggemaut ... o 15 M Sinkhole....... 10.00 ...18.00
DM ump m SiensCall ...l 250...... 350
: O Komo........... W Skeight of Mind .. ....7.00 ...10.00
: M Keldon Worlord .. | { B Smoke ... 6.00 ...10.00
i @ Kormus Bell .. S 00 8.00 Sol Ring ...... 10.00 ...15.00
: M Kudw . 1000 ...15.00 : = SoulNet .. P . e 2.50
1 0 lonee ... SAEI00EeE 400 : m Spell Blast . sol Sesanes 1.50
:OM leyDruid ..ol 1550 i 250 : M Stosis........ .6.00 ...10.00
: @ Librory of Leng 150 2.50 i B Steol Adifoct .. IS 11 A 2.50
: Wl L ..~ 6000 ...80.00 : m StoneGiant .. 150 250
¢ W Llfeforce . o L 250 : M StoneRain ....... ol i 1.50
;M lifeloce .. o 810050 6.00 : m Steamoflife .... sl Buinas 1.50
DM lfetop.......oeeeeeee 150...... 250 i @ Sunglosses of Urzo 800 ...12.00
: W Lightning Bolt ... wsnai ] 150 : M Swomp..........ooooeeeen.. 351 sy 75
¢ W Living Aifact............... 700 ...1000 i Q SwordstoPlowshares ......2.50...... 3.50
¢ M Living londs ..... 00 ...1000 : M@ Toign ... 20.00 ... 30.00
{ W LivingWall ... R30S 400 : W Temor ... N - 1.50
M Uonowor Eives ................ 15 esens 150 : m Thicket Bosils 400, 6.00
: M Lord of Atlanfis ... ...1200 ...18.00 : m Thoughtlace ..... L400...... 6.00
: M lodof the Pit ... ...1500 ...20.00 : @ Throne of Bone .. J150...... 2.50
TR LI L ———— 150t 2.50 : @ Timber Wolves .. ....600 ...10.00
i M Magicol Hok ...... ...1000 ...1500 : @ TimeVoult ... ..60.00 ...80.00
i M MohomotiDjinn .........12.00 ...1500 : M TimeWak..... .150.00 ... 200.00
: M MonaFlore ...l 8.00 ...1200 : m Timetwister ... .90.00 ... 120.00
: W Mona Short ... .600 ...1000 : M Tonquility ................... 5.0 1.50
Mana Vault ... ..6.00 ...10.00 : M Tropical lslond ... .20.00 ... 30.00
: W Monobarbs ... 600 ...1000 : @ Tsunomi .................. 11 S 2.50
P B Meekstone ............... 700 ...10.00 : m Tunda ... 20.00 ... 30.00
: B Merfolk of the Peor Trident ... .75...... 150 &  Tumnel..... V.50 0 2.50
: O MesoPegasus ............... J5...... 150 : @ Twiddle .................. 400...... 6.00
W Mind Twist ...10.00 ...15.00 : M TwoHeoded Giant of Foriys...60.00 ... 80.00
: W Mons’s Goblin Roiders J5..5..150 ¢ M Underground Sea ......... 20.00 ... 30.00
¢ W Mountoin ......... : J5 ¢ M Unholy Strength ... LIS 1.50
: @ Mox Emerald . " : W Unsummon...... Y . 1.50
POW Moxlet ... P M UthdenTroll ... 35000 5.00
: M MoxPearl ... : M Verduron Enchanfress ... 800 ...12.00
I Om MoxRuby ... ¢ W Vesuvan Doppelganger. ... 35.00 ...50.00
: M MoxSopphire ............ ¢ O Veteron Bodyguard.......... 18.00 ...25.00
M Naturol Selection ... : @ Volconic Eruption............ 8.00 ...12.00
| Nether Shadow .. 00 ...10 ;W WallofAr ...l 1.50...... 2.50
: M NettlingImp ... 00 ...10.00 : mm WallofBone ............... L - 2.50
¢ I Nevinymal's Disk .. 00 ...1500 : = Wallof Brombles............ .50 2.50
: M Nighmare ... 2000 ...30.00 : W WollofFire ............... 150...... 250
O Northem Polodin ... ;M Walloflee .....ooooeee 1.50...... 2.50
i @ Obsionus Golem ... © M Wallof Stone............... 150...... 2.50
M Orcish Aillery .. ¢ 0 Wallof Swords ............3.50...... 5.00
: M Orcish Oriflomme .. .00 ...20.00 : == Woll of Water s 1805000 2.50
: W Poolyze , 50 ¢ m Woll of Wood .. I
i O Pearled Unicom © m Wondedust ... L 150......2.50
¢ O Personcl Incornation .. ... 1500 ¢ =@ WorMommoth................ 75...... 1.50
;M Pestlence ... J5.. 150 : W Warp Arifact ... .6.00 ...10.00
: W Phontosmal Forces .........150...... 250 & m Water Elemental . L250...... 3.50
W Phontosmal Terrgin il i 150 ¢ m Weakness .................. ) - 1.50
¢ O Phontom Monster ... 150......250 i B Web ............. .6.00 ...10.00
: M Pirate Ship ... .. 7.00 ...1200 : M Wheel of Fortune .. 12.00 ... 20.00
: M Plogue Rofs. .. T - 1.50 @ QO White Knight ... L — 5.00
P M Plons L. 35 75 1 0 WhieWard ... 1500 2.50
: M Ploteny ... ....2000 ...30.00 : m@ WidGrowth ... e TS 1.50
BT A1 IS 150 & M Will0"TheWisp 10.00 ... 15.00
i W Power Sink ... Ty L. — 150 : m WinterOb ....... .6.00 ...10.00
M Power Suge ... ..700 ...10.00 : B3 Wooden Sphere .. 150 2.50
W Prodigal Sorcerer .............75...... 150 : m Word of Commond .. 60.00 ...90.00
: I Psionic Blast .18.00 ...2500 : Q WrthofGod....... .8.00 ...12.00
¢ W Psychic Venom ... Sl s 1.50 : M Zombie Moster ............ 10.00 ... 15.00
+ Q Pueloce ... o 800w 6.80 :
. M Roging River .. 5000 ...70.00 :
oot 75150  BETA LIMITED
M Red Elemental Blost SO - 1.50 i WIZARDS OF THE COAST- 1993
© 0 Red Word ... 150, 250 : Beta cards have rounded corners and are
¢ E Regeneration N 150 ¢ black-bordered.
¢ M Regiowth ....... ..800 ...1200 : Full Set (302 cards) ...... $2,100.00.. 2,600.00
: O Resurrection ... .350...... 500 : Storter Deck (60 cords) ...... 150.00 ... 175.00
© [ Reverse Damoge  ......... 1000 ... 1500 : Storter Box (10 decks)...... 1,400.00..1,750.00
¢ Q Righteousness ... ....10.00 ...1500 : Booster Pack (15 cords) ...... 65.00 ... 85.00
M Roc of Kher Ridges ......... 12.00 ... 18.00 : Booster Box (36 packs) ... 2,300.00..2,800.00
© W Rock Hydra ... ... 2500 ...3500 :
;M RodofRuin ............... 150 s 250 ©  Nome Low High
© M Royal Assassin . .2500 ...3500 : ® AirElementol............... 2L00M 3.00
: W Saaifie ... .»300......400 : @ Ancestal Recall ..50.00 ... 80.00
: [ Somite Healer ... . 150 : ®@ Animate AifactL . 125 2.00
: M Sovomngh ... ....2000 ...30.00 : M Animate Dead 21250200
: Q Sovanngh Lions ............7.00 ...10.00 : QO AnimateWall............... 350, o4 5.00
¢ M Scathe Zombies ... 75 . 150 ¢ @ Ankhof Mishro . s 900 o 8200
;M Scavenging Ghoul ... 150......2.50 : Q Amogeddon ...... 6.00 ...10.00
O Soublond ... 2000 ...3000 : m Aspect of Wolf ...7.00 ...10.00
M Soyb Spites . J5......1.50 : M Bod Moon....... 7.00 ...10.00
- 1 Seo Serpent ¢ @ Bodlonds ... 1500 ...25.00
¢ Sedge Troll . SO Bolone 500......8.00
: @ Bosalt Monolith ............2.50......3.50
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0
H
0
<

Wi

W Boyou

QO Benalish Hero .

W Berserk

M Birds of Porodise .

M Black Knight .
W Block Lotus

& Block Vise......

O Black Ward

a Bluzeoiﬁlafy-.

QO Blessing

@ Blue Elemental Blost .
Q Blie Word ..

M Bog Wraith ...

B Broingeyser ... 20.00
B Burowing...... 125t 2.00
W (omoufloge . 1200 ... 18.00
Qlostle............ 1255020 4.00
m (elestiol Prism 1255 onie 2.00
W (Chonnel ... il 25 2.00
& (hoos Orb . 80.00 ... 100.00
M Chooslace....c.oenneeeees Jio0ramt 4.00
Q Cirde of Protection: Block ... .75...... 1.50
Q Circle of Profection: Blue ...... 5. 1.50
Q Cirdle of Protection: Green ... .75...... 1.50
Q (irdle of Protection: Red ...... 5 1.50
Q Circle of Protection: White ... .75...... 150 :
B (lockwork Beast ............ 500...... 8.00 :
o (one ........ ..16.00 ...1500 : m
B (ockatrice ..... ..10.00 ...1500 :
Q (onsecrate Lond 5 =4 1200 3
B Consenvator ...............1.25...... 200 :
M (onfroct from Below ! 10.00
I Control Magic. .. 30002 4.00
Q Conversion ... ARI00ZRE 4.00
@ (opper Tablet .. 10.00 ... 15.00
W Copy Artifact 1000 ... 15.00
| Counterspell ... 250 s 3.50
B (row Wurm S . S 1.50
B (reqture Bond .. vl DR 1.50
Q (usade ... 00 ...10.00
B (rystol Rod . W 17 T 2.00
MW Cursed Lond ... 125 2.00
B (yclopean Tomb 65.00 ...95.00
M Dok Ritval ... ool D I 1.50
W Dorkpact ....... 00...... 8.00
Q Death Word s Sl 1.50
T L 2.00
M Deathlace...... SI00pERS 4.00
I Demonic Attorney .10.00
W Demonic Hordes .1800 ... 25.00
M Demonic Tutor ... .. 1000 ...15.00
o DingusEgg ... .12.00
Q Disenchont ................... 15 s 1.50
W Disinfegrote S LT — 1.50
® Disrupting Scepter . 500...... 8.00
W Dragon Whelp . 3.00...... 400
W Dainlife ... /L1E—-— 1.50
W Droin Power ... 10.00
W Drudge Skeletons ... 75......150
® Dwarven Demolition Tegm. .. 12.00 ... 18.00

W Dworven Wariors P sasies 1.50 :
m Forth Elemental !

W Eorthbind ...

2 Formstead
B Fostbond

W FeOr. .., i

B Feedback
W Fire Elemental

W fieboll ...

W Firebreathing

W Floshfires ...

B Flight
W fog

W forthquoke
W Elvish Archers . .
W Fuil Presence .
M Folse Orders ..

W Forceof Natwre ...

W Forcefield ...

W Forest

Wik .3

M Ffrozen Shode ... ..

M Fungusour
B (Goeo's Liege

: B Gountlet of Might
: M Giont Growth ...

i W Tundio
: M Tunnel..

B Giont Spider i W Power Leck. . | Tuiddle f

BB Glosses of Uza : I PowerSink..... : M TwoHeaded Giant of Foriys. . 45. 007 ... 4000

M Gloom..................... : i M Underground Sea ... 1500 ... 25.00

W Gobiin Balloon Brigade ... 1.25 : M Unholy Strength .............75...... 1.50

M Goblinking ......... : : @ Unsummon...... L5 1.50

M Gronitz Gorgoyle : B Psychic Venom.. : M UthdenTroll .......... N300 4.00

M GroyOgre ... : O Pueloce ....... ¢ M Verduron Enchonfress ... 6.00 ...10.00
: O GreenWord ... : M Roging River : I Vesuvan Doppelganger...... 25.00 ... 35.00
: W Grizzly Bears . : M RaoiseDeod ........ ¢ O Veteron Bodyguord ... 12.00 ... 20.00
¢ QO Guordion Angel i I Red Elemental Blost .. : B Voleanic Eruption ............. 6.00 ...10.00
¢ O Healing Sobve ... : O RedWord..........  m Voleoniclslond ... 15.00 ...30.00
¢ B Helm of Chatzuk i B Regeneration :W WallofAr ... 125 e 2.00
: W Hill Giont ... : : M Wallof Bone ............... 1.25...... 2.00
: @ Hive,The ... : @ Wallof Brombles............. £ L . 2.00

Q Holy Amor : M WallofFire .....oovvnnnnns 125,05 2.00
O Holy Strength . P M Walloflee ..o 1280 2.00
M Howl from Beyund“ : M Wollof Stone............... 125...... 2.00
: B Howling Mine i O Wallof Swords ... 100 4.00
: M Huroon Minotour .. : @ Wall of Water 125...... 2.00
: M Huricone .......... ¢ @ Wallof Wood ... SN - TR 1.50
: M Hypnofic Specter... Pl Wondelust ... 1.25....... 200
: M eStorm ... @ Wor Mommoth... szl D s 1.50
i B loy Monipultor ... W Warp Aifuct ... 510020 8.00
;W lhusionary Mask . ¢ 1 Water Flementol . 2.00......3.00
;I Instil Energy ... M Weokness ...... LIS 150
: | Invisibity ... PEWeb oo .5.00...... 8.00
: B lonStor ... i I Wheel of Fortune . 10.00 ... 18.00
: M lrondow Orcs....... 1 Q White Knight ............... 3.00...... 4.00
i B lronvoot Treefolk ... § 0 White Ward ... 1.25......2.00
¢ I Islond (Dork Biue Sky) ¢ Wiid Growth ol B csnas .50
QL[ | S —— : W Wil TheWisp . .8.00 ...12.00
¢ O Islond Sanctuary ... DOm WinterOb ..o, 5.00......8.00
D hoyQp ........ : 1 Wooden Sphere ............ 1.255: 00 2.00
;B Jode Monolith : M Word of Command .. 45.00 ... 65.00
: M Jode Srmug ....... : 0 WiathofGod............... 7.00 ...10.00

E? Joyemdae Tome i : W Zombie Moster ............ 8.00 ...12.00

i

l Jump ... wiou r

Q fkomo. ... come obout? Though with s obilty to deiver  : UNLIMITED EDITION
M Keldon Worlor a point of damage to any player for each spe- WlZdARDS OIE THEC%AST& 1b994 i "
: @ Kormus Bell ... mmplmnmg * (ards are white-bordered, but otherwise identical
P M Kudw ... 3 Lol ¢ to Beta cards.
: O lonce ... ;B Regrowth ..o 6.00 ...10.00 : Full Set (302 cards) ...... $1,400.00..1,800.00
: W leyDnid ....... ¢ O Resurretion ... R0 400 % Starter Deck (60 cards) ... 125.00 ... 150.00
¢ B Librory of Leng : O Reverse Domoge . ..800 ...12.00 : Starter Box (10 decks)...... 1,200.00..1,500.00
: WG ¢ O Righteousness . ..8.00 ...1200 : Booster Pack (15 cards) ...... 45.00 ... 60.00
: M Lifeforce . : B Roc of Kher Ridges ......... 10.00 ... 15.00 : Booster Box (36 packs) ... 1,600.00.. 2,000.00
: W lifeloce ... 3] i M Rock Hydra ... .2000 ...3000 :
;W lifetop.................... : M Rod of Ruin . o V25 s 200 i Nome Low High
: W Llightning Bolt ........... : M Royol Assassin .. 2000 ...3000 : m AirElementdl............... 1.50...... 2.50
i M living Adifoct............... 600 . : M Saaifice ....... BN - 350 : M Ancestral Recall............ 35.00 ... 55.00
: @ Living Londs ... .. 400 00 : O Somite Healer ................ 75...... 1.50 ¢ m Animate Aifoct ............ 125500 2.00
POM LvingWall ... 250......350 : M Sovonnch ... 1500 ...2500 : m AnimoteDeod ............ 1:25 s 2.00
: M UonowarElves...............J5...... 1.50 : Q Sovonnch Lions .... .5.00...... 8.00 : Q AnimateWall.......ccvvn.. BHJL 4.00
: B lod of Atlontis ............ 1000 ...15.00 : M@ Scathe Zombies ............. 75...... 150 ¢ @ Ankhof Mishio ............ 4.00....5 6.00
© M lodofthefit ............1200 ... 1800 : M Scavenging Ghoul . 125 200 i Q Amogeddon ............... 500...... 8.00
W le chinitnd 125......200 : M Saublond ....... 1500 ...2500 : o Aspectof Wolf ............ 5100 s 8.00
¢ B Magicol Hock ............... 800 ... 1200 : B Sayb Sprites ... W T— 150 : M BodMoon.................. 500...... 8.00
: B Mohamoti Djinn ......... 1000 ... 1500 : B SeoSement ... LIS 1.50 ¢ m Bodlonds 12.00 ... 20.00
* M Moncborbs™ ............... 4.00......6.00 : W SedgeTroll ..... 1200 ...1500 : QO Bolonce ........coocennen. 4.00...... 6.00
: ® ManoFlore ...............7.00 ...10.00 : W SengirVompie ............ 5.00...... 8.00 : mi Basalt Monolith ............ 2.00...... 3.00
: B MonoShort ...............400...... 600 : Q SemoAngel ....... ..8.00 ...1200 : m@ Boyou ......... 12.00 ...20.00
© @ Mana Voult L 400...... 6.00 : M Shanodin Dryods ... Ny L— 1.50 ¢ O BenolishHero ............... 50z 00, 1.00
;M Meekstong ............... (1,1 - 800 : M Shatter.......... L. 150 : M Berserk ......... 18.00 ... 30.00
: M Merolk of the Peor Trident ... .75......150 : M Shivan Dragon .. 2500 ...3500 ¢ m Birds of Poradise ............ 8.00 ...12.00
© 0 Meso Pegasus ............... 5. 150 : M Simvlocum ... 125...... 200 : M Block Knight ............... 250...... 3.50
: M Mind Twist .......... ..8.00 1200 : M Sinkhole ... .10.00 ...15.00 : & Black Lotus . 160.00 ... 180.00
: M Mons's Goblin Raiders..........75...... 150 : M Sieen'sCall ... 2200......300 : B Black Vise.......cccernne 2.00......3.00
© M Mountain .....ooeiieinn... 20 .....40 : @ SIexghtofond . 500...... 800 : O BlockWord ............... 1.25...005 2.00
: I Mox Emerald . 012000 ... 16000 : M Smoke .................. 400...... 6.00 : QO Bloze of Glory ... 25.00 ... 40.00
DOl Moxlet ... 12000 ...160.00 : M SolRing .................. 800 ...10.00 : Q Blessing .................. 4.00...... 6.00
i M MoxPear ... 120.00 ... 160.00 : M SoulNet .......... o L T 200 : © Blue Elementol Blost . 50" e 1.00
© M MoxRuby ... 120.00 ... 160.00 : = Spel Blust ......... o J5.....150 5 O BlueWod ... 125......2.00
W Mox Sepphire ... 12000 ... 160.00 : @ Stosis ..................... 50000 8.00 : m BogWraith ............... 150...... 2.50
i Noturol Selection .. 30.00 ...4000 : M@ SteolAifoct ............... /- 200 : M Broingeyser............... 1200 ...18.00
i M Nether Shodow ... 6.00 ...J0.00 : W StoneGiont ... WL I— 200 i M Bumowing ..........coooen 125...... 2.00
: M NettlingImp ....... .500......800 : M StoneRain...... LIS 150 & m Comouflage 10.00 ...15.00
: 88 Nevinymol's Disk ............ 7.00 ...1200 : B Steomoflife ...... oI5 150 & 2 Castle oo 250...... 350
¢ M Nightmore ........ 18.00 00 Sunglosses of Urza . ..5.00...... 8.00 : w3 Celestiol Prism oo Sl e 2.00
O Northem Paludin .. 12.00 1800 : M Swamp..................... 20 ... 40 : m Chonnel......... sl i 1.00
i B Qbsionus Golem ............ 125 200 : Q Swords fo Plowshares ...... 2100 3.00 : @ ChoosOb ... .50.00 ...75.00
¢ B Orcish Atillery ... LJ5.150 F M Tagn ... 00 . : M Choosloce ..o 250..:.0.:3.50
M Orcish Oriflomme. N3I000SN 400 : M Temor ... 0 Circle of Protection: Black ... 50 ...... 1.00
© M Poolyze ... .75......150 W Thicket Bosilisk .... S 2 Circle of Protection: Blue ... S0 1.00
O Peqrled Unicom ... 75,0150 ¢ @ Thoughtloce ....... : 2 Circle of Profection: Green ... .50 ...... 1.00
¢ O Personal Incamation ... 8.00 ... 12.00 :  Throne of Bone ¢ Circle of Protection: Red ... S0 .. 1.00
: M Pestilence ............ L5150 ¢ ™ Timber Wolves (2 Circle of Protection: White ... 50 ...... 1.00
: W Phantosmol Forces .........1.25......2.00 : @ TimeVoult ...... @ Clockwork Beast ............ 400 6.00
: B Phontosmal Temain .......... 75,05 150 : @ Time Walk.... i MEGlonel s ... 12.00
: W Phontom Monster ......... 1.25 200 : W Timetwister BT 1 T——— 12.00
: @ Pirote Ship .5.00......800 : M Tronquility . : ..l Consecrate Land . ... 15.00
: W PlogueRats.............. 75......150 : W Tropical lslond o om Comsenvator ............... 105 2.00

. © @ Tsunomi : W Contactfrom Below ... 500...... 8.00
[ARTIFACT ~ IBLACK 1= BLUE GOLD M GREEN  WRED  CAWHITE @ LAND




I Controf Magic......oovenvve 2.50
O Conversion .

5 Copper Tablet....
i Copy Arifact ...
= Counterspell ...

W CowWum ... .50
12 Creature Bond... « 80
Q (usade ... .5.00
B CrystolRod ... 125

W (ursed Lond ...

m Cyclopean Tomb ......... 40.00 ..
B Dotk Ritual......... -
M Dorkpadt ....... 400
Q Death Ward ... .50
M Deothgrip ... L1125
M Deathloce ... . 2.50

W Demonic Attormey
M Demonic Hordes
M Demonic Tutor

™ Dingus Egg ...
0 Disenchont ...
| Disintegrate
™ Distupting Scepter
m Drogon Whelp

B Digin e ..oecesevempnniane .50
m Droin Power ............... 5.00
m Drudge Skeletons ... 50
m Dwarven Demolition Team.... 10.00 ...
m Dwarven Warriors............ .50
| Eorth Elemental ... ... 2.00
| Eorthbind ....... .. 125

m forthquoke .

m Elvish Archers ...
| Evil Presence ...
| False Orders ...
0 Formstead

& Fostbond ... ... 800 ..
o fear ... yas 290
m Feedbock ... sss 1409
m Fire Elementol 125

m Fireball.ooo 50
m Firebreathing ... .50
| Floshires ... ... 1.25
m Flight ... ... 50
W OFOg..cveeeeiiiiiiiiiiiian, 50
@ Forceof Nature ... 1000 ...
8 Forcefield .. .. 5000 .
B Forest oo 10
WPk 25.00
| Frozen Shode w4

m Fungusaur .5.00

m Goeo's Liege ...
i Gountlet of Might .
@ Giont Growth ...
@ Giont Spider ...
i Glosses of Uza ...
i Gloom.....o..o
@ Goblin Bolloon Brigade ... 1.
@ GoblinKing ...............
= Gronite Gorgoyle B
Groy Ogre.........
; Green Word ...
] Grizzly Bears ...
0 Guordion Angel ..
0 Healing Salve......
= Helm of Chatzuk
@ Hil Giant ..
m Hive, The ......
Holy Amor ...
0 Holy Strength.........
m Hovl from Beyond .
1 Howling Mine
Hurloon Minotour .
= Hurricone ............
Hypnotic Specter ...
|ce Storm
Iy Monipulator ...
@ lusionary Mask
"] Insfill Energy ...
] nvisibilty ...

ron Stor ...

jronclow Orcs ...

ronroot Treefolk .~ ’ 50
sland (Dark Blue Sky) "™ ;

Slond’. comemmiizig
; |slond Sonchuary .
& Ivory (up e
@ Jude Monolith .

Jode Statve ...

Joyemdae Tome .
@ Juggemout .
r,] Jump .........

) Kormo
i eldon Worlord

P @ KomusBell ............... 35085 5.00
¢ M Kudow .. .

...1000 : Q lonee ..
1200 @ leyDid ...

..6.00 ...10.00

...... 250 : = Librory of Leng 3525,.5..2:2100
...... 1.00 : W lich ....... 40.00 ...55.00
...... 1.00 : m Lifeforce . 1257, 2.00
...... 800 : m Lfeloce . 2.50......3.50
...... 200 : m Lifetop.... 1.25......2.00
...... 2.00 | Llightning B 50 ......1.00
7000 : @ Living Arifoct 500...... 8.00
...... 1.00 : m Living Londs .. 3.50......5.00
...... 600 : o LvingWoll ... 2.00......3.00
...... 1.00 i m Uonowar Eves ... 50 ......1.00
...... 200 : 5 Lodof Atlontis ... 8.00 ...12.00
...... 350 : M lodofthePit ... 10.00 ...15.00
...... 800 : M lue ......... ... 1.25......2.00
20.00 i &1 Magical Hock...... ...7.00 ...10.00

00 : = Mohomofi Djinn ... ...8.00 ...10.00

: @ MonoFlore ...... w00 s 8.00

: @ Mono Short ... SR 1 e 5.00

il MonaVoult ... 350...... 5.00

@ Moncbutbs ... 350...... 500

...... 8.00 : O Mesa Pegosus
...... 1.00 M Mind Twist 00 ... 10
1500 : B Mons's Goblin Raiders ...... LT - 1.00
...... 1.00 ¢ M Mountoin .........ceoeee... 10 25
...... 300 : & Mox Emerold .95.00 ... 125.00
...... 200 : B Moxlet....... .. 95.00...125.00
...... 600 © M MoxPead . ~....95.00...12500
...... 500 B MoxRuby ..ooooornn.. 95.00... 125,00
...... 200 : m MoxSopphire ............95.00...12500
...... 500 : m Notural Selection . ..2000 ...30.00
1000 : M Nether Shodow ... L400...... 6.00
1200 : M Netfnglmp ...... 350 500 :
...... 100 © 88 Nevinymal's Disk .600 ...10.00
...... 200 © M Nightmote ..............1200 ...20.00
...... 200 : Q Northem Poladin . 12.00 ...18.00
...... 1.00 : @ Obsionus Golem ............1.25......2.00
...... 100 : m Orcish Artillery ... 75,150
...... 200 : M Ordsh Oriflamme. . 0250......350
...... 1.00 : M Poralyze ......... 50 ......1.00
...... 100 : QO Peared Unicom .. 50 ......1.00
1500 : Q Personal Incanation 0.
80,00 : M Pestlence.........
...... 95 ¢ @ Phontosmal Forces
3000 : = Phontosmol Terain ...
...... 1.00 : = Phontom Monster
...... 800 : @ PirateShip ......
..1500 : M PlogueRats ...
8000 : M Plains .....
: m Ploteav ...

30 : m SedgeToll ...
;@ Sengir Vompire
O SemnAngel ...
@ Shonodin Dryads

: @ Smoke

Meekstone 4
i @ Merolk of the Pearl Tident... .50 ...... 100 §

@ Powerleak ...
i m PowerSink ...
: @ Power Suige ...
¢ m Prodigal Sorcerer ...
¢ Psionic Blost
i @ Psychic Venom ..
O Purelace
: @ Roging River
¢ M Roise Dead
¢ @ Red Elementol Blost
: 0 Red Word
i @ Regeneration
@ Regrowth
0 Resurection ...
[ Reverse Domage
: Q Righteousness

: @ Roc of Kher Ridges
;@ Rock Hydra ... 1800 ...
¢ Rodof Ruin ...
¢ Royol Assossin .
¢ m Socifice
;[ Somite Healer L
@ Sovonnoh ..
1 Sovannch Lions ...
¢ @ Scothe Zombies ...
@ Scovenging Ghoul

: @ Scublond ... 20,00
© m Sayb Spiies ... 125200
@ Seo Sement ... oo .50 g

;@ Simulocum ..
: M Sinkhole
© @ Sien'sCall
© 1 Sleight of Mind

WENT UP

WENT DOWN

HEAVILY TRADED |

: M Underground Sea ......... {
: M Unholy Strength ... ]
:

: M Volconic Islond ...

M Woll of Bone ...
¢ @ Wall of Brombles....
© m Wallof fire ...
: @ Wallof lee

: m Wall of Stone....
;O Wall of Swords ..
: @ Woll of Water ...
¢ m Wallof Wood ..
: @ Wonderlust ...
: @ Wor Mommoth
: m Warp Aifact ...
¢ @ Water Elemental
M Weokness.....

: (O White Knight ...
: O WhiteWord ..
: m Wild Growth ...
© M Will0"The-Wisp
Com WinterOb ...

. REVISED EDITION

: WIZARDS OF THE COAST-1994

: Cards are white-bordered and are nearly identical
: 1o Unlimited cards, except that the ink on the

¢ cords s noiceably lighter.

¢ Full Set (302 cards)

S0 Amageddon ..o 400 ... 6.00
© @ Amogeddon Clock ... 5

i y
¢ O Benalish

© 8 BlockVie..... oo 12500 200

™ Unsummon 00 : Q (usode ...
© M UthdenTrall ... 00 : m Cumble....
W Verduron Enchantress ] 00 : M CrystolRod....
: @ Vesuvan Doppelganger. ... 20.00 ...30.00 : W Cusedlond ...
i 0 Veteran Bodyguard.......... 10.00 ... 18.00 i I8 Dondng Scimifar ...
¢ m Volconic Eruption............. 5.00...... 8.00 : M Dork Rirval

Wall of Air

: @ Crow Wum
¢ M Creature Bond ....

W Dokpodt ...
¢ QO Death Word
;| Deathgrip ...

: [S0lRing! e 700 ...1000 : Q BlockWard...................
i m Soul Net ...... s 12 Tsa e 2000 5 Q Blessing ...vveeiin
| Spe[! Blost S50t 1.00 : m Blue Elemental Blast .
SIOSIS| s s 400...... 600 : Q BlieWord ..........
i W Steal Aifoct .. 150500 250 : M BogWrmith ......
im Stone Giant ... 1250000 200 : m Bottle of Suleiman
: W StoneRain ... S0 s 100 : m Braingeyser ......
i @ Stream of Life 50 ...... 100 : o BrossMon ...
: | Sunglosses of Urza 400...... 6.00 : M Burowing ..
DM SWOMP ...l o] Qg o MO 25 : QCostle.........
O Swords to Plowshares 1325 200 : = Celestial Prism .

BT .oonosmsimsininnns 1200 ...20.00 : m Chonnel
PO Temor ... S0 100 : m Chooslace ............
¢ Thicket Basiisk .. 250......350 i Q Cirde of Protecion: Bock...... . Z
¢ M Thoughtloce ... 2505 3.50 1 Q Cirdle of Protection: Blue ....... 1580 50
i . Throne of Bone ... 1250 200 : Q Cirdle of Protection: Green | R .50
¢ M Timber Wolves ... .400...... 6.00 : Q Cirde of Protection: Red ...... 15 :
1w Time Voult ... 40.00 ...55.00 : Q Circle of Protection: White ....... 15 cones 30
¢ m TimeWolk ... 8000...10000 : & Clockwork Beast ............ 3.00...... 4.00
© m Timetvister . 4500 ...7000 : @ Cone ..................... 500...... 800
: M Tunguilty...... 50.....1.00 i m Cockatice... ..500......800
© M Toopical slond 1200 ...2000 : B Consentor................... 75......150
;B Tsunomi ... B 200 : W Controct from Below......... 3.50...... 5.00
: M Tundo ... ..18.00 ...3000 : m Control Magic............... 20070 3.00
i | Tunnel...... o 125 ainas 200 : Q Conversion .. N - | N 2.50
;O Twiddle L.o.oooene SRS 300 : m Copy Arifoct ... ....600 ... 10
¢ M TwoHeaded Giont of Foriys...30.00 ... 45.00 : m Counterspell ... | iy | - 2.00

1
|

...... $300.00 ... 500.00 :

Starfer Deck (60 cards) ... 10.00 ... 1500 : -
Starter Box (10 decks) ... 100.00 ... 150.00 : m Demonic Hordes
: Booster Pack (15 cards) .......... 325...... 5.00 : m Demonic Tutor
¢ Booster Box (36 packs) ...... 110.00 ... 17500 : mm Desert Twister
: W Dingus Egg
Name Low High : O3 Disenchont ..........
i Air Elemental ............... 125, i 200 : m Disintegrate
i LR 4.00
s Ring oo 3500500 5.00
m Animate Artifact 75...... 150 : m Dragon Whelp
W Animote Dead ... 75...... 150 © W Doinlife ... .
Q Animate Wall ... 250...... 350 )
© 0 Ankhof Mishra .. 100 4.00

© H EHojjoj

Weo .5 50
m Birds of Paradise
B Block Knight

M A R C H

¢ M Elvish Archers
: @ Energy Flux
: M ErgRaiders...........
;M Evil Presence

: O EyeforonEye

i '8) Hell’s Caretaker

¢ Hellis on evil place, and few things in it are
more evil than Hell's Caretaker. Why, just
throw some innocent creature to him and he'll

;| cough up some monstrosity from your grave-

: yard. Unpleasant.

: RS I
: B Distupting Scepter ......... 3.00
: B Drogon Engine ..........

: B DroinPower ............... |
: M Drudge Skeletons ...
: @ Dwarven Warriors ............ 15
M Dwarven Weaponsmith .

: M Eorth Elemental .
: M Earthbind
: B Eorthquoke ...
¢ B Ebony Horse

¢ Wooden Sphere ............ 1.25...... 200 :

;M Word of Command 5000 |
Q Wathof God..... ] .10.00 ‘
M Jombie Moster ............ 6.00 ...10.00 EST (ARDS

79




80 I

QO Fommstead 5.00 8.00
M Fostbond 600 ...1000
W feor 15 5
M Feedbock .. 75 150
W Fire Elemental 125 2.00
B Firsboll . 15 50
8 Firebreathing 15 50
W Floshires .. P8 V5D
. Fight ... 15 o B
B Flying Carpet . 350 5.00
WFog...... 15 50
M Force of Notwre 8.00 12.00
W Forest ................... W5 iaeiidl®
| 25.00

M Hill Giont ..... i e
| Hive, The ... .400......600 :
Q Holy Armor ... SRR, | T, -
Q Holy Strength ............... A5 e 50
M Howl from Beyond. ........... 35! oa 50 :
® Howling Mine ... G 10.00 :
B Hurkyl's Recall ... .350......500 :
I Hurloon Minotour .. s )Y someien . )
B Huricane ........ il i 1.50
' I Hypaotic Specter . .. DTOBb 3.00
® Instl Energy ... L 75......150
W ionStor ............... 75......150 :
M lronvoot Treefolk ... I5 corimy
Wislond ..........c.......... 05 10
W Islond Fish Josconius. ... 3.50 5.00
Q Island Sonctuary ............ 350510H 5.00
o voryCop ....ooooneenn.. TS 1.5
B Ivory Tower ............... 400......6.00
W Jode Monolith ......... 1.50. 2.50
W Jondor'sRing.............. 5.00......8.00
W Jondor's Soddlebogs......... 2.50...... 3.50
® Joyemdoe Tome ............ 300...... 4.00
M Juggenout ... 5.00 8.00
Womp o 15 ..o S0
Q Kemo ......... I Ly 141
B Keldon Worlord . V505, 505250
M KidApe ....... . 1.00......2.00
) W Kormus Bell . 250050850
, W Kudw ....... 40000 6.00
Q lonce ....... B 7 L — 2.00
W leyDuid ... J5...... 1.50
M librory of leng................ 75...... 1.50
W lifeforce ...l T5...... 1.50
W lifeloce ... 200...... 3.00
M lfetop ..................... J5...... 1.50
B Lightning Bolt ... e DI el .50
M Living Atifact . ... 3%0...... 5.00
W Living Londs ... 350752 4,00
B Living Woll 150 ninss 2.50
B lonowor Elves ... Y S— 50
B Lord of Atlantis ... .6.00 ...10.00
W Lord of the Pit .8.00 ...12.00
Wlve............ o — 1.50
® Mogicol Hock ... v i D00 e 8.00
B Magnetic Mountain ......... 2.50...... 3.50
B Mahamoti Djinn ... ...1.00 10.00
{ W Mono Flore ... L4.00.. ... 6.00
B Mono Short ... L 5.00
& MonaVoult ... 2B 4,00
B Monobarbs ... 2810050, 400
| @ Megkstone .............. 3:503++.5.00
| B Merfolk of the Peor Trident ... .15 ...... .50
| O Meso Pegasus ................ 15 .......50
B Mijge Djinn ... 400 6.00

3 Persond Incomotion
B Pestilence

& Phontosmol Forces
B Phontosmal Temon
B Phonfom Monster
B Piote Shp

M Plogue Rats

B Poins

o Ploteoy

B Power Leak

® Power Sink

I Power Surge ...
o Primol Cloy

B Prodigal Sorcerer
= Psychic Venom

O S

W Rock, The
W Roise Deod
W Reconstruction

W Red Elementol Blost
O Red Word

W Regeneration

| Regrowth ...
O Resumection

¢ [ Reverse Domoge
i O Reverse Polarity

¢ O Righteousness ...
;1 Roc of Kher Ridges
;M Rock Hydra ...
i Rocket Louncher
: @ Rod of Ruin.
M Royol Assassin ...
M Soaifice ...

¢ O Somite Healer

: M Sovonnoh

¢ O Savanneh Lions
;M Scathe Zombies

: M Scavenging Ghoul ..
i M Soublond .......
: B Sayb Sprites

: W Seo Serpent

: W Sedge Troll .
;W Sengir Vompire

i m Serendib Efreet ...
: O Sermo Angel ..

B Shonodin Dryods

;W Shatter .

'l

1000 ... 18.00
15 50
15 50

........ 350......5.00

250 35
15 50
15 50

200 s 3.00

125 2.00
15 50
75 1.50
15 . 5
15 1.5
15 50

350 5.00

......... 2.00......300

5.00 8.00

.2 1.50

5.00 8.00

......... 6.00 ...1000

12.00 18.00

4.00 6.00
75. 1.50

12.00 18.00

1.50 250
15 50

1000 . 18.00

350 5.00
15 50
75 1.50

10.00 18.00
15 50
15 50

8.00 12.00

3.50 5.00

10.00 15.00

5.00 8.00
15 50

15 50

W Waorp Afifoct .........

;@ Aoddin's Lomp

M Unstable Mutation ...
B Unsummon ...
W Uthden Troll

W Verduron Enchontress .. 0055 6.00
® Vesuvon ... 2000
23 Veteson Bodyguord .........7.00 .,.12.00
¢ @ Volcanic Erupfion ... .4.00...... 6.00
M Vokonic Islond ... 1000 ...18.00
W Wollof A ............c...... 75...... 1.50
W Woll of Bone ....... 75...... 1.50
W Wall of Brombles .... I
MWW i
W Wollofle ...................
W Woll of Stone ..........

2 Woll of Swords
| Woll of Woter ......
| Woll of Wood
| Wonderust
W Wor Mommoth.......

M Water Bementol

Q White Knight .
2 White Word

W Wild Growth
W Wil TheWisp ...
W Winter Orb
W Wooden Sphere
Q Wioth of God

I ombie Master

: M Chooslace.................. ;
¢ @ Circle of Protection: Artifact ... 3.
= Q Circle of Protection: Black ....... .
: O Circle of Protection: Blue
: Q2 Circle of Protection: Green
¢ O Cirdle of Protection: Red
¢ O Circle of Protection: White

¢ M (lockwork Avion ...
¢ 1 Clockwork Beast ...
: M (ockatice............
¢ 1 Colossus of Sordia
: W Conservator........
: @ Control Magic. ..
¢ QO Conversion

: @ Corol Helm

: M Cosmic Horror
: W Counterspell
: @ Caw Wurm
: W Greature Bond
: W Ciimson Manticore
: M (umble
¢ 0 Cusade ...
: B Gystol Rod ......
: M Cursed Lond
¢ 1 Cursed Rack
: M Cyclopean Mummy
¢ B Donging Scimitar ..
: M Dok Ritual ...
¢ O Death Word
: W Deathgrip

FOURTH EDITION

¢ WIZARDS OF THE COAST-1995

Cards contoin o copyright date beneath
the ortist’s name on the front of the card.
Full Set (378 cards) ... $250.00 ... 350.00

Storter Deck (60 cords) ......... 8.00 ... 12.00
Storter Box (10 decks)......... 75.00 ... 100.00
Booster Pack (15 cards) sen s oM e 3.50
Booster Box (36 packs) 85.00 ... 110.00

Name Low High
W Abominafion ............... PRLVE 3.00
W Air Elementol Y . 1.50
OJ Alabaster Potion ..

: @ Aloddin's Ring
M AiBobo ............
2 Amrou Kithkin . :
& AmuletofKoog .............00 ...... 40
Q Angry Mob ‘ . 1.50 2.50
™ Animote Aifoct ............ .35 ...... 5

. M AaimateDeod .............. 385 .......75
O AnimateWall ............... 200V 3.00
@ Ankh of Mishra 250......3.50
W Apprentice Wizord . JA @inissid0
J Amageddon 3.50......5.00
™ Amageddon Clock 250...... 350
W Ashes to Ashes | R
8 Ashnod's Battle Geor 150......2.50

;O Aspectof Wolf ... 3.50...... 5.00
: W Bockfire L .

: M Bod Moon...
: O Balonce ...
: M Ball Lightning.....
: @ Battering Rom ..
¢ O Benalish Hero ..
: W Bird Maiden
¢ M Birds of Poradise ...
: M Black Knight
00 : ™ Black Mana Battery
: @ Block Vise
O Block Word ...
: O Blessing ...
: M Blight ...
§ B Blood Lust
: 1 Blue Elemental Blast ..
i I Blue Mona Battery ...
: O Blue Word
: M BogImp
: M BogWraith........
i @ Bottle of Suleiman
: Q Broinwash
: M Bross Mon
: M Bronze Tablet......
¢ M Brothers of Fire
: M Bute, The
: M Bunowing
: M@ Comivorous Plont ..
: M Carrion Ants
O Coste.........
: M Cove People ...
: B Celestiol Prism ..

: M Deothloce ...
W Desert Twister
: M Detonote
¢ 1 Diabolic Machine
: M DingusEgg ...
< O Disenchant ..
¢ Disintegrote

: 1 Disrupting Scepter ...
0 Divine Tronsformation
: @ Dragon Engine ........
: 1 Dragon Whelp
;B Drain Life

@ Drain Power
: M Drudge Skeletons ..
@ Durkwood Boars ..
M Dwarven Warriors ..
¢ M Eorth Elemental
: M Eorthquake
i @ Ebony Horse ...
© M EHojjoj
i Eder Lond Wurm....
- W Elven Riders
i M Ehish Archers. .
W Energy Flux.....
I Energy Top

M Eg Roiders ...
¢ M Erosion
M Etemol Worrior ..
B il Presence

[ ARTIFACT W BLACK

1 BLUE

GOLD  mIGREEN  MRED  CIWHITE




O Eyeforonkre ............ J0050 400 : M KillerBees ............... 500...... 8.00 : M Scavenging Ghoul

| feor............ e § 0 Kismet.......... -..:3.50...... 500 : B SaybSpites ..... :

® Feedback . . @ KomusBell .... SR200ERE 300 : m® SeoSempent ... % : ARABIAN NIGHTS

= Fellwar Stone... i M lond Leeches .. wemal Qineces 40 i O Seeker ........... o © WIZARDS OF THE COAST- 1994

M Fire Elementol 0 : O londTox .... 21000 3.00 : M Segovion leviothan ......... 1. 00 : Full Set (78 cards) ......... $600.00 ... 800.00
M Fireball ...... : B leviothon ... N 1L 500 : M Sengir Vompire ...... a1 00 : Booster Pack (8 cards) ......... 50.00 ...70.00
M Firebreathing ) DO leyDnid ...eeeeieeeenn. 60...... 100 : O SemoAngel ...... S 1 6.00 : Booster Box (60 packs) ... 2900.00.. 4,200.00
| Fissure ...... : W Libroryof leng......cc....... . 602500 1.00 : m Shanodin Dryods tene 0 40 )
B Floshfires COm Lot e 60......100  m Shopeshifter .. 350......500 : _ Nome low  High
M Flight ... ;M lifeloce ... 150...... 250 : M Shatter ...l 10 e 40 &l AhUJ‘.’fm """"""""" 350...... 500
Food ... o et . 600100 : M Shivn Drogon ............ EpymisiG | B A ... 1000 1500
[ Flying Carpet . Y M Lightning Bolt .. | —— 40 : M Simuocum ... JO s 40 Mugg!n,sgmp e 400 6.00
Hfog....... § M Ling Artfoct .. 250,350 ¢ m Sindbod .. ASeerist) § MMM ocecis bl MK
| Force of Nature . . i Lvinglonds ... ..250......350 i o Sien'sCall........... s 150§ g gt H e »---60-00-~----78-00
Q Fortfied Area ....oveeeee 10 e B Unnowar EVes ... 10 40 i M Sitersof theFlome ..........10 ....... 40 5t e 3400
B foest ....... 057700 1 m LodofMonts oo 500 800 § M SeightofMind ...... g | O Am i 2 300
M Frozen Shode {0 Loidf the i 600 ..1000 i M Smoke ......... L T B~ el 50770
m Fungusour : M lostSoul ........ JOUS [ /SR 40 ;M Sorceress Queen ... 400...... 600 : m potle glf Suleiman w00 10.00
M Goeo's Liege ... . Pl lwe........... <000 100 : B8 SoulNet ........ +560D e 7S 5 W Brass Man s
1 Goseous Form .. 210 : @ Mogical Hock ... 4.00...... 6.00 : = Spell Blast .. w0 s 0 5 Qcamel 295 3.00
i Ghost Ship ... ......75 i M Mognefic Mountain ... 200N 300 i O Spiritlink...... 350...... 500 i g Giyin aBotfle oo 1200 ... 20,00
® Giont Growth .. i [ Mohomoti Djinn ... 6.00...... 8.00 : M Spiit Shockle .. 0 N 1505 m ity of Bross ‘ 1200 01800
M Giont Spider ... s : B Moo Closh ... X 111 SN 250 : M Stsis......... ; S0 Cuombojj Witches .. 75150
® Giont Stength ....... S0 40 : M MonoFloe ... o 00T 500 : M Steal Aifoct .. 0 & m (ydone o 500 ... 8.00
Giant Tortise ... 20 40 : M MonoShot ... ..300......400 : W StoneGiont..... 00} & Doncing Samitor ........... 500...800
1 Glosses of Urza .60 1.00 i M ManoVoult .. 2505055 350 i M StoneRain ..... B Dondan S 150
M Gloom ......ocoeennn 200 sz 1.00 i B Monobarbs ... 250...... 350 : M Steomof Life .. A. DM Desett. ... oo 6.00
B Goblin Bolloon Brigade ...... .60...... 1.00 ¢ M MorshGos ..... L0 40 : M Ship Mine......... { W Desert Nomads .. s 350
M GoblinKing ......... 600 ...10.00 : B Marsh Viper L0 40 m Sunglosses of Uz 2 50 B Desert Twister .. 9500 3%
B Goblin Rock Sled ... L0 40 i M Meekstone ............... 3.00......400 : m Susken Gy ..... 10 ......40 : m Diomond Valley. 3500 ... 45.00
M Grapeshot Catapult L0 40 i = Merfolk of the Pearl Trident ... .10 ....... 40 : M Swamp........... - S : m Dropof Honey ...2000 ...30.00
W Groy Ogre ........... L0 40 : O MesoPegosus ........oonnne. . 10 s 40 : QO Swords to Plowshares . ¢ Ebony Horse . ...500...... 8.00
LI e —— 250 50005 350 i m Millstone ...... L) E— 3.50 i m Sylvan Librory : i

3OMOBMOR o 6.00 ...10.00

@ Green Mano Battery : W Elephant Groveyard

3500 500 : Mind Bomb ... 150, 2.50 i @ Townos'sWond ...

O GreenWord ... - J— 75 ¢ M Mind Twist ... .4.00...... 6.00 : m Townos's Weaponry W FrgRoiders ..........
M Grizzly Bears ..... L0 40 ¢ M Mishra's Foctory ... .350...... 500 : M TempestEfreet ... ol 00 : W Erhoom Djnn.....
O Healing Salve ... L0 40 : @ Mishra's War Machine ......2.50...... 350 ¢ W Temor ........ .10 ...040 ¢ QO Byeforanfye ..
0 Helm of Chatzuk ... 250 50 3.50 : B Mons's Goblin Raiders.......... 10 ....... 40 : M Tetows ...... . § i W Fishiiver Oil ...
| Hill Giont ........ [ p— 40 ¢ Q Mordle ... IO, 1 R M Thicket Basilisk : M Flying Corpet ...
o Hive, The ... 350...... 5.00 : M Mountain .. : @ Thoughtlace ...... W FlyingMen .....
O Holy Amor ... L0 40 ¢ M Murk Dwellers .. : m Thione of Bone . M Ghazban Ogre....
2 Holy Strength ... L0 40 : M Nof'shsp ... M Timber Wolves ... B Giont Tortoise ...

W Guordion Beast ...
M Hosron Ogress ...
B Hurr Jockal

M Time Elemental ...
M Titonio's Song ...
| Ttunquiliry

M Howl from Beyond..
i Howling Mine
o Hurkyl's Recall ...

L0 40 i Nether Shadow
S0 8.00 : & Nevinymal's Disk
3100 400 : W Nightmare

B Hurloon Minotaur . bl ol 40 & Q Northem Paladin 1 m Triskelion .. i biff Ereet .25

W Hur Jockal ... 4200 300 i M QoSs ............ f I o Tsonomi ... : M Islond Fish Josconivs............ 6,00 ... 10.00
@ Huricone ... 60 100 : @ Obsionus Golem . FEORET O Tundro Wolves . 75+ M Islond of WokWak. .. 25.00 ...35.00
B Hypnotic Specter 150, 250 : @ Ondlet .......... L W Tunnel ... 75 1 Jandor's Ring ... ..5.00...... 8.00
M Immolotion.................. 0 vl 40 M Orcsh Arillery ... . m Twidde ... : i M Jandor's Saddlebags......... 6.00 ... 10.00

i M JeweledBird ...
+ 0 Jhed.....l
W Junun Efreet
W Juzom Djinn......
M Khobol Ghoul ...
¢ Q King Suleimon ............ %
: B KidApe .......... L] —— 5.00
¢ B Librory of Alexandria ... 25.00 ...35.00
| Mugr;]eﬁc Mﬁumuin ......... 4.00...... 6.00
-t W Merchant Ship . .
330 500 @ Metomorphosis ...

B Orcish Oriflomme. . 50...... 2 W Uncle Istvan ...
[Ey Manipalator, ayl Omithopter ........ . W Unholy Strength

2 3 Q Osai Vultures . B Unstable Mutation ..
M Poolyze ... s l0 ¢ | Unsummon ......
i QO Pearled Unicom ... ® Untomed Wilds ............ ’
0 Personal Incarnation ...
¢ M Pestilence ..........
[ Phantosmal Forces......
Phantosmal Terrain
Phantom Monster ...

=]

M Verduran Enchantress

|

: M PiateShip ... I 00 & Q Visions ........... | 2.50 iige Di
o I, R ¢ 1 Volcanic Eruption .. ME3I00EE 400 : ; mﬂfﬁi“gﬂmm
Q Pikemen ¢ m Wall of Air ... .60 100 m Mountain .......
or‘; “Tap target artifact, creature, W Pit Scopion ... : M Wallof Bone ... e 100 : m Naof's Asp 5 !

“The scavengers ccho first found it M Plogue Rats...... @ Wl of Brombles . 0. 100 : m Oosis ..........ccovvven. 350...... 5.00
Ao Cvankd Nou dbed, Plains ... © @ Waollof Dust ... L1500 250 : @ Old Mon of the Sea ... 2500 ... 35.00
ZArcum Dagsson, Soldevi Machinist Power Leak..... M Wallof Fire. ... B0 100 © m Oubliette ... 350...... 5.00

& Power Sink..... S om Walloflee ... b0 100 Rely .10 ‘G
W Power Suige ... 2 50 i Wallof Spears . sl vawees 40 ¢ @ Pyamids 20.00 ... 30.00
M Prodesh Gypsies . . ¢ M Wallof Stone ... .80 1.00 : O Repentont Blacksmith ... 300...... 5.00
i@ Pimal Coy ... 2 00 : Q Wallof Swords .. W VL S 200 : ”? ngofMu wf 00 300 B
! . : @ Prodigal Sorcerer ©om Woll of Water oo 60 100 : m RukhEg veeeen 100 ...70.00
lB)onMan!.pu.la.tor | m Psionic Enfity ... 3. 00 : M Wallof Wood ... J100 40 im Sunduls ofAbdnlIuh ......... 800 ...12.00 e
The Alpha is nicer-looking, but Alpha or fce M Psychic Venom....

.. ©om Wondelust ........ Aég ...... 100 : o Sunds[t{(_)gm ................. 50...... 1.00
1 Age, you can'tlook o giff, ur, whateverinthe | O Puelce ... o1 50 ¢ B Wor Mommoth ..ol 1 2 1 W RO ...
‘mouth. Andusltyherewillr:ap orunlopany- | B Pyiotechnics : m Worp Arifact 7= se 2;2 ------ ?28 : : gﬁ'eh”d'b gf'ee"'-
P 5w Rock, The ... @ Water Elemental ssl D S0 hahrazed ...
Jhins. AR | R S o~ 0 ¢ Vierkess .. L0040 D M Sindbed ...
W hfemo 350......500 | M Roghion ... 7 50 ; WWeb ... Dl | B anie
@ Insl Erergy ST 100 ¢ m RoeDecd S Whiing Denvish .. Ll s 400 : M Sorceress Queen ... 800 ...12.00
o honStor ... 80 100 © m@ Rebith (2 White Knight ... wo 120 200 : M StoneThrowing Devils ... 400...... 6.00

® londlow Orcs ... o || —— 40 : ®R I i a0 ¢ = White Mano Battery ... 3500 500 : @ Unstable Mutation .. s i Vs 1.50
@ lronvoot Treefolk . B [ 0 im Rggi{iﬂ‘:’éé’:@,{s“ ) 3]58 """ 588 i Q Wh:teWmd ................. 35 .....75 & Q WarElephont ... 50 1.00
@ Kond 05 10 ¢ 0 Red Word U LI 75 ¢ W Wild Gowth. ... w1040 I Wi Wolf 400600
@ Island Fish Jasconius ., 3100 400 P m Regenemﬁoh”:m T o © B Windsof Chonge oo 400......600 : W YdwenEfreet ... 10.00 ... 15.00
ﬁ:sm,"ydcsu;mw“ (2507350 i m RelcBid........ 3000 ;W Wkl e e c
vo S s | 60...... 100 O Reverse Domage .. a0 ‘o0 | B WinterBlost ... 2 S0
o oy Tower ... 307500 ¢ O Rghoosnes 40060 MO - s . ANTIQUITIES ™3¢
@ Jode Monolith 125......200 © m Rodof Rui R Top | Wooden Sphere ¢ WIZARDS OF THE COAST- 1994 .
@ Jondor's Soddlebags ... 900 30 m RO TASU'"'. """"" 00 ) 0 - | Word of Binding 70 .40 FulSet(100cards) ... $300.00...40000 M
g JuyemdaeTome ..... 250 3'50 : SOYG’ Hsuslsm 10 5.00 S0 Wiothof God ..o 3.50......5.00 : Booster Pock (8 cards) ... 12.00 ...18.00
Jump Efmr' ...... L0 T 2 Sgﬂm&lﬁn':luel o w jg ©m Xenic Polrergeist ... 1.25......2.00" : Booster Box (60 packs) ...... 700.00 ... 900.00
l JU"““ S 350.....500 ¢ Q Sovonnoh Lions ............ 3.00...... 400 : V°"“"5F°'|di9’ """"""" }3 28 Name low Hiigh
= KeldonWorIord ________ ]3(5] ------ ;gg © M Sathe Zombies ......... A0 s 0 %gﬁm ’%g;[ BT Y Amulet of Kroog ... .15 ... .50 )
e T —— = : :
o WENT DOWN HEAVILY TRADED |
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Q Argivian Archgeologist
Q Argivion Blocksmith ...
B Argothion Pixies ......
W Argothion Treefolk ..
B Amoageddon Clock ..
W Atifoct Blost .......
Q Mifoct Word ...
W Attifact Possession ...
B Ashnod’s Altor

& Ashnod’s Battle Gear
B Ashnod’s Transmogrant ... 125...... 2]
WMy ..o 1500 ....12
8 Bottering Ram ................ 15
M Bronze Tablet............... 4.00
= (andelobra of Townos ... 2000 ...
Q Cirdle of Protection: Artifct ... 5.00 ...
B CGitonul Drwid ............... 3.25

® (loy Statue... i 4
= Clockwork Avian ..
B Colossus of Sardio .
(ool Helm ...

B (used Rock ...
Q Damping Field
W Detonafe .........
W Drafna’s Restoration
= Drogon Engine ...
B Dwarven Weaponsmith ... 2.
B Energy Flux ............... :
18 Feldon’s Cane

M Gaea's Avenger ...
M Gafe fo Phyrexia ...
I Goblin Arfisans ...
Golgothian Sylex.........

B Grapeshot Catapult O L I 50 :
M Hounting Wind ... e L] S 350
B Hurkyl's Recall ... s 0100k s 8.00
W Ivory Tower ...... ...7.00 ...10.00
= Jolym Tome ... ... 400...... 6.00
Q Mortyrs of Korfis 00w 6.00
® Mightstone ... wss DO0isud 3.50
@ Milstone ......... - ) T 500 :
W Mishro's Factory ............ 400...... 6.00

B Mishra’s Foc. (Summer Pic) .. .6.00 ... 10.00

B Mishra’s Wor Mochine ......4.00......6.00 :

W Mishro's Workshop
Obelisk of Undoing ...
B Onulet...............
W Orcish Mechanics
& Omithopter...........
W Phyrexian Gremlins .
W Power Arifact ...
B Powerleech ............... ;
W Priest of Yowgmoth
B Pimol Cloy ............... )
 Rack, The ... -

I Rokalite .......
B Reconstruction ...
Q Reverse Polarity ...

 Rocket Louncher ... o 4005000 6.00
B Soge of LatNom ............. L1 [— 1.00
W Shopeshifter ....... ..800 ...1000 :
B Shotterstorm ... ....500...... 8.00

0 Staff of Zegon ..
M StipMine.................. {
B Strip Mine (Tower) ......... 5.
& Sulhi.............
B Tablet of Epityr

M Townos's Coffin............

B Townos'sWond ............ 2

® Tawnos's Weaponry .........2.25..... 3.00
@ Tetovus ... ceoee.... 800 ...12.00
B Titonio's Song SENE— 1,1 Topr— 6.00
B Tronsmute Arifact sen 0005005, 500 3
® Triskelion ............ 800 ...1200 :
® Urza's Avenger 8.00 ...12.00
B Urzo's Cholice ; 150t 50
B Urzo's Mine .. ] 1.00
W Urza's Miter ... 7.00 10.00 :
W Urza’s Power Plont .. 40 .....1.00
B Urzo's Tower 40 1.00
= Wall of Spears . 75 1.50
W Weokstone 250 350
B Xenic Poltergeist 250 3.50
M Yowgmoth Demon 8.00 12.00
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: 1 Block Mono Battery

¢ W Yoton Soldier ............... 75,150
: : M Crimson Manticore ...

: LEGENDS

: WIZARDS OF THE COAST- 1994

: Full Set (310 cords) ... $1,100.00..1,400.00
¢ Booster Pock (15 cards) ... 25.00 ... 30.00
¢ Booster Box (36 pocks) ... 850.00...1,000.00

Nome Low High

: W Abomingfion ............... 350, 5.00
..20.00 ...30.00

15.00 ...20.00

With Deflection, which allows you fo choose
another target for a targeted spell, not only
are your opponent’s cheesehalls less infimidat-
ing, but his Streams of Life become more
attradtive.

W Adive Vukano ................

Adun Ockenshield ......... 10.00 ...15.00

¢ W Adventurers’ Guildhouse ... 250...... 350
: M AuathiBerserker ............ 400...... 6.00
I W Aisling Leprechaun ............. L 1.00
O Akron Legionngire .. 500...... 8.00
: M AlHdlow'sEve ... 25.00 ...35.00
: M Akgbaro’s Corpet ... 10.00 ...15.00
O Algboster Pofion .. A0 s 1.00

¢ ® Alchor's Tomb .. 10.00 ... 15.00
¢ O3 Amrou Kithkin .. 15 .......50
Q) Angelic Voices ... 700 ...10.00

: Angus Mockenzie .........10.00 ...15.00
: B AnfiMogicAuro ............2.25......3.00
: M Aboia ... 400...... 6.00
¢ Auodes Sabboth ......... 10.00 ... 15.00
: B Aeno of the Ancients  ...... 4.00...... 6.00
BT R——— | N )
Axelrod Gunnarson .........8.00 ... 10.00

: Ayesha Tancka ............ 6.00...... 8.00
: Azure Droke e 300......5.00
: ® Bockdroft .................. 3.50 5.00
: o Bockfire ..................250......3.50
;M Borbary Apes e 1500150
" Borktooth Worbeord ......... 3.50...... 5.00
: Bartel Runeaxe ............10.00 15.00
: M Beosts of Bogordon ......... 3.00...... 500

M Blazing Effigy ..........

¢ M Crookshank Kobolds ..
: M (yclopean Mummy

i Q D'Avenont Archer ...
i M Darkness ...
: M Deodfoll ............
W Demonic Torment
: M Devouring Deep ...
: W Disharmony ......
: Q0 Divine Infervention
O Divine Offering ...
¢ O Divine Tronsformation

: M Dreom Coat .........
: W Durkwood Boars
: M DwarvenSong ...
O Hder Lond Wurm .
: @ Elder Spawn ....
: W EvenRiders ....
: M Emerald Dragonfly ..
i O Enchanted Being ...
: I Enchantment Alteration
P W EnergyTop........

: O Equinox ...
i Etemol Warrior .
¢ M fueka ........ 5 15!
¢ M il Eye OmsBy-Gore ... 5.
: M FollenAngel .......
: m Falling Stor ..
: Wkeint ol
: M Field of Dreoms. .
: M Fire Sprites ........
¢ M Firestorm Phoenix ..
: @ Flosh Counter ...
: @ FloshFlood ...
: @ Florol Spuzzem .
@ Force Spike........
1 @ Forethought Amulet
i O Forified Area ...
: W Frost Giont ...

: @ Goseous Form ...

: M Ghosts of the Domned
: o GiontSlug ...........
: M Giont Strength ..
: @ Giont Turfle.....
;' Glyph of Doom.....
@ OGlyph of Delusion .....
¢ M Glyph of Destruction ..

¢ m Gravity Sphere
i (O Great Defender
: 2 Great Woll
© O3 Greater Realm of Preservation’ 6.00.....
N [ — 5.00
: @ Green Mano Battery .

Dokkon Blockbade......

Gobriel Angeffire .

B Glyph of Reincamation

Gosta Dirk

Gwendlyn Di Corei ..

W Homet Cobro .

: ® Hommerheim............... 4.
Hozezon Tomar..........
: M Heodless Horsemon ..........
¢ O Heaven's Gate
© W Hell Sworm....... .
: M Hell's Coretoker ...
: M Helfire Y
P HolyDay ..ol
: ® Hom of Deafening

13 Lond Equilibrium
D0 londTox ...
;M lond'skdge ...
: M Lesser Werewolf .
1w Life Chisel...
2| Life Motrix
O Lifeblood

: M Living Plane . ..

: M lostSoul ...
¢ [ Mono Drain ...
: 1 Mona Matrix
: M Morble Priest ........

M Maoster of the Hunt ...
i Miror Universe ...

: H Mold Demon .
¢ W Moss Monster
: W Mountain Stronghold .
: M Mountain Yeti ................

M Nether Void ...

: m North Star ...
¢ @ Nova Pentacle

£ Port Water

¢ W Pendelhoven ...
¢ Q) Petro Sphynx....
: M Pit Scorpion
: I Pixie Queen ...

[ Psionic Entity ...
¢ [ Psychic Purge ...
: [ Puppet Moster .
M Pyotechnics ...

: @ Reall .............
¢ 1 Red Mano Bottery .
. [ Reincarnation
1 Relic Borrier ...

: @ KeiTokohoshi............... 4.00......6.00
: M Killer Bees ...

§Q Kismet.......... s

: @ Knowledge Voult ............. 800 ... 104
@ Kobold Drill Sergeant ... 6.00...... 8.00

¢ M Kobold Overlord............ 10.00 ... 15.00
i M Kobold Taskmaster . s
: M Kobolds of Kher Keep ...

i Kry Shield... 3.50...... 5.00
Lody Caleria..... .10.00 ...15.00
Lody Evangelo ............ 10.00 ...15.00
Lady of the Mountain, The ... 4.00...... 6.00
(17771 o) 325 4.00

Livonya Silone
Lord Magnus ...

Morhoult Elsdragon .

Nebuchadnezzar .
Nicol Bolas ...
0 Osai Vultures ...
Pollodio-Mors ...
Pavel Maliki ...

;@ Plonor Gate .. .

: M Prodesh Gypsxes ............ 40...... 1.00
¢ O Presence of the Moster ... 4.00...... 6.00
: M Primordiol Qoze ............ 250...... 3.50
: Princess Lucrezio ...

: M Quogmite.................. 1350 :
¢ I Quorum Trench Gnomes......... 8.00 ...12.00
: M Robid Wombat ............ 400...... 6.00
: @ Rodion Splm ..350...... 5.00
: M Roging Bul.................. A0 1.00
© Rognor ... 10.00 ... 15.00
© O RopidFire ..o 8.00 ...12.00
©  Romirez DePieto. ........... 4.00...... 6.00
Romses Overdark ......... 10.00 ...15.00
:© Rasputin Dreamweover ... 10.00 ... 15.00
M Rebirth

© W Blight W Horor of Horrors o— | ;B RelicBind.................. 325...... 4.00
© M BloodLust . Hunding Giomersen ......... 3. 00 ¢ O Remove Enchanfments ... L — 2.00
© 3 Blye Mono Battery . . Hyperion Blocksmith ......... 3.50..... 500 : M RemoveSoul ............... 40 ... 1.00
‘m Boomerang B o Ichneumon Druid ............ 4.00.. ... 600 B Reset ......ooooiieiiinnnn. 5.00...... 8.00
© W8 Bori Devilboon ® Immolafion ... 75,150 © M Reveloion ............... 400...... 8.00
© @ Brine Hog ... W [mprison . ... 800 ...1200 i B Reverberafion ... ....1000 ... 1500
: ®5 Bronze Horse : W Inthe bye of Choos ...... 1000 ...15.00 : QO Righteous Avengers ......... 4.00...... 6.00
© M Bute The O Indestructible Ao .. ........40 ......1.00  m Ring of Immortals ......... 10.00 ... 15.00
W Comon Ants .. : M Infemol Medusa . 500......800 : = RwvenTumbll ... 400...... 6.00
¢ Cat Warriors & 1 Infinite Authority L1000 ... 15.00 Rohgahh of Kher Keep
‘m Cathedral of 5e1m B Invoke Prejudice .. 1200 ...1800 : Rubinia Soulsinger ......... 8. 00
M (overns of Despair 3 Ivory Guardians K0 T I T O — . ’
W (hain Lighting . 1] P Jocques le Vert 1000 .. 1500 : m Seo King's Blessing ......... 350...... 5.00
S W Choins of Mephistopheles .. 1000 . 15.00 Josmine Boreal 400, ....600 : M Seoforer's Quoy ............ 2255, 3.00
Chromium 12.00 18.00 Jedit Ojanen ... 400......600 : COSeeker ..........
2 Cleanse 1200 .. 1800 Jenord of the Closed Fist 400 6.00 © m Segovion Leviathon . :
¢ 1 Clergy of the Holy Nimbus .. .15 50 Johon 6.00 8.00 : me Sentinel ................. 500...... 8.00
M (ocoon 300... 500 @ M Joviol vl 1000 .. 1500 : ® Serpent Generator ......... 8.
B (oncordont Crosstoads 600 . 1000 : ™ Juxiopose 5.00 8.00 : m Shelkin Brownie .............
B Cosmic Horror 700 1000 : W Korokos 3.50 500 : O ShieldWall ...............
© m Ciow Giant 500 800 Kasimir the Lone Wolf 4.00 6.00 l Shimion Night Stolker ... 250 ...... 3.50
& Geics 350 500 2 Keepers of the Foith 40 1.00 Silhovette.................. 350...... 5.00
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Sir Shandlor of Eberyn . 4.00...... 6.00

Sivitri Scarzom

Sol’kanar Swamp King ..

1 Spectral Cloak

| Spinal Villain ..

Q Spirit Link

Stongg ...
I Storm Seeker. .
B Storm World ..
M Subdue

1 Sword of the Ages

B Syphon Soul .

M Sylvan Library

I Sylvan Paradise

B Tobemadle of Pendrell Vale ...

M Tokklemaggot
17 Telekinesis

Q Thunder Spirit

[ Time Elemental ...
ToblusAndnon -

Torsten Von Ursus ..
W Touch of Darkness ..
M Tronsmutation ...
I Trigssic Egg ...

Tuknir Deathlock ..
Q Tundra Wolves . ..

M Typhoon .....

0 Undertow ...
W Underworld Dreams

W Unholy Citadel

B Untamed Wilds .

Vaevictis Asmadi

W Vompire Bats ..
3 Venarion Gold ...

Q Visions ...
# Voodoo Doll ..

B Walking Dead ...

Q Wall of Caltrops
W Wall of Dust ..

| Wall of Eorth ..

M Wall of Heat
Q Wall of Light ...

B Wall of Opposition ..
W Wall of Putrid Flesh ..

W Wall of Shadows

nimpressve 4/4 punch, but

o LU LR e Oy + 11 Merfolk Assassin . .
: & Mind Bomb ......

m WuII of Tomhsrones ......... 3 25 ...... 400 : G
5 Wollof Voor ... 40 Taop ;3 Miode Worker....

7 Wall of Wonder .
l Whirling Darvish: ;s
& White Mona Battery ......... 2.

B Spirit Shackle ...
Q Spiritual Sonctuary ..

I Teleport ......
W Tempest Efreet ..
Tetsuo Umezowa

: M Goblin Wizard

¢ M Grove Robbers
¢ [ Hidden Path

o, Thislttle lady.

[ S B Morsh Viper
I

¢ M Goblins of the Florg .

O Holy Light ...
: W Inferno ...
: W Inguisition .......
i Q Knights of Thom ..
: B Lond Leeches ...
: [ Leviothon .......
+ 1 Living Amor .
DO luker........
: M Mono Closh ...
: I Mano Vortex ..
: B Marsh Gos ...
: Marsh Goblins .

© Q Motyr'sGry ...
: B Mozeofh ...

325
£ Q0 Morle ... ‘
© B Murk Dwellers ...

: B Nomeless Roce .
+ @ Neaopolis.........

® Wilow Sotyr .. 1000 ... 1500 : = Necopolis :
B Viinds of Chonge, . 400 400 ; g Noloioin . o
:wlur}\t/zrnﬁ?gmk """"" 1gg 1288 M People of the Woods 2325
""""""""" Q Pkemen ...................15
WENT UP WENT DOWN HEAVILY TRADEDJ

: M Dwarven Soldier .
: M Ebon Progfor ............... A
: @ Ebon Stronghold ............ :
: I Elven Forfress ...
@ Elvish Former ...
M Ehish Hunter ...
: M Evenlyre .....

: M Fungol Bloom ............ ’
: M Goblin Chirurgeon ...
¢ ® Goblin Flotillo......
: @ Goblin Grenode. ...
M Goblin Kites.......
¢ @ Goblin Wor Drums ...
M@ Goblin Worens ............ )
O Hond of Justice ............ !
@ Hovenwood Battleground ... .75 )
20 Hetdlsm. commomsssssansases - 1.25

¢ m Wood Hemental ............ 800 ...12.00 i O Preacher.................. 1000 ...1500 : Q lcation Jovelineers ............ N0R 40
........ 2325......400 : M Wretched, The . ... 1500 i m Psychic Allergy . 00 : O lation Lieutenant 225 ......3.00
800 ...1000 i XioAden...... ...1200 : M RogMon .... O leation Moneychanger . .
...10.00 i m@ ZephyrFalcon ................75...... 150 i @ Reflecting Mim ¢ O leation Pholanx....
...18.00 : : M Riptide ........ ¢+ Q leation Priest ...
- .7.00 ...1000 : i@ Runesword ... : O leation Scout ...
son B Dssen 150 : THE DARK C : B SofeHoven ... ¢ O leation Skirmishers .
2800 ...1200 : WIZARDS OF THE COAST- 1994 i W Sovoen Elves .. ;M laation Store ...
.5.00...... 8.00 : Full Set (119 cards) ......... $150.00 i B Sereaow. ........... 00 : Q leationTown ..... s 3 i
.5.00...... 7.00 : Booster Pack (8 cards) ........ 4.00 : B Scarwood Bondits ... 500...... 800 : @ Implements of Sacifice...... 25Reas 2.00
.800 ...12.00 : Booster Box (60 packs) ... 240.00 ... ¢ Scorwood Goblins ............. | L 40 : M Initiotes of the Ebon Hond 10 ...... 40
........ 5 10050 2000 § ¢ @ Scowood Hog ... 250......350 : B Merseine .................. 10 .......40
A0 6.00 Nome Low W Scavenger Folk..... A5t 40 : M Mindstab Thrull.. B || R 40
2000 ...3000 : B AMRESD ....cooooeen.e... 3.25 : W Season of the Witch ... 50055 B:00 : MNediE:ossmsmvmann 105 amie 40
LIS 150 : QO AngyMob ... ; ¢ W Sisters of the Flome .. s oI5l 1.50 : B NightSoll ...coooonzsononsss 100k A0
-400...... 6.00 : = Apprentice Wizard . : 400...... 6.00 : M Orcish Captain .. 507 1.25
......... 350......500 i M AshestoAshes.... 325......400 : M OrcishSpy ..... L0 ... 40
1000 ...18.00 : M Boll Lightning. . 150 . 250 : M Orcish Veteron ... sl a4 40
............ 3.00......500 : m Bonshee ..... L5 ......40 : QO Orderof Leitbur  .............10 ...... 40
s 1000 ...1800 i @ Bo'sCoge .. 325......400 : W Orderof the Ebon Hond ... 0 ... 40
s .4.00...... 6.00 : M Blood Moon ...... @ Stone Calendar .. 6.00...... 800 : M OGY ..oooooiiniaaennn 295...... 3.00
.5.00...... 8.00 : Q Blood of the Martyr 1 Sunken City vors] Sl et 40 i M Raiding Porty .. AT
1200 ...1800 i m Boglmp ........ i Tongle Kelp ... 150...... 250 : M Rainbow Vale......
...... 1500 ...2500 : m BogRats ..... Q Tivadar's Crusade 1.50......250 : m Ring of Renewal ...
1000 ...1500 : @ BoneFlute .. @ Tomod's Cypt .. 150......250 © oo River Merolk ...
.3.00...... 500 : ® Book of Rass.. m Tower of Coireall ... 15505 40 2.50 i M Ruins of Trokair
.350...... 500 i Q Broinwesh ...ooovevveven. 15 o, 40 F B Trocker ..o {6100 5es 8.00 : M SondSils ....
s .300...... 500 : M Brothers of Fire 150...... 250 : M Seasinger......
.400...... 600 : ® Comivorous Plont .............15 ...... 40 : H Venom ........ S 40 : M SoulExchonge ..
-350......500 © m CovePeople ...... 325......400 : m Spiit Shield ......
40 1.00 & M City of Shadows . = Wor Borge SIL{— 500 : m Spore Cloud
o .5.00...... 800 i QO Cleonsing ........ Water Wum . A5 40 : @ Spore Flower .....
.8.00 ...12.00 : = Cool Golem .. i i 250...... 350 i B Svyelunite Priest .............50 ......
T - 150 : W Curse Artifact ... : O Witch Hunter ... 500...... 8.00 : M Swyelunite Temple............ .50 ...
.8.00 ...12.00 : ™ Donce of Mony . : M Word of Binding . 050, s 40 : B Thalid ...........
. L3325 400 : Dark Heart of the Wood . W Worms of the Farth ......... 5.00...... 8.00 i M Thallid Devourer ..
1200 ...1800 : m Dork Sphere ...... = Wormwood Treefolk ... 500...... 800 : M Thelon’s Chant
..... .225......300 : ©9 DeepWater ... : : me:on's %ma
2 88 e 3.00 : = Diobolic Machine... : : elonite Druid. ...
3500500 M Downed ... - FALLEN EMPIRES -/ : I Theloite Monk _
- 800 ...1200 i Q Dustto Dust i WIZARDS OFTHE COAST- 1994 ¢ W ThomThalld ...
10.00 ... 1500 : W Eoter of the Deod ¢ FullSet (187 cards) ... $45.00 ... 60.00 : m Thull Champion ...
. | S 75 ¢ o Hlechickel ............... : Booster Pack (8 cords) .......... LT 125 m Thuoll Retainer ..
5. 1.50 & M Elves of Deep Shodow ¢ Booster Box (60 packs) ... 40.00 ...55.00 : mm Tholl Wizard ..
K - 400 : ® Fosion ........... : : M Tidol Flats .....
6.00 ...1000 : M Etemal Flome ... : Nome Low : W Tidol Influence ...
75......150 1 Q Bordst ... PO Aeoliple 125 ;W Tourach's Chont ..
75...... 150 : M Fallen, The .. ;W AmorTholl . w10 : '
325...... 400 QO Fosting ........ ¢ @ Balm of Restoration : ..
75...... 150 : ® Fellwor Stone : M Bosal Thull ... i Vodalion Moge.... %
..... 40.....0.00 : Q Festivol ............. i M Bottomless Voulr .. ¢ 1 Vodalion Soldiers ............ 0
i 3.50...... 500 : Q Fire ond Brimstone .. : @ Brossclow Orcs ... : W Vodolion War Machine ...... 2.50....
325......400 M FieDoke ...... : M Breeding Pit ....... @ ZelyonSword............... 2.25
350......500 | M Fisute ... | O o Mo :
............. 40000 : = Food ... : :
im F](:)uo:minonouth ......... ;5 Degp Spawn ... : ICE AGE =
: W Frankenstein's Monster ....... 8.00 ... © oW DelifsCone ... : WIZARDS OF THE COAST- 1995
i M Goea's Touth L5 o DelifsCube ©FullSet (383 cards) ... $375.00 .... 450.00
i I Ghost Ship ....... sal9 O Derelor ... e L ¢ Storter Deck (60 cards) ... 10.00 ...18.00
¢ 1 Giont Shark .15 ¢ Droconion Cylix ... . ¢ Storter Box (10 decks)........... 90.00 ... 170.00
: M Goblin Coves 5 ;B Dwarven Amorer ... : Booster Pack (15 cards) ......... 2.50...... 3.50
;W Goblin Digging Teom ..........15 i M Dwarven Catopult........... S0  Booster Box (36 packs) 90.00 ... 125.00
¢ M Goblin Hero L B Dwonen Hold ... : _
;B Goblin Rock Sled . 25 : M Dwarven Lieutenont . S Nome Low High
M Goblin Shrine ... 5 : @ Dwarven Ruins ... : 0 Abyssal Specter ............ 200N 3.00
. 6.00

: @ Adorkor Senfinel ...
: O Adarkor Unicom ...
;W Adorkor Wostes ...
I Aegis of the Meek ..
¢ M Aggression ...

Altar of Bone ...
: @ Amulet of Quoz

i M Elvish Scout : W fnorchy

: Q Forel's Montle..... ¢ O Adic Foxes .
O Famel's Zealot ... : B Acum'sSleigh ............ 150, 2.50
O Fonelite Priest ... : W Am's Weathervane . 200...... 3.00
;M Ferol Thallid ... ;B Aum's Whistle ... 00...... 3.00

= O Arenson’s Aura
= O Amor of Faith ...
B Amilot's Ascent.....

B Bolduvion Barbarians .
: W Bolduvion Bears o
: 8 Boldwvion Conjurer ......... 150...... 2.50

: M Bolduvian Hydro ... 9.00
o HighTide ... ;8 Bolduvian Shoman. ... - 40
: @ Hollow Trees .. ¢ M Borborion Guides 40
;@ Homoid ... W Bobed Sextant ... Y
© @ Homorid Shoman ... 225...... 300 : @ Boton of Morale ... . ... 300
© 1 Homrid Spovning Bed ... 50 ... 125 5 QBoteCy.. . 150250
© w1 Homarid Warior ... 10 40 Batle Frenzy 15 40
¢ m Hymn to Tourach . . AU 1 @ Binding Grosp........... . L 250......350
3 Q leation Infontry ... 0 A0 © Q Block Secorad 1.50......2.50
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: M Kopluson Yefi ............ 600...... 8.00 : M Orcish Conscripts ............ BT 40
: ¢ Q Kelsinko Ranger ... B : M Orcsh Former ... A5
3 i M Keldoron Dead....... W Orcish Healer ...
: M Fyndhom Pollen .. LAl 00 : O Keldoran Elite Guord. . : M Orcish Librarion ...
: M Gome of Chaos ... .5.00...... 700 i = Kieldoron Frostheast .. § W Orcish Lumberjock ...
M Gongrenous Zombies ..........15 ....... 40 & Q) Keldoron Guord ... : W Orcish Squatters ... 4 ]
M GozeofPoin ................ 15 40 : ;' O Order of the Sacred Torch ... 6.00...... 8.00
2 O Order of the White Shield ... 2.00...... 3.00

. g - ; : i M PoleBears ............... 3505500 5.00

CECEN | L s

: : i M Pentogram of the Ages 7.00 ...10.00

Q BlessedWine ................ Al o 40 : ¢ M Pestilence Rats........ L A, A0
Q2 Blinking Spit ... 600......800 : i m Phontosmal Mount .250......3.50
W Bizzod ... s : DEPT e .225......3.00

= O Blue Scarab ..
M Bone Shaman ..
& Brinstorm ........

: @ Plains ....... 05 s 10
I Polor Kraken .. 00
: M Porfent ....... L ee— 40

B4 ® Brond of Il Omen ¢ @ Power Sink s 40
W Breath of Dreams ... P MPox ... .4.00...... 6.00
gy = grine Sgumr:m AAAAA Stanspa | ogpersd i Q Prismatic Ward......... S S 40
M Brown Ouphe ... i Sl : W Pygmy Allosaurus B - 6.00
B Bushlond ... %m&xmﬂ* i | im f?yyanilye .......... 05 40
W Bumt Offering . Mpasizda (s e 1 '} : B Pyoblost . L 40
[l O CGltohms ... : ; I I { B Pyrodosm.. .3.25......400
Q Coribou Ronge ... ¢ ERly hoinanes s Bl 40
Il = Celestial Sword ... i W Roy of Command . U L . A0
= Centour Archer ... i M Roy of Erosure ... 15 ... A0
- M Choos Lord ... B Reality Twist ... .6.00...... 9.00
(=il ® Choos Moon .. {0 Reclomafion ............... 400...... 6.00
Chromatic Armor . : O Red Scorab ... o 15000 2.50
\ ; gltllb T?Gpd o | © B Regeneration .... 15 40
rcle of Profection: S : Rime Dryad....... 15 40
[ e : o powerful. stmSenglrfnryn ﬂurS/S § me by
Q (ircle of Protection: Blue ...... . :
i ) Q Circle of Protection: Green overbrdmsmku+2/+2bemsunofmy P ul they do! : ﬁvs | : E:‘flngl ;:‘;Uhdfj.ﬁ.l:: 500:: ::::g:gg
| Q Cirde of Protection: Red ....... aitter he so much as helps into the grave, ond - you o g sine 005,00 | Runed Arch ... 5.00...... 8.00
N G Circle of Protection: White ¢ canraise his vompire brothers os well. Anne ) 10 nof i M Sabretooth Tiger .............15 ...
g ® (livoyonee ............... B R 40 © |Rice, eat your heartoutl ; and'simple. D | O Soaed Boon ...

M (lock of Confusion. .

i B Scoled Wum .
| 6] Q Cold Snap........ : caled Wurm

: W Seo Spirt .....

.A600 ...... 800

QO General Jarkeld ... Q Kieldoron Pholonx  ......... 5.00...... 7.00

- : Ghostly Flome ... 26.00 0 9.00 : O Keldoran Royol Guord ...... 800 800 : :
< 8 Gonortir E m GontGiowth . 157040 E O Kldon Skyopoin ... 22502300 | gy soes
= Counterspell .. i Giant Trap Door Spider L2 00 : Q Keldoron Skyknight ......... LT Kl Shurﬁblinﬁé}r‘iﬂél )
Dy = Cown of the Ages . . G!aqal Chosm ............ : J Q Kieldoron Wartior ............ | T E— 40 g Shatter ’ 15 40
2| W Curse of MoritLoge .. : M Glaciol Crevosses ... 4 1 W Knights of Stromgald ... 205, 300 i o Shield Bearer ... T 40
W Dance of the Dead : Glodiol Wal ... o i ! Krovikan Elementalist ... 225 300 ;g Shleld of the Ag'e's """ To95 300
W Dotk Bonishing.. : 40 ; m Cloders ... : | e Sl Syt S0l a0
W Dok Rinal ...... ; 40 ; W Cobinlyre ... 4 4 : © @ Sbiont Spit S 600,800
0 Death Word , | ool o sl 0 3 : 0% m Siverbme .. 200,300
o Deflecton ............... 00 ...1500 : M Goblin Soppers..... : 000 - W5 SkeletonShip ... 6.00...... 8.00

¢ M Goblin Ski Patrol ..
i @ Goblin Snowman ... .2.00. i 4 X
: M Gorila Pack........ J5 ......40 : W lovaTubes ............... 500...... 7.00

W Demonic Consultation
B8 Despotic Scepter ...
Diabolic Vision

Dire Wolves : M Grovebind....... T 1, — 600 : W Legionsof LimDol............ 0 . — 40
; Disin(hunr ...... . : 0 Green S(cmb,.‘..., 150 2.50 : M Leshrac's Rite............... 150...... 2.50 : g:gxfg:z:sg If;\lgsgrmn }g """" gg
B Dread Wight ... ..500......700 : ® Grizzled Wolverine............. || 40 : M Leshroc's Sigi L1500 2.50 B Snovw-Covered Plains e ‘]5 """ '40
m Dreams of the Deod . : Q Hallowed Q:ound ...... ... 200...... 300 : m Lhugoyf ... 6.00 ...10.00 B SnonCorred Swmp .]5 _______ i
M Drift of the Deod ... M Holls of Mist ...............500...... 800 : m LimDol's Cohort B Snow Do T 10
Q Drought ... § Bl Mot vossinnee con aiimimessy 15 .40 : W limDoI'sHex............... 205, 00 1 @ SnowFoiess oo 500,800
t B Dwarven Amory L 00 i @ Hecatomb.................. 700 ...1000 : O lightingBlow ............4.00......600 : 2 Snow Hound B i o
Farthlink gy 00 © M Hemafite Tolisman ........ 1.505 a5 250 ¢ Q Lost Order of Jorkeld......... 6.00 B Stowblind so0 6,00
| forthlore ......... J5 e 40 ¢ O Hipporion ..................1.50......250 : M lwe ... -~ Sngvv:full? s T o
T 7l 00 ;W HomShade oo 154001 8 Moddening Wind P Soldeanlérﬁum 00 00
Eementol Auguy .......... 5. 00 | M HotSpings ... 400.... 600 ¢ M Mogusof the Unseen ... - & Soldev Mochimst ... 1.50...... 2,50
® Ekin Botfle ... W1 00 : M HowlfromBeyond.............15 ...... 40 : 8 Molochite Talismon ......... 1.50 W Soldevi Simulocum 200 300
Q0 Eish Heoler ... 5 e Ao ; W Hmone ... oo J300 230 B Moton Stomgad ... W Songsof the Domned ........ 1570
Q Enduring Renewal . 700 77000 : M Hyolopterous lemure ......2.00...... 300 i m Melge. S Enasin 500 o Soul Bartier ..............2.00.... . 3.00
Q Enegy Stom ... 00 ... 1000 | W Hydobest o.o.......... cod3 o 4D W Meling ..... o Soulbun ... 15 a0
B Eenate ... s Hymn of Rebirth ............ 2.50... 1350 2 Mercenaries ... W SoulKiss ... e 40
B Eront Minion ... PW By 220......330 3 m Mereke RiBert ............ 5! Spectol Shild S0 300
W Eonty ... 95 40 ¢ oM lee Couldron oo 5.00......800  ® MesmericTrance ............ I W Spolsof Bl oo 100 6.00
M Essence Filter ... A5 N C FoE cossuseiminmasues 250.....400 : m f.ﬁgYEOI Shower ............. ‘'m Spoils of War ..o 500...... 8.00
m Essence Flore ... M lequoke .. 250......350 © M MindRovel ................... S Staffof the Ages . kool 6.00
Essence Vortex ... i B Iy Monipulator ... 800 ...1500  m Mind Worp L Stompede.........ooe 500 . 8.00
W Fonatical Fever ... : ley Enson ........... ...500......7.00 M Mind Whip . W Stench of byl L 350
M feor............ : @ llusionary Forces .......... w05 ... 40 M Minion of Leshroc .. B Stone Rain 15 40
Fiery Justice ... .. 5. 00 ¢ Illusionary Presence ......... 400......600 : M Minion of Tevesh Szat .. ... 1 : W Stone Spiit 00300
Fire Covenant............... i 00 : m llusionary Temain ... 2.25...... 300 : m Mistfolk...................... B Stonchands. ... a5 40
| Flome Spiit ... i 00 : M lllusionary Wall ............ 15 ... 40 © W MoleWoms . ; Stom Spit 500, 7.00
WFoe ... 40 : @ llsions of Grandeur ... 6.00.. 800 : Monsoon ................. | Stombind.....oeeee 500.... . 7.00
Flooded Woodlands . 500, 7.00 : M Imposing Visage : ... 40 : W Moorfiend................. .5 ....... 0 g Stramgald Cabol . 400 6.00
M Flow of Moggols............500......7.00 :  Inceigle ......... A5 o A0 W Hontoin .. e 05 10 m Stunted Growth ............ 400,600
M Folk of the Pines ............. 15 . 40 ¢ @ Infernal Dorkness | ...800 : M MountainGoot...............15 ... 40+ @ Sylfurous Springs.. 400, 6.00
® Forbidden Lore ... 400, 6.00 : M Infemal Denizen ............ 6. .. 8.00 Mountain Titon ............5.00......7.00 : B SUNSIONE ovvoeevreeennns 150, 250
® Force Void 150,250 @ Infnite Hourgloss 700 ;M Mudside seven 500,700 SO 05 10
B Forest ... wermnommitl] 05 ... R [ en— A5 40 ¢ m Musidon ..ooo..500......800 o Cuworde 1o Plowshares . 150
W Forgotten Lore 200, 300 0 W Islond ...... . 00 W Mystic Might . 400......6.00
QO Formation.........cvvvvnnn. 500..... 8.00 : 0 lestersCop..... ... 1800 ...3000 © m Mystic Remoro raeonspald smnses A0
B Foul Fomilior .. I - . 40 : @ Jester's Mosk . = .. 2000 : m Noce Talismon ............150......2.50
2 5 ... 40 ¢ 9 Jeweled Amulet ... ... 350 : m Noked Smgulunfy wesis 90w 1100
M Freyalise Supplicont ... 1.50......250 : M Johtull Wyrm ... ...200......300 : = Natwe's lore 150......250 : w Timberline Ridge .
W Freyolise’s Cham ... 150, 250 : M Jokuhaups ... 00......9.00 : M Necopotence 500.....7.00 | g Time Bomb ...
® Freyase's Winds ... 500......7.00 i 8 Juniper OrderDid ... 15 ... 40 © O Moritt ... 15 405 Tiner Woll .
Fumarole ... T 300 @ Qlustice..................... 250......3.50 | Oath of LimDol 400......600 ° g 1orGiont ...
O Fflgio ..o v 5 . 40 ¢ M Kopluson Forest ............5.00......7.00 © & Onyx Talisman 1500250 TorglWar ... 400,600
® FyndhomBow ... 2.25......300 : M Korpluson Giont ............ 2.50......350 : m@ Orcish Connoneers 1.50 250 :
o
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M Touch of Death............... W I — 40 :
M Touch of Vite ... 200...... 3.00 :
M Tioiblozer. ........ .. 4.00...... 6.00 :
B Underground River ... :
@ Updroft ...
0 Urza's Bauble
W oVeldt ...
M Venemous Breath ...
W Vertigo
B Vexing Arcanix ..
@ Vibrating Sphere . ..
5 Waolking Wall ..
| Wallof lova .........
B Wall of Pine Needles. ..
& Wall of Shields
& War Chariot
Q Waming .
& Wholebone Glider ...
Q White Scarab . ...
@ Whiteout ......
| Wild Growth ..
B Wind Spirit ...

Wings of Aesthir
m Winter's Chill ...

: W?Ee’i"g W .. ¢ he becomes o cutch card por excellenc! They

= Wgoﬂs i g tbener make a new dutch card or this quy’s )

B Woolly Spider ....... 15 40 : heud-sgonnoswdlmn!bus:hmp ‘

W Word of Blosting ... 2.00...... 333 § R LAY BIGTAEN |

B ™ 400,00 | W Gt DigghgTeom ... 15 ... 40

B Yovinav Guats ... L 350 ;M Goblin Shrine ............... 15 ol 40
s R T op ;M Goblins of the Florg A L p—— 40

B Zur's Weirding ...

Jester's Cap

1) Jester’s Cap
(mnsguymnyheulasler bmhdsnofonllfnr]
: .Msixmmn(fourlugulommdmm»sa), ‘

¢ M Hosran Ogress

B e A D | W el
B Zuron Spellcaster ... 15 e . i O Indestructble Aura ..
¢ O Ivory Guard
c“nomc“s : R JqumTon]e
WIZARDS OF THE COAST- 1995 R ..
Full Set (125 cards) .......... $70.00...100.00 : B
Booster Pack (12 cards) ... 17505550 3.00 ‘o Keepers of fhe Foth
Booster Box (45 packs) ... 75.00....125.00 £ Kei Tokohashi
Name i M lond's Edge ...
, * 1 Living Armor
E ﬁgljvjeu\’[gf'mn Lo : © Morhoult Elsdrogon .
..... - oM hosi
Q Akron Legionnaire .. ‘m MZLUHTU?? Yg;ﬂ
; ﬁl::lgd:IEVm(es ...... 3 : Nabllx(huldnezzar .
. : Nicol Bolos ...
Arcades Sobboth ............ - ¢ Obelisk of Undoing .
13- Arena of the Ancients : Palladia-Mors ...

W Argothian Pixies ...
® Ashnod's Alfar .........
B Ashnod's Transmogrant
Axelrod Gunnarson
Ayesha Tanaka
M Azure Digke ...
M Bonshee .......ooonnnn .
8 Barl's Cage -

M Beosts of Bogardon ... © @ Reveloion ......oooill.

Q Blood of the Martyr ... - i Rubinio Soulsinger

M Blood Moon ...... . Ll Runesword........

B BogRofs ... @ SofeHoven ...

1 Book of Rass ... . =% & Scovenger Folk..

M Boomerang..... ¢ Senfinel ........ ]

M Bronze Horse ... M Serpent Generotor . i

W (ot Warriors .. : 0 ShieldWall....... |
Chromium. ... @ Shimion Night Stalker ......2.00... .. 3.00

W ity of Brass ... S Sivi Scozam ... LT 150 :

| Cocoon  ...ovvennnes Sol’kanar the Swamp King ... 5.00...... 7.00

M Concordant Crossroads : SHROD  oiies stesmmnnames 3.50...... 5.00

W (ow Giont ... : @ Storm Seeker. ... 150..... 250

B (uombojj Witches .. ;M Tokklemoggot 1.50...... 2.50

M| (ydone ......... : M Teleport ....... 2.00...... 4.00

Q D'Avenant Archer .. i Tobios Andrion ................ 75, 1.50
Dokkon Blackblade : Tor Wauki ....... 75 0nens 1.50

I Donce of Many ... i om Tomod's Crypt ... 25 2iniee 75

| Dondon ........... © @ Tonsmutation ... . | 40

Q Divine Offering ..
I Emerald Dragonfly ...

O Petra Sphynx....
¢ M Primordiol Ooze .
i [ Puppet Moster .
M Robid Wombat .
H ¥

= Remove Soul
QO Repentont Blocksmith ...

P oM TriossicEgy ............... 3
i M Urzo's Mine (4 versions)

...... 8.00
...... 4.00
..... 15 s 40
AAAAA 75.0505, 1.50
L - 250
150...... 250
2500, 7.00
L250..... 3.50
Gl stangd 40
T 1.50
.4.00...... 6.00
L — 1.50
100, 2.00
ORI, | TR 40
e 40
.400...... 6.00
.5.00...... 8.00
IR0 5.00
5o 5,000, 8.00
2500 4.00
S1.00..... 2.00
2.00

W Enchantment Alferation ¢ B Uiza's Power Plont (dver) .. 15 40
W Ehnam Djinn ... M Urza's Tower (4 versions) 2 B 40 ¢
M Follen, The ... i Voevictis Asmodi ... 6.00...... 800 :
M Follen Angel ... ;w8 Voodoo Dol ... ...3.00...... 4.00
1 Feldon's Cane .. © oM WallofHeat ... | T— 40
M Fire Drake....... : m Wall of Opposition .. 1.00...... 2.00
| Fishliver Oil .. : m Wallof Shodows oL — 40
M Flosh F]ood ........ ©om Wallof Vopor ... S5 e, 40
@ Fountain of Yqulh.. ¢ @ Waoll of Wonder ... 2100, 2.00
Gabriel Angelfire ... O Waor Elephont . B T 40
M Gountlets of Chaos i Witch Hunter .. .200...... 3,00
: ghuzhan Ogre ... : m Wretched, The . ..500......
iant Slug ... i et Lt :
M Goblin Argsuns ............... 25 s 5 ) e 400 :
WENTUP WENT DOWN HEAVILY TRADEﬂ

M A R C H 1

¢ M Yowgmoth Demon ......... 3.50...... 5.00
: HOMELANDS <*
: WIZARDS OF THE COAST- 1995
Full Set (140 cards) ...
: Booster Pack (8 cards) .
¢ Booster Box (60 packs)
¢ Nome low  High
: O Abbey Gargoyles ............... 2.00...3.00
: O Abbey Matron (ver. 1) ..........15 ... 50
O Abbey Matron (ver. 2) ..........15 ....50
¢ M KtherStom ............. ..4.00 ...6.00
i M Alibon's Tower (ver. 1) ..........15 ....50
¢ M Alibon's Tower (ver.2) ..........15 ....50
DM Ambush. oo 15 .50
: M Ambush Party (ver. 1) w15 ... 50
: B Ambush Porty (ver.2) ..........15 ... .50
: W AnrHowa Constoble ... ..3.00...5.00
: M ArHowalnn .......... ..2.00 ...4.00
i W AnHowa Township . ..3.00...5.00
M AnZerin Ruins 400 ...6.00
¢ M AnchaAncestor .......... ..2.00 ...4.00
M Ancbo Bodyguord (ver.1) ....... 15 5 50
: W Ancbo Bodyguard (ver.2) ....... 15 ....50
: M Anoba Shomon (ver. 1) .......... 15 .50
: M Anabo Shoman (ver. 2) A5 ... 50
: W Ancba Spirit Crafter . ...400...6.00
: @ Apocalypse Chime . ...6.00 ...8.00
¢ B Autumn Willow ... ...8.00° 10.00
I Aysen Abbey .......... ...3.50°...5.00
¢ QO Aysen Bureauarats (ver.1) ... 15 .50
+ O Aysen Bureauarats (ver.2) ... 15 ....50
: O Aysen Crusoder ... ...350...5.00
;-0 Aysen Highway ... ...350 ...5.00
I Boki's Curse ... ...200 ...4.00
I Baron Sengir .... ...7.00 10.00
i O Beast Walkers. ... ...3.50...5.00
: M Block Carioge..... ...400 ...6.00
¢ M Broken Visoge... ...350 ...5.00
: @ Coropoce (ver. N .05 .50
M Coropoce (ver. 2) . .15 .50
¢ M Costle Sengir .......... ...350...5.00
i M Cemefery Gote (ver.1) ..........15 ... .50
¢ M Cemetery Gate (ver.2) ..........15 ... 50
i M ChainStosis ... ..350 ...5.00
i M Chondler ......... S L —]
: M Clockwork Gnomes 15 ....50
i m Clockwork Steed ... 15 .50
¢ M Clockwork Swarm ... 35 5050
i o Corol Reef ............ a9 S0
i W Dok Moze (ver. 1) ... S5 ....50
i W Dork Moze (ver.2) ... 25 ....50
;M Doughtér of Autumn ..3.50 ...5.00
¢ O Death Speokers ... ...200 ...4.00
@ Didgeridoo........ ...4.00 ...6.00
M Drudge Spell .... ..2.00 ...400
¢ M Dry Spell (ver. 1) ... sensad D e 150
© M DrySpell (ver.2) ................ 15 ....50
¢ M Dwarven Pony...... ...2.00 ...4.00
;M Dwarven Sea Clon ..5.00 ...7.00
i M Dwarven Troder (ver. 1) ..........15 ... .50
* M Dwarven Troder (ver. 2) ..........15 ... .50
© @ Ebony Rhino .................. 15 .
;M Eron the Relentless 6.00 ...8.00
: M Evoporate ............ 2.00 ...3.00
¢ B FoerieNoble .................. 4.00 ...6.00
M Feost of the Unicorn (ver. 1)...... 15 ....50
M Feost of the Unicom (ver. 2)...... 15 ....50
;M Feroz'sBon ii...ieeeieiins 4.00 ...6.00
© M Folk of AnHowa (ver. 1) .50
© M Folk of AnHowa (ver. 2) ]
O E e R R 2.00 ...4.00
* M Funerol March .. .15 ....50
: Ghost Hounds ............ 200 ...4.00
Giont Albatross (ver. 1) .. L5 ....50
: Giant Albatross (ver. 2) .. L5 ....50
i Giont Oyster ............ 200 ...4.00
M Grondmother Sengir 5.00 ...7.00
;M Greater Werewolf .. 2 ol5 oo B0
@ Hozduhr the Abbot 3.50 ...5.00
¢ B Heodstone ..o 15 ....50
B HeartWolf............ ...3.50 ...5.00
I Hungry Mist (ver. 1) .. S .
+ M Hungry Mist (ver. 2) ... s, D e B0
: M lhson’s Shade......... ...2.00 ...4.00
© M lrini Sengir.......... ...2.00 ...4.00
: @ lonclaw Curse ...2.00 ...4.00
Pm i swns ihD e 4
SO (N S ———— 15 ...
: M Joven's Ferets. .. R S
¢ [ Joven's Toals . ..3.50 ...5.00
¢ M Koskun Falls ... 2.00 ...4.00
B Koskun Keep .................. S0P

@ Lobyrinth Minotour (ver. 1)
i M Lobyrinth Minotour (ver. 2) .......
: M leoping Lizard ...........
i O Leeches ........
B Mommoth Homess
i W Marhon
: W Memory Lopse (ver. 1) .
i W Memory Lopse (ver. 2) .
: B Merchont Scrol

¢ O Mesa Falcon (ver. 2) .
: W Mystic Decree ........
;M Nowha ...
: M Orcish Mine .
: [ Primol Order .
: O Prophecy
[ Rashka the Slayer
M Reef Pirates (ver. 1) ...
I B Reef Pirates (ver. 2) ...
: W Renewdl

: M Reyeko, Wizord Savant .
i Root Spider
i HRoots ..........
: M Roterothopter ...
: M Rysorion Bodger ..........

:] Samite Alchemist (ver. 2)

M Sengir Autocrot
M Sengir Bofs (ver. 1) ...
: M Sengir Bofs (ver. 2) ...
: O Semo Aviary
i Q Semo Bestiary ...
¢ O Sema Inquisitors .
¢ O Semo Palodin ...
: W Semated Amows ...
i Shrink (ver. 1)
¢ M Shrink (ver.2) ...
¢ O Soraya the Folconer .
¢ W Specirol Bears.........
M Timmerion Fiends . ...
¢ M Torture (ver. 1)
: W Torture (ver. 2)
O Trode Corovon (ver. 1) ...
: QO Trode Corovan (ver. 2) ...
: 0 Tee
: W Veldrone of Sengir .
¢ W Woll of Kelp
© W Willow Foerie (ver. 1)
¢ M Willow Foerie (ver. 2)
¢ W Willow
: M Winter Sky . ...400 ...6.
;W Wizards” School ............... 3.50...5.00

 SPECIAL OFFERS -

M:TG Revised Boxed Set........ $20.00 ...
: This set contains two 60-card Revised starter
decks, 30 counters and a Revised checklist

S ITG 4ih Ediion Boxed Set

* This set contains two 60-card Fourth Edition starter
: decks, 30 counters and a Fourth Edition checklist.

500

O Mesa Folcon (ver. 1) .

Q Somite Alchemist (ver. 1)

PO AN s s 10.00
: W Giont Badger .. . 10.00
i B Mona Crypt ... 10.00
;M Nolathni Dragon ... 10.00
W Sewars of Esturk ... ... 10.00
¢ W Windseeker Centaur ... 600 ... 10.00
: FACTORY SETS

 M:TG Beta Factory Set (363 cards)

10,000 Printed ... $200.00 ...250.00

: This set is known as the “Domestic Edition.” Cards
¢ have square borders with gold trim. Backs also

i have the words “Collectors Edition” in gold

¢ letters. These cards are nof tournament legal.

i M.T6 Beto Intemational Factory Set (363 cards)
i 5,000 Printed
: Known s the “International Edition,” this set

¢ is the same as above except the cards have

¢ “International Collectors Editon” on them. Cards
¢ are also nof fournament legal.

......... $275.00 ... 350.00

25.00

...518.00 ... 25.00

9 96 85

B et



Winning

..................... 20.00 ...30.00

SIEVE JA

b4 GA 177
* Cards nomes are pnmed in gold

pimeatic e Sildabae : Full Set (412 cords) ... $400.00... 500.00
: Factory Set (450 cords) ... 65.00 ... 75.00
: Starter Deck Duol Pack (110) ... 18.00 ... 20.00
 Starter Box (5 dual decks) ... ..90.00...100.00
00D\ ¢ Strter Box (17 decks) —........ 1500000 ; B0 Eg“"(‘a':p‘;(fj)) i
TSR-1995 3 : boo: .
: : Unlisted Common cords . ...
Full Set (334 cords) ......... $275.00... 350.00 : o
Storter Deck (S0 cord) . ..... 800 ... 1000 SIHL s g
Starter Box (10 dual decks) ... 75.00 ...100.00 : Full Fire Set (69 cards)......... 630000515000 3R
Booster Pack (15 cards) ... 200 ...250 : Foll Fury Set (57 cords) ........ 30.00 ... 50.00 'Blirzkn ?
Booster Box (36 pocks) ......... 70.00 ...85.00 : Fire Storter Deck (65 cords) ...... 8.00 ... 10.00 e o0 o e R s
: Fire Starter Box (10 decks) ...... 75.00... 100.00 (ybo Soldiers gl s
Assassination Plot ............... 500 ...800 : Fire Booster Pock (15 cards) ...... 250 ...3.00 9 s R Sl
(JoosBeost. ...o.coouisinianina 400 ...6.00 : FireBooster Box (36 packs) ... 85.00...110.00 fGe """""" i sl
Lody of Pain ............ 2500 ...3500 : Fury Storter Deck (65 cord) ... 800 ... 1200 : BN o St b Sl
Shield Maidens of Odin ... 400 ... 6.00 ¢ Fury Storter Box (10 decks) ... 75.00... 100.00 Ity E i s
Tiomat ... 500 ...8.00 : FuryBooster Pock (15 cords) ...2.50 ...3.00 Mufliu e i S
Fury Booster Box (36 packs) ... 85.00... 110.00 Men In Block, The e T
‘ A R il
FollSet (134 cods) _........ $4000 ... 6000 { o ol e oy S0 2.0
Booster Pock (15 cards) ........2.00 ...2.50 : FullSet (108 cords) ... S2500 ... 5000 i gurapeeree e . =
Booster Box (36 packs) ......... 70.00 .. 80.00 ¢ Booster Pock (10 cards) ......... 105 . 250 pipt it s
¢ Booster Box (36 packs)........ 6000 ... 80.00 mg!’;ﬂck e
: : RV ETems cioun Y T
3 VAN 3 * Und 4
FollSet (134 ards) ... $40.00 ... 60.00 : COMPA! ‘ il Nempﬂpﬁr& g :
Booster Pack (15 cords) .........2.00 ...2.50 : Full Set (440) ............... $165.00... 200.00 :
Booster Box (36 packs) ... 70.00 ... 85.00 : Storter Deck (5 cards) ......... 8.00
¢ Storter Box (10 decks) ......... 75.00...
: Booster Pock (12 cords) ......... 200 ... i KSON ‘
Booster Box (36 packs) ......... 70.00 ... 85.00 : Cord nomes are printed in vorious colors.

...... $75.00...

¢ Full et (209 cords

: Booster Pack (12 cards) ........ 200 .
: Booster Box (36 packs) ......... 70.00 ...

125.00
. 225
80.00

DR HohbySer (306 cords) . 5180.00 .. 300.00
¢ Full Retail Set (306 cords) ... 180.00... 300.00
: Starter Deck (60 cards) .........8.00 ...10.00
: Starter Box (10 decks) .........75.00 ... 95.00
: Booster Packs (15 cards) ... 200 ...3.00
¢ Booster Box (48 packs) ... 95.00... 145.00
: SRR e
- Full Set (287 cords) ... $150.00 ...250.00
¢ Starter Deck (60 cards) ... .$8.00 ... 10.00
: Starter Box (10 decks) ... 75.00 .. 95.00
 : Booster Pack (14 cards) ... 250 ...3.00
: Booster Box (36 packs) ... 90.00... 100.00

Full 5et(105) ...............
Booster Pack (15 cords) .........2. : INGDOM CO
Booster Box (36 packs) 2 LA )
Rl Set (374 (ﬂrds) ............... (SRR L4
* Starter Deck (60 cords) .........9.00 ...11.00
MES : Storter Box (12 decks) ........85.00 ..100.00
Full Set (200 curds) ......... $50.00 ...70.00 : Booster Pack (15 cords) .........2.75...... 3.25
Starter Deck (60 cards) ... 7.00 ...10.00 : BoosterBox (36 packs) ......... 90.00 ...110.00
Starter Box (12 decks) . 70.00...100.00 : g
>H | THUHDER CASTLE GAMES
'OLU"Blu ¢ Full Set (165 cards) ... $150.00 ...250.00
Full Set (400cmds) ......... $70.00 ... 90.00 © Storter Deck (52 cards) ......... 8.00 ... 10.00
Starter Deck (60 cords) ......... $8.00 ... 10.00 : StarterBox (12 decks) .........90.00 ...110.00
Starter Box (12 decks) ......... 95.00...110.00 : Booster Pack (15 cards) ......... 2.25......215
.80.00 ...95.00

 Booster Box (36 pocks) ...

)ﬂh

Full Set (337 card) ... S275.00. 35000 :

Starter Deck (60 cards) .........7.00 ...9.00 i C 19

Starter Box (10 decks) ... 70.00 ... 85.00 FullSet (300(0!!35) ............... Nk
Booster Pack (15 cards) . 200 ...250 : BoosterPack (15 cards) ........2.25....
Booster Box (36 pu(ks). 77000 . 85.00 : Booster Box (36 pocks) ......... 7000 ...

HEARTBREAKER-1995 ¢ CARDZ-1995

Full Set (170 cards) ..5175.00...225.00 : Full Set (450 cards) ...$200.00
Booster Pock (8 cards) ......... 200 ...250 : StorterDeck (110 cards) ......... 8.00
Booster Box (60 packs) ... .00 - Starter Box (6 duol decks) ...... 45.00
i ¢ Booster Pack (12 cards) ... .. 2.25
EAGLES 1 Booster Box (36 packs) .. 80.00

¢ Ancient Gate Redemption. . 50.00

i 20.00

300.00
10.00
60 00

300

110.00

7500
30.00

 Booster Box (36 packs) ..
: Single Cards ore 0.5—1x Limited Price

: Full et (100 cords)
: Booster Pack (8 cords) ..
: Booster Box (60 packs) .

: Full Set (231 cords) ... sns 00 .

: Full Set (412 cards) ... $250.00... 350.00
+ Storter Deck Dual (110 cards) ... 8.00 ... 10.00
¢ Starter Box (5 dual decks) ...... 30.00 ... 50.00

: Booster Pock (15 cords) ......... 200 ...2.25
80.00

70.00 ...

 ASSASSINS EE’PA"IS!ON

..200.00
: (Set prica includes 10 rare chase cards)
: Starter Deck (60 cords) ........ 8.00 ...10.00
 Starter Box (10 decks) ... 7500 ...95.00
: Booster Pock (15 cords) .........275...... 3.00
: Booster Box (36 podks) ... ..100.00

SYHAD

: Full Set (438 cards)

* Starter Deck (76 cords) 700 ...800

* Storfer Box (10 decks) 65.00 ... 80.00

: Booster Pack (19 cords) ..150  ...2.00
Booster Box (36 pocks) 50.00 ...70.00

: Full Set (250 cords) .......... $150.00... 225.00
 Storter Deck (60 cords) ........ 8.00 ...10.00
Starter Box (10 decks) ......... 75.00 ... 95.00
 Booster Pock (15 cords) ......... 275 ...3.00
Booster Box (36 packs) ...... 90.00... 100.00
CFllSet (300 o) 512000 200,00
Starter Deck (60 cards) 8.00 10.00

* Starter Box (10 decks) 80.00 ..100.00
* Booster Packs (12 cords) 175 2.50
- Booster Bax (36 pocks) 65.00 ... 80.00
Full Set (320 cords) $160.00 . .300.00
Storter Ur 60 cords 700 9.00
(10 vfr 70.00 . .90.00

(15 'md 200 250

1 Box (36 pack 7000 85.00

 FLEER- ﬂ)s

: Unlisted Common cards ............. . 20

L OVERPOWER

S Full Set (386 cards) ......... $300.00 ...400.00

: (Set price includes 42 Mission cards)

 Starter Deck (62 curds) ... $8.00 ...10.00

= Starter Box (12 decks) ....... !

+ Booster Pack (9 cards) : :

: Booster Box (36 Packs) ......... 7000 ...90.00

: 42-Cord Missions set (1 perpack)  1.00 ... 2.00
....... 40

Some names are abbreviated after Hero card listed.
3.00 ... 5.00

: Apocalypse Hero Cord ... R...3.00 ..
+ Apoc Enhance Strength ... U...1.50 ... 2.50
 Apoc Genetic Engineering ...U... 1.50 ... 2.50
: Apoc Mega Morph ... R...3.00 ... 5.00
 Apoc Sunvival.. Fittest ......U... 1.50 ... 2.50
+ Beast Hero Cord .............U... 1.50 ... 2.50
 Beast Analyze . UL 150 L. 250
 Beast Animal Dexterity ...... U...1.50 ... 250
: Beast Beastiol Brown ......U... 1.50 ... 2.50
 Beast Biochemist ............U... 1.50 ... 2.50
: Beost Drop Kick ............U... 1.50 ... 2.50
 Bishop Plosma Gun .........U... 1.50 ... 2.50
: Bishop Spectrum Blost ......R... 3.00 ... 4.00
: Cable Hero Card ... R...300 ... 4.00
 Cable Battle Tactics .........U... 1.50 ... 2.50
- Coble BionicEye ............U... 150 ... 2.50
: Coble Bodyslide ............U0...1.50 ... 2.50
< Cable Cover Fire ... UL 150 L. 250
: Coble Custom Firearms ... U...1.50 ... 250
+ Coptain America Hero Cord ...R... 3.00 ... 5.00
: Cop Am Avenger ............ U... 150 ... 2.50
: Cop Am Mighty Shield ......U...1.50 ... 2.50
 Cop Am Ricochet Shield ... U...1.50 ... 250
< Cop Am Stars & Stripes ... U...1.50 ... 250
¢ Cop Am Super Soldier ......U...1.50 ... 2.50
: Comoge Hero Cord .........R...3.00 ... 4.00
: Comoge Blode Honds  ......U... 1.50 ... 2.50
< Comage Climb ... U...1.50 ... 250
: Camage Insane Roge U150 L. 250
< Comoge Ruthless ... R...300 ... 400
: Camage Symbiotic Web ... R...300 ... 4.00
: Colossus Fastball Special  ...U... 1.50 ... 2.50
: Colossus Hoymoker ........ U...1.50 ... 250
: Colossus Metol Barrier ....._U...1.50 ... 2.50
: Colossus Skin of Steel U...1.50 ... 250
 Colossus Smash Object ......U...1.50 ... 2.50
: Cyclops Ground Blost...........R... 3.00 ... 4.00
: Cyclops Visual Sweep U150 ... 250
: Deodpool Assossin ... R...300 ... 400
 Deadpool High Threshold/Pain ... 3.00 ... 4.00
 Deadpool Killing Machine ...U... 1.50 ... 2.50
< Dr. Doom Hero Card ... U...150 ... 250
< Dr. Dm Concussion Beoms ...U... 1.50 ... 2.50
< Dr. Dm Energy....Field ... U...1.50 ... 250
+ Dr. Dm Super Genivs.........R... 3.00 ... 4.00
2 0r. Dm Time Machine ......U...1.50 ... 2.50
2 Dr. Dm Villainous Plot ... R...300 ... 4.00
= Dr. Octopus Evasive Action ...U... 1.50 ... 2.50
: Dr. Oc Grasping Tentacles ...R... 3.00 ... 4.00
: Hektro Hero Cord............. R...3.00 ... 4.00
: Hektmo Anicipate ... sl 100 o 2050
¢ Elektro Mortiol Adist ... .R...3.00 ... 4.00
¢ Elektra Resurection .........U...1.50 ... 2.50
 Elektro Sai LU..0150 ... 250
< Gambit 52 Card Pickup ......U... 150 ... 2.50
: Gambit Charm .R...300 ... 4.00
+ Gombit Intercept Object ... U... 1.50 ... 2.50
: Gombit Staff Attock .........U... 150 ... 2.50
: Hobgoblin Hero Cord ........ ... 3.00 ... 4.00
* Hobgoblin Goblin Glider ... U...150 ... 250
: Hobgoblin Razor Bats U...150 ... 250
* Hobgoblin Stun Gos .........R...3.00 ... 4.00
: Hulk Hero Card ... sillinz 150 vsu 12:50
: Hulk Enroged ... ..R...300 ... 400
¢ Hulk Green Goliath .........U... 150 ... 2.50
* Hulk Intimidate ............R... 3.00 ... 4.00
: Hulk Shrug Off LUL1S50 L 250
* Humon Torch Hero Cord ... R... 300 .. 4.00
U150 L 250
< HT Fire Storm.... UL 150 ... 250
SHT Inferno.......... LU 150 L 2.50
© HT Nova Burst ~R.03.00 ... 400
: HT Searing Heat . U 150 0 250
§an|s|hleWomnnHem(ord R...3.00 ... 400
* In Woman Bubble Shield ...U...1.50 ... 2.50
In Woman Force Field ... U...1.50 ... 250
* In Womon Invisibility. .. ... U...150 ... 250
* In Woman Invisible Rom......R... 3.00 ... 4.00
¢ In Woman Unseen Ass. ......U... 1.50 ... 2.50
: Iron Man Hero Cord ... R...300 ... 500
* 1M Concealed Arsenal U150 L 250
= I Heot Seeking Missile ... . R...300 ... 400
“ 1M In the Ling of Fire.........U...1.50 ... 2.50
IM Rodor Woming ... U... 150 ... 250

= PRICGNOT AVALSLE

86 !
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IM Tactical Computer :
omputer......... R...300 . C ;
ot : Magneto Power Flux........ :
o oy i 0.1 10 .. 250 Sarclthi 010051 i A e USAOORgRTI
n Grey Tele. Unity R...3.00 g : ..C...1.00 ... 200 : Daelomin 00 : luckySeorch R
Jubilee Plasmoid Flash e Sl 700 arlet Spider Hero Cerd....... R.... 5.00 800 © DainlLhadecat 250 A0 Loreof e ....1L 20
ﬂbileeSpethumTeuse U150 ) ggﬂg?fgemww"mm"'( 100 200 D"“‘:"“d ﬁ%gg o 500 LroofPover.... g ggg -
L1502 ider...... ) S S (S0 : stlies ol ins
ot U 8 S (ORR ERRS 8
Magneto G.A 150 ... 230 | enEiE 0400 80 st ST TAD 50 Mo hotlae e 1501
lopen 538 Vo <A 60 | Dt UiR250 1500 | MagcRogothene i U150
mogneroPumivzeUpp.... 400 . i mmﬁq?gngs ...jSO 1.00 DZFGuldute g;gg 5 thﬂhomwfs‘ i g}gg
e R S TR Vet I T T Doors of Niht ... R | ke
: et ... Lo e o ls0) i OGNSR U150 L300
m: ;g: Rﬂmmﬁe UNs0 aso olverine Rage ............ U...200 ... 300 : Drogon's Desolafion ......... U.,.Z.gg 338 : 2.
. [1) (1 FRERRp : : 2 :
Mr. Fan Stretch Attack 5?28 L : 3%3':33“ """""""" el g
Mr. Fon Teom Leader . U150 s Durlendings R :
Mysique HeroCod . R.-3.00 ... 500 - Duin'sbe §7im i IS
Hysique Commando Riid V.. 1.50 . 2 | Du kol B Tide %300 .. 0 !
Hystique ool Under Fe ..U 1.50 D o R 300 600 2l
Mystique lluson of Al ..U~ 150 .. 250 " D Kingof D e "'5"'3'00 R 0
ed Hero Card ... R...3.00 . : © Dw. R of Ducin's Tibe LR300 D600 o .
OR Carbonadim Cas ; D et s 71200 40 5.
e AT e Badmaee U0E0 D40 e
ORKGB Training ............ U...150 . : wo'g}q\; e RIA0.000 [
82 ?u(ﬁ"f;‘ri‘“ omb oo U150 L 250  Eojomouns H‘S’S 1(5]‘00 ? o .
endril Tactics...... sz R O 0 o s Orcor ...U... 0 0% o
Professor X Hero Card Rggg T : Enﬂhﬁmdwn&lso{mmum]'50 AR :
Fufssar Ko o 30 ... 400 | : Eustelgnq(umn ............ R...250 ... 400 150
groﬁxgel}?(ugrda ..... R.300 .4 ; : Ea’z:lgms : R;(S)g o 0 .
sylocke Hero Card ... R... ] - T 0
Psylocke Combat Prowess U:ligg . 323 : Slud'}" ..... R :
Foode el fold R 300 - 400 | Cmm— S ot~ 7250 o0 o .
Psylocke Psychic Knife ... R...300 ... 400 :  Ehes of Lindon Wil 0
Psylpckelhought?mbe ...... ... 1.50 250 : EEVIDD] : Et—d:o f R 0
Pun!sherHero(md ......... R...3.00 ... 400 : LE-EARTH-FELLOWSHIP : En beid s it 0
Punisher Secret Weapon........ R...3.00 400 S : EmsofFunqom Lot 50 .
Purisher Smoke Saeen ... U150 .. 250 : MIDDLE-EARTH— m ''''''' IR S0
Pun!sherSmper ............ U150 250 : ,—~—~—————~————-—-——-—- L Ekenbrond e b | @ .
it on R300 ano IRON CROV/N ENTERPRISES—1995 ' e iehttir At 50 .
Rhino Bowl Over U150 .00 Full Set (484 cords) . ° : st RES U 150 =300 :
Rhino Rhino Hide U300 | 250 Syorter Deck (76 cords) 900 M1 e Byeof Son.. R300 L. 600 !
RogueMutugeni(‘D'r‘u‘iﬁ """"" R..300 . 400 Sorter Box (10 decks) ... 85.00 ol DL L LCRI300 600 | ‘
Rogue SuperStengh ..U 3.00 400 Booster Pk (15 cat) ... SISO, - GRS R...300 .. 600 ' 0.
Sabretooth Blood Hunt R..300 400 Booster Box (36 packs) ... 90.00 ...300 : Fair Trovels in Free-domains. ..R.... 3.00 600 :
SubretomhBloodlust.A.:it:“Um1'50 <+ 500 ¢ Ulisted Common cords ... -]0-..l00.00 L ot ok o R...200 ... 400 ' orebinl gl R..700
sl g Ut G 5 T R
S Cosmic Helng -........ U300 L 400 SRS e R...300 ... 600 : Polonvof Eostii FanEnE
S Force Shield .- U...3.00 4:08 ©Moor R...200 .. 400 : ngll.Turﬂe.. e Pubnﬁ:gfm?‘nm“ 30 .
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i e ecs ... 300 ] qgp | Mekntheforishin....p RLOONMAAI0D | GO A i Uo7 ..o 100 Rongers ofien T
Thor Power of Asgard ... R...3.00  Balonce of Things, The R...300 ... 6.0 fe et S U3 o 100 Ron ooty %
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WolMa(hineBnnle(om T30 oo o Boidmon Buterbur U150 .- 300 sl RSl | g o 070
WMHiddenVXeopﬂﬂ _________ T jgg . Sork B I Sg:ggm y opiaeaiin UL 06500, 8100 aiﬁﬂﬁémm,m ......... U...200 .
e L300 ko0 o L ¢ T BT e U...200 .
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WolviaBerserkAhuck : 2'00 * Beregond ... R200 .. 400 9‘?‘"""“”“'““'0‘1 ~~~~~~ UZSSTISORSRERI00 Suo?rri?'g """" o
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Words of Poveer ond Temor .. ...
Woses of Old PokeHond..... R... 1.50 ...
{7

Wases of the Driodan Forest

28858555 REEEEG!

L 9’—-5\15\:Nw:

L

oSS

Full Set (300 cards)..................®.........
Storter Deck (60 cards) 700 ...10.00 :
Starfer Box (10 decks) ........ 70.00 ...100.00 :
Booster Pack (15 cards) ......... S0k S s :
Booster Box (36 packs) ........... 680.00 ...95.00 :
Full Ser (269 (ords ......... $125.00... 200.00
Starter Deck (60 cards) ......... 700 ...9.00
Starter Box (10 decks) ......... ... 90.00
Booster Pack (10 cards) ... 175 .. 225
Booster Box (60 packs) ......... 90.00... 120.00

ATLAS -1995

Full Set (117 cords) ... $70.00...
Booster Pack (10 cards) ......... 175 .
Booster Box (60 packs) ... 90.00...

FuII Set (117 (ords) ......... $70.00... 100.00
Booster Pock (10 cards) ......... 1780 ... 225
Booster Box (60 pocks) ......... 90.00... 120.00
Full Ser(lSS) ............... $100.00 ...150.00 :
Booster Pack (10 cords) ......... el S
Booster Box (60 pocks) ......... 90.00 ...120.00 :

Full Set (330 cords) ......... $200.00...
Starer Deck (50 cards) ... 9.00 ...
Storter Box (8 decks) ......... 7000 ...
Booster Pack (12 cords) ......... 2.25
Booster Box (36 packs) ......

Unlisted Commons (#d 1-110) ... .10
88 1. Q U E

80.00 ... ¢

5

T

 Unlisted Uncommon (¥4 111:220) 75 ... 200 © B WRDZ Pl Jacket .o 100 ...2.00
: Unlisted Rove (#d221-330) ... 2.00 ... 4.00 : (ALIGER GAMES SYSTEMS-1995 : Flower of Aphrodite ... 3.50
- The URB and URS rarities denote Ultra Rare cards  © Ful Series 1 (160 cards) ...... $40.00 ... 60.00 : Forceful Wind ........... 200
¢ found only in booster tFa(ks and Ultra Rare cards ~ © Storter Deck (A & B50 cards) ... 7.00 ... 9.00 : Frenzy ........... .3.50
: found only in starfer decks respectively. * Starter Box (12 decks) i 90.00 : FurGnarl ........... .2.00
¢ Booster Pack (15 cords) .. 2.50 : Goio's Vengeance 6.00
¢ Booster Box (36 packs) 90.00 : Gongrel Ally........ 00 ...500
: Garboge Food Poisoni . 2.00
: rrmww EXPANSION P GEOS. . . . 350
: (U : GereHuntstheHunters ... 250 ...350
: FulISer(WO(mds) ......... SCONONPNB0I00) : Gesor ........ccoooeeeriinnne 100 ...2.00
: Starter Deck (50 cards) ... 9.00 ...1000 : GetMedieval .. ....500 ...7.00
© Storter Box (12 decks) 2 J14) R T ———— 250 ...350
: Booster Pock (15 cards) . ) 00 : Golgol FongsfFirst ..... 0300 ...5.00
: Booster Box (36 pocks) ........... 90.00 ...100.00 : Goll Mac Mouma .. 250 ...350
: Power Primer (5.0, + 3 Boosters) 15.00 ...18.00 : Grond Klaive ........ .3.00 ...5.00
: ¢ Grondfather Thunder .. .1.00 -...2.00
¢ Greater Bonishment .. .300 ...5.00
: ¢ Grek Twice-Tongue .. 250 ...350
: MSet(SOO(urds) ......... : Greyfist ... 250 ...350
© Storter Deck (50 cards) ... ¢ Giffin .. 100 ...200
* Storter Box (12 decks) ... : Grimfong ...... 3.00 ...5.00
* Booster Pack (15 cards) i GrowlsatMoon 250 ...350
: Booster Box (36 packs) ... ¢ GuidestoTruth ... L250 ...350
: ¢ Gunnor Droughrbone . 25.00 ... 35.00
: ¢ Horano Gloom .. .3.00 ...5.00
¢ WHITEWOLF-1995 : Head Wound 250 ...350
E Rl Set (321 cords) ... $200.00... 25000 : Heartof Fury ... 100 ... 2.00
Starter Deck (60 cords) ... 700 ...9.00 ¢ HowordKoor ... 100 ...200
 Storter Box (10 decks) ... 70.00 ... 9000 : Hunting Patty ... 100 ... 2.00
: Booster Pack (12 cards) ........ 200 ...2.25 : loy Chill of Despair .1.00 ...2.00
. Booster Box (24 packs) ........... 45.00 ... 5500 : Impergim ...... .250 ...3.50
¢ Unlisted Singles .................. 200 40 ¢ Inbred Disorder ... 2100 ...2.00
: ¢ Incona Sigil +250 ... 350
A © Maskon Wolf Hunt ............... 2508 52350 2, Ve KOO <o cnvsmcumsus 100 ...200
Paiick Roy ... ¢ Nexand ThunderRoge ........ 25.00 ...3500 : Jock Debiltongu ............... 25.00 ... 35.00
Eic idos - .. F et 0 S 250 ..350 { JockyGecko ...oooooniinenn 250 ...350
Joromic logs..... Momonds ... 250 350 ¢ Jom Technology ... 100200
Mario Lemieu ... © Niison Kachina ............ 300 ...5.00 : JoumeyOnword .. L1000 ... 2.00
Povel Bure ... : Amar Houlsfom Sl 100 200 G Juboti e 100 ...2.00
Jm Corey ... ¢ Aana Kiminski .................. 300 ...500 : Julisho of the Thousand Mosks ... 3.00 ... 5.00
Poul Ko ... ¢ hnnofyes of the SunPeffiey ... 250 ... 3.50 ¢ lustice Under Goio ............... 100 ... 2.00
Jeremy Rognick © Antonine Teardrop ............... 250 ...350 : Kelly Still Woters............... 2500 ... 3500
Peter Forshrg .. | IR, Ao e, 300 ...500 : Kinfolk- Environmentol Actvist ... 2.50 ... 3.50
Sergel Fedorov .. E BOIOrSGOZE o 250 350 © Kifolk-Smal Town Cop ......... 250 . 350
Wayneretzkv.‘. Banona Split .......ceeenennn. 100 ...2.00 : Kinfolk- Soldier of Fortune ...... .5.00
Patrick Roy ... : Beostmind ........... .. 100 ...200 : Kinfolk-TV Reporter ............ 250 ...350
Eic indros ... © Black Spirol Dancer 100 ...2.00 : Kinfolk-Veferinorion ............ 3.00 ... 500
Joromir Jog..... * Blodetooth ........ 100 200 ¢ Kaitol Storgozer ... 2500 ... 35.00
Moro Lamielx. .. Blodk ond Strke .. 100 0200 E K oo 250 350
BrettHull ... ‘" Bloodonthe Wind 2250 ..350 ;K Wind ... 2300 .. 500
Felix Pofin ..... 20 o ko) ¢ GoyWock . 250 L0350 : lomown ... 2300 500
PoBure ... ... 300 .. 30D o fShokirfind 1250 1350 : londahip rlenge ........... 100 ...200
fim Corey ..U 200 1500 : Bottlecap of Shakey Mac 300 ...5.00 : Legendary Leadership ... L1000 ... 2,00
Poul Koo ... URB ... 9.00... 500 | Broken limb .......... o250 ...350 : Lesser Bonishment ... L1000 ...2.00
I R SR Bon Moc Fiom 300 500 | Leukipps........ 2500 .. 3500
B R e ) | Buggeten.... "250 1350 Lone Wolfiupo . 2500 ... 3500
s M Bun B ........ U000 200 ¢ LodAlbecht .. L2501 350
om Oces......URB ... 300 .. B0 Cling o Champion 100 200 LostCaling....... 00200
e | CoohiStike ................. 250 350 : LukyBow...... 250 350
R e ) | ColoGimson .............. 250 350 © luno'sAmor ... 100 .20
B R KR N | CoiesonRuch .. 100200 ¢ Luno's Links 250 350
Oven Nolo......URB .. 400 . g.OU ¢ Cemonous ....... 0250 ...350 : Lunar Eclipse 0300 ...5.00
it IR 00 o g0 | Commbal ... 300 ..500 ; Momu ... 300 ...500
e R R | Gadmd L 250 ..350 | Mongle ... 250 350
N Hoiong 5 i R DRSO ¢ CosatheBovn .11 250 350 © MoiCobroh .. L2750 350
Poul Coffy .......URS .. 5.00 goo © Commond Spift o.vooeen 100 ...2.00 : Massive Wound .. J100 ... 200
Serge Fedorov ... URS ... 9.00. ]500 ¢ Coupdebroee .................. 300 ...500 : Mastorof the Pack...... L300 ...500
Doug Weight ...URB ... 3.00 %00  GidkRomwrongler ... 1.00 ... 2.00 | Moniorch Mouming ... -300 ...500
B Ny | GalOlow ... 100 200 © MehulBlow ......... 100 ..200
efmdorson SRS, S0 9500 : Deranged Mokole .............. 250 ...350 : Mindspeok ... 1000 ...200
e Lo Oy | Dhamabum ... 100 200 © MokoléHide ...... L2850 0350
PatrickRoy .....URB ... 8.00 ... 1000 © Dem o, 100 ...2.00 : Moon Bridge Escape 21000 ... 200
e et Dt | Dsebowlment 250 350 : MoSign ............ 250 1350
paniodance .08 .. 300 - D ¢ Dunken Rvely 350 ¢ Morgon the Unworhy ..........1.00 ... 2.00
f;':; i T T — 200 Morhei HighMountain ... 300 ... 500
w(clkohitﬁler RS 400 700 : CorerobBears ... { .2.00 : Mother Lorissa ... ...300 ...500
b v 3000 D  Epewoker............ 100 .. 200 : MothersTouch...... 100 .. 2.00
ngldgu'ed';\,{, “““ URS .. 3.00 T gop : ElderStone....... 250 ...3.50 : Notosho Moon Chaser L1000 ... 200
Fii tjggr Rl URB 1500 o500 Eider Vompite ... .300 ...5.00 : Naturge Boon . J1.00 ... 200
e a0 ¢ ol Rend...........ooee..... 250 ...350 : Nephthys Mu'at . L2580 ...350
;xum.ml{ i 0B 72,00 . 18,00 : Enhopment.......... 100 ...200 : NerveCluster ... 2100 ... 2,00
Anuno'g:neux T 400 .. 600 : Evode ond Strike ... 100 ...200 : NoEsope ......... L1000 ... 2.00
Geoff Coull RS 3,00 .. 6,00 . Evon HelsthePos C000 200 ¢ Nofidn Ni'Dhonail . ............. 100 200
H&;’m 0B 8001000 ¢ Bvasion ........... .. 1.00 2.00 : Oisin Moc Gagloch ... 25.00 ... 35.00
B 000 ko0 | EreoltheCobia 250 350 ¢ OdRedfoge........ 25.00 .. 3500
Fed oo UR8 300 - 500 B Govgd 100 200 ¢ O StormChoser ............... 300 ...500
o ehcy U 500 a0 | Hesoos 100 200 : Ol Wolfof he Woods ......... 25.00 .. 3500
’lzougmmour WURB --~9-00 "']500 * FoerieKin ........ 0250 ...350 : OrganPuncture .................. 1.00 ...2.00
Mm dlgeM“imURS "'500 "800 @ FongDogger ... L5000 ...7.00 Ol ... 2100 ...2.00
ALL L) Fong Jumper ........ 1.00 200 : Pock Defense ... .1.000 ... 2.00

Keith Jones ...... URS ...300 ... 6.00 r ! :
ang Necklace of Fenis ... RO 1 R —— 1.00 ...200

Teemu Selonne ...URB ... 7.00 ... 9.00 :
SRRy LURSY  Si001 8100 | FostStike ... 250 ...350 © PeaceofMotwre ... 300 ...5.00
eSS e Feather of the Phoenix ......... 2.50 350  PearlRiver ..................... 3.00 5.00
Fenris . 1.00 200 : Pentex Forestry.Team ............ 1.00 ...2.00
Fenris' Bite ..................... 250 350 : PentexRefinery.................. 400 ... 6.00

© PRICE NOT AVAILABLE

> \J
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Piper, The ..o 250 ...3.50 : Coernof Bygone Visions ......... 1900855 200 : Mookmaw
Portoble Computer . 0300 ...5.00 : Coem of Ichiyo Modoribashi ...... 1.006 5520 2.00 : Morgen
Praise the Malformed ........... 100 ...2.00 : Coem of the Painted Sonds ... 1000w 200 : Mr. lquono !
Progenitor Mage ... ..300 ...5.00 : Coemssandra Shodow-Watcher ...1.50...... 2.50 : Pentex Executive & Limousine R... 2.
Pumpkin Man ... 100 ...2.00 : Coem of the Weeping Doughter ...1.00...... 2.00 : PriecHRuEARR
Questor Treetalker ... 21000 ...200 : Childling....iiiiniins 1:50 s 2.50 : Psychotic Hallucinafion —.....
Quoting the Litany ... 0250 ...3.50 : Deep Joumey s i Psychotic Stalker ............
Rognarok ... ..1.00 ...2.00 : Dreomspecker Mage ............ 300, 500 I Rod NeriBEn
Rainpuddle ............ 100 .2 Dr. Stephen “Mindbender” Garrison 150 ...... 250 : RedHeoded Stepchild ...... |
Reclaiming the Stolen ... 100 ...200 : FueneArmor ........................ 2.50 : Renegade Werewolf Hunter ,..U... 1.
Remove Gaio's Blessing . s 50 s:3000 2 PG o semimns 3 i RentAssunder ............
Rend ond Tear ......... ..1.00 ...200 : HeunofMldmghr ¢ Roorofthe Wym. ...
Rite of Invesfiture 300 ...5.00 : Jennifer Moon-Wizened ¢ Skin of the Hellbound .
Roar of Storms ...... 250 ...3.50 i KoSpiit....... 1 Snickers Rl
Roger Daly .......... 0300 ...5.00 : LoughsatDeath. : Spirituol Revelation .
Roshen One-Am 100 ...2.00 : legendory ........ : Subjugation of Gola .
Run Like Hell ...... 100 ...2.00 : Memory Ribbon. : Survival Nut ...
Running Creek ... 2100 ...200 : Noomi ....... DSl e
Somuel Haight ...... .250 ...350 : Nexus Crowler .. T.F. MacNeil
Sands of Sleep ... ..250 ...350 : Nightmaster : Toonaki S ot i
Scar Throat LeechKiller ..1.00 ...2.00 : Pack Reprimond. ¢ Telemarketing Compaign
Scourging the Wym ... 100 ...2.00 : Pongea ......... * Togo of Dionysivs ...
Scouting Mission ... L1000 ...2.00 : Petov Tzarovitch ¢ Totem Form ...
ScratchesotFleos ... 2.50 3.50 : Phontosmi ... * Trinity Hive Coemn
Scream of Goia ... 100 ...2.00 : Rite of Realm Binding . ¢ Vompire Blood ...
Shakar ......... 1.00 ...2.00 : RunswithoutPack .... : Iiznok i
Shapeshift ... 100 ...2.00 : SeesthroughStors .
Shigldmate ............ 1.00 ...2.00 : StepSideways.... 'REDEMPTION LA
Shogeka Hunter Moon 2500 ... 3500 Shakey Moc CACTUS GAME DESIGN-1995
Shotgun............ .4.00 ...6.00 : Stuck Sideways  Full Set (300 cards) .........
Shu Horus... 2500 .. 35.00 : Summer Country .. Starter Deck (50 cards)
Silhouette ... .2.50 3.50 ¢ Umbral Wove ... Starter Box (6 dual decks)
Silver Ammo . 250 .350 & WohyaOhni . .. * Booster Pack (8 cards)..
Silver Clows ... .1.00 200 : Wyldstorm ......oooeieiiinnni. 250 ...... 3 50 : Booster Box (60 pu(kg) ,,,,,,
Simon Gentle . 100 ...2.00 : :
Smgs#onh&Beust ¥ 1.00 ...2.00 : [RED ZC RAs
Sistr Judith Powsoflight ... 250 ...350 : © DONRUSS— 1995
Skindoncer ...........cooeeinnns 400 ...6.00 : i Full Set (336 cords) .......... 520000,__
Sneak Attack . 2250 ... 350 : ¢ Starter Deck (80 cards) .........
SOfYUSOkai"?' . 1000 ... 2.00 ¢ Starter Dual Set (160 cards) .
Son of Moanlght .. 150350 : Starter Box (5 duol decks) ... 90.00...
Song Chiong ... 25000350 ¢ ¢ Booster Pack (12 cards) .........2.25 ..
Song of the Great Beast .........3.00 ...3.00 : © Booster Box (36 packs) ... 80.00 ...
Spear of Decet............ .. 230 7350 ¢ Unlisted Very Common Cards ... 10
Spine Crushed .. 22500350 ¢ * Unlisted Common Cards g0
Spiit Drain ....... 250 ..350 ¢ ¢ Unlisted Uncommon Cards ... 1.00
Spirit of the Fray . Sa0toomEE2I00) :
Spoffight ... l00Nm2I00) 1 : Nome Rarity
Stands-Like-Mountain L 250 ...350 L S Kkman, Troy v R...8.00...
Stolen Wolf, The ... 100 ... 200 e e £ Alen, Marcus ... 0..200 ..
Surpise Ally 250 ...350 e ¢ Wil i R...200 ...
Surprise Attack..... SN1L00E=#N2100 © Bennett, Comelius R...300 ...
Suvivor......... ... 250 350 : : Bennett, Edgar ... RERESIO0N
Susan Anthony .. 2500350 ¢ i Bennett, Tony...... REZI00M
SynmR T iR ...1.00 ...2.00 ¢ Bemstine, Rob ... R...2.00
Take the True Form ... a0 mNE2i00 Bledsoe, Dréw .U...8.00
Toking the Death Blow . 250 ... 350 : Bono, Steve ... Al e
Tonzut SeRr AR SI00MIE200! : : Brown, Chad ... R...200
Teeth-ofTitonium ... 250 ...350 : ¢ Brown, Dove ... i,
Thomos Kachina ... 250 ...350 i WHITE WOLF-1995 : Brown, Gary ... ULES0
Thunder Tiger .................. 250...... 3.50 ¢ Full Set (186) ..veeeeenee $150.00... 175.00 © Broan, Lomas..... IREMR2100
Tim Rowantree. ... 21000 0200 (Set Price Includes six UlnoRurechuse(utds)  Brown, Tim ... ..R...3.00
Tribol Alliance ... W007E 200 Booster Pack (15 cards) ......... 225 ...250 © Bu, Iscac ... RO
Tribal War ... 300 ...500 : BoosterBox (24 packs) ...... 50. ¢ Buchanan, Ray ...R... 200
True Fear ......... 100 ...200 : Unlisted Common cards : Bumett, Rab .. -R...2.00
True Silverheels 2250 ...350 : Unlisted Uncommon cards © Coates, Ben ... R...3.00
Uktena Wyrmfoe 400 ...600 : Unlisted Rore cords ... : Conway, Curtis ............ C....
Umbral Escape .. 250 ...350 : : Cunninghom, Randall ... U...2.00
Victory Party ... 21000 ...2.00 : Alonzo Montoya ........... . 600 : DelRio,Jock ...ouvvnnnnnn. R...2.00
Virusto-Wym ... CT00EEE 22000 | AmellAieeeaie i . 400 : Dilfer, Trent .. ....U0...200
Vital Blow ... 1000 ...200 ¢ BeastofWar ........ .. 200 : Dishman, Ciis.. SeRiESR100,
Volcheko Ibomuri ... 2100 ...200 : Breath of the Defiled .. R. . 5.00 : Ellord, Henry .. SRR
Walkswith-Might ... 300 ...500 : Coemof Ryfthiku........ IR 3L . 500 : Elwoy, John ... . RT00
War Paint of Wahay Ohni 250 ...350 : Coemof the Blood God ...... . 500 ¢ Esioson, Boomer .. R
Whelp Body ......... .250 ... 350 : Caem of the Unwashed Child .. 500 : Everett, Jim ... USRS
Wind-Across-the-Hills 100 ...200 : Choinsow .................. .. 500 : Faulk, Morshall ...........R 12.00 ..
Winter Wolf ......... 1000 ...200 : Chururoc's Tusk . 2000 : Fing, John........ CUREE 200
Wisdom of the Seer ............ 3.00 5.00 © Count Vladimir Rustovich 25.00 : Floyd, Willom sosallis 1501
WymSkin ... 250 ... 350 : (i landariemmi e . 400 : Fyar, Iving ... P RTRI2I00
Wyrm Slayer, Ronin Gorou ... 300 ...500 : Defiler........ 200 © Fuller, Willom o
Wym TGNt o 250 ...350 . EoterofSouks .. 200 : George, Jeff ..... WOIRENGI00T
Yuri Tvarivich .. . 2500 ...3500 : Enficer..... .. 500 : Green, Darel..... s RSO0
Rl Fl}llnvesﬁgmion ..... . 4.00 : Greene, Kevin..... ...R... 400
: Euendslin}}l‘ﬁgh Ploces . 200 : Hley, Charles R...3.00
Lt - eneral, The .. 6.00 : ton, Rodne: i o V1
WHITE WOLF-1995 . Glade Child .. 200 : Hankps Merton r .R...3.00
FullSet (90 cords) ..............  Hert Breker... . 500 Horbaugh, Jim SRSy
Booster Pack (12 cords) : Hunts of Night .. 200 © Hovey, Ken ... ....R... 200
Booster Box (36 packs) .. : Incoma Avator 400 : Hearst, Gomison ............U... 1.50
Unlisted Common cards ... - - Kills the Weak .. 200 : Hoord, Leroy ..... R 8100
Unlisted Uncommon cards ... 75 © Kissof the Wym ... R... 500 Hopkins, Brad..... R 200
 Lotonio the Temptress ......U... 200 : Hostetler, leff........ e d B
Amando WithersinSun. ... 150......2.50 - Longtooth Soulkiler ... 500 © Husst, Motice ........... R...3.00
Banishment by the Council.........2.50 - Lo of the Realm ... 4.00 © Iwvin, Michoel .. ~R.6.00 ..
Battleground, The ... 1000 .. - Moge's Talisman ... 0 ... 600 : lsmoil, Rocket SREA00MER
BjomBlood-romStone ...+ 1.50......250  Malfess 00 UR 12.00... 2000 © Jackson, Gieg............... R...200 .
WENT UP WENT DOWN HEAVILY TRADED I

2000 : Johnson, Charles ............ RS 0EI2i50
400 : Jonson, DJ. ... R...300 ... 400
2.00 : Jones, Seon REN200H
400 ¢ Kerlgy,lim ..... sggg 10.00
200 : Kby, Teny SRESISI00NATAI00
400 : lewis, Mo..... ~R...200 ... 300 |
400 : Uoyd,Greg .. .R...500 ... 8.00
. 200 : Marino, Don .. E ]%gg 720,00
. 500 : Morin, Tony ..... SIS0NRNS2150
. 200 : Morin, Wayne .. R...200 ... 3.00
. 500 : Mathis, Teronce .. R...300 ... 400
200 : McDoniel, Tery . R...200 ... 3.00
250 : McDuffie, 0J. ... U...150 ... 250
200 : McGlockton, Chester......... R...200 ... 300
400 : Meons, Notrone ............ R...500 ... 800
200 : Miller, Anthony. .....ooeene. R...300 ... 400 §
200 : Mims, Chis ....oooeenennn RE i
BR200 : Mirer RickTmee s SEN 18
. 500 : Mifchell, Scot ... (E4
. 500 : Moon, Wamen ............R...
250 : Moore, Herman ...
. 200 : Norton,Ken ....
4.00 : Novacek, Joy ...
2000 : O'Donnell, Neil .
5.00 : O'Nedl, Leslie.......
2000 : Pormalee; Bemie............
¢ Periimonn, Breft ...
| © Pickens, Carl ...
¢ Randle, John ...
: Reed, Andre ...
¢ Rhett, Emict ...
t Rice, Jenry.......
¢ Rodf, Willie ...
¢ Sanders, By .
: Scott, Domay ...
¢ Searcy, Leon ...
¢ Seau, Junior ...
30000 : Shuler, Heath....
+10.00 : Slode, Chis .
20.00 : Smith, Bruce .
100.00 : Smith, Neil ...
275 ¢ Stubblefield, Dana -
9500 : Taylor, John ...
....... 30 : Thomas, William .
...... 75 ¢ Tuinei, Mork ...
...... 2,00 : Tumbull, Renaldo.
¢ Tumer, Eic ...
¢ Vincent, Troy ...
1200 : Wallace, Steve .
3.00 : Waren, Chrs......
3.00 : Webb, Richmond ...
500 : White, Reggie
400 : Whitfield, Bob
3.00 : Widell, Doug ......
3.00 : Williams, Aeneas . ..
12.00  Willioms, David ...
1.50 : Willioms, Harvey ..
. 300 & Wolford, Wil ......
. 100 : Wooden, Temy ...
2.50 : Woodson, Rod ......
3.00 : Woolford, Donnell ... i
500 : Young, Steve......... 10,00 .. - 15.00
1.50 : Zordich, Michael 2005783100
3.00 : -
ggg i DAEDALUS GAMES-1995
V50 | FullSet 325 cards) ... $200.00 ...275.00
300 & Starter Deck (60 cords) ......... 8.00 ...10.00
300 : Storter Box (12 decks) ... 90.00... 110.00
3‘00 : Booster Pack (12 cords) . .2.50 ...3.00
" 400 ; Booster Box (38 packs) .00.
400 :
1000
0 RS (0o ]
”20'00 : Booster Pack (15 cards) . S ORNE 3.00
" "3q0p : BoosterBox (36m(h) ......... 80.00 ...100.00
250 : TS -
LU
300 R s $30000.... 350.00
" 300 Starter Deck (60 cards) ......... 700 ...8.00
" 500 : Starter Box (10 decks) .65.00 ... 80.00
500 Booster Pack (15 cards) ......... 200 ...225
150 * Booster Box (36 pocks) ......... 60.00 ... 80.00
500 E
250
300 |yl 1t B, Set (445 cord) ... $150.00... 225.00
- 230 (Set price includes 25 booster exclusive cords)
ggg © 1stEd. Storter Duol (110 cords)  8.00 . 10.00
-V st Ed. Starter Box
100 g duol decks) ... 45000 .. 60.00
500 151 £, Booster Pack (15 cards) .. 1.25 150
100015t k. Booster Box (36 pocks) 4000 ... 50.00
ggg © Full No Ed. Set (400-Cons Only) .. ........ °
M A R C H 1 9 9 6 89
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No Ed. Starter Deck (55 cards) ...®......... .

No Ed. Starfer Box (10 decks) ....... et la o 2
Full 2nd Edtion Set (420 cards) 140.00 ...200.00 :
2nd Ed. Storfer Deck (110 cards)  8.00 ... 10.00 :
2nd Ed. Storter Box (6 duaks) ... 45.00 ... 60.00 :
2nd Ed. Booster Pack (15 cards)  1.50 ... 175 :
2nd Ed. Booster Box (36 pocks)  50.00 ... 60.00 :
Invisibility ..................... 1.50 2.50
Midnight Goddess of Magic = 2.50
Potion of Firebreathing

581995 :
Full Set (100 cords) ......... $60.00 ... 80.00 :
Booster Pack (15 cards) .........2.00 ...2.50 @
Booster Box (36 packs).......... 70.00 ... 90.00 :
TSR-1994 2
Full Set (100 cards) ......... $80.00... 110.00 :
Booster Pack (15 cards) ......... 150 ...1.75 :
Booster Box (36 packs) . 50.00 ... 60.00 :

Full Ser (1 ZS cards)

......... $75.00...
(Set price includes 25 booster-exclusive cards)
Booster Pack (15 cards) ......... 1,500 ... 178 ¢
Booster Box (36 packs) ......... 50.00 ... 60.00 :

- , 595
Ful Set (125 cards)
(Set price includes 25 booster-exdusive cards)

......... $90.00...

Booster Pock (15 cards) ......... 200 .
Booster Box (36 packs) ... 70.00 ..

Full Sef (325 cards)

......... $70.00... 100.00
Starter Deck (60 cords) .........7.00 ...9.00
Starter Box (12 decks) ......... 80.00... 100.00
Booster Pock (14 cards) ......... 200 ... 250
Booster Box (36 packs) 70.00 ... 90.00

COMICIY

Full Set (325 crds) ... $250.00 ...375.00
Storer Deck (53 ) ... .$800 ...1000
Storter Box (10 dedks) ... ..5000 ... 11000
Booster Pock (15 corck) .. !

Booster Box (36 padks) ..

FuII Set (363 (ards)

,,,,,, $750.00 ...1,000.00
Starter Deck (60 cards) ...... 18.00...... 25.00 :
Starter Box (12 decks) ...... 200.00 ... 300.00
Booster Pack (15 cords) ... 800...... 12.00
Booster Box (36 packs) ... 250.00 ... 400.00 :
Unlisted Common cards ......... | O 60
Unlisted Common Personnel cards ... .75 1.50
Cards are black-bordered.
Albert Einstein .. ...5.00 8.00
Nexander Rozhenko s 1228 2.00
Alidor Jorok ... 5.00 8.00
Alien Groupie 3.50 5.00
Alien Parasites ... 1.50 2.50
Alien Probe 150 ...250
Alyanna Nechayev 400 ...6.00
Alysso Ogawa 1.25 2.00
Amanda Rogers 1.50 2.50
Amorie . 1.25 2.00
Ancient Computer .. 8.00 ...12.00
Anti-Time Anomaly 6.00 ... 10.00
Armus—Skin of Evil 8.00 ... 1200
Auto-Destruct Sequence 1.50 2.50
Avert Disaster 400 6.00

100.00 :

130.00

250
9000

BiElor,mamt FRpyec Wi ol 10100059500 2 KOS, it minnninss 1.50 ISR 1 ——— 800 ...1200
t (Bolal R 225 ...3.00 : Ktorion Game T USS. Enterprise ... ....30.00 ...50.00
¢ Borday’s Protoplasmic Disease ... 6.00 ...1000 : Kok ... : USS. Excelsior L1500 ... 250
: Betozoid Gift Box ............... 8.00 ...12.00 : Kuron Naikos . 2 USS. Goloxy ... 150 ...250
: 00 ...2500 : Kum.. : USS.Hood ... ..8.00 ...12.00
! 300 ¢ Ukor .. : US.S. Phoenix ... .8.00 ...12.00
25 ...200 : LeohBrh ¢ USS. Sutherland . . 250 3.50
00 ..2000 : Lfeform Scon . : USS. Yomato .. ..8.00 ...12.00
Bynars Weapon Enhancement ... 7.00 ... 10.00 : loreRetums ... SVagh ...l J150 ...2.50
Clooked Mission ............... 1.50 2.50 : Lore's Fingemail . * VaronT Distuption . .8.00 ...12.00
¢ Cosmic String Frogment . 3200 = flosol ..o nnlss S Vosh.ooooiin, .8.00 ...10.00
P oSk 12.00 : Lwoxonng Troi . : Vulcon Mindmeld ... J125 ...200
¢ Crystolline Entity ... i 800 : McKnight ....... = Vulcan Stone of Gol . 1200 ... 1800
Cuttural Observation . ! 5.00 : Medicol Relief ... : Worp Core Breach ............... 350 ...5.00
[ythenan) .......... ! .6.00 : Medical Tricorder . ¢ Wesley Crusher ... 1800 ... 25.00
......... 00 .. 40.00 i Mendok.............  Williom T. Riker .. 20.00 ... 30.00
Decmnuhm 00 ...30.00 : Mercenary Ship ... : Wind Doncer . 00 ...6.00
Devil, The ........ooovviiinn, 7.00 ...1000 : Mok ............. : Worf ... 30.00
: DevinoniRal .................. 150 ...2.50 : Morgon Bateson . .. 6.00
L 800 ...12.00 : Mot the Barber ...
: Distortion Field ................... 150 ...250 : Movar .......
¢ Distortion of ... Confinuum ... 225 ...300 : NVek .. H
S 150 ...2.50 : Nogilum.. DE(*.PHFP!—N%
: Drloforge ..o, 500 ...7.00 : Nek ............. < Full Set (363 cards) .......... $225.00... 300.00
¢ Dr.leshBrohms ............... 500 ...7.00 : NeorWorp Transport . ¢ Storter Deck (60 cards) ... 7.00 ... 10.00
R T e L 150 ...250 : NeeloDaren .......... ¢ Starter Box (12 decks) .80.00...110.00
L e 150 ...2.50 : Neurol Servo Device . : Booster Pack (15 cards) ......... 250 ...3.00
(117 SO B e 800 ... 1200 : New Contoct ....... = Booster Box (36 packs) ......... 80.00... 100.00
EHAdrel Creature ............... 150 ...2.50 : NikoloiRozhenko ....... ¢ Cords are white-bordered
Engineering Kit ... 150 ...2.50 : Nitrium Metol Porosites . - Single Cards are 0.25-0.35x Limited Prices
: Eonadol ... 150 ...2.50 : NorhSatie............. :
E | EvOion s st 150 ...2.50 i NuDog....... :
g Evu!uuleTermformmg ..... 400 ...6.00 : Nl Spoce .......... EXPAN
BXoOmp oo 125 ...2.00 : Nutational Shields . :
ExplmeBIuck(luster e 250 ...350 : Ocett .......... : Full Set (121) .........
Explore Dyson Sphere ............ 350 ...5.00 : Pordek .... ¢ Booster Pack (15 cords) .
: Explore Typhone Expanse . 325 ... 400 : Poem ... : Booster Box (36 packs) .. 11000
¢ Expose Covert Supply .. .150 ...2.50 : Pegasus Search :
¢ (BXOEH0N o asmemmanlean 500 ..:800 : B anbies
Federation Outpost .1.25 .2.00 : Plunder Site
:oFek'thr ...l ..1.50 2.50 : Portol Guard
¢ First Contoct ... .1.50 250 % Qe betoinng 5
Fleet Admiral Shanthi . . .1.50 250 302 cissiscsimonesesan ;
: Full Plonet Scon ... .2.25 ...300 : Rodioactive Garbage Scow :
: Gops in Normal Space ... .1.25 200 : Roise the Stokes ..........
: Genetronic Replicator .. 0225 ...300 : RebelEncounter .
: GeordiloForge ... 18.00 ... 25.00 : Reginald Borday ...
Goddess of Empathy .. ....500 ...800 : ReliefMission ............. AP
©oGowon ............ 12.00 ... 18.00 : REM Fatigue Hollucinations . 25
¢ Grovific Mine .. 150 ...250 : Restore Emont Moon ... A2
HaokoND ... soms s 8.00 ...12.00 : Richord Golen ............. ?(5)8
Honnah Bates .. .1.25 L2000 3 IRV mmorieinsie asnmmingmanes Vs 3 ‘
1 HoloProjectors ... 125 ...200 ; Roloen ... .8.00 . fowen 3 LAty
¢ Hologrom Ruse ....... 150 ...2.50 : RogaDonar ..... .10.00 .
: Honor Challenge .. ....500 ...800 : Serek 10.00 .
* Horgo'hn ......... 12.00 ... 1800 : Sorenko ...........cccooenn 4.00 : e et dd
©oHugh e 12.00 ...18.00 : Sorthong Plunder ...............3.25 L
: HummeNAProgmm . 3.50 ggg gmellr.Sl :
¢ Husnock Ship ........ 0225 ...3.00 : SecetSalvage . h :
: Hyper-Aging,p.,.. 150 ...250 © Seeklfefom ...............3. STAR WARS-LABRIA
© 1KCBortos ... .8.00 ...7000 : Selo ... 00 . e ———
 1K.C Buruk 7.00 ...10.00 Shuko When the Walls Fell ... 150 ...2.50 B / ]
© 1KC Hegh'to ... .7.00 ...10.00 : Shelby 700 ..10.00 : DECIPHER-1995
SOLKCKVort . 150 ...2.50 ¢ Sirlsooc Newton 800 ...12.00 : Full Set (324 cords)............... O °
S IKCPagh oo 7.00 ...10.00 : SimoKohomi ................ 150 ... 250 : Storter Deck (60 cards) ......... 9.00 ...10.00
DOLKCQuVat 700 01000 P Soren Liieeieieiiennn 150 ... 250 < Starter Deck Box (10 decks) ...90.00 ...100.00
¢ lconia Investigation .......... 350 ...500 : Stategic Diversion............... 1.25 200 : Booster Pack (15 cards) ......... 3.00...... 3.50
* Incoming Message—Federation ... 3.25 ... 4.00 : Study “Hole in Spoce” 325 4.00 : Booster Box (36 packs)
¢ |ncoming Message—Klingon ...... 225 ...300 : StudylonkoPulsor ............ 350 ...500 : Unlisted Common cards
g © Incoming Messoge—Romulan ... .. 2.25 ...3.00 : Study Nebulo 350 ...5.00 :
© Inferphase Generator ............ 800 ...1200 : Supemova ..................... 7.00 ...10.00 : ADisturbonce In The Force ...U... 1.50 ... 2.50
¢ Investigate Alien Probe ... 400 ...6.00 : Survey Mission ... ... 400 6.00 : ATremorin the Force ...... UL 21i508 312150
: Investigate Disoppearonce ... 4.00 6.00 : TPon " ~ 1500 ...250 ¢ Admiral Motfi............... R...2.00 ... 4.00
: Investigote Disturbonce ... 4.00 G100, | § TTODOR: sorcopa s s smnsuiiass 125 ...200 : AffectMind .. .R...400 ... 600
© Investigate Massocre ............ 4.00 6.00 : Tom Elbrun oo, 600 ...10.00 : Alderoon ... R...4.00 ... 600
¢ Invesfigate Roid 3 5.00 : Torellion Plogue Ship ............1.50 ... 250 : Alderoon ... U...1.00 ... 2.00
© Invesfigate Rogue Comet ... 325 400 ¥ Tosha¥or ....oucpsssnsmsvenss 1000 ... 1500 : Alter ... 1508 oi50
¢ Investigate “Shattered Space” 3.50 500 : Tebok -.... veenne 125 0 200 ¢ AlerNES RS0 RES7 50
¢ Investigate Sighting ............2.50 ... 350 : Ic!epr_\rh\ernder'uppers 2225 ...3.00 ¢ Assoult Rifle R...200 ... 4.00
Investigate Time Confinuum 3.50 500 : Temporal Cousolity Loop 400 ...6.00 : Bontho U...1.00 ... 2.00
L[ 0225 ...300 : Temporol Rift 150 ...250 © Beggar ... R...400 ... 6.00
Jaglon Shrek—| Information Broker 500 8.00 : Test Mission J125...200 ¢ Bewlors ... rioilie LODMSRE2i00
Jean-luc Picord ........... 0.00 ...6000 : ThomosRiker....... ... 1200 ... 18.00 Beru Stew........ s U W00 MAIER2100
© Jenno D'Sora ... .. . 150 2.50 © Thought Moker 1000 ... 15.00 : Biggs Darklighter a2 00 5 4100
JoBil 1.25 200 : Time Trovel Pod 500 ...800 : Black2 ..... R...4.00 ... 6.00
K'Ehleyr....... 700 .. 1000 : Tokath 150 ...2.50 @ RlotkiaWeees aie, 020450002 042150
KVada .......... e 125 200 : Tomolok 700 ... 1000 : Blast Door Controls .. U...1.00 ... 2.00
Kahless ............. 600 .. 1000 © Tog 1.25 200 : BlosterRock ........ e A URRSTIS0RENISOIE0
Kargon . . 5.00 800 : Torok 1.50 250 : Bloster Scope................ UL 15019 . 92150
Kell A 1.50 250 : Tonol 125 200 Boosted TIE Bloster Cannon ...U... 1.50 ... 2.50
Kewin Usbridge 1.50 250 : Toreth 600 ... 1000 : Boring Conversation Anyway R...4.00 ... 6.00
Khozara . 800 .. 1200 © ToxUthat 8.00 ... 1200 : BOSHEREE bR At U... 1550 ....2550
Khitomer Research 350 500  Tronsworp Conduit 125 200 . (3p0 . R...6.00 ... 9.00
Kivas Fajo—Collector 225 300 - Troveler, The: Tronscendence 225 300 : Coller ...... U...1.00 ... 200
Kiingon Death Yel 600 . 1000 = Tsiolkovsky Infection 400 ... 6.00  Conting Browl........ .R...400 ... 600
Koroth 150 250 © TwoDimensional (reatures 225 300 : Chorming fo the Lost ......... R...200 ... 400
NOT AVAILABLE
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Chief Bast............
Circle is Now Complete
Colonel Wullf Yularen
Commander Proji ...
Corellion Corvette....
Crash Site Memorial
Dantooine.........
Dantogine ........
Dark Collaboration
Dark Hours
Dark Jedi Lightsaber
Dark Jedi Presence
Darth Vader ..
Dathcha
Death Star Plons ..
Degth Stor Senfry
Death Star: Centrol Core ...
Death Star: DBCR
" Death Stor: Ll 4 Mil.Cor. ...
Death Stor: Trash Comp..........
Death Star: War Room ...
Demotion «.cvveeereeinnnnes
Devastator ’
Dice Ibegon .-
Disarmed ..

(X }
Jis Hellot ..ovveovveneennns
Emerqency Deployment ...
Empire’s Bock, The

Escape Pgd
Fvocuafe? ..o+
fxpand the Empire ..

esin the Dork ..o,
F:ur will Keep Them In Line
Feltipem Trev090 oo
Figrin D0 A

full Throtfle -+

Gold 15
g%ﬁd off Tokin
Gravel Stom

Han Seleke' ?
Hon Sol0
Han's Bock
Han's Heay
Help Me

Di ;

:3;1[0')0"“5 STOMIO) .o
[ Find YOUT o
I Hove Y00

H fAR00! i
I've L9S|,(|uss Star Destroyer

{,’I}geggrboae Chute, Flyboy ...

KGF? M
Kal'Fa

Kessel RU"
Kesse!

|
l(esseKee ok
oyt Drog

Y A0E ¢ ook Sir, Droids ... 4.00 f
.4.00 . : luke Seeker ... .200 ... 4
J1.50 ... 250 i Luke Skywalker ... 7.00 ... 10.00
51100 2 LUKE! LUUUKE! ... SIS0 2:50
1.00 ... 200 : luke'sBack ......... UL AH00FE2/00
1.50 ... 2.50 : Luke’s X-34 Londspeeder ...U...1.50 ... 2.50
150 ... 2.50 : Miiyoom Onith ............U... 1002
S SONER. Mantellian Sovrip. .. REEN2I00 R
400 ... 600 : Millennium Folcon RENGI00RENRI
100 ... 200 : Moltor ......... R...400 ... 6
.1.50 ... 250 i Momaw Nodon ... e TR, s 2
.4.00 ... 600 : Moment of Triumph RIS 2,000 4
.7.00 ... 10.00 : MoveAlong........... R...400 ... 600 :
L1550 ... 250 & MSE6 “Mouse” Droid ...... USSATI50ME 2350
S410000MIGI00 : Myo RN ....R...200 ... 400
... 150 ... 250 : Nobrn Leids U...1.00 ... 200
...1.00 ... 200 : Nevor Yalnol LouREN2I00EA100
...100 ... 200 : Nightfall ...... 500150
1.50 ... 250 : Noble Sacifice LA REE2I00 /8N 00
...1.50 ... 250 : ObiWan Kenobi .. LIRS TAI00NENNI9.00
...1.00 ... 200 : ObiWan'sCape ............ R...4.00 6.00
...200 ... 400 : ObiWan's Lightsaber ...... R...400 ... 6.00
.400 ... 600 : Observation Holocam ...... U...1.00 ... 2.00
.200 ... 400 : OntheEdge ............... R...2.00 ... 4.00
.400 ... 600 i Orgona’s Cer. Neckloce ...... R...400 ... 600 :
.4.00 ... 600 : OurMost Desperate Hour ...R...4.00 ... 6.00
0200 ... 400 : OutofNowhere ............ U...1.00 ... 200
.4.00 ... 6.00 : Owenlos..... RS0 RNES2:50
.200 ... 400 : Panic ........ 15012150
2150 ... 250 ¢ Physical Choke .. L4.00 ... 6.00
400 ... 600 : Plostoid Amor .1.00 ... 2.00
.400 ... 600 : PondaBaba ..... 150 ... 2.50
WIN00SEE2(00 : PopsPRSSEEpRIsE sty lline 1508 €82:50
...1.00 ... 200 : Presenceof the Force ...... R...4.00 ... 6.00
155008 2,50 § Prophefess NS R T U251150 MesRi2:50
...150 ... 250 : Quodloser Connon .........U... 1.50 ... 2.50
.1.00 ... 2.00 : Reactor Terminal ..... ..Ul 100 ... 200
.1.00 ... 200 : RebelPlonners .. ....R...200 ... 4.00
400 ... 600 i Redl........... UL 0 R 0N2.50
G50, 250 : Redi3fitE ...R...200 ... 400
2005804100 | Red|leoderhiyos SN S8R R...400 ... 6.00
...150 ... 250 : Restricted Deployment ...... U...1.50 ... 2.50
2100 ... 200 : Retumofoledi ............ U...1.00 ... 200
...4.00 ... 6.00 : Revolution........ ....R...400 ... 600
200 ... 400 : RycorRyjerd .. USERTS 0 SN2450
... 1.00 ... 200 : Sondaawler ..... R...200 ... 400
200 ... 400 i Sondcrawler ............... R...2.00 ... 400
.200 ... 400 : SendaDetachment Down ...R...4.00 ... 6.00
SIS0MNN2I50 : SenselSENSRRUNERMRININN V150250
200 ... 400 : Semse ........ 5SS ORI N2.50
-4.00 ... 600 : Skywalkers .. R...4.00 ... 6.00
2200 ... 400 : SoloHan ........... R...2.00 ... 4.00
200 ... 400 : Spaceport Speeders .. U...1.00 ... 200
400 ... 6,00 : Speciol Modifications. . U...1.50 ... 250
2100 ... 200 : Sunsdown........... U...150 ... 250
200 ... 400 : Toctical ReCall .. R...200 ... 4.00
.7.00...10.00 : Tagge Seeker..... R...200 ... 4.00
...1.00 ... 200 : Torgeting Computer USSR 50MR250
2200 ... 400 : Torkin Seeker........ R...200 ... 4.00
.4.00 ... 6.00 : Totooine: Cantina.. .R...200 ... 400
.1.00 ... 200 : Tatooine: Confina............ R...200 ... 400
...1.00 ... 2.00 : Tatooine: Lors’ Moisture Form U... 1.00 ... 2.00
.400 ... 600 : Totooine: Mos Eisley......... U...1.00 ... 200
200 ... 400 : Tatooine: ObiWon's Hut......R... 400 ... 6.00
... 150 ... 250 : Thonk the Maker R...200 ... 400
2150 ... 250 ¢ Thisis Al Your Foult .. TSR0
2200 ... 400 : TIEAdvonced x1 .. Ui 008200
150 ... 250 i TIE Fighter GOS0 N5
150 ... 250 : Tonnika Sisters R...4.00 ... 6.00
150 ... 250 § Traffic Control..... U...1.00 ... 2.00
150 ... 250 : Trinto Ducha ..... I s A5
400 ... 6,00 : Trooper Chorge .. U...1.00 ... 2.00
2150 ... 250 : Turboloser Bottery .. R...2.00 ... 4.00
0200 ... 400 : Tusken Breath Mask .. U...150 ... 250
2400 ... 600 : 2X3KPR ........ Ul 0250
21500 .. 250 Ufinni ! .. R...4.00 ... 600
2400 ... 600 : Utini! ... R...4.00 ... 6.00
200 ... 400  Voder'sCustomTIE .. R...400 ... 600
100 ... 200 : Voder'skye ........ R...4.00 ... 6.00
2100 ... 200 : Voder'slightsaber .. R...400 ... 600
...400 ... 600 : Warior's Couroge ......... R...2.00 ... 4.00
...400 ... 600 i We'reAlGonna ...Thinner! R...4.00 ... 6.00
... 200 ... 400 : WED9-M1 Bontha Droid...... R...200 ... 4.00
... 100 ... 200 i WED15-1662 Treudwell Drd. R...2.00 ... 4.00
<2000 L NA100 : Wioslear il U...1.50 ... 250
<..200 ... 400 : WongTum .. s L0 4 e TAEH)
<. 7.00... 1000 : Wuher........ U100 ... 200
100 ... 200 | Yovind:lungle ............ U...1.00 ... 2.00
..150 ... 250 : Yovin4: Mossasi WorRm. ...U...1.00 ... 2.00
...1.00 ... 200 : Yovin 4: Mossassi Thone Rm. R... 4.00 ... 6.00
400 . 600 ¢ YovinSenty o.eveoinnn U100 ... 2.00
400 600 : YetkaMig...ooooeooinns U... 150 ... 250
... 1.00 ... 200 : Your Eyes Can Deceive You ...U... 1.50 ... 2.50
.. 400 ... 600 : YourPowers...OldMon ...R...4.00 ... 6.00
200 ... 400 :
< 200 .., 400 : :
WENT DOWN HEAVILY TRADED I

CARDS

< Storter Deck (60 cards) .
 Storter Box (10 decks) ...
: Booster Pack

¢ HEARTBREAKER HOBBIES-1995
 Full Set (165 cards)...........
¢ Booster Pack (18 cords) ..
¢ Booster Box (36 packs)

i DONR
¢ Full Set (336 cards)

¢ Storter Dual Set (160 cards)
: Storter Box (5 dual decks)
¢ Booster Pack (12 cords) ... 2.25
¢ Booster Box (36 packs) ..........
¢ Unlisted Very Common Cords ... 10
¢ Unlisted Common Cards. ......... 25

¢ Unlisted Uncommon Cards ... 1.00.

¢ Name

* Baergo, Carlos
* Bagwell Jeff
¢ Bell, Derek

t Belle, Albert
i Bichette Donte ..
: Boggs, Wade ...
¢ Bonds, Banry

: Bonillo, Bobby
: Boone, Bret

¢ Bronfley, Jeff ...
¢ (onseco, Jose ..
¢ Corfer, Joe
£ Clark, Will...........
¢ Clemens, Roger ..

¢ Disarcino, Gary
: Dunston, Shawon ..
* Eckersley, Dennis......
: Edmonds, Jim.....
¢ Fielder, Cedl
: Finley, Steve
¢ Fryman, Travis
¢ Golarrage, Andres ..
: Gont,Ron........

i Gilkey, Bemord .
¢ Glovine, Tom
¢ Gonzalez, Juon ..
¢ Goodwin, Curtis ..
¢ Goodwin, Tom
- Grace, Mark
i Gffey, KenJr. ..
: Guillen, Ozzie...
: Gwynn, Tony ..
¢ Hommond, Chis ...
: Henderson, Rickey
¢ Henke, Tom ..
i Henneman, Mike...
: Johnson, Rondy ..
¢ lones, Chipper
¢ Jones, Todd ..
¢ Jordan, Brion ..
: Joyner, Wally.....
© Justice, David

¢ Komos, Bic ...
¢ Klesko, Ryan
¢ Knoblauch, Chuck
¢ lorkin, By ..
: Loffon, Kenny..
¢ Maddux, Greg -
* Mortinez, Edaor
¢ Marfinez, Pe

: Mattingly, Don ...
o MCGiff, Fred ..o
 McGwire, Mork ...
¢ Mclemore, Mark ...
© McRae, Brian
© Molitor, Paul
* Mondesi, Roul
: Muray, Eddie......
© Mussing, Mike ..
© Noehring, Tim.....
: Nomo, Hideo
* Polmeiro, Rofael ............ R...2.00

1994
Full Set (160 cards)

'SUPER NOVA

4

P OF THI
55— 1995

Rarity

¢ Alomar, Roberto ............ Ri:: 400 ...
: Nomar, Sondy Jr.
¢ Alou, Moises .
< Appier, Kevin ..
: Ayalo, Bobby

R

oo ome oo ro oo oo

20 20 20 = 70 >0 70 7o 20 M 70 70 2O o 2O

|1 S

So o= o zo o> 5o 2o 2o 2o 2o

ECKIID IO :

......... $200.00...
+ Storter Deck (80 cards) ......... 9.00 ...

... 1800 ...
90.00...

80.00 ...

Polmer;Dean!. " 5. 0RLE 200 ... 400
i Percival, Troy ... .00 ... 300
5000 : Piozzo, Mike ... 10.00
500 i Plesac Dan 3.00
5000 : Plunk, Eic... 3.00
..... NONE : Puckett, Kitby... 10.00
Romirez, Manny 8.00
Reed, Steve ... .3.00
¢ Ripken, Col ... 20.00
e i Risley,Bil...... . 300
“300 © Roberts, Bip ... ...3.00
90'00 i Rodriguez, Alex .. li50
7 % Rodrguez, lvan ..... .. 400
3 Scherhogen, Bret... .. 250
: Salmon,gm ..... .. 6.00
i Sonders, Deion .. .. 6.00
32%%% : Sanders, Reggie . .. 400
2000  Schling, Curt ... - 300
100.00 Scott, Tim........ .. 300
275 i Sheffield, Gary .. .. 400
9500 : ST (BT o Pt R ol .. 400
"""" 30 & Smith, Ozzie ..... S50 ... 3.50
..... 75 ¢ Smoltz, John ..... 00 ... 400
____ 200 : Soso, Sommy........ 00 ... 400
: Stottlemyre, Todd .. 00 ... 3.00
i Thomos, Fronk ... ... 20.00
600 : Thome Jim ... 00 ... 500
400 : Valentin, John 00 ... 300
400 : Voughn, Mo ... 00 ... 6.00
300 i Walker, lomy..... 00 ... 400
300 : Wettelond, John .. 00 ... 400
© 600 : Whitoker, Lov..... 00 ... 300
350 : Willoms, Matt 00 ... 6.00
300 i Wohlers Mok ........... 00 ... 400
10.00 : Worell, Todd ... A2 I0RNENGI00
. 400 ¢ — ]
]388 © THUNDER CASTLE GAMES-1995
250 : Full Set (210 cards) ......... $90.00 ...150.00
~.. 300 : StorterDeck (55 cords) .........7.00 ...8.00
3,00 : StorterBox (12 decks) ......... 65.00 ... 80.00
950 : BoosterPack 8 cards) .........125 ...175
500 : Booster Box (60 packs) 75.00... 100.00
4.00 : —
1.50 e —
3100 : ULTIMATE GAMES-1995
250 : Full Set (150 cards) .........5$75.00...110.00
300 : Storter Deck (60 cards) .7.00 ...9.00
300 : StorterBox (10 decks) ......... 70.00 ... 90.00
3.00 : Booster Pack (15cards) .........2.00 ...3.00
3.00 : Booster Box (36 packs)......... 70.00 ...90.00
150 :
500 1
250 : W

300 WIZARDS OF THE COAST—1995
250 & Full Set (436 cords)............... i — o
400 : Storter Deck (76 cords) ... 8.00 ...10.00
. 400 : Storter Deck Box (10 decks) ...80.00 ...100.00
300 : BoosterPack (19 cards) ... 250...... 3.00
.. 250 : Booster Box (36 packs) ...... 75.00 ...90.00
NS0 :
galg : IL
.. 300 : Wit
400 : Full Set (315 cards)
2000 : Storter Dack (60 cords) .........7.00...... 9.00
.. 300 : StarterBox (12 decks) .........75.00 ...95.00
8.00 : Booster Pack (15 cards) .........2.00...... 2.50
3.00 : Booster Box (36 packs) ......... 70.00 ...85.00
250 :
300 : evk COMAM
300 : MAG FORCE 7-1995
500 : Full Set (310 cards) ......... $180.00 ...250.00
8.00 : Storter Deck (65 cards) ......... 7.00......9.00
3.00 : Starter Deck Box (12 decks) ...80.00 ...100.00
3.00 : Booster Packs (15 cards) ......... 200...... 3.00
3.00 : Booster Box (36 packs) ......... 90.00 ...110.00
. 5.00 :
. 400 :
2.50 :
400 ... 400
4.00 : FullLimited Ser (239 cards) ... 350.00... 450.00
. 8.00 : Storter Deck (60 cords) .........7.00 ... 10.00
12.00 : Starter Box (12 decks) ......... 75.00...125.00
4.00 : Booster Pack (15 cards) ......... 2.25 3.25
3.00 : Booster Box (36 packs) ...... 80.00...125.00
10.00 :
500 ¢ GoldCord .................... 75.00... 150.00
400 : SiverCord ......... 40.00 ... 60.00
3.00 :
300 : B OENIX EXPANSION
1550 : U.S. GAME SYSTEMS-1995
8.00 : Full Set (90 cards) ....... ..$50.00 ...80.00
4.00 : Booster Pack (8 cords) 1.25 1.75
. 250 : Booster Box (60 packs) .. 8500 ...95.00
. 3.00 :
15.00
w400
M A R C H 1 9 9 ¢ 9]




: LyndonLuRﬂu(he ......Personality : JAMES
P MoyDoy ............ P s C ¢ Full et (231 cords)
: MEﬂk Shuli Inherit, The Plot, Zop ...
i Metric System...... .Plat, Paralysis .. ( : Nome .. Rarity
DOMlfiG Orgonization  UR .fABfﬂﬂd New ]
i My Korma Ron Over Your Dogma Plof, Zop ...... C: GcnﬂemunsDunes ]
3 INBOIMISS o e e Plot| s € AGiant Step For Mankind U
: Nevermore! ot i AHelping Hond ......... A
¢ Newt Gingric Personality AtrosmrMmr{el ]
¢ NoBeer! ... ... Disaster Al Part of my Plon R
ILLUNMINATI: i Nutition Nazis ... ...Organization ...R i Ambush! ......... +C
NEW WORLD ORDER ¢ NWO: Antifrust Legislation ... NWO Yellow ...R : AisKristatos ............... ]
ASSASSINS EXPANSION  © \W0:fpathy .................. R i Assualted................. G
Full Set (125 cards) 3 NWO: Austrofion Rules ... .C i Aston Martin DB-5 ..R
: NWO: End of the World ... .C & Atlontis ... ..R
An asterisk after the card name indicates a card is : NWO: Global Woming ... C : Auric Goldfinger U
ilable only through URindicates  : NWO: Interesfing Times .........NWO Blue...... R Avenge Felix Leiter Al
ultra-rare cards. ¢ NWO: The Mogic Goes Away ...NWORed ... oy U
: NWO: Visualize Whirled Peas ...NWO Yellow aron Semedi . }l]
Nome ........oooveeeneenn... ity : L S A
ABnefAtfatkof(onsnence 5 € PBlofeld .. R
L T e : ¢ Blofeld’s Assassin A
Alien Abduction . ¢ Blow from Above ]
Anarchists Unite! ............... Plot Iop : : Blown Away ...... U
Anything Worth Doing is Worth Overdoing ¢ Bond Theme Music .R
........................... Plot, Zop ......C @ : Boris Grishenko ... A
Ams Dedlers ....Orgonization ...R : i Brod Whitker ... R
Australio ..o Place ......... R : : Bridge Out ...... .C
Back to the Drawing Boord Plot, Zop ......U + Bring in the Cavalry ... U
Back fo the Salt Mines ......... [l — ¢ Brutol Force ......... R
Bockfire ............ ...Plot, Freeze ... i Bullstye ....... .
Backmasquerade . .. Pt ¢ Bungie Jump ... i
Bait and Switch ...Plot, Zap ¢ Buzz Sow YoYo . (
Bor Codes ... ....Plot i Coged.......... L
Beach Party ... ...Plot : CamivalinRio . R
Big Prown, The ... ...Resource ...... ¢ Catond Mouse ...........ooevvveervnennnn.. R
Bite the Wox Tadpole ...Plot, Freeze ... FlubCord ..o (
Black Helicopters ... Resource ...... ¢ Colonel Rosa Klebb ... ]
Blivit ... Resource ¢ Concealed Knife Belt e
Brushfire War . Plot, Zop ...... E e .. =5l
(ot Juggling . ...Plot, Paralysis (rubKe/ ................. iR
(easefire ... s Blob ransead ¢ Customs Officiols... ...k
Chain Letter ......... ...Plot, Paralysis : : Daily Workout ... ]
Church of Vialentology Organization  NWO: Watermelons ............ ¢ Doredevil, The (
Contract on Americo ... ....Plat, Paralysis 5 0USPl o nmnmmsas ¢ Deadly Attack R
Convenience Stores™ ............ = R : Orgone Grinder ... ¢ Destroy Cocaine Factory -
Copy Shops Organization ..U Pole People in Black .. R : Destroy Loser Satellite . U
(rackdown on Crime . ..Plot, Poralysis....C : porfion ........... ( i DiscoVolante, The ......... U
(usade .......... Pt C % povethefath! ... . .U Dismontle Nuclear Bombs saif
Day Care Centers ... Organization ..U Pizzq for the Secret Meeting.. ... C ¢ Domino .....ooovveeveennens ....R
Death to All Fonatics . Plot, Paralysis...C © Power Sotellte ... U i Double Agent...... U
Defection ... ¢ Recydling Centers ... U ¢ Doubly Prepored R
Dittoheads . ... ¢ RegiStered Trademark .........Plot ...... [ — C
Dolphins ... ( ¢ ReverseWhammy ...........Pot ... (. DiNo e RRT— sl
Don't Rock the Boat ... --Flot, + School Proyer ... Plot, Freeze ...C i Dr.NoDrogonTonk ............... .
Don'tTouch tht Dol! o0 st U ¢ Science Alormists . . Organization ...R : Electrocuted ...l R
Drought ... ...Disaster ... R Sereaming Meme .. _Resource ......R i Emillolorgo ...... il
Drug Companes . ..Orgonization - UR % Secret Master .................. Plot ......... UR : Fqudlize ........ sisih
Enough s Enough . ....Plot, Poralysis....C : Security Legk .................. Plot, Zop ......U : Escape Route R
EPA....o i - Organization ..U % Shock Jocks ... . Organization ...R : Explosive Pen !
Every Yearis Worse . is...C 1 Society of Assassins .. . Muminati U i FouxPos............. C
Bxordsm ... C & Sony, Wrong Number ... Plot, Zop ..U Felix Leiter I
Fomily Values ... C & Spontaneous Combustion ... Assossination  UR : Fifth Gear..... sal
Fickle Finger of Fate . Ut SpySatelite ... Resource ......R : Find Goldeneye sieol
Five-Yeor Plon ... U State Lotteries................. Organization ..U : Fiona Volpe -
FleshvEating Bacterio . ... ~UR % Shrange Bedfellows* .......... — iRt Firefight U
Floating Point Eror ... U Sudden European Vacation .....Plot R : Firein the Sky (
Fronkenfood .......... [ Sufficiently Advanced Technology ~ Plot .C : Focused |
General Disorder Rt Supemova Plot ¢ ¢ Fort Knox »
Go Fish... . U5 Sypreme Court Nomination ... Plot U F'ﬂ”('ms{ﬂ’ﬁmﬂ”@u C
Go, Lemmmgs Bo' .......... R SVINGEIS .o ..Orgonizotion ...R Franz Senchez B
Goal: Blinded by Science ... C ¢ Toke the Money ondRon Plot, Zap ( : Friends in Hi ]h Places skl
Goal: Earth First! ............... RO OTANSTAMRL Plot, Zop C : Gurote il
Goal: Population Reduction <R % Teddy Kennedy ...Personclity ..U ¢ General Oriov P .
Grave Robbers................ R Teflon Conting o Plot C ' Conerol Omov: oovammsis vumponse (
Green Porty, The . U This Was Only a Test .............Plot ( ¢ Gobinda ¢
Hubble Trouble covee Plot, Freeze . .C o Thyle Group, The ... Orgonization  UR  Headguarters R
lluminoti University ............Ploce........0R : TuckBomb ... . Plot U Helgo Brondt sl
lish Flu, The ................. Plot ........0R } VilaSecetions ... " Plot, Paralysis.. U elle R
Junk Bonds . Plot, Freeze ...C ¢ Vigdimir Zhirinovsky .. Personality .. .U R
Killer Satellite ... ~Resource ..U Waifing Period Plot, Paralysis .. € U
Lob Explosion ... Plot, Zop ......CF Whistle Blowers ... Plot, Paralysis . .C U
Loma Remodingdong oPersonalty .U f WikhHont Plot ( : Horible Weather R
Lenin's Body ......... Resource ..U i YRoySpecs .. . Resouice R HowRude! R
Let the Sunshine In . ..Plot, Freeze ...C Yoy Are What You Fat Plot (  Hugo Drox U
92 "N Q U E ST

: Nome
: Improved Gondola .
¢ Incredible Escope
: Indiscretion
¢ Information Center
¢ Inventive Champion, The
¢ Jock Wade
$" JOWSEr ot evemramass
¢ 11.M Diving Equiptment .
¢ Kars Milvoy
: Kissy ........
: License fo Kill
: “little Nellie”
¢ Live Twice

: Lotus Espirit Submarine Car......................
¢ lupelomora..........

. U

i Mogdo
+ Main Strike Mine
¢ Major Anya Amasova
: Molfunction
i Mon Behind the Scenes, The .
: Morksman, The ..
¢ Martiol Training ..
+ Mary Goodnight ..
¢ Mox Zorin.....
¢ May Day
i Meling Hovelock .......
¢ Men for the Job, The
i Milton Krest ........
¢ Mis Displeased ..
i Miss Caruso ...
¢ Miss Moneypenny
: Modified BMW
i Monte Carlo Casino ..
: Noomi
¢ Natalya Simonova .
: Navy Hero, The ...
¢ Necios

¢ Octopus
¢ Octopussy
¢ Oddjob

¢ Omega Loser Watch ..
+ Qusted
¢ Out of the Blue
: Overheated
¢ Paulo Coplon..........
+ Perfect Companion, The.......
¢ Prevent Conventionol War ...
¢ Prevent Extermination of Agents .
i Prevent Nerve Gos Attack ...
¢ Prevent Nuclear Lauch
i Prevent World War Three
¢ Prince Kamol Khan
¢ Professor Dent .
¢ Protector, The
¢ Pussy Galore ...
. ”0"

¢ Quarel ...
¢ Quick Thinking
* Ropier Wit
¢ Reussignment
: Red Gront......
¢ Refribution
: Retrieve Decoding Machine . .
: Retrieve the ATA.C........

Refrieve the Solex Agitator ...

Q

You may give this card to any Henchman.
COLONEL ROSA KLEBD may have up to two
shoe katves. That's how she gets her Kicks.

0 ROSA KLEBB'S SHOE Kk

i Rosa Klebb's Shoe Knife
¢ Save Silicon Valley
¢ Scubo Gear
i Secret Agent, The

Setup



Name oo Rotityiy & (NOMeIE 2o s smsinnedvnersn Rarity
Shark Infested Waters ..............o.ocoeeeis R M
Sherriff J.W. Pepper .. ..U ¢ Block Guardsman O
Silence is Golden ..U i Blood Angel .... L0
Silent Visitor, The ..C & Bloodthirst .. sl 2
Snappy One-Liner .U & Blood Venue .... il
Snowsform .. ..Ut BlueCollor Worker . 0 3
SolitQife +evvveeeiaeainnns ..R ¢ Borderlond, The . sl §
Soviet Weapons Research Center R i BomAgain ... O
Space Station o | Bu!letproofVesT ....... i
Speciolist, The ... .0 ¢ BumOut Ocaultist . i@
S.P.E.C.T.R.E Consortium .U Business Executive . (.
SPECTREIslond ........... =0 Comerg ...oeovnenen. +U
S.P.ECTRE. is Unprepared .U Cordinal Giorgio Bioti . il 2
Speedboot ... ..C & Correr of Pestience ... £
St. Petersburg .U i Cothedal, The ... wll 3
Stacey Sutton ... .Ut Chogidiel .. M
Sticky Situation ........ ook Chesed ...... .M
Stop Herain Flow to the U.S. R Child of Chagid L
Strict Rules of Golf ... .R Chokmah ........... LM
Submachine Gun ..Ut City of the Dead, The el
Supertanker Liparus ... B8 (Ieunsmg ............. U
Swoosh! ... Ui Cleoving ..oeveenneeen L
Toke Down ... =R (ouﬂlme—Goddessnf(huos. NI
Tafiona Romanova Ui Company Coreerist ... £
TeeHee ....... € 3T CONUIBE. seissane L
This Never Happened to. .. Rt Contort Other Lo
Tiffany Case ... Ui Cross, The U
Time Bomb . U E Crosshreed ... U
Tncka|ruunon ’ LR i Cube, The aanll;
Uncontrlled Aircraft . JOF Quse ... L0
Underwater Vehicle .. .C % Djeraba .......... U
Valentine Zukovsky .. R % Don Michoel Gimarro U
Venice ... ..U Dr. Mortimer Blonco. 4
Vodka Mortini U ¢ Dreom Walk .. sl 5
Volcano Rocket Bose ... C % Dream World . L
WultherPPKw:thllen(er . O Difter.. E :
Warrior, The .....oovvvvneinnn O 5 DugMdict . sl
WeaneAIHheTlmemtheWorId R Dmgn‘iﬂﬁ, s 13
Weapon Jom ......ceevvennnn € Dupont Circle. cowill
Wet Suit ........ O EEser ]
Wild Goose Chase .. RE
Winning Smile ... R
Xenia Onatopp .- i
Your Worst Nightmare N
Ton & Vida ........ U
T0i0'S BUMP.. . 555 sssmsssmssisnsonnnnne C:
Alec Trevelyon—006 .. RS
Aston Martin “Volonte” ... .R
Connections ........... .R
Ermist Stavro Blofeld R
Leadership ... R
16getid, ThE. ssmmmesssmmsssmmenta R
One Step Forward, Two Steps Back . R
{0 R —— R
Save Gold Reserve .. soiR
Soviet WorROOm —.....veveeeeeee e R I vac L Tect, The
\nc\vr
d “anack a m ing In 3
2 Gwm\nbuwm‘hm
: EXECUONET ...'ovvvrveereeneremeeeneeens C
KULT Eyeforanbye .
Full et (186 cards) Factuary ...
. i Faith Shortcut
The MA rarity stands for Major Arcana, which are Fomily Secret

rare cards.

Nome
Ability to Dupe ..
Ace in the Hole ...
Admiral Lyle P. Crovley ..
Adnon Kozour ...
Aggression ...
Agitator
Alrer Your Body ...
Andrea Bergstrom ..
Anselm Hoder ...
Antagonism ...
Anton Pradwyck
Anton Teptov...
Artist ...
Ashtaroth Stirs ..
Automatic Rifle -
Avenger ...
Avengmg Angel

Boul Reshcf—-Lord of Pestilence ...
Beirut Hilton ..o

Bergstrom Institute, The .
Bernuoer Kionkenhous ...

................................. Rarity

Fost Reactions ...
Femme Fatale .
Fettered .
Fetus Alterato
Fight Fire with fire
Find Object
Fly in the Ointment
44 Ladbrooke Hill .
Gamaliel
Gamichicoth .
Gang Member ..
Garden of the White Dragon
Geburch
General Hu
General Juon Martinez
1] —

R EEE - PR IR " IR RTI LIRS

Gory

Grund Moster Marcus
Grenade ...............
Guardion, The
Guily! ...
Hodes Walk .
Hondgun ...
Hareb-Serap
Hotching Chambers, The

¢ Name

i Huong LiPoo.

 Justin Time

E

................................. Rarity
Hounted «.oeomeBubiinatinsiiissesme i
Huuptquurﬁer Argente ]

.................. €
HuywonhEmergentyAJd oIS
Herolds of Death......... G
Hemington’s District U :
o i A

Hole in the Sky
Hooked Up ...

]

(

I
Hunger Spitit......... U
Hunting Grounds, The U
Hunting Instinct ... ok
Impaled ...... €
Incinerator A
Infemo U
Inner Lobyrinth, The ]
Insane Killer ......... U
Jonthan Hoyworth ... ]

Jottnahctal Moo caslon w B0 8 g e

Kali Durga Temple Servant ...
(11 R
Kether ..
Kingpin ......
Knight of Light
Ktonor ...
Lock of Faith ...
Leash of Believers
Le Marquis ...........
Leonrd Sakhil
LEIOF: g svricosy
Living City, The ...
Longfeather's Purgatory. .
Lord Giveth, The ...
Lord Toketh Away, The ...
Los Renunciones Mission .
Luigi Contore ...

Machine City, The .

Mad Scientist

Malice

Maniphestos ...
Manipulate Death
Manipulote Dream ..
Manipulate Passion ..
Manipulate Senses ..
Maoro Nokemi ...
Morbos—Lord of Pain ..
Maria Feodorove. . ...
Mass Suggestion...
Moze, The ...
Meat Hook ...

Misguidonce ..........oooeeieiiiiiiee U
Mislead ... (
[0 T e R U
Morbid Experiments OSNE
Morgue ... —
Muckracker .................. sl
Nokomura Building, The ....................U
Nahuro! Weapom.. .., o cvicwmnsnssmmmunsinspuns ]
Nehemoth ..o MA
Neonate .......... TRy, .U
NORBBNIB. smmmmisss snmisassssmpponos U
Netzach.. - M
New Age Pngnn PR (
No Mon's Land . [ERRRRRRRRRRRRRRRRPO |
NoPain,NoGuin i C
Nowhere ............ . U
Qoxidi ... (

£ Outof Control ..

Occult Experience
0luong ........
Open Adtery ..
Outcast

Poct with Dark Power ..
Parthenogenesis ...
Pearls for the Swines .
Perpetuity..........
Petty Criminal
Pierre Lombard ..
Plague
Plainclothes Cop ...
Population Explosion
Possessed
Power Failure
(1 RN 1
Prince Rainer von Habsburg.
Private Investigator .......
Professional .......
Prostitute ...
Protective Skin ..
Psychotherapy ..
Purgatory ...
Purge Power ..
Purified ...
Putrefy Other's :
Rage of the Maosses ...
Razide
Redemption .
Regeneration .
Relocate .....
Researcher .
Ruins, The ...
Run, You Foal, Run! .
Sabbath
Sadomasachist .
Samael ...........
Samuel Herrington .
Sand Rider
Sonitorium .
Sathariel
Scalpel
Secret Agent ...
Selena Kalenko .
Sell Your Soul
Seraphim ......
Servailont
Siamese Twins
Skin Trade
Sloves of Pain
Soldier
Somy ...
Spineless .
Strapped .
Student
Sub-machine Gun
Symbol Bondage.....
Takeo Oshima ...
Teacher
Telekinesis
Temple of Kali Durga ...
Temporary Insanity ...
Thaumiel
Time and Space Walk
Tiphany Reeder ......

Tiphoreth ... ..M
:+ Togorini........ ..M
Tomb Bondage ...... U
Tormented Amy, The g o

Torn Assunder
Tracking Device ...
True Vision
22/24 Rue de Sevigne. ..
Two is More Than One ...
Uncontrolled Shape (hunga
Underground, The
Undertoker
Under the Skin .............
Unholy Hunger ...........

Unhuman Appearance
Ushers ............
US.S. Reliont
Vacwm .........
Veteran .........
Victim of Crime ...
Voice of the Blood, The ...
Voice of Pain ...........
Void, The ...
Vortex ...
WarHound ..o, :
YOS o ; ) .M
Yoshiko Nokamura ............. |
Youth Prison 315

Q
fay
0
0
o
[

s
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What you need to know about the InQuest Magic Players Guide

The InQuest Players Guide is meant to serve as an aid
in playing collectible card games. Every month, you’ll
find the most extensive card descriptions available for
Magic: The Gathering, along with one other
collectible card game in the Players Guide Spotlight.

SAMPLE LISTING

" vn :  TUnenever anyone loses 0l
. ard OF 1U. Disr “}d’ lmszﬁl &1
BokofRomu: a1 U e S 6 0K : DsplngSopr
2: Saaifica 2 Ife to draw 1 card. MR mmﬂ""&"mm
Botlleof Suleiman R eee DG oo (i 1
1: Flp a coin. I opponent wins, do'5 damage fo you and disar STy I'Rmd':rmﬁsadao
Botte of Sulsiman. Othenwiss, immediotely replace Boftl cf farget
S o Otk i 05/5 I afod SR, g g Bl
op Tablet R e 4 : . d
r?zfm;el:n opponent’s cardin play; remove target and Bronze g ,3';0',{:0 g mpl
Tabletfrom game (play os an nfemupf). You now ovn forget card, - 2: Untap one of your att
and your oppanent now owns Bronze Tabler. Ex;i‘maospammwnt = ong ’Y’hm v
Opponant may counter Bronze Tablet by sacrficing 10 ffs. Bronze &::;
Tablet enters play fapped. 40 Hven lyre sl
o (ondelobraof Townos ART R eeese DSh 1 : 1T
X: Untap X separate lands. H o lirrSLm o
Celestil Prism BT U eese Mo 3ABURAH © L B (ane ®
2, T: Provides 1 mana of any color (vlw“"'mm’%n' ABU 0: Reshufla your grave~
o Chaos Orb IRT R eeee Mo o from game when itis e

1: Flip card from height of ane foot, I it otates 360 degrees, any

74 N7 Qantt  E S T

Bottle of Suleiman is a rare artifact, it has a three power rating, and it
was painted by Jesper Myrfors. lfs casting cost is four mana; it's
available in Arabian Nights and Revised. Flip  coin and, if the coin
ends up in your favor, you get a 5/5 flying artifact creature;
otherwise, you take five domage. How do we know all that? Because
our Lord Sauron fold us. No, no, just kidding. We know all that cool
stuff because we've read all the cool reference charts below. Squron
had next o nothing to do with it. Just so you know: restricted cards
are limited fo one per deck in tournament setfings. And banned cards,
well, are a no-no for tournaments.

InQuest is proud to present
a no-mess, no-fuss guide
to card rarity. Forget about
rarity ratings like U3, C1,
or R2-D2; in this price
guide, cards are either
common, uncommon, or
rare.

Guess what? We've got a
real simple abbreviation
system for those words—
check it out below.

C Common
Everybody’s got these. They're the
cards you get by the fistful when you
buy packs. Good stuff, but not very
expensive.

U Uncommon
These are a little difficult to come by.
You usually get a couple of these per
pack, and depending on how useful
they are in game play, some carry
heavier price tags than others.

R Rare

Whoa momma! You only usually get
one of these per pack, and some of
the price tags attached to these habies
make Donald Trump say “Wow.”

POWER
RATINGS

SHELKIN BROWNIE CARD DESCRIPTION l

A — Card Name.
B — Kind. Summon Faerie means the Brownie is
a creature of “the genus Faerie.”
€ — Description. The description of exactly what the card
can do.
D — Flovor Text. A funny or informative quote, usually
G historical in nature.
E — Adist.
[F — Casting Cost. Mr. Brownie costs one green and one
other mana to summon into play.
G — Exrunsion Symbol. This tells you what set the cards
belongs fo; in the Brownie's case, the column symbol
H means he's from the Legends set.
H — Power/Toughness. Only for creatures.

sseee The Best. These
cards should fit nicely into most
decks. Frequently game-breakers, it's
often worth finding @ way to indude
five-star cards.

eeeo Excellent. These are
cards that go into winning decks.
They're not always worth going out
of your way to accommodate, but if
the color is right, these cards should
find a place in most decks.

ece Average. These cards
generally round out a well-tuned
deck. Many cards in this category
complement a variety of other cards
that may be in your deck. Which
cards you use from this category
depend largely on what your deck
concept is, and whether or not they
complement the four- and five-star
cards your deck contains.

ee Poor. This category 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 actually discarded
more often than played.

e The Worst. There are
three basic types of cards in this
category. The first are those that can
duplicate the abilities of another
card, but at a higher casfing cost or
other demand on the caster. The
second includes spells whose uses are
very obscure. There may be an
average card combination that
includes these cards, but they are
often too difficult fo execute in order
to be worth your while. Finally, there
are cards that seem to be “fillers.”
They often leave players wondering
if there is a good use for such cards.
Usually, there isn't.

— Inapplicable. These
cards are basic resources. You can't
win a game playing only these cards,
but you can’t win without ‘em, either.



ARTIST
ABBREVIATIONS
The following is a list of
artist abbreviations.
Alexander, Rob RAI
Asplund-Faith, Randy RAF
Baroh, Julie JBa
Beard, Edward Jr. EBe
Benson, Melissa MBe
Bishop, Kristen KBi
Brockschmidt, Kev KBr
Brudi, Cornelius (Br
Buck, Catherine (Bu
Danforth, Liz LDa
Detwiler, Denise DDe
Emond, Rick REd
Ernest, James JEr
Everingham, Sandra SEv
Foglio, Kaja KFo
Foglio, Phil PFo
Frazier, Dan DFr
Gallegos, Randy RGa
Gelon, Daniel DGe
Hampton, Justin JHa
Hoover, Quinton QHo
Hudson, Heather HHu
Jones, Fay Flo
Kaman, Kerstin KKa
Kane-Ferguson, Richard RKF
Kimble, Mike MKi
Kirschner, Scott SKi
Leonard, Nicola NLe
Maddocks, Anson AMa
Masness, Phillip PMa
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CARD TYPES

AC
ART
w
EA
EC
EE
EL
EN
W
INS
INT
LAN
SC
SL
SOR

SPOTLIG

Artifact Creature
Artifact

Cumulative Upkeep
Enchant Artifact
Enchant Creature
Enchant Enchantment
Enchant Land
Enchantment
Enchant World
Instant

Interrupt

Land

Summon Creature
Summon Legend
Sorcery
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WARS'

GUSTOMIZABLE CARD GAME"

STAR WARS

CARD DESCRIPTION

A. Name: So you know instantly if it's Darth, Luke or

Don't Overestimate Their Chances.

B. Type lcon: Colorful symbols that tell you af a glonce

just whot kinda card it is you got there.
C. Type: Text, in case you can't be bothered with

simple little icons.

D. Description: Here it is—the dirt on whot makes

this card so essential to your game.

E. Force: One fo three lightsobers indicate how much
Force you collect from the site cards or how much Force
you can drain from your foe. Red for the Empire, blue for

the rebels.

F. Icons: A pictorial assessment of the powers and
[imitations of your cards. Locations can have interior,
exterior, mobile, space or planet icons. Others cards
include wariors, astrocomps and Rebel or Imperial

pilots icons.

G. Scomp: Your droids too can access the computers of
the Empire and sneak o peek ot their dastardly plons. But

the sife or vehicle must have this symbol.

H. Destiny: This number acts as o randomizer. When
needed, you draw from the Force Deck, hoping for the

best. Sites and systems have zero destiny.
1. Deploy Number: You need to use this much
Force fo deploy various characters, vehicles and such

onto the table.

J. Forfeit Number: Combat usually results in loss of
Force. If you want to hold on to your cards, sacrifice a

card with this number and it reduces Force loss by

that amount.

K. Power: Power, power, the Force is power. And this

is your destructive potential in Star Wars
L. Maneuver, Armor or Abiliir: Maneuver, for
ity

vehicles, is your ship’s defensive ghi

. A fast darting

ship is hard to hit, Tight? Armor is defense for those
whopper_s, the capital ships, And ability, for chorocters
only, indicates how well a character yses things, like

vehicles or weapons.

M. Landspeed, Hyperspeed or Force

Sensitivity: Moving fust wouldn't be possible without

landspeed and hyperspeed. The londspeed number

indicqtes how many adjocent sites a vehicle can move of
one time, while hyperspeed is the number of parsecs a
croft con ravel. Force sensitvity indicates Force-attuned

characters; it grants special bonuses and abiliies.

0. Lore: All that colorful jorgon and anecdotal stuff o
moke the game come dlive,

SET
ABBREVIATIONS
A Alpha Limited
AQ Antiquities

AN Arabian Nights
B Beta Limited
DK The Dark

FE Fallen Empires
4th Fourth Edition
HL Homelands

1A Ice Age

LG Legends

R Revised

U Unlimited

ms

e

brought you the bestselling and popular Star Trek: The Next
Generation CCG, now bring you Darth, Luke, Leia and hordes of Jawas

and droids in an action-packed card duel. In this game you choose
between the Rebellion and the Empire, and fry to collect Force in an
effort to crush your opponent. You'll battle over sites and systems, in
Landspeeders, TIE Fighters and X-wings, using devices and sundry
effects fo gain the upper hand. You'll manipulate the Force fo deploy
cards and try to drain power away from your opponent. The first to

Along time ago, in a galoxy far, far away, a great card game
was created: Star Wars: Customizable Card Game. Decipher, who

deplete his opponent of all Force (represented by the play deck) is the

winner. So ready your lightsaber and remember the words of Ben
Kenobi: “May the Force be with you!”

s 2 @ A © 1 4

5



MAGIGC:

A RTIFACTS

p 1l ay e r s g uid e
Name Kind (R Rofing Adist Cost  Sets Found Name Kind (R Rafing Afist Cost  Sets Found
Desaiption Description
¢ Ashnod's Battle Gear  ART U ee  MPo 2 AQ,4TH

ARTIFACTS |

Adarkar Sentinel AC U eee MBe 5 T
1: +0/+1 until end of tum. 3/3.
Aegis of the Meek ART R eee (Wi 3 i

1, T: Give a 1/1 reature +1/+2 until end of tum.

Aeolipile ART R e  HHu 1 fE

1, T: Saaifice Aeolipile to deal 2 domage to any torget.

Al-abara’s Carpet ART R eee [fo 5 16
5, T: Prevent oll domage done to you by attacking nondlying aeatures.
Aladdin’s Lamp ART U eee Mg 10 ANRATH :

X, T: Instead of usual draw, drow X cards but take only one into
hand. Shuffle the leftovers and put them at bottom of llbrary.

Aladdin’s Ring ART U eee DFff 8
8, T: Do 4 domage to any forget. :
Alchor’s Tomb ART R eee  Hic 4 6 :
2, T: Change the color of farget permanent you confrol. :
Amulet of Kroog MRT C e MOK 2 AQATH
2, T: Prevent 1 damage to any forget. :
Amulet of Quoz MRT R ee  Dfr 6 A

1, T: Saarifice Amulet of Quoz and flip o coin. If flip ends up in your
fovor, target opponent loses the gome. Otherwise, you lose the
game. You may only use this ability during upkeep. Opponent may
ante an additional card to counter this effect.

Ankh of Mishra ART R ee  AWe 2 ABURAIH
Do 2 domage to any player who puts a new land into play.

[IVING PLANE
Apocalypse Chime ART R o MPo 2 HL ¢
2, T: All cards in play from Homelands expansion are buried, including :
Apocalypse Chime. :
Arcum’s Sleigh ART U oo TWi 1 1A

2, T: Target attacking creature does not tap. You may only use this
ability if defending ployer controls snow-covered lands.

Arcum’s Weathervane  ART U e TWi 2
2, T: Tum o snow-coveredHond into o non-snow-covered land of the
same fype. 2,T: Tum o nonsnow-covered lond into o snow-covered
lond of the same type.

Arcum’s Whistle ART
3, T: Torget nor-wall reature must attack or be destroyed ot end of
tum. The creature’s controller may counter this effect by paying X,
where X is the creature’s casting cost. Play during opponent’s tum
before his or her attack.

Arena of the Ancients ~ ART R o Wi 3
Top ol Legends when casting Arena. Legends do not untap normally
during untap phose.

Armageddon Clock ART U oo AWe 6
Add counter during upkeep. At the end of your upkeep, do 1 domage
for each counter on Clock. Anyone may spend 4 during any upkeep
to remove o counter.

Ashnod’s Altar ART C e AMa 3
0: Sacrifice one of your creatures in play to add 2 to your mana pool
(ploy as an interupt)

A

96 S’ Q U E S T

i Balm of Restoration ~ ART
¢ Barbed Sextant

MRAH
¢ Barl's Cage ART

© Black Lotus ART

¢ Black Vise

Blue Mana Battery
U eee QHo 3 I :
(6, CH :
AQRATH

AQ, CH -

2: Make one of your creatures +2/-2 for os long as Ashnod's Battle
Gear is topped. You may choose to leave Ashnod’s Battle
Geor topped.

Ashnod's Transmogrant  ART  ( eee  JiTe 1
Make torget non-ortfact creature on ortifuct creature with +1/+1 (it
retains ifs original color as well). Discard Ashnods Transmogrant after
it has been used.

R ee

1, T: Sacrifice Bolm of Restoration to toke 2 ife or prevent up to 2

damage to any farget.

AT ( eee

1, T: Sacrifice Borbed Sextant to odd one mana of any color to your

mana pool. Draw a card at the beginning of the next tum.

R eeee TWi 4

3: Target creature does nat untop as usual in its controller’s next

untap phase.

Basalt Monolith ART U eee  Jiy 3 ABUR
T: Add 3 to your mana pool. Spend 3 to untap af any time. :
Baton of Morale MRT U e DSH 2 A :
: 2: Give target creature banding unfil end of tum. :
¢ Battering Ram AL Coe  Me 2 AQ4TH :

Bands when attacking. Battering Ram destroys any wall blocking it,
but walls deal their damage before dying. 1/1.

R eeose (Ry (
T.: Discard to add 3 mana of any single color to your mana pool.

P RO |

| creature card from your

I'vuv that reature o your
; That

removed (ploy os on interrupt).
ART U eeee RTh |
Do 1 domage for each cord over four apponent has in hand during
upkeep.
ART R oo AWe 4
2, T: Add o counter to Blue Mana Battery. T: Add U to your mana
pool. Remove as mony counters as you wish, add U for each counter
removed (ploy as an |mekr})pr7
Al

Bone Flute Uee (Ry? oK
: T: Give ofl creatures -1 /-0 until end of tum :
¢ Book of Rass MRT R e  Sky 6 DK, CH :
: 2: Saaifice 2 life to draw 1 cord :
¢ Bottle of Suleiman ART R eeo Jiy 4 MNRATH

1: Flip o cain. If opponent wins, do 5 domage to you and discard

Bottle of Suleiman. Otherwise, immediately replace Bottle of

Suleiman with o Djinn token, which is  5/5 flying artifact creature
AC

: Brass Man U eee (Ry | ANR 4TH
Pay 1 during upkeep to untap. 1/3
¢ Bronze Horse AC R ee  MPo 7 LG, CH

to Bronze Horse by spells torgefing

Trample. Reduce to O all de
onal creature. 4/4

it whenever you control an od

i o Candelabra of Tawnos  ART
¢ Celesfial Prism ART

& Celestial Sword ART
© Chaos Orb
¢ (Gityin a Bottle ART

AL
Clockwork Avian AC

HoK 2 e
Me 1 I} Cockwork Beast A

DK,CH
¢ Clockwork Gnomes AC

¢ Clockwork Swarm AC
ABU

e +d

| Play with the cards in your hand 1 |
face up on the table. 1t you draw &

Wy, @M be topped for mana initially, s0 you can

discard it Whenever a creatute

0% 10 your graveyerd from play, |
hand.
whh Msrs hoagest sevevs Ast, ‘

ABURATH
: Conch Horn AR

IGATH

: Crown of the Ages ART

Nome Kind (R Rofing  Atist Cost Sets Found
Description
DoBronzeTablet b ART R e TWi 6 AQ4TH

4: Target an opponent’s card in play; remove farget and Bronze
Tablet from game (play os an interrupt). You now own target cord,
ond your apponent now owns Bronze Tablet. Exchange is permanent.
Opponent may counter Bronze Tablet by saarificing 10 life. Bronze

Tablet enters ploy topped.
R eeees [Sh 1 AQ

X: Untap X separate londs.

U eoee AWe 3 ABURATH
2, T: Provides 1 mana of any color (play os an interrupt).

R e AWe 6 1A
3, T: Give o creature you control +3/+3. Bury that creature ot end

of tum.

ART R eoee g 2 ABU
1: Flip cord from height of one foot. If it rotates 360 degrees, any
card Choos Orb lands on or touches is removed fro;n play.
R e DTy

Remove all Arabian Nights cards from play; prevent new ones from
being put into play.

¢ (lay Statue A (oo My 4 AQ,4TH
2: Regenerates. 3/1.
R eee PRAF 5 AQ,4TH

Flying. Put four +1,/+0 counters on Clockwork Avian. Whenever
Avian attacks or blocks, discard o counter. During his or her upkeep,
controller may purchase lost counters for 1 per counter, which taps

Avian. 0/4.
R eee DIy 6  ABURAH
Put 7 +1/+0 counters on Beast when cast. Discard a counter after
Beast attacks or blocks. During upkeep controller may pay 1 and tap
Beast to regain o lost counter. 0/4
DSh 4 HL

( eoe
3, T: Regenerate target arfifact creature. 2/2.

¢ lodkvork Steed AC Cooe Hile 4 L

Cannot be blocked by artifoct creatures. Put 4 +1/+0 counters on
Steed. Remove one counter ot the end of any combat in which Steed
attacked or blocked. X, T: Add X counters to Steed: Maximum four
counters. 0/3.

(oo AWe 4 HL

Cannot be blocked by walls. Put 4 +1/+0 counters on Swarm.
Remove one counter at the end of any combat in which Sworm
attacked or blocked. X, T: Add X counters to Swarm: Maximum four
counters. 0/3.

__| Living Plane, Hecatomb and
Enduring Renewal: With an Enduring
Renewal already out, cast Living Plane to
make all your lands 1/1 citters. Then play
Hecatomb, sadificing four of your lands to
bring it into play. Since your lands are
areatures, you immediately get ‘em all back.
With Hecatomb out, you can use your

"o W swamps to zap your apponent’s lands. Plus,
lands that come out under Living Plane can’t

crush your opponent's the first tumn they
come out with one of your Prodigal Swamps.

HECATOMB ENDURING RENEWAL
Black Mana Battery ART R eee  AMg 4 1G,4TH Coal Golem A U e (Ru § DK
2, T: Add o counter to Black Mona Bottery. T: Add B to your mana 3: Sacrifice Golem to add RRR to your mana pool.3/3.
pool. Remove s many counters as you wish, add B for each counter  © Colassus of Sardia AC R eses iy 9 AQ,4TH

Trample. Colossus does not untap as normal in your untap phase; you
may spend 9 in your upkeep fo untap Colossus. 9/9.

T R eee Pfg 2 FE
1, T: Sacrifice Conch Hor to drow 2 cards. Place any single cord
from your hand back on top of your library.

- Conservator AT Ue  AWed  ABURAH
: 3, T: Negate the loss of up to 2 life.
= Copper Tablet ART U oo AWe 2 ABU

Al ployers take 1 domage during their upkeep os long os Copper
Tablet is in play.

Coral Helm ART R e AWe 3 AQ,4TH
3: Give turget creature +2/+2 until end of turn. Whenever you use
this ability, randomly discard a card from your hand. Coral Helm
connot be used unless you have cards in hand.

R eceo D 2 1A
4, T: Switch torget enchantment from one creature to another. The
enchantment's controller does not change.

- Crystal Rod ART U oo AWe 1 AB,UR ATH
1 Take 1 fife for any blue spell cast. Can only give 1 life for each
time o blue spell is cost.

Cursed Rack ART U e RTh 4 AQ,4TH
Opponent must discard to 4 cords during discard phase.



Nome

Kind (R Rofing Afist Cost
Descripfion

Sefs Found

Name Kind (R Roting Atist Cost
Desgiption

Sets Found

Nome Kind
Descripfion

(R Rating  Adist Cost Sets Found

(yclopean Tomb ART R eee Mg 4 ABU
2: Tum a land info o basic swomp. If Cyclopean Tomb leaves play,
each subsequent tum one lond transformed by Cyclopean Tomb
returns fo normal.

Dancing Scimitar AC R eee AMg 4 AN R 4TH
Flying. 1/5. :
Dark Sphere ART U eeee e 0 X :

T: Saarifice Sphere to prevent half of the domage done to you by o
single source, rounded down.

All players play with the cards in
their hands face up on the tble.
Whenever any player draws a card,
i any other player may pay 2 life to
force the drawing player (o
that card. Effects that prevent or
be used 0

Forethought Amulet ART

Fountain of Youth ART

Ship yot drvw
yort bams,

R eee MBe 5 L6
Pay 3 during upkeep or destroy Forethought Amulet. Prevent all
domage over 2 done to you by a sorcery or instant.

( esee DGe 0 DK, CH
3 2, T: Gain 1 Iife. :
: Fyndhorn Bow ART U eee RA 2 A
: 3, T: Give forget creature first strike until end of tum.
¢ Gauntlet of Might ART R eeeee (Ry 4 ABU

All mountains produce an extra mana. Give all red creatures +1/+1.

__| Zur's Weirding and
Necropotence: Zur's
Weirding can be a reclly
powerful card. . .only problem
is that it affects you too.
However, with Necropotence,
you don’t draw cards—you
put them in your hand. Get
the picture? Your opponent
may get to see the cards in
your hand, but she'll never
get to pay two life to make
you discard them. Yow!

e o drcard 5 ot o

WEIRDING NECROPOTENCE

Delif's Cone ART U e Me 0 FE
T: Saciifice Delif's Cone. If target creature you control attacks ond
isn't blocked, you may take its power in life. If so, it deals no
damage to opponent this tur.

Delif's Cube ART R eeee )T 1 FE
2, T: If target creature you control attacks and isn’t blocked, it deals
no domage fo opponent this tum; instead put a cube counter on
Delif's Cube. Pay 2 and remove a cube counter to regenerate o
target creature.

Despotic Scepter ART R eee RTh 1 1K i
T: Bury target permanent you own. :

Diabolic Machine AC U e AMo 7 DK,4TH
3: Regenerates.4/4.

Didgeridoo ART R e MBe 1 HL

3: Take Minotaur from your hand and put it directly into ploy. Treat it
<. as if it were just summoned.

Dingus Egg ART R ee  DFr 4  ABURAIH
Whenever anyone loses a land, do 2 domage to that player for
each lost lond.

Disrupting Scepter ART R eee DFr 3  ABURAIH
3, T: Opponent must discard 1 card of his choice. Can only be used
during turn of controller.

Draconian Cylix ART R e  EBe 2 FE
2, T: Randomly discard a card from your hand to regenerate
target creature.

Dragon Engine AC oo Mo 3 ANR 4TH
2: +1/+0 until end of tum. 1/3.
Ebony Horse ART R e Wi 3 AN,R 4TH

2: Untap one of your ottacking creatures. Treat torget os if it never
atfacked, except that defenders assigned to block it may not block
another creature.

Ebony Rhino AC (oo AWe?7 HL
Trample. 4/5.
Elven Lyre ART R e  Kfo 2 FE

1, T: Sacrifice Elven Lyre to make o target creature +2/+2 until end
of tum.

Elkin Botile MRT R e
3, T: Place the top card of your library face up in front of you. You
may play that cord as though it were in your hand. If you do not play
it by your next upkeep, remove it from the game.

o Feldon's Cane T ( eeee e 1 AQ, CH
0: Reshuffle your graveyard into your library. Remove Feldon’s Cane
from game when it is used, retuming it fo its owner's deck after the

qame is over.

Fellwar Stone ART U eeee (QHo 2 DK, 4TH
T: Produce 1 mana of any color that apponent’s lands moy produce
(ploy as an interrupt).

Feroz's Ban ART R o0 HHu 6 HL
Summon Spells cost and additional 2 to cast.

Flying Carpet R eeeo e 4 AN R 4TH

2, T: Give one creature flying ability until end of tum. If target is
destroyed before end of tum, so is Flying Carpet.

Forcefield ART R eeeoe D 3 ABU
1: An unblocked creature deals only 1 domage. This effect can be
used against multiple creatures.

/> Restricted/Banned
AC Artifoct Creature

ART Adtifact
(R Current Rarity

¢ Gauntlets of Chaos ART

: Green Mana Battery ART R eee (Ry 4

Helm of Chatzuk ART

i Hive, The

Howling Mine

¢ lce Couldron

QHo 3 A

Ity Manipulator ART

¢ Illusionary Mas

© Implements of Sacrifice

Infinite Hourglass

(U Comulative Upkeep
EA Enchant Arfifoct

R eeee Dff 5 LG, CH
Saciifice Gountlets of Chaos to toke control of o lond, creature, or
arfifact. The target's former controller moy then control one of your
permanents of the some type. Control of these permanents reverts
when the game ends. Destroy enchantments on traded permanents.

Glasses of Urza ART U eee DSh 1 ABURATH
: T: Look ot opponent's hand. No, his cords!
Goblin Lyre MRT R eee MK 3 1A

0: Sacrifice Goblin Lyre ond flip a coin. If you win, target opponent
takes * domage, where * equals the number of creatures you
control. Otherwise, you take * domage, where * is the number of
creatures your opponent controls.

Golgothian Sylex MT R e Kk 4 AQ
1: Discard all Antiquities cards, including Golgothian Sylex, from ploy.
Grapeshot Catapult AC (oo Dfr 4 AQ,4TH

T: Do 1 domage to o target flying creature. 2/3

16,4TH
2, T: Add a counter to Green Mana Batfery. T:-Add 6 to your mana
pool. Remove as many counters as you wish, add G for each counter
removed (ploy s an interrupt).

R eeo Hle 1 ABURATH
: 1, T: Give one creature banding ability until end of tum.
¢ Hematite Talisman ART U oo Wi 2 1A

3: Untap o permanent. Use this ability only when o red spell is
successfully cast and only once for each red spell cast.

R oeee SEv 5 ABURATH
: 5, T: Create o Giont Wosp token, o 1/1 flying artifact creature.
¢ Horn of Deafening ART R eeee D 4 LG, CH

2, T: Target areature deals no damage in combat this tum.

R eeee MPo 2 ABURATH
Everyone must drow on extra card during his or her draw phose.
R eeee ]

X, T: Put a spell on Ice Couldron if there are no charge counters on it.
Put charge counters on the Couldron in the amount of mana spent on
the spell you wish to play. You may cast that spell card os though it
were in your hand. T: Remove the charge counter to add mana of the
type used to put the counter on Ice Cauldron to your mana pool. This
mana can only be used to cast the spell on top of Ice Cauldron.

Iy Manipulator IRT U eeee AWe 4 ABUJA
: 1, T: Tap any lond, creature, or artifact.
U eeeoe NSh 4 ABU

1, T: Tap one lond, creature, or artifact. No effects are generated

from the mﬁped permanent.
ART R eeo  AWe 2

X: Summon a creature face down. You may add X mana to the

casting to hide the creature’s true cost. Once the creature does

domage, taps, or takes domage you must flip the creature over

ART R eee  MOK 2

1, T: Saciifice Implements of Sacifice to add 2 mana of any color to

your mana pool.

ABU

ART R oo Hilc 4 1A
Put a fime counter on Infinite Hourglass during your upkeep. Any
player may pay 3 during upkeep to remove a time counter. All
areatures gain +1/+0 for each fime counter on Infinite Hourglass

EC Enchant Creature
EE Enchant Enchantment

EL Enchant Lond
EN' Enchantment

Iron Star
Ivory Cup ART

: elvory Tower
Jude Monolith

Jude Statue

¢ Jester's Mask

Jeweled Amulet ART

= Jeweled Bird

- Joven's Tools

¢ Kry Shield
Lopis Lozuli Talisman ~ ART

Library of Leng ART

Life Chisel ART
: Life Matrix

: Living Armor

© Mana Vault ART

- Marble Pries!

EW Enchant World
INS Instant

ART U e DFr 1  ABURATH
1: Take 1 life for any red spell cost. Can only give 1 life for each
time a red spell is cost.

U e AMo 1 ABURATH
1: Take 1 life for any white spell cost. Con only give 1 life for each
time a white spell is cast.

ART U eeeoe MOK 1 AQR4TH
Toke 1 life for each card over four you have in hand during upkeep.
ART R e AMg 4  ABURATH
1: Take ofl domage done to any creature on yourself instead.

U eeee Dfr 4 ABU
2 gl’(ukke Jode Statue a 3 /6 arfifact creature that may only attack

or block.

¢ Jalum Tome ART R eee TWi 3 AQ, CH
: 2,T: Drow o cord from your kbrary and discord o cord of your choasing

: to your groveyard.

¢ Jandor's Ring ART R e Dir 6 ANR

2, T: Discard a card you just drew, and drow another to reploce it.

¢ Jundor's Suddlebags ~ ART R eeee DWi 2 AN,RATH
: 3, T: Untop a creature.

¢ Jayemdae Tome ART R eeee [iTc 4  ABURAH
: 4,T: Draw 1 extro card.

¢ Jester's Cap ART R eeeee Dfr 4 1A

2, T Sacrifice to look through target ployer’s library and remove any
three cards from the gome. Reshuffle that library afterward.

ART R eeee DFf 5 1A
Comes into play topped. 1, T: Sacrifice to switch opponent’s hond
with the same number of cards of your choice from his or her library.
Reshuffle the library and old hand ofterwards.

U eeee DFr 0 1A
1, T: Place o charge counter on Jeweled Amulet, nofing what type of
mana wos used. You may not use this ability if there is o charge
counter on Jeweled Amulet. T: Remove the charge counter to add 1
mana of the type last used to your mana pool.

ART R e AWe 1 AN, CH
1: Exchonge Bird for your ante, then draw o new card.
R eeee N 6 HL

4, T: Torget creature cannot be blocked except by walls until end
of tum.

¢ Juggernaut AC U eeee D 4 ABUR
: Maust attack each tum if possible. Can’t be blocked by walls. 5/3.
¢ Knowledge Vault ART R eee AWe 4 16

2, T: Place o card from your librory under Knowledge Voult without
looking ot it. Sacifice Voult to discard your entire hand, replacing it
with the cards under Knowledge Vault.

 Kormus Bell MT R ee (Ru 4 ABURATH
: Treat oll swamps in play as 1/1 creatures that con be topped for B.
ART U ee RIh 2 16

2, T: Give target creature you control +0/+X until end of tum, where
X is the target's casting cost. Target deals no domage this tum.

U e AWe 2 )

3: Untap o permanent. Use this ability only when a blue spellis

fully cast and only once for each blue spell cost.
el astond U eee DGe 1 AB,URATH
Skip your discard phase. If forced fo discard, you can choose fo
discard to the top of your ibrary rather than your groveyord. If
discard is random, look at card before deciding where to discard it.
U eee AW 4

During your upkeep, sacrifice a creature you control to toke life equal

fO(lEUTUIGSfOUghﬂESS,ART R ees AWe ' 16

4, T: Put  counter on target creafure during upkeep. Remove counter
enerate creature.

ghen ART C eoo Ao 4 DK, CH

Saarifce Living Amor to put a +0/+X counter on @ torget creature,

: where X equals the creatures casting cost.
A Living Wall AC U eee Ao 4 ABUR
: Counts as a wall. 1: Regenerates. 0/6 i

Malachite Talisman MT U e (Ru?

3: Untap o permanent. Use this ability only when a green spell is
successfully cast and only once for each green spell cost.
RT

BOOK
* Mana Crypt R eee vMTe )
: T: Zryr%lur!ess mana. Every upkeep flip o coin, opponent callsit. If he
calls it comectly, you lose 3 lfe.
Mana Matrix ART R ee Me 6 16
Pay 2 colorless mana less than casting cost of instant, interrupt,
or enchantment. H pain. 48] —

T- Add 3 to your mana pool (play as an interrupt). Poy 4 to unfap.

Does 1 domage fo you if it remains topped during upkeep. 6
( Ue

\Be
Al wls able fo black Marble Priest must do so. Marble Prist tokes

Jamage in combat from walls. 3/3.

Meel?;:;:énng e ART R eeee (QHo 1 A,BHU,MTH
Any creature with power greater than 2 may not be untapped &5
normal during the untap phase.

Mightstone AT U ee PV d AQ

Al ottacking creatures gain +1/+0.

¢ Summon Creature

INT Interrupt
SOR Sorcery

(AN Lond

M ARCH 9916 7

:oTbeu
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Name ind (R Roting Adist Cost Sets Found
Destription :
Millstone ART U eee  [fg 2 AQRATH :

2, T: Take the top 2 cards from torget player’s library and place them
in target player’s graveyard.
© Mirror Universe ART
T: Sacrifice Mirror Universe during your upkeep to trade life paints
with opponent. The exchonge of life may not be countered. Mirror
Universe comes in tapped.

Mishra’s War Machine  AC R ® AWe 7 :
Bonds. Discard 1 card from your hond during upkeep or Mishra’s War
Machine taps to do 3 domage to you. 5/5. :

© Mox Emerald ART R eeeee Df; [ ABU :
T: Add G to your mana pool. :

© Mox Jet ART R eeseo Dfr ( ABU :

T: Add B fo your mana pool. |
© Mox Pearl ART R eesee DFr ( ABU :
T: Add W to your mana pool. :

© Mox Ruby ART R eesee Dfr ( ABU :
T: Add R to your mana pool. :

© Mox Sapphire ART R eeses [ff 0 ABU i1

T: Add U to your mana pool.

Nacre Talisman ART U oo M 2
3: Untap o permanent. Use this ability only when a white spell is
successtully cost and only once for each white spell cast.

Naked Singularity IRT R e
CU: 3. Instead of their normal mana, plains produce R, islands
produce G, swamps produce W, mountains produce U, and forests
produce B.

Necropolis AC U oo
Counts as o wall. 0: Choose a reature in your graveyard and remove
it from the gome. Put X +0//+1 counters on Necropalis, where X
equals the removed creature’s costing cost. 0/1.

Nevinyrral’s Disk ART R eeee [iTe 4
1: Destroy all creatures, enchantments, ond artifacts in play,
including Nevinyrral’s Disk. Nevinyrral's Disk enters play topped.

North Star R eee [Fo 4
4, T: You may cast one spell this tun using mana of any color.
Nova Pentacle ART R eee RTh 4 16

3, T: Redirect all domage done to you by one source to target
creature of opponent’s choice.

Obelisk of Undoin? MRT R e TWi 1
6: Take any of your permanents in ploy back to your hand, discording
enchantments on such cards. :

Obsianus Golem AC U eee My 6 ABURATH :
4/6.

Onulet U oo Mo 3

AC
If Onulet is placed in graveyard, its controller takes 2 life. 2/2.

Onyx Talisman ART U oo SEv 2 1A

3: Untop o permanent. Use this ability only when o black spellis
successfully cast and only once for each black spell cost.

Ornithopter AC U e AWe 0
Flying. 0/2. :
Pentagram of the Ages  ART R eeee DSh 4 I :
4, T: Prevent all domage done fo you from one source. {
Pit Trap AT U eee  AMg 2 A i

2, T: Sucrifice o bury target non-lying creature that is attacking you.

Planar Gate ART R eee  MBe 6 16
Pay 2 colorless mana less when costing o summon spell.
Primal Clay U oo o 6 AQRATH :

When cast, choose whether to make Primal Cloy 0 1/6 wall, 3/3
ground creature, or 2,/2 flying creature.
Pyramids R oo
2: Prevent o lond from being destroyed. 2: Remove an enchontment
from o lond.

Rack, The ART U eee RIh 1
Do 1 domage for each card under three opponent has in hand
during upkeep.

Rakalite MI R oee  (Ry 6 AQ,CH
2: Prevent 1 domage to any target. Rakalite returns fo owner's hond
when used.

Red Mana Battery ART R oo Me 4

2, T: Add o counter to Red Mana Bottery. T: Add R to your mana
pool. Remave as many counters as you wish, add R for each counter
removed (ploy os an interrupt)

Reflecting Mirror ART U oo
X, T: Redirect spell targeting you to player of your choice (ploy os an
interupt). X is two times the casting cost of target spell

Relic Barrier ART U e HMc 2 16 :
T: Top target artifoct
Ring of Immortals ART R o MBe 5 16

3, T: Counter interrupt or enchantment targeting o permanent you
control (play os on interrupt)

1. Q U E 5 T

R esee Pfo 6 6 :

ABURATH

We 5 I
Nh S o

ABURATH
: Runesword ART

Sandals of Abdallah ART

M0

¢ Sentinel AC
AQRATH :

MRAT

¢ Serrated Arrows
© Shapeshifter

e 6 m
- Skull Catopult ART

AQRATH
: Snow Fortress

: 0/4.

164TH Soldevi Golem AC

MPo 4 o

2; Do 1 domage to any farget. If it is used, Rocket Louncher is
destroyed ot end of tum. Rocket Louncher may not be used until it
begins a tum in play on your side.

: Rod of Ruin MRT U ees (Ry 4 ABURATH
3, T: Do 1 domage to any farget.
Roterothopter AC (oo

Flying. 2: +1/+0 until the end of tum. You connot spend more thon
4 this way each tum. 0/2.

Runed Arch ART R eeee Pfp 3 A
Comes into play topped. X, T: Sacrifice to make X creatures with
power no greater thon 2 unblockable this tum.

#: Reshuffle your graveyard
into your library, Remove
Feldon’s Cane from the game.
Feldon found the first of these
canes frozen tn the Ronom

Su-Chi
Sunglasses of Urza

AWe 1 H

: Sunstone

Desporic Scepter

@: Bury target permanent you
own.

“I5% woere not meant to have such
terridle things,

nlmrwfundlht-.#m
destroyed!” 5 .
Glacier. —Sorme Refichane, Soldevi Heretic

Name Kind (R Rafing Adfist Cost et Found Nome Kind (R Rating At Cost Sets Found
Descripfion Description
¢ Ring of Ma'ruf ART R eese [Dff § AN P Staff of Zegon BT (e MPo 4 AQ
5: Saarifice Ring of Ma'ruf to select o card from outside the gome ¢ 3: Make target creature -2/-0 until end of tum. Creatures with power
instead of drawing. ¢ less than 1 deal no domage.
Ring of Renewal ART R eeee DSh 5 FE : Standing Stones ART U e Skv 3 DK
5, T: Randomly discard a card from you hand to drow two cards. 1, T: Sacifice 1 life to add 1 mana of any color to your mana pool.
Rocket Launcher ART U eoe  PVe 4 AR : Stone Calendar ART R e AWe 5 D

Your spells cost 1 less to cast; casting cost cannat go below 0.
i U e (Ru 4

Vhen Sudhi goes to the graveyard, s controller gets 4 coloress mano. 4/4.

ART R eee D 3 ABURAt
Your plains may generate either a white or red mana.

Staff of the Ages ART R e  DGe 3 1A
Creatures with londwalk ability may be blocked s if they did not
hove that ability.

AT U e PR 3 1A

2: Sacifice a snow-covered land to make all creatures deal no

domage in combat this tum.

_| Feldon’s Cane and
Despotic Scepter: Wizards
of the Coast loves to come up
with crazy rulings, like the one
that says that if Feldon’s Cane
is destroyed after it is used, it
goes fo the graveyard instead
of leaving play. Huh? So what
does this mean in English?
Use your Feldon’s Cane, and
then immediately destroy it
with a Despotic Scepter. The
Cane will then get shuffled
back into your deck. Voila!
Infinife recursion! (Trust us:

be left

this one works. For now.)
FELDON'S CANE DESPOTIC SCEPTER

(oo (Ru b
3, T: Give target attacking creature +2,/+0 until end of tum. Any
creature domaged by torget creature must be removed from gome if
it dies before the tumn ends. Destroy Runesword if target creature
leaves play before end of tum.

2: Give islandwalk to o creature until end of tum. If torget creature is
destroyed before end of fum, so is Sandals of Abdalloh.

Scarecrow AC U oo
6, T: Negate all domage done fo you by flying creatures until end of

tum. 2/2.
R eee RAF 4
*=1 when cast. When blocking, you may make * equal 1 + the
power of the creature Senfinel blocks. When attacking, you may
make * equal 1+ the power of creature blocking Senfinel. 1/*.
Serpent Generator ART R eeee [iTe 6
4, T Put a Paison Snake foken, which is o 1/1 artifact creature, in
play. If Poison Snake domages opponent, opponent gets T poison
counter. Opponent loses game if he or she ever has 10 or more
poison counters.
ART  ( eoe
When Serrated Arrows comes inta play, put thiee arow counters on
it. Bury Serrated Amows if there are no longer any counters on it.
T: Remove counter to give -1 /-1 to forget creature.
AC ) eseo [Ff 6
*=qny number from O to 6. Choose * when Shapeshifter is cost and
during your upkeep. */(7-).

" Shield of the Ages ART
2: Prevent 1 damage to you.
U eee BWg 4 1A

1, T: Saifice o creature to do 2 domage to any torget
Skull of Orm ART U oo
5, T: Bring an enchantment cord from your groveyord into your hand
A R eeee Mo 5 1A
Counts os wall. 1: +1/+0 until end of tum. 1: +0/+1 until end of
tum. 3: Do 1 domage to o non-flying creature that is attacking you.

R eee
Does not untap during your untap phase. 0: Untap one of opponent’s
«eatures to untap Soldevi Golem. Use this ability only o the end of
your upkeep. 5/3

Soldevi Simulacrum AC U eeo  Dff 4 1A
CU: 1. 1: +1/+0 until end of tum. 2/4.

© o Sol Ring MRT U ssses Ml 1| ABUR
T: Add 2 to your mana pool (play as an interrupt)
- Soul Net ART U oo OWi 1 AB,URATH

1- Take 1 life each fime o creature is placed in the groveyord. Can

only give 1 life for each time o creature is ploced in the groveyord
Spirit Shield ART R eee S

2, T: Make target reature +0/+2 as long os Spirit Shield is tapped

You may leave Spirit Shield tapped during your untap phase.

0K, i o Sword of the Ages

: Tablet of Epi
Ree Di 4 ' Tablet of Epityr

Ma 5 oK Tawmos's Coffin

16,CH
 Tawnos's Wand

6,CH
 Tawnos's Weaponry ART

DCh 4 AL Tetrovus

AQATH

U seee Ao 2 i © Throne of Bone ART

™ 3 oK Time Bomb

i o Time Voult ART

Ao 4 I Tormod's Crypt

ART R eeee (Ry 6 L6
Enters play topped. T: Sacrifice Sword of the Ages and any number of
areatures to do domage to one forget equal to combined amount of

creature’s power. Remove Sword of the Ages and sacrificed creatures

from the game.
MR (e (Ru 1 AQ
1: Toke 1 Iife each time an artifact is placed in the graveyard. Con
only give 1 life for each time on artifact is placed in the graveyord.
ART R eeee (Ry 4 AQ
3, T: Take a creature out of play. Torget is considered out of play for
as long as Coffin remains topped. If Coffin is untapped or removed,
aeature returs to ploy topped. You may choose not fo leave
Coffin tapped.
ART U e DSh 4 AQ,4TH
2: Make o torget creature with power no greater than 2 unblockable
except by artifact creatures until end of tum. Target's power may be
increased affer defense is chosen.
U eee D 2 AQ,4TH
2T: Torget creature gets +1/+1 os long os Tawnos's Weaponry
remains tapped. You may choose not to untap Tawnos's Weaponry
during untop phase.
R eee  Mie 6 AQ,4TH
Flying. Give Tetrovus three +1/+1 counters when cast. In your
upkeep, you may move some of these counters on or off Tetravus.
Counters that are off of Tefravus become independent 1/1 flying
artifoct creatures that, when killed, are removed from play.
The counters may not be targeted by enchantments cast or share
enchantments on Tetravus. 1/1.
U ee  AMa 1 AB,UR,4TH
1: Toke 1 Iife each fime o block spellis cast. Con only give 1 life for
each time o black spell is cost.
ART R eeo  AWe 4 A
Put a fime counter on Time Bomb during your upkeep. 1, T: Sacrifice
Time Bomb to hove it deal * damage to each creature and player,
where * equals the number of time counters on Time Bomb.
R esee e 2 ABU
T: Take an extra tum. Comes into play tapped, and may only be
untopped if controller forfeits o tum.
ART  ( eeo0 (Ry 0 DK, CH
T: Socrifice Tormod's Crypt to remove all cards within target player's
graveyard from the game.

* Tower of Coireall ART U e DFr 2 DK
T Make torget creature unblockable by walls until end of tum.
Triassic Egg R eeo Dff 4 LG, CH

3, T Put a counter on Triassic Egg. When there are 2 counters on
Triossic Eqg, socrifice it to put any creature in hand or graveyard
directly in ploy. Treot this creature os if just summoned.
Triskelion (R eeee DSh 6 AQ,4TH
Give Triskelion three +1/+1 counters when cast. Discord a +1/+1
counter to do 1 domage to any torget. 1/1.



Nome Kind (R Raofing Atist Cost Sets Found Nome Kind (R Raofing Atist Cost Sets Found Nome Kind (R Rofing Adist Cost Sets Found
Description Desaription Description
Urza's Avenger AC R eoee AWe 6 AQ,4TH Zelyon Sword ART R eee SKi 3 t Breeding Pit EN U eeee AMg B3 FE

0: Avenger loses -1/-1 and you may give it either flying, banding,
first strike, or tromple until end of tum. Attribute losses and ability
qains are not cumulative. 4/4.

Urza's Bauble MR U e
T: Sadifice Urza’s Bauble to look ot a random card from opponent’s
hand. Draw a card ot the beginning of the next tum.

Urza's Chalice AT ( oo
1: Take 1 Iife for any ortifuct cast. Can only give 1 life for each fime
an artifact is cast.

Urza's Miter
3: Draw one card from your library whenever one of your artifacts
goes to the graveyard. You may only draw one card per ortifoct
destruction. Urza’s Miter may not be used when you destroy an
artifact to gain benefits from another cord.

Vexing Arcanix ART
3, T: Make target player name a card and tum over the top card of
his or her library. If the player’s quess matches the cord, it s ploced
in his or her hand. Otherwise, it is put in the groveyard and that
player tokes 2 domage.

Vibrating Sphere ART R oo
During your tum, all your creatures gain +2,/+0. During all other
tums, all your creatures get -0,/-2.

Voodoo Dall ART R ee Sk 6 16, CH
Put a counter on Voodoo Doll during upkeep. If Voodoo Dall is
untopped at the end of your tum, it does X domage fo you and is
destroyed. X is the number of counters on Doll. XX, T: Do X damage
fo one target.

Walking Wall AC
Counts os wall. 3: Give Walking Wall +3/-1 and enable it to attack.
This ability may only be used once per tum. 0,/6. Wall cannot attack
the tumns it comes under your control.

Wall of Shields AC
Counts os wall. Banding. 0/4.
Wall of Spears A (oo SEv 3 AQ4TH :
First strike, counts as a wall. 2/3. :
Wand of Ith ART | eses (QHo 4 DK :

3, T: Examine a randomly chosen cord from target ployer’s hand.
Unless the card i o lond, he target player must either discard it or
sacrifice life equaling its casting cost. If the card is a land, the target
player must either discard it or sacrifice 1 life. Wand of Ith may only
be used during controller's tumn.

War Barge ART U eeee TWi 4 DK
3: Give target creature islandwalk until end of tum. Bury target if
War Barge leaves play this tum.

War Chariot ART U eeee DWi 3 A
3, T: Give target creature rample until end of turn. :
Weakstone ART U ee  JHo 4 AQ

Al attacking creatures lose -1,/-0. Those creatures with power less
thon 1 deal no domage.

Whalebone Glider ART U eee  AWe 2 1A
2, T: Give one of your creatures with power no greater than 3 flying
until end of tun.

White Mana Battery ART R eee AWg 4 1G,4TH
2, T: Add a counter to White Mana Battery. T: Add W to your mana
pool. Remove as many counters as you wish, add W for each counter
removed (play os an interrupt).

A 2: Sacrifice Living Armor to put a
<0/+x counter on target creature,

where X o targe cresture's i | Solution? Spruce up Eron
Thunugh it affords excellns prosection, with Living Armor to make
Limgoranis o sy vevesca. (M him 5/7. Now that's more
fike it. | mean, what kind of
immortal can get popped off
by a piddly Incinerate?
Winter Orb MT R eee Mo 2 ABURATH : Boglmp SC Cee RS Bl DKM
Each ployer may only untap up to 1 land during umup phose. ¢ Fhing 1/1. :
Wooden Sphere RT U oo fTe 1 ABURATH : BogRats ( o0 RS B DK, CH
1: Take 1 ffe for any green spellis cast. Can only give 1 lfe for : Cannot be blocked by walls. 1/1.
each time  green spell is cast. © Bog Wraith SC U eee JMe B3 ABURATH

Yotian Soldier AC (oo (Ry 3
Yotion Soldier does not tap when attacking. 1/4.

o/ Restiicted/Banned

ART Aifact
AC Atifuct Creature

(R Curent Rarity

R 0 n
e 1 N
¢ Abomination SC
T R e RAF 3 [
¢ Abyss, The
: Each pluyer must bury a rurget non-ortifuct creature he or she controls
Abyssal Specter SC
R eeee RGgp 4 A
of tum.

: All Hallow's Eve EN
RIh 4 n i
¢ Animate Dead EC
power.

i Armor Thrull SC
U seee AW 4 Wi

¢ Artifact Possession EA

Uee RGo3 T
¢ Ashen Ghoul SC

: Ashes to Ashes
Bad Moon

© Banshee SC o

¢ Baron Sengir

Blmk(umuge SC Roe

" Black kight 5

AQATH

(U Cumulative Upkeep
FA  Enchont Arifoct

3, T: Make target creature +2/+0 as long as Zelyon Sword is

: tupped You may leave Zelyon Sword topped dunng your untop phuse
¢ Zuran Orb ART
0: Sarifice o lond to gain 2 life.

|| eeeee SEy

U eee [iTe BB3
Green or white reatures blocking or blocked by Abomination are
destroyed after combat. 2/6

R eee PVe B3

during upkeep.

Flying. Opponent damaged by Abyssal Specter must discard a card of
his or her choice. 2/3.

R eee
Put 2 counters on All Hallow’s Eve when cast. Remove o counter
during your upkeep. After the last counter is removed, everyone
takes all creatures in their groveyards and puts them directly info
play. Treat them os if just summoned.

U eeee AMg Bl
Bring a creature from any graveyard into play on your side with -1

T: Socrifice Amor Thrull to add o +1/+2 counter o forget creature.
Arists: SKi, JMe, RSp, PVe. 1/3.

Do 2 domage to target artifact’s controller whenever target arfifact is
tapped o ifs activation cost is paid. Has no effect when cast on 0
confinuous arfifact.
| eee
Ashen Ghoul can attack the same tum it comes into play. B: Retum
Ashen Ghoul to play under your control if there are ot least three
creatures above it in your graveyard. 3/1.

SOR U eee DIy BBI DK, 4TH
Remove two non-artifact creatures from the gome and lose 5 life.

EN R eees My Bl ABURAMH
All block creatures in ploy get +l +1.
e My BB2
X, T: Banshee does X domage, hulf to you (round up) ond half to
any one target (round dgwn .0/

Flying. Gets +2,/+2 for each creature sent fo graveycrd on fum
where Baron domaged it. T: Regenerate forget vampire.

Basal Thrull SC (e M BB FE

T: Sacrifice Basal Thrull to add BB to you mana poal. Artists: KFo,
PFo, RKF, CRu. 1/2.

Trample. Doesn’t untap as normal during umup phase. 0: Sadrifice o
creature to untap Block Carriage. Do this only during your upkeep.

U eees Iz B3 ABURATH
£ Protection from white, first strike. 2,/2. :
 Bligh B U Pe B LG4
If torget land is tapped, destroy it at end of tum.
_ | Eron the Relentless
and Living Armor: He's
big, he's red, he's
mean. ..and no, we're not
talking about that dog

(lifford! It's Eron the
Relentless, and for five mana
he packs a powerful punch.
Problem is, when it comes fo
toughness, he's a wimp.

Swampwalk. 3/3.

EC Enchont Creature
EE Enchant Enchantment

EL Enchont Lond
EN' Enchantment

Broken Visage
GATH

¢ Burnt Offering
6 :
U eee RTp BB2 A

(Ro BB2 6 :

ABURATH

o Confract from Below ~ SOR
( eooe [ufi B2 FE @

(es (Ru B2 A

RSp B3 A

DK CH

R eeee PVe BBBS HL -

OCh 883 W

¢ Demonic Consultation

Demonic Hordes SC

© Demonic Torment £C

* Dread Wight SC

" Drift of the Dead SC

EW Enchant World
INS Instont

Put a 0/1 Thrull token in ploy af the end of each of your tums. Pay
BB during upkeep or hury Breedlng Pit.

¢ Brine Shaman ese (B Bl 1A

T: Soarfice o creature m nge 0 (reurure +2/+2 until end of tum.
UU1: Sacrifice a creature to counter o summon spell. 1/1.

INS R ee MK B4 HL
Bury target non-urtifuct attacking creature and put shadow token into
play. Treat this token os o black creature with power and toughness
equal of the attacking creature. Bury token at the end of fum.

INT C e DGe B 1A
Sacifice a creature to add to your mana pool any combination of
black and red mana equal to that creature’s casting cost.

: Carrion Ants U eeeo RTh BB2 1G,4TH
: 1:+1/+1 until end of tum. 0/1.
: (emetery Gate SC ( eee  MBe B2 HL
: Pmre(rion from black. 0,/5. (Two versions)

R e HHu Bl 16

Ex(em for the first card drawn in draw phase, every ployer must
discord a card in hand before drawing. A player without cards in hand
must place top card in library in graveyard instead of drawing.

© CookofConfusin ~~ EC C o 10K 81 A

If torget creature you control attacks and is not blocked, you may
have it deal no damage this tum. If you do so, defending ployer
must discard o card at random from his or her hand.

R eeee [Sh B ABUR

Discard your hand; draw a new ante card plus seven cards.

¢ Cosmic Horror R eee |y BBB3 1G,4TH
First strike. Pay BBB3 during upkeep or Cosmic Horror does 7

: domage to you and s destroyed. 7/7.

¢ Cvombaijj Witches ( eee Kfo BB AN, (H

T: Each ployer does 1 damage to any target. 1/3.

¢ (urse Artifact A U e MTe BB2 DK
Controller of target artifact must bury target during upkeep o

: lose 2 Iife

¢ (ursed Land U eee My BB2 ABURATH

: Do 1 damage fo contraller of target land dunng upkeep.

¢ (yclopean Mummy SC Ce Be Bl 1G,4TH

: Remove Mummy from game if it goes to graveyard. 2/1.

¢ Dance of the Dead EC U eeee RGy BI A

Bring a creature from any graveyard into play on your side tapped
and with +1/+1. Creature does not untap during its controller’s
untap phase. Its controller may pay 18 to untap it.

- Dark Banishing ( eeoo DTy B2 1A
: Bury torget creature. Cannot target black creatures.
: Darkness INS  C eee  HMc B 16

Creatures attack and block os normal but deal no domage.

© Darkpact SOR R eeee (Ho BBB ABUR

Swap your topmost undrawn card with either ante card.

¢ Dark Ri'uur NI  ( eeooe JHy B ABURA4tIA
Add BBB to your mana pool.

- Dark Ritual INT ( eeeee Sty B ABUR4TH

; Add BBB to your pool of mana.

- Deathgrip EN U eee  AMo BB ABURATH

: BB: Counter a green spell (play os on interrupt).

. Deathlace R eee SEv B ABURATH

: Change the color of one card being played or in play to black.

- Demonic Attorney R e DGe B ABUR

Unless oppanent concedes game, both players must draw an extro
ante cord.

INS U e RAI B 1A
Name a card and remove the top six cards of your library from the
game. If the next card is the one you nomed, odd it to your hand. If
not, remove it from the game and continue doing this until the
named cord appears.

R eeeo iy BBB3 ABUR
T: Destroy one land. Pay BBB during upkeep or Hordes are tapped
and your opponent chooses a land of yours to be destroyed. 5/5.

U eee  AMo B2 L6
Target creature deals no domage during combat and may not attack

: @ Demonic Tutor SOR U eeeee DSh Bl ABUR

< Choose one card from your library, then reshuffle your library.

* Derelor R ee  AMo B3 FE
Your black spells cost an additional B. 4/4.

- Drain Life SOR ( eee DSh BIX ABURATH

Do 1 damage to any target for each B spent above costing cost.

Take 1 life for each domage inflicted. You cannot gain more life

from o creature than its cument toughness.

R eeo DG BB3 1A

At the end of combat, put a poralyzation counter on any creature

blocked by or blocking Dread Wight and tap it. If the creature has o

paralyzation counter, it does not untap during untap phose. The

creature’s controller may pay 4 to remove a poralyzation counter ot

any time. 3/4.

U eee  BSH B3 1A
Counts as wall. Drift of the Dead has power and toughness each
equal to the number of snow-covered lands you control. */*

Drudge Skeletons SC ( eeee SEv Bl ABURAMH
B: Regenerates. 1/1.

INT Interrupt
(AN Lond

SC Summon Creature
SOR Sorcery

M A R C H 1 9 9 6 99
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Grave Robbers SC

Greater Werewolf 5

Nome Kind (R Rofing Adist Cost Sets Found
Descripfion
Drudge Spell EN U e NIh BB HL :

B: Remove 2 areatures from groveyord out of gome. Bring token
Skeleton into play. Skeleton is a black 1/1 creature; B:
1egenemres All skeletons ore discarded if Drudge Spell leaves ploy.

Dry Spell SOR ( eee BSn BI HL
Dry Spell deals 1 domage to each creature and ployer. (Two
versions)

Eater of the Dead SC U eee
Choose o creature in any graveyard and remove it from the gome.
Untap Eater of the Deod 3/4

Ebon Praetor R ece
Tromple, first strike. Put u -2/-2 counter on Ebon Proetor during
upkeep. Sacrifice one creature during upkeep to remove a -2 /-2
counter, adding a +1,/+0 counter if o Thrull was soarificed. 5/5.

El-Hajjaj SC R eee Wi BBI
Gain 1 life for every point of domoge EFHajioj inflicts. 1/1.

Erg Raiders ( o DWi Bl
Lose 2 life ot end of tum if Erg Raiders don't atfack, except in the
tumn when they’re summoned. 2/3.

Evil Eye Orms-By-Gore  SC
Your creatures may not attack, except for Evil Eye. Evil Eye may only
be blocked by walls. 3/6

Evil Presence EL U eee SEv B
Target lond is now a basic swamp. :
Fallen, The SC U e My BBBI DK, (H :

During controller’s upkeep, does 1 damage fo every opponent it has
previously damaged. 2/3.

Fallen Angel SC U eeee AMg BB3
Sacrifice o reature to give Fallen Angel +2/+1 until end of tum.
3/3.

ar EC ( eeeo Py BB
Only black or artifact creatures may block target creature.
(

On!y black or artifuct creatures may block torget creature.
Feast of the Unicorn EC ( ooo
Torget creature gets +4,/+0. (Two versions)
Flow of Maggots SC
CU: 1. May not be blocked by non-wall creatures. 2/2.
Foul Familiar SC ( eee
Foul Familiar may not block. B: Sacrifice 1 life to retum Foul Familior
toits owner’s hand. 3/1
Frankenstein's Monster  SC R e
Take X creatures from your groveyard and remove them from the
gome when casting Frankenstein’s Monster, or it is countered. For
each creature removed from the game in this way, give Fronken-
stein’s Monster o permanent +2/+0, +1/+1, o1 +0/+2.0/1.

FrozenShude SC C eee [Sh B2
B: +1/+1 until end of tum. 0/1. :
Funeral March EC (oo [\Be BBI HL ¢

When target creature leaves play, thot creature’s controller must
sacrifice o creature he contrals. Ignore this effect if he controls no
other creatures.
Gangrenous Zombies  SC
T: Sacifice to deal 1 domage to each creature ond player.

Gangrenous Zombies deals 2 domage if you control any snow-covered

swamps. 2/2. I
Gate to Phyrexia EN U eee Sk BB A
Socifice one of your reatures during your upkeep fo destroy any one
artifuct. :
Gaze of Pain SOR C eee  Alfg B] o

For each creature you control that attacks and is not blocked, you
may choose to have it deal no domage to defending player this turn.

If you do so, it instead deals domage equal fo ifs power to any torget

wreature.

Ghost Hounds SC U oo
Attacking does not cause Ghost Hounds to tap. Gains first strike if
blocking or blocked by white creature(s). 1,/1

Ghosts of the Damned ~ SC

T: Make torget creature -1/-0 unfil end of tum 0,/2.

Giant Slug SC ( eee  pg B] 16, CH
Bi vae Slug landwalk ability of your choice on your next tum, 1 / 1.

oom EN U eeee DF 2
White spells and white enchantment activation costs now
require 3 extra mana

Glyph of Doom NS C e
Creatures blocked by target wall are destroyed ofter combat,

Grandmother Sengir SC R ee
B1, T: Torget creature - l/l until end of tun. 3/3.

Gravebind R ee iy B T
*Initiates of the Ebon Hand 5

Target creature may nol regenemre this tum. Drow a card of the
beginning of the next tum

100 N Q U E S T

My B4 oK
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ANRATH
Uee iy B4 6

ABURATH

Name Kind (R Rofing Afist Cost Sets Foun Name Kind (R Ratmg  Atis Sets Found
Desaription Description
R see  (QHo BBI DK i Inquisition SR C o Ao B2 DK

B, T: Choose an artifact in any graveyard and remove it from the
gome. Toke 2 life. 1/1

( ooe

ODer B B
After combat, put a-0/-1 counter oll reatures that blocked :

: werewolf. 2/4.

i Greed EN R eee Prp B3 LG, 4TH
: B: Draw on extra cord ond sacrfice 2 Iife.

¢ Guardion Beast SC R eeee KM B3 AN G

If untapped, prevents the stealing, destruction, or enchantment of
your non-creature arfifacts. 2/4.

Hasran Ogress SC (e DFr BB AN, CH
: Pay 2 when Hasran Ogress attacks or lose 2 life. 3/2.
: Haunting Wind N U e M B3 M

Do 1 domage to artifact’s controller each time an ortifact in play is
tapped or ifs activation cost is paid.

Primal Order

16,CH

ABUR,
BURAMH ¢ Headless Horseman SC
2/2

( eeee P R, .
e 18 AR ¢ Headstone INS
DDe B3 HL
R esee RSy B2 I

Ao B2
m i ¢ Hell Swarm INS

Ml BB o
" Hellre

ABURATH
* Hoar Shade

: Horror of Horrors N
Howl from Beyond

( oo BSy BBI i
. Hyalopterous Lemure  SC

© lcequake SOR

Me B1 W

' Imprison
C e  EBe BB 6 :

© Infernal Dar

ABURATH
¢ Infernal Denizen SC

SVC B 6 :

PVe B4 WG
* Infernal Medusa S

PRIMAL ORDER

( oo

(Ho B2 16

( eoo
Remove target card in any graveyard from game. Drow o card during
next tum’s upkeep.

Hecatomb EN
Sacrifice four creatures when Hecatomb comes into play. 0: Top a
swamp you control to have Hecatomb deal 1 domage to any torget.

(o (Ru B 16
Make ol creatures -1 /-0 until end of tum.

Hell's Caretaker R eeseo Sty B3 16, CH

T: Sacrifice o creature fo put a creature in your graveyard directly in

ploy. 1/1.

SOR R eeee PVe
Destroy oll nonblack creatures. Hellfire does X+3 domage to you,
where X is the number of creatures placed in the graveyard

B: +1/+1 unfil end of tum. 1/2.

|| oo
Sacifice o swamp to regenerme 0 block creature.
Target creature gains +X/+0 unfil end of tum

0: Gains flying ond - ]/{) umll end of tum. 4/3.

¢ Hymn to Tourach ( oo [4fi BB FE
Target player rondomly dkS'GIdS two cards in hand. Artists: LDo, QHo,
SKi,SVC.

© Hypnotic Specter SC U eeee [Sh BBI  ABURATH

Flying. Opponent domaged by Specter must randomly discard o
card from hond. 2/2

|| eoe
Destroy o land. If it is @ snow-covered lond, lcequake does 1 damage
to the land’s controller

Ihsan’s Shade SC
Protection from white SE /(’ 5

U eeece (Ry BBB3 HL

R eees (Ry B 16
1: Prevent target aeature from ottocking, blocking, or fopping. Imprison
is destroyed if mana is not paid
{(ness EN R ee  PFo BB? 1A
(U: B and 1 life. All mono-producing lands produce B instead of their

normal mana
R eee

During your upkeep, you must sacrifice two swomps or Infernal
Denizen becomes tapped, and target opponent may gain control of o
areature you control of his or he rrhru T Gain control of target

aeature. 5/7 )
AMo BB3 16

ked by Meduso. 2/4
B

|| eoe

Destroy all non-wall creatures blocking or blc
( eeo

FE

ry Initiates of

1: Add B to your mno pool
0 inone tum. Artists

the Ebon Hand if more than 3 s spent this w
LDa, KFo, HHy. 1/1

¢ Junun Efreet
: Juzam Djinn

 Khobal Ghou!

© Kjeldoran Dead SC

DCh B HL .
: Knights of Stromgald  SC

R esses i B8] o
¢ Koskun Falls W

Krovikan Elementalist ~ SC
882 6

( ees RTh 83 T
e 883 6
NS ( eese MPo BX ABURAMIA i
U ees RTH B4 Wi

Lesser Werewolf SC
RF BBI Wi

* Lich ]

Dy 87 o

Exomine torget ployer's hand. Do 1 domage to for each white cord
in hand.

Irini Sengir SC Ue Pve BB2 HL
: All white and green enchantments cost an extra 2 to cast. 2/2.
: Jovial Evil R e (Ru B2 16

Do 2 domage to opponent for each white creature opponent confrols.
U eee (Ru BBI AN,4TH
Flying. Pay BB during upkeep or Junun Efreet is destroyed. 3/3.

SC R eeeeo [iTe BB2 AN

Lose 1 life during upkeep 5/5.
R eeeo DSh B2 AN

Gets o +1/+1 token ot end of tum for each creature that was
destroyed that tum. 1/1.

_ | Blood Moon and
Primal Order: Put these

two cards out and not only

will your opponent’s lands
turn to mountains, he'll fake
domage from them too!!!

Wait a second. . .no, that's
onother magazine’s combo.

But seriously, even though
Blood Moon effectively shuts
off Primal Order, it’s o nice
scare factic. Think your
opponent is going fobeso |
quick fo getrid of the Blood
Moon knowing what's |
waifing underneath it?

( eooo [iBc B 1A
You must sacrifice o creature when Kieldoran Dead comes into play.
B: Regenerate. 3/1
U eeeo [iPg BB IA
Protection from white. BB: +1/+0 until end of tum. B: First strike
until end of tum. 2/1.

R ee  RAl BB2

During your upkeep, tup torget creature you control or bury Koshkun
Falls. No creature can attack you unless its controller pays an
additional 2 whenever the creature attacks.

U eee  DSh BB A
2R: Give o creature +1/+0 until end of turn. UU: Give o creature you
control lying until end of tum. Bury that creature of the end of the
tum. 1/1.

: Krovikan Fefish EC (oo Hy B2 A
: Torget creature gets +1,/+1. Drow o card af the beginning of the

. next tum.

: Krovikan Vampire SC U eee  (QHo BB3 1A

If o creature dies during o tum in which Krovikan Vompire damaged
it, it is put into play under your control. Bury the creature i fKrovikan
Vampire leaves ploy or your contral. 3/3.

: Legions of Lim-Dil SC( ee  AMa BBI 1A
Snow-covered swompwalk. 2/3.

¢ Leshrac’s Rite EC U eee RTh B 1A

: Give target creature swampwalk.

¢ Leshrac's Sigil EN U eeee DTy BB 1A

BB: Whenever an opponent successfully casts a green spell, look at
thot player's hand and discard o card from that hand of your choice.
BB: Return Leshrac’s Sigil to owner’s hand.

U eeo  (Ho B3 16
B: Give Werewalf -1 /-0 unil end of tum. Put a-0/-1 permanent
counter on creatures blocking or blocked by Werewolf. Lesser
Werewolf's power may not be reduced below O using this ability.
2/4.

R e DGe BBBB ABU
Sacrifice all your life. For each point of domage you subsequently
suffer, remove one permanent in play. For every point you gain,
drow o cord. You lose when you run out of cards in play or when
Lich leaves play.

© Lim-Dal's Cohort SC (oo DSh BBI 1A
Creatures blocking or blocked by Lim-Dol's Cohort cannot regenerote
this tum. 2/3

o Lim-Dal's Hex EN U eee Do BI 1A

During your upkeep, Hex does 1 damage to all players. Each ployer
may pay B or 3 to prevent the domage to himself or herself.

Lord of the Pit SC R eeeo fATe BBB4  ABURAM
Flying, trample. During upkeep, socrifice o creature other than Lord
of the Pit or Lord of the Pit does 7 domage to you. 7/7.

Lost Soul SC (oo RAF BBI 16,4TH
Swompwalk. 2/1
Marsh Gas INS (e DSh B DK, 4TH

Make all creatures -2 /-0 until end of tum.



Nome kind (R Rofng Afst Cost  Setsfound  Name kind (R Rofing Adfist Cost  SetsFound Name Kind (R Rofing Adtist Cost  Sets Found
Desaipfion Destiption Description
Mind Ravel SR (e Mle B2 1A Pox SOR R eeee (Br BBB A Sorceress Queen SC R eeese KFg BEI  ANRA4TH

Torget ployer must discard a card from his or her hand. Draw o cord
ot the beginning of the next fum.
Mindstab Thrull SC C eo My BB FE
If Mindstab Thrull attacks without being blocked, you may sacrifice it

to force the player under attack to discard three cards. If so,
Mindstab Thrull deals no domage. Arfists: HHu, RKF, MTe. 2/2.

© Mind Twist SOR R eeeee jBg BX ABURAIH
Opponent must randomly discard X cards from hand. All cards in
hand should be discorded if they number less than X.

Mind Warp S0

Look at a player's hand and discard X cards of your choice from
that hand.

Mind Whip £
During target creature’s controller’s upkeep, Mind Whip does 2
domage to that player if he or she does not pay 3. That ceature is
tapped if Mind Whip deols domage in this way.

Minion of Leshrac SC R eeee Wi
Protection from black. During your upkeep, sacifice a creature or
Minion of Leshrac does 5 domage to you and becomes tapped. T:
Destroy torget reature or land. 5/5.

Minion of Tevesh Szat ~ SC
Pay BB during upkeep or toke 2 damage. T: Give torget creature
+3/-2 until end of tum. 4 /4.

Mald Demon SCRe My 8BS 6

Saaifice 2 swamps when casting Mold Demon or bury Mold Demon.
6/6

Mole Worms SC
T: Top a land. As long as Mole Worms remain tapped, that lond does
not untap normally during its controller’s untap phase. You may
choose not to untap Mole Worms. 1/1.

Moor Fiend SC ( eee
Swampwalk. 3/3.
Murk Dwellers SC ( eee Iy B3

If Murk Dwellers attack and are not blocked, they gain +2/+0. 2/2

Nomeles Race SC R eee CHo B3 o

Trample. Sacrifice * life when casting Nomeless Race, where * is at

most the total number of white cords oll your opponents have in play

ond in their graveyards. */*.

Necrite SC (e
If Nedrite attacks without being blocked, you may sacrfice it to bury
o torget creature controlled by the player under attack. If so, Neciite
deals no domage. Artists: CRu, RSp, DTu. 2/2.

Necropotence EN R e MTe BBB IA
Skip your draw phase. 0: Sacrifice 1 lfe to set aside the top cord of
your library. Add that card to your hand at the beginning of your next
discard phase.

Nether Shadow SC R eee (Ru BB ABURATH
If three creatures are above Nether Shadow in graveyard, it can
retumn to play during controller's upkeep. Shadow can attack the

. same turn os it enters or re-enters play. 1/1.

Nefher Void R eee HMc B3 16
Counter oll spells unless their casters pay an extra 3. :
Nettling Imp U eee  (QHo B2 ABUR :

T: Opponent’s target non-wall creature must attack or die at end of
turn. Play during opponent's turn before his or her atfack. 1/1.
Nightmure S R eeee MBe B5 ABURA4TH
Flying. Power and toughness equal number of swomps controller
hos in play. */*.

Norritt SC ( eeee MRo B3 1A
T: Untap o blue creoture. T: Opponent’s target non-wall creature must
attack or be destroyed at end of tum. Play during opponent’s tum
before his or her attack. 1/1.

Oath of Lim-Dil EN R eee DSh B3 A
For edch point of damage you take or ife you lose, sacifice one of
your permanents or discard o cord from your hand. BB: Draw o card.

Order of the EbonHand  SC ( eeee fiyii BB fE
Pratection from white. B: +1,/+0 until end of tum. B: Fiststrike
until end of tum. Artsts: MBe, CRu, RSp. 2/1.

Oubliette EN ( eees [Sh BBI AN
Place torger creafure out of play.
Paralyze EC ( oeo AMg B

Torget reature doesn’t untap as normal. Creature’s controller may
spend 4 to untap during upkeep. Tap torget creature when Paralyze
is cast.

Pestilence EN " ( eseos Jiy B2 ABURATH
B: Do 1 domage to each creature and all players. Discard Pestilence
if there are no creatures in play at the end of any tum.

Pestilence Rats SC
* equols the number of other Rots in play. * /3.

Phyrexian Gremlins SC

: Quagmire

U eee [Do B3X A

R ese DIy BB2 W
B384 W

R eeeee JBy BBB4 no:

U eees DG B2 I

Mha B3 W
T

N BB1 i

Sacrifice INT U e DFr B

¢ Scathe Zombies S
: 2/2

: /1.
¢ Scavenging Ghoul SC

Season of the Witch EN

: Seizures EC

¢ Sengir Autocral

¢ Sengir Bats
ABURATH :

Sengir Vampire SC
¢ Sewars of Estark

(oo Mg B2 n i
( eoeo e B2 [V

Each player sacrifices 1/3 of their life; then they must discard 1/3 of :

the cords in their hond; then they must sacrifice 1/3 of their
areatures; finally they must sacrifice 1/3 of their lands. Round each
loss up.

Priest of Yawgmoth SEhesCy'e MTe B1

T: Sacrifice an ortifact and add to your mana pool enough black
mana to equal ifs costing cost. 1/2.
EN U ee Dif B2 16

(reatures with swampwalk may be blocked.

=
>
=
=
(V)
=
o
=
=

All opponent’s lands are
tapped, and opponent’s
mana pool is emptied.
Opponent takes no damage

| Mana Short: a.k.0. the poor man's
 Time Walk. The best time to use Mana Shortis
during your opponent’s upkeep so he won't be
able to cost anything but instants during his
tum. Tapping all your opponent’s lands will also
let you slip by Counterspells, Circles of
Protection and other annoying things that rely
on mana. When your tum rolls around, your
opponent will be tapped out and you'll be

¢ | rearing fo go!
Rag Man SC

R wee DG BR2  DKATH
BBB, T: Examine opponent’s hand. Opponent must randomly discard
a creature, if ony are in hand. 2/1.

¢ Raise Dead SR C ees JMe B ABURAMH
: Bring o areature from your graveyard into your hand.
¢ Royal Assassin SC R eeees TV BBl ABURAH

T: Destray any tapped creature. Hey, TW's the subject of an /0 #1
feature! 1/1.
ABUR
Sacrifice creature to add to your mana pool black mana equal to
that creature’s casting cost.

(e My B2 ABURATH
U eee Me B3 ABURATH
At the end of tum, add o counter for each other creature placed in
the graveyord that tum. Use a counter to regenerate Ghoul. 2/2.
R ee
At the end of each player's tum, destroy all untopped creatures that
could have attacked but did not. Sacrifice 2 life during your upkeep
or Season of the Witch is destroyed.
( oo JBg Bl 1A
When target aeature becomes tapped, that reature’s controller must
pay 3 or Seizures does 3 damage to him or her.
R oee
When Sengir Autocrat comes into play, put three serf fokens into
play. Treat these tokens as /1 black creatures. If Sengir Autocrat
leaves play, bury oll serf tokens. 2/2.

S

Flying. For each creature put into the graveyard in the some fum that

versions)

U eeoo AMa BB3  ABURAH
Flying. Gets +1/+1 counter if o creature dies in tum Vompire
domoged it. 4/4.

INS R eee  MBe BB? BOOK
If target creature is attacking, it may not be blocked until end of tum.
If torget creature is blocking, it neither deals damage to nor tokes

Soul Exchange SOR

< Soul Kiss
¢ spirt Shackle EC U ee fBe B8
Spails of Evil INT

Spoils of War

Stench of Evil

Takklemaggot £

: Terror

: Timmerian Fiends

Thrull Champion SC

 Thrull Retainer £

Thrull Wizard SC

My B8BB DK i
¢ Torture

¢ Touch of Darkness
Touch of Death

OCh 83 W
Tourach’s Chant N
( oo D BBI ML

: Tourach's Gate fL
it was damaged by the Bats. Sengir Bats Receive +1/+1.1/2. (Two

Transmutation

T: Make another creature 0/2 until end of tum. Special

choracteristics and enchontments on creature are not affected. 1/1.
oul Burn SOR ( eee RAl B2 1A

Do 1 damage to any target for each B or R spent above the casting

cost. Gain 1 life for each B spent in this way. You cannot gain more

life from a creature than its current toughness and you cannot gain

more life from a player than his or her total life.
U eeeo AWg BB FE
Remove a creature from the gome to put o creature from your
graveyard in play os if just summoned. Add o +2/+2 counter to this
creature if a Thrull wos removed from the game.

EC ( eeee Nie B2 A

B: Socrifice 1 life to give creature +2/+2 until end of tum. You may
spend no more than BBB in this way each tum.

LG,4TH
Put a-0/-2 counter on target creature every time it taps. Counters
remain even if Spirit Shackle is removed.
R eee (QHo B2
Add one colorless mana to your mana pool and gain 1 life for each
artifact or creature in target opponent’s graveyard.
SOR R eeee PVe BX 1A
Put X +1/+1 counter on any number of creatures, distributed any
way you choose. X is equal to the number of creatures and arifacts
in torget opponent’s groveyard.
SOR U eeee [\Te BB2 1A
Destroy all plains. Each player takes 1 domage for each plains he or
she loses this way. Each player may pay 2 for each 1 domage he or
she wishes to prevent.

¢ Stone-Throwing Devils  SC ( eee  KiMe B AN
: First strike. 1/1.

: Stromgald Cabal SC R eesee AMg BBI 1A
: T: Sacifice 1 life to counter o white spell. 2,/2.

¢ Syphon Soul SOR ( eee  MBe B2 16

Do 2 damage to all players except coster. Caster fokes fife points
£qual to damage done by the Syphen Soul.
U e DGe BB2 16, CH
Puta 0/-1 counter on target creature during controller’s upkeep. If
areature goes to graveyard, its controller chooses o new torget for
Takklemaggot. If no new targets exist, Tokklemaggot permanently
becomes an enchantment and does 1 domage during upkeep to the
controller of the last creature Tokklemaggot enchanted.
INS ( eeee RSP B  ABURATH
Bury torget creature. Cannot target black or artifact creatures.
R ee MK BBl HL
Remove Timmerian Fiends from your deck if not playing for ante.
BBB: Sacrifice Timmerian Fiends to bury target artifact owned by any
opponent into your graveyard. Put Timmerian Fiends into that
opponent's graveyard. This card change is permanent. The opponent
may ante an additional card to counter this effect. 1/1.
R eeee DGe B4 FE
Al Thrulls get +1/+1. T: Take control of target Thrull. When Thrull
Champion leaves your control or leaves play, you lose control of
Thrull Champion. 2,/2.
U eeee RSy B FE
Give target creature +1/+1. Sacrifice Thrull Retainer to regenerate
the creature it enchants.
U oo  AMa B2 FE
B1: Counter farget black spell unless caster pays on additional B or 3
(play os an interupt). 1/1.
EC (oo M B HL
B1: Place -1/-1 token on creature Torture enchants. (Two versions)
INS U eee PVe B0 L
Change the color of one or more target creatures to black until end of
tum. Choose which and how many creatures are torgeted.
SOR C( e MBe B2 1A
Touch of Death does 1 damage to any player and gives you 1 Iife.
Drow o card of the beginning of the next tum.
U e RKF BB FE
Do 3 domage to any player who puts a forest into play without
putting 0 -1/-1 counter on a creature he controls.
R ee Sty BBI FE
You may only cost Tourach’s Gate on a land you control. Sacrifice o
Thrull to put 3 time counters.on target land. Remove o time counter
during upkeep, burying Tourach’s Gate when there are no fime
counters on it. 0: Tap the land Tourach's Gate enchants to give ol
your attacking creatures +2,/-1 until end of fum.
NS C eoe SV( BI LG, CH
Target creature’s power and toughness are switched until end of tum
Effects oltering power alfer toughness instead, and vice verso

i domage from blocking creatures. ¢ Unde Istvan SC U eee DGe BBBI  DKATH
T: Top on arffact. As long as Gremlins remain tapped, thot ortifact ~ © Shimian Night Stalker ~ SC U oo Jiy 883 L6, CH : Creatures connot domage Undle lstvan. 1/3.
does not untap nomally during its controller’s untop phase. You may Redirect oll damage done to you from o reature fo Shimion Night o Underworld Dreams ~ EN U eeeee 3g BB L6
choose not fo untap Gremlins. 1/1. Stalker instead. 4,/4. : Do 1 damage to opponent for each card drawn.
Pit Scorpion SC (e Sk B2 G, 4TH : Simulocrum INS U eeee fiPo Bl  ABURATH : Unholy Strength EC C eoo DSh B ABURAMH
IfPit Scorpion domages apponent, opponent gets 1 poison counter, Retroactively divert oll domage done to you this fum fo one of your & Target creature gains +2/+1
Opponent loses game if he or she ever has 10 or more poison ; creotures. : Vampire Bats SC (e AMo B 16,4TH
counters. 1/1. : Sinkhole SOR ( eee SEv BB ABU : Flying. B: Give Bats +1,/+0 until end of tum. Only BB may be spent
Plague Rats SC (e AMo B2 ABURATH : Destroy o land. : this way per tum. 0/1.
Powier and toughness equal number of Plague Rats in play. */*. ¢ Songsofthe Domned ~ INT (e PVe B 1A+ Veldrane of Sengir SC R eee  SVC BBS H
i Add B to your mana pool for every creature in your graveyard. :© BBI: Forestwalk ond 3/0. 5/5
o/o Resfcted/Banned ~ ART Avifuct (U Comulotive Upkeep  EC Enchont Creature £l Enchont Lnd EW Enchant World NT Intemupt SC Summon Creature
AC_ Avifact Creature (R Curent Rarity FA- Enchont Arffoct EE Enchont Enchantment EN' Enchontent INS Insfont AN Land SOR'Sorcery
M A R C H 19 9 6 101
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Nome fid (R Rofing Adist Cost Sets Found
Description :
Walking Dead SC ( eees [Dfr Bl 16 :
B: Regenerates. 1/1. :
Wall of Bone SC U ee AMg B2 ABURATH :
B: Regenerates. 1/4. :
Wall of Putrid Flesh SC U ee RTh B2 6 :

Protection from white. domoge done to Wall of Putrid Flesh by
enchanted creatures is reduced to 0. 2/4.

Wall of Shadows SC ( eee PVe BB
domage done to Wall of Shadows by creatures it blocks is reduced
to 0. Wall of Shadows may not be targeted by effects targeting only
walls. 0/1.

Wall of Tombstones SC Ue DFr BI 16
¢ Backfire EC

ABURATH

*=the number of creatures in your graveyard. 0/1+*.
Warp Artifact EA R eee AWe BB
Do 1 domage to torget arfifact’s controller during upkeep.

Draw a card st the beginning of

the y of the turn after
Fetish comes into play.

“Target creature gets +1/+1.

Some Krovikans find strength in the

ears and eyes of their victims and

woear such fetishes into batile,

VIKAN FETISH
Weakness B osee DSh B0 ABURATH :
Torget creature loses -2/-1. :
Withering Wisps EN U eeee Nih BBI A2

B: Do 1 domage to each creature and all players. You may not spend
more B than the number of snow-covered swamps you control.
Destroy Withering Wisps if there are no creatures in play ot end

Will-0"-The-Wisp SC R eeeee Jily B
Flying. B: Regenerates. 0/1.

Word of Binding SOR ( eee RSy BBX DK, 4TH
Tap X creatures.

Word of Command INS R e IMy BB

Examine opponent’s hand. Play a sorcery or instant of your
choosing from opponent’s own cards in hond if you may do so
legally using his or her available mono.

Worms of the Earth IN R e
No new land may be put into play. During any upkeep, any player
moy destroy Worms by sacrificing 2 lands or 5 life.

Wretched, The SC R eee (Ru BB3
After combat, toke control of ol creatures blocking The Wretched.
You lose control of such creatures when The Wretched leaves play or
your control. 2/5.

Xenic Poltergeist SC R eee Dff BBI
T: Tum target non-creature artifact info an artifoct ceature with both
power and toughness equal to its casting cost and with its original
abilities. This effect lasts until your next upkeep. 1/1.

Yawgmoth Demon SC R ee  SEv BB4
Flying, first strike. During your upkeep, sacrifice one of your arfifucts
Yawgmoth Demon tops to do 2 domage to you. 6/6

Zombie Master SC R ee  JMe BBI
All zombies in play gain swompwalk and may regenerate for B os
long as Zombie Master remains in play. 2/3.

Add Rain

Destroy all forests in ploy.
Kither Storm EN U eeo e 3U

No summon spell may be cost. Any player may poy 4 life to bury
Fether Storm, Effects that prevent or redirect domage moy not be
used to counter this loss of fife.

102 I'N Q U E ST

6,CH

4,®; Switch target enchantment
from one creature to another; the
enchantment’s new ta;
legal. The controller of the

| enchantment does not change.

ABURATH :
¢ Binding Grasp EC

ABU

Ao BBB2 K :

16, :
© Breath of Dreams N

AQ, 4TH :

Chain Stasis
AQ,CH

¢ Clairvoyance INS
ABURATH

¢ Clone

TSR R oeee Nh U3 16 . Control Magic £

| e Copy Artifact

Exomine target ployer’s hand. Target discards all nonand cords
in hond.

¢ o Ancestral Recll INS R eess [iPo U
: Torget ployer must drow 3 cards.
U eee DSH U3

Does not offect orfifoct creatures. Torget artifact becomes artifact

aeature with power and toughness equaling its casting cost; torget

retains original bilifies.
Anti-Magic Aura

Destroy all enchantments on target creature, which cannot be

targeted by any other instants, sorceries, or enchontments.

: Apprentice Wizard SC ( eee DF UUI DK, 4TH
U, T: Add 3 to your mana pool (play os an interrupt). 0/1
¢ Amijlot's Ascent N C eee DIy UUI A
: CU: U. 1: Torget creature gains flying unfil end of turn. :
Azure Drake SC U eee DFr U3 LG, CH
; Flying. 2/4. i
: Baki's Curse SOR R e Nl UU2 HL :

Baki's Curse deals 2 domage to each creature for each creature
enchantment on that creature.

U e BSH U

For each point of domage done you fake from torget creature,
Backfire does a paint of domage to creature’s controller.

Crown of the Ages: For
three mana, Krovikan Fefish is
no Unholy Strength, but it
does let you draw a card. Of
course, if you've a Crown of
the Ages, it's even befter.
With this combo, you can
bounce the Fefish around to
whichever of your creatures

L must be

sochanument docs ot change. 50, you'll get to drow a card
1 LI s [ .
it were fust cast o the new target. nexttum. It's like o Joyemdoe  :
7 ; Tome, only better! .
Balduvian Conjurer SC U eee Mg Ul 1A
T: Tum o snovi-covered lond into o 2/2 reature until end of tum. :
© BoldwianShaman ~ SC C ee  QHo U W
: T: Change the text of o white enchantment you control that doesn’t

hove o cumulative upkeep by switching one color word with another.
That enchantment now has CU: 1.1/1.

Pay 1U during upkeep or bury Binding Grasp. Gain control of target
«eoture, which gains +0/+1.
Blue Elemental Blast INT C eee RTh U
Counter a red spell being cast or destroys a red card in play.
IN uw

* Boomerang ( eoee BSp
Return target permanent to owner’s hond.
© Braingeyser SOR R eeee fATe UUX ABUR
: Torget ployer must draw X cards.
- Brainstorm N

Draw three cards, then put any two cards from your hand on top of
your library in any order.

U eeo PFo UU2 I
(U: U. Green creatures require an addifional CU: 1. :
Brine Hag SC U QHo UU2 6 :

If Brine Hag goes to the graveyard, ol creatures thot dealt domage o :

Hag that tum become 0/2. 2/2.
INS R eoe

to have Chain Stasis tap or untap another target creature.

Look ot target player's hand. Drow o card ot the beginning of the
next turn.

S U eeeo By U3 ABLUR
Clone acquires afl choracteristics, including color, of target creature
in play. Clone retains these charateristics even if targef creature is
destroyed. */*.
U eeeece DWi UU2 ABURATH
Control target creature unfil enchantment is discarded or gome ends.
R eeee AWe Ul
Duplicate any artifact in ploy. Treot duplicate os both enchantment
and ortifact.

¢ Counterspell INT
ABU :
¢ (reature Bond C (e
ABURATH :
Dance of Many N

( eeee DSh U2 6

Dandan SC (e Dlu WU

Deep Spawn
LGATH :

__| Krovikan Fetish and

Drafna’s Restoration

¢ Drain Power

needs f, ond each fime you do :

¢ Dreams o

Drowned SC Coe

Elder Spawn SC Re

U sees RIp U3 n i

© Energy Tap SOR C ee  DGe U
ABURATH

16,CH

( eoo0 (Ry U 1A

Phlo U W
Tap or untap torget creature. Controller of target creature may pay U2

C ooe Kile U n

ABUR

Name Kind (R Rafing Adist Cost Sets Found Name Knd (R Rofing  Afist Cost Sets Found
Description Description
Air Elemental SC U eeee RTh UU3 ABURAMH Coral Reef EN (nee  AWe UU HL
Flying. 4/4. : Put four polyp counters on Coral Reef. 0: sacrifice an Island for 2
: Amnesia SOR U eee  fiPo UUU3 DK & polyps. U: top and place +0/+1 counter on target blue creature you

control. Remove 1 polyp counter.
U eeeee /\Po UU AB,UR4TH,IA
Counter target spell as it is being cost.
B Ao U1 ABURA4TH
If target creature goes to the graveyard, do domage equaling
aeature’s toughness fo creature’s controller.
R eee Sty UU DK, CH
When casting Dance of Many, choose o creature card in ploy. Put a
token creature in ploy and freat it s if you have just summoned a
duplicate of the torget creature. If either the token or Dance of Many
leaves play, both must be destroyed. Pay UU during upkeep or
destroy Dance of Many.

AN, CH
Cannot attack if opponent has no islands. Destroyed if you have no
: islands. 4/1.
: Dark Maze SC C e RA U4 HL

0: Dark Maze can attack this turn. At the end of tum, remove Dork
Maze from the gome. Dark Maze cannot attack the tum it comes
under your control. (Two versions)
U eee  Me UUUS FE
Tromple. Toke top 2 turds from your librory and put them in your
groveyard during upkeep or destioy Deep Spawn. U: Deep Spawn
may not be target of spells or effects until end of tur. Tap Deep
Spawn if it was untopped. Do not untap Deep Spawn as normal
during your next untap phuse 6/6.
Deep Water (e JMe UU DK
U: All mana-producing lunds under your control produce U until end of
tum instead of their usual mana.

Deflection INT R eeeee MRo U3 1A
: Torget spell with one torget now fargets a legal target of your choice.
¢ Devouring Deep SC C ee Do U2 16

Islandwalk. 1/2.

SOR C e»  AWe U AQ

Take os many artifacts s you like from target ployer's graveyard and

place them on top of his or her library in any order.

SOR R eese DSh UU ABURATH
Opponent must draw oll mana from available lands. All mana in
opponent’s mana pool becomes yours.

Dream Coat U eee  AWg U L6
Change target creature’s color to another color (play as an interrupt).

?the Dead EN U eee  HHy U3 1A

U1 Put o white or black creature from your graveyard into ploy as
though it were just summoned. That creature now has an additional

* (U: 2. If the creature leaves play, remove it from the gome.

QHo U1 DK

B: Regenerates. 1/1.

My Uuu4 16
Cannot be blocked by red creatures. Sacrifice an island during upkeep
or bury Elder Spown and lose 6 life. 6,/6.

Electric Eel SC . AMa U DK
RR: Give Eel +2,/+0 and Elecm( Eel does 1 domage to you. Lose 1

life when summoning Electric Eel. 1/1.
Enchantment Alteration  INS U eeee BSp U LG, CH
Switch target enchantment from a creature to another or from a land

to another. The enchontment’s confroller does not chonge.

Enchantment Alteration has no effect if new target is not valid.
Energy Flux EN U eee Ko U2 AQ,R4TH

Each arifact requires 2 during upkeep or it must be destroyed
LG,4TH
Tap target untapped creature you control. Add colorless mana equal
to torget creature’s casting cost to your mana pool

Enervate INS C e Wi U 1A
Top target creature, lond, or artifact. Drow a card ot the beginning of
: the next tumn.
¢ Erosion L C oo PVe U DK, 4TH
Destroy target land unless its controller pays 1 or sacifices 1 life
§ during upkeep.
¢ Errant Minion EC Ce HMc U2 1A

During target creature’s controller’s upkeep, Errant Minion deals 2
domage to him or her. He or she may poy 1 for each domage he or
she wishes to prevent from Errant Minion.

Essence Flare ( oo RKF U 1A
Torget reature gets +2,/+0. Put a-0/-1 counter on the creature
during each of its controller’s upkeeps.

Feedback EE U e  QHo U2 ABURATH
Do 1 domage to controller of target enchantment dunng upkeep
Field of Dreams EW R eee KFo
i The top card in every bemry pluys face up.
¢ Fishliver Oil eoo  AMg Ul AN, CH
- Give target creature lSIOﬂd\/U"(
¢ Flash Counter ( eoo  Hilc U 16
Counter target interrupt or instant spell.
¢ Flash Flood NS C e Wi U 16, CH

Destroy red permanent of returm mountain to owner’s hand. Destroy
enchantments on target lond.

Flight EC  C eeoo AMa U ABURAMH
Target creature now hos flying.
Flood EN C eee  DDe U DK,4TH
: UU: Top target nondlying creature.
i Flying Men SC ( eeeo (Ry U AN
Flying. 1/1.
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Force Spike N Ces  BWoU (6 Invoke Prejudice N R e HMc UUUU 16 : Merchant Sroll SR C ees  LDgh U] HL
Counter target spell unless its coster spends 1 extra colorless mana. ~ : Counter an opponent’s spell summoning o creature of a color : Search library for blue instant or interrupt. Show cards to all

Force Void INT U e Mle U2 1A different from one of the creatures you control unless coster pays an opponents and place in your hand. Reshuffle library ofterwards.

Counter target spell unless its caster spends 1 extra colorless mana.
Draw o cord at the beginning of the next tum.

Forget SOR R eee [AKi UU HL
Torget player chooses and discards 2 cards from his or her hand. If
that player doesn’t have enough cards, discord the whole hand.
Ployer then diaws as many new cards as were discarded.

Gaseous Form EC C e PRo U2
Torget creature deals nor recieves domage in combat.

1G,4TH

Ghost Ship U eeee TWi (U2 DK,4TH
Flying. UUU: Regenerates. 2/4.
Giant Albatross SC Cee DCh UI HL

Flying. U1: Bury all creatures that domaged Giont Albatross this turn.
The controller of any of those creatures may poy 2 life to prevent that
wreature from being buried. Effects that prevent or redirect domage
cannot be used to counter this loss of life. Use this ability only when
Albatross is put into the graveyard from play. (Two versions)

Giant Oyster SC
You may choose not to untap Giant Oyster during your untap phase.
T: Target topped creature does not untap during its untap phase as
long os Giant Oyster remains tapped. During your upkeep, place o

-1/-1 counter on target creature. if Giant Oyster leaves play, dll
counters ore discarded.

Giant Shark SC Cee TWi US DK
When Giant Shark blocks or is blocked by o creature that hos been
damaged this tum, Giant Shark gets +2/+0 and tromple until end of
tum. Giant Shark connot attack unless opponent contrals an island.
Giont Shark is buried immediately whenever its controller controls no

islands. 4/4.

Giant Tortoise SC Cee Ko U1 AN 4TH
+0/+3 wihile untapped. 1/1.

Glacial Wall SC U eee DWi U2 e 2
0/7.

Glyph of Delusion INS C e Ve U 16

Put X counters on 1 target creature blocked by target wall, where X
is the power of the blocked creature. Creature does not untap os
normal while it has any such counter on it. Remove a counter during
areature controller’s upkeep.

High Tide NS C eeee Ay U FE
Allislands produce an addifional U until end of tum.

Adists: AMa, DTu, AWe.

Homarid SC Ce Mt U2 FE
Put a tide counter on Homarid when bringing it into play and during
upkeep. Homarid gets -1/-1 if it has one tide counter and +1/+1
when it has three fide counters. Remove all counters when there are
four tide counters on Homarid. Artists: QHo, HHu, MTe, BWa. 2,/2.

Homarid Shaman SC R ees AWe UU2 FE
U: Top torget green creature. 2/1.
Homarid Spawning Bed EN U eeee DSh | FE

" UUY: Sacrifice o blue creature to put X Comarids, which are 1/1 blue

creatures, in play, where X is the costing cost of the sacificed creature.
Homarid Warrior SC oo Mifi U4 FE
U: Homarid Warrior may not be the target of spells or effects until
end of tu. If Homarid Warior is untapped, fap it. Do not untap
Homarid Warrior as normal during your next untap phose.
Artists: RAF, DGe, DSh. 3/3.
Hurkyls Recall INS R eee NTh U} AQR,4TH
Retum ol artifacts in ploy owned by torget player to owner's hand:
enchantments on those artifacts are discorded.

Hydroblast INT C eee Ky 1A
Counter a red spell being cast or destroy a red permanent.
Iceberg EN U eee e yux 1A

Put X ice counters on Iceberg when it comes into play. 3: Put on ice
counter on lceberg. 0: Remove on ice counter to add one colorless
mana to your mono pool.
Ity Prison EN R eee  AMg U 1A
Place target creature out of play. During your upkeep, destroy lcy
Prison. Any player may pay 3 to prevent this,

llusionary Forces SCC oee
Flying. CU: . 4/4.
llusionary Presence SC R eee kiy Yy 1A

CU: U. During your upkeep, lllusionary Presence
ability of yougr zhnice until next tum. 2/2. Uets el

lusionary Terrain Uese po I
CU: 2. Al basic fonds of one type ore changed o basi lgngs of
different Iyre of your choice.

Illusionary Wall C oee Py g
Flying fist stike. CU: U, 7/4. 8
llusions of Grandeur ~ EN R eeo Qg 3 I

CU: 2. Gain 20 life when llusions of Grandeur comes int

Illusions of Grandeur leaves play, you must sacrifice 201
In IhE Eye of Chaos i .I (Ru 12

ounter all instants ond interupts unless caster pg

where X is the cost of the spell being cast. PR OVGtL Y,
Infuse NS C e RGa U2

Untap torget creature, lond, or artifact. Draw g ¢q e
- ohi lthe next um. . ok begining
nvisibility o0 AMg

Torget creature moy only be blocked by walls w

0 play. If
ife.

ABU

ART Artifact
(R Curent Rarity

°/¢ Resticted /Bonned
AC Aifuct Creature

© Islond Fish Josconivs  SC

 Krovikan Sorcerer SC
U eeee Nie UU2 HL

Labyrinth Minotaur SC
Land Equilibrium
Leviathan

Lifetap N

¢ Lord of Atlantis SC R eee

Magical Hack INT

Magus of the Unseen ~ SC

Ha U3 A :

© Mana Short

: Mana Vortex

Marjhan

: Memory Lapse

W Gumulotive Upkeep
EA Enchant Atifoct

extra X, where X is the cost of the spell being cast.

R ee My UUU4  ANRATH
Pay UUU during upkeep to untap. Cannot attack unless opponent has
islands in play. Destroyed immediately if controller hos no islands
inploy. 6/8.

inx INS C oo MK Ul HL
Target lond becomes basic land of your choice until end of tum. Draw

a cord at the begining of the next tum’s upkeep.

INS

ump (e MPo U ABURATH
Target creature has flying until end of tum.
Juxtapose SOR R eee JHo U3 LG, CH

Coster and torget player each choose their highest-asting-cost
creature and exchange control of them, then doing the some for
artifacts. Do not trode artifocts o creatures if one player has none
of them.
( eee  PMo U2 1A
T: Discard o card from your hand and drow o card. If you discarded o
black card, drow two cards instead, keeping one ond discarding the
other. 1/1.
(e Ao U3 HL
Creatures blocked by Labyrinth Minotour do not untap as normal
durin? their controller’s next untap phose. 1/4 (Two versions)
R eee My UU2

If opponent has at least as much land in play os you, he or she must
sacrifice a land for each new one opponent puts in ploy.

S R eee Me UUUUS DK 4TH
Trample. Leviathan enters play topped. Sacrifice two islands during
upkeep to untop Leviathan. Sacrifice two islands to attack with
Leviathan. 10/10.
U eeee Ao UU  ABURATH
Gain 1 life whenever opponent taps a forest.
MBe UU  ABURATH
While Lord of Atlanfis is in play, oll Merfolk in play gain islandwalk
and +1/+1.2/2.

| During your upkeep, if an

| opponent controls more fand than
you, you may search your library

| and remove up to three basic land

| cards and put them into your

© hand. Reshufile yourlibrary

! afterwards.

| (lus © 1994 Brivg Sndddy

— LAND TAX

R eeee Bg U  ABURAH
Change the text of o card being played or in play by switching one
basic lond type with another.

R eeeee Kfo Ul 1A
U1, T: Untap one of opponent’s artifacts and gain control of it unti
end of tum. If it is an arfifoct creature, it may attack and you may
use any abilites thot require tapping to activate. 1/1.

- Mahamoi Djinn SC R eeees DFr UUI  ABURATH
Flying. 5/6.
: Mana Drain INT U eeeee MTe UU 16

Counter target spell. At the beginning of your next fum, foke colorless

mana equal to costing cost of spell.
! gINS R eeee DWi U2 ABURATH
All opponent’s lands are tapped; opponent’s mana pool is emptied.

0 tis not domaged by unspent mana.
ron gEN R es  DSh UUT DK

Sacrfice o land when casting Mono Vortex or it is countered. All
ployers who control lond must sacrifice o lond durjng upkeep. Mana
Vortex s destroyed whenever there ore no lands in ploy.

SC R eeee DGe UUS HL
Does not untap during your untap phase. Cannot attock if defending
ployer confrols no islands. If you control no |slnnd§, hu_r_y Marhan.
UU: Sacrfice o creature to untop Marhan. Use this abily only during
your upkeep. UU: -1 /-0 until the end of tum. Marjhon deols 1

1 attacking creature without flying. 8/8.
domage to target ottac l'N ? AR "

Counter torget spell. Put that spell on top of its owner’s library. (Two
versions)

£l Enchont Lond
EN' Enchantment

EC Enchont Creoture
£E Enchant Enchantment

Mystic Remora EN

Naryhal SC

© 01d Man of the Sea SC

- Phantasmal Terrain £L

EW Enchant World
INS Instont

* Merchant Shi SC Ree Wil AN
: Gain 2 Ii{; if Merchant Ship attacks and is not blocked. Cannot attack
: if opponent has no islands. Destroyed if you have no islonds. 0/2.

¢ Merfolk Assassin U eee DDe UU DK
: T: Destroy target creature that has islandwalk. 1,/2.

: Merfo]&/?fhePeuﬂTridmi SC Cee JMe U ABURAH
: Merseine EC ( eee M UU2 FE

Put 3 net counters on Merseine when it s cast. Target creature does
not untap as normal if any counters remain. Creature’s controller may
pay casting cost of target crenture to remove counters.

Artists: HHu, MOK, DTu, PVe.

Mesmeric Trance EN R eee DFr UUI 1A
: CU: 1. U: Discard  card from your hand to draw a card.
¢ Mind Bomb Ueo MeU DK, 4TH

Do 3 damage to each ployer. Ployers may discard up to 3 cards. Each
discarded card prevents 1 domage from Mind Bomb to that player.

 Mistolk C € oes QHo LU i
: U: Counter any spell that targets Mistfolk. 1,/2.
¢ Musician SC R eee Ty U2 1A

CU: 1.T: Put o music counter on farget creature. During that

aeature’s confroller’s upkeep, he o she pays 1 for each music

counter, or the creature is destroyed. 1/1.
W

© Mystic Decree R eee (Do UU2 HL
: All creatures loose flying and islandwalk.
: Mystic Might (L R e Ne U 1A

CU: U1 0: Tap land Mystic Might enchants to give o creature +2/+2
until end of tum.

(e KMe U 1A
CU: 1. You may drow a card whenever target opponent successfully
costs a non-creature spell. That player may pay 4 to counter

this effect.

R eee

DCh L2 HL
First strike, Protection from red. 2,/2.

__|Land Tax and Winds
of Change: Everyone
knows the obvious combos
for Land Tox. Load up on land
and play Armageddon, or
throw down a Land’s Edge
and annihilate your opponent.
But how about using it with
Winds of Change? That's
tight, fill up your hand with
three cards a fum, and then
for one red mang, trade ‘em
back into your library for
something cooler. Change

is good.

S OF CHANGE

R eeee SV( UUI AN
T: Control creature of power less than or equal to the 0ld Man’s. May
choose not to untap Old Man. You lose control of target creature if
0ld Man becomes untapped o if its power becomes greater than the
0ld Man’s. 2/3.

Part Water SOR U eee NTh UXX 16
: Give X torget creatures islondwalk until end of fum.
* Phantasmal Forces SC U ee  MPo U3 ABURATH
: Flying. Pay U during upkeep or cord is destroyed. 4/1.
- Phantasmal Mount (U eeee IMBe Ul A

Flying. T: Target reature you contrl, which has toughness less than
3, gains flying and gets + 1/+1 until end of tum. If either creature
Jeaves play before end of tum, bury the other. 1/1.

( eeeo DWi UU A,B,U,R,A,TH
Target land switches fo any basic lond type chosen by caster.

© Phantom Monster U eeee JMy U3 ABURATH
Flying. 3/3. :
Pirate Ship SC R eeee TW5 U4 ABURATH

T: Do 1 domage to any forget. Cannot attack unless opponent has
islands in play. Destroyed immediately if controller hos no islands

inploy. 4/3.
PolurK[r)okven/ SC R eee Ml UULS I
Trample. CU: Saarifice @ land. Comes info play topped. 11/11.
Portent SOR ( eeee Do U N

You may look af the top three cards of one player’s library. Either
sl(l)éjfﬂe er library or put the three cards back on top of the library in
any order. Drow o cord of the beginning of the next fum.

SC Summon Creature

INT Interrupt
SOR Sorcery

(AN Lond

1 9 9 6 103

M A R CH

3
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Power Artifact A U e DSh LU A

Reduce the octivation cost of o torget artifuct by 2. Activation cost
becomes 1 if Power Arfifact would reduce activation cost below 1.
Has no effect on artifacts with an octivation cost of 1 or less.
Power Leak EE C e DIy U
Target enchantments requires 2 during upkeep. Power Leak does 1
domage fo forget enchantment’s controller for each unpaid mana.
Power Sink
Counter target spell unless its caster spends X more mana. Target
spell’s caster must spend all available mana from lands and mana
pool until X is met.

Prodigal Sorcerer SC  ( eeee DSh U2
T: Do 1 domage fo any target. 1/1. :
Psionic Blast INS U eeee DSh U2 ABU
Do 4 domage fo any target and 2 damage to you. :
Psionic Entity SC R e JHo U4 LG,4TH :

T: Do 2 domage fo any farget ond 3 damage to ifself. 2/2.
Psychic Allergy R
Choose a color when Psychic Allergy is cast. Do 1 domage for each
card of this color an opponent controls during his or her upkeep.
Saarifice two islands during your upkeep or destroy Psychic Allergy.
Psychic Purge SOR C eee SVC U L
Do 1 damage fo any target. If opponent causes you to discard
Psychic Purge, opponent must sacrifice 5 life.

Psychic Venom L Cee  BSH Ul

Do 2 domage to target land's controller whenever target land is

topped. :
Puppet Master EC U eee SEv UUU 16, CH :

If target creature goes to the graveyard, retum creature fo owner's

hand and destroy all enchantments on it. You may pay UUU to retum "

Puppet Master to its owner's hand if this happens.
Ray of Command INS
Untap target creature controlled by opponent and take control of it
until end of tum. You can use that creature to attack or use abilities
that require tapping.
Ray of Erasure INS C e MR U
Target ployer must toke the top cord of his or her library and place it

in his or her graveyard. Drow a card o the beginning of the next fum.
R ee Jir U I :

Reality Twist N
CU: 10U. Instead of their normal mana, plains produce R, swamps
produce G, mountains produce W, and forests produce B.

© Recall SOR U eeeee BSy U)X L6, CH
Sacrifice X cards in hand to bring X cards from your graveyard into
your hand, then remove Recall from gome.

Reconstruction SOR C eee  AMg U AR :
Bring an artifuct from your graveyard into your hond
Reef Pirates SC C e TWo UUT HL :

If Reef Pirates domage an opponent, opponent tokes the top card

from his library and puts it in his graveyard. 2/2. (Two versions)

blocked o blue creature or o blue reature blocked Sea Troll. 2/1.
Relic Bind R ee Ry U2

When forget artifact is tapped, Relic Bind's controller may do 1

domage or give 1 life to any player.

Remove Soul INT C ee0  BSy Ul
Counter target summon spell.

Reset T Uee Ne WU 6 :
Untap all your londs. Reset may only be played during opponent's
tum after his or her upkeep. :

Reverberation INS R eees JHy UU2 6 :
Redirect domage from o sorcery to its coster. :

Reyeka, Wizard Savant  SL R eee  SYC UU2 HL :

Reveka does 2 domage to creature or player and does not untop
during your next untap phase. 0/1.

Riptide INS C oo RAF U DK :
Top all blue creatures.
River Merfolk SC R eese DSH LU fE :

U: Give River Merfolk mountainwalk .until end of tum. 2,/1.
Sage of Lat-Nom ( (e

ABURATH

C owee Fh UK ABURATHIA

ABURATH

eees iTe U3 oK

6 | ARTIFACT POSSESSION RELICBARRIER 3

ABURATH
: Serendib Djinn SC

( esess Hilc U3 o
¢ Siilant Spi 5

Silhouette

¢ Slight of Mind INT

G4TH
: Snow Devil £C

6, CH

: Soldevi Machinist SC

¢ Soul Barrier N

Pe Ul "

Islondwalk. 3/3.

REEI ey

2: Target artifact
becomes tapped.

R ee  AMg UUZ N
Flying. Destroy one of your lands during upkeep. Take 3 domage if
the destroyed land is an island. 5/6.

 Serendib Efreet SC R sses Mg U2 MR
Flying. Does 1 domage fo you during upkeep. 3/4. :
ft SC R eee RTh U4 i

During your upkeep, you may change the color of Shyft to ony color
or combination of colors. 4/2. :
R eeese RSy U5 A
Flying. When Sibilant Spirit attacks, defending player moy drow o

card. 5/6. :
INS U e KFo U4 G :

Prevent all domage done until end of tum to torget creature by spells
or effects fargefing it.
SC

¢ Silver Erne U eee  MBe U3 A
: Flying, tromple. 2,/2.

; Sinbudylg SC Ue Bo U ANATH

T:Draw new card, you may only keep it if it's a land.1/1. :

Siren’s Call INS U eee AMa U  ABURATH :

Al of opponent's creatures that can attack must do so or die of end
of tum. Siren’s Call can only be played on opponent’s tum before his
or her attack. Justsummoned creatures are not affected by

Siren’s Call.

U eooee le U ABURAtIA :
Change the text of a card being plyed or in play by switching one

color word with another.
( oo [Me Ul 1A

Target reature gains flying. As long as you control any snow-covered
lands, that creature also gains first strike when blocking.

Snowfall N ( ee  PFo U2 1A
CU: U. Islands may produce an addition U when topped for mana.
Snow-covered islands may produce either an additional UU or an
additional U when tapped for mana. This mana is usable only for

cwmulative upkeep. :
U oo JHe Ul A
T Add 2 colorless mana to your mana pool. Use this mano for orifoct

activation costs only. 1/1.
£ e HMe U2 A

Torget opponent tokes 2 domage whenever he or she costs o

summon spell. That player may pay 2 to prevent this domage.
Speciral Cloak EC U esee RAI LU 6 :

Target reature may not be targeted by spells or fost effects unless it

is tapped.

T: Draw o card from your library. Each fime you do this, place one of Spell Blast INT C eses BS0 UK ABURATH :
your arfifacts in play in the groveyard.1 /1 : Counter target spell; X is casting cost of torget spell.
Sea King's Blessing NS U eo  RAF G ¢ Stasis EN R eee Flo Ul ABURAM :

1
(?ange the color of any number of target creatures to blue until end
of tum
Sea Serpent SC C oo JMe US
Connot attack unless opponent has islands in play. Bury it
immediotely if controller has no islands in play. 5/5
Seasinger SC U oo
T: Gain control of target creature if its controller confrols at least one
island. You lose control of target reature when Seasinger leaves
play, leaves your control, or becomes untapped. You may choose to
leave Seasinger tapped. Bury Seasinger whenever you have no
islands. 0/1

104 N Q U E S T

ABURATH :

AWe UL FE :

© Svyelunite Priest SC

Cards do not untap as normal. Pay U during upkeep or Stasis is
destroyed; cards still don’t untop until next untap phose

Steal Artifact EA U eee AWe UU2 ABURAH :
Toke control of forget ortifoct
* Sunken Gity BN eee iy UU DK ATH

All Blue creatures gain +1/+1. Pay Ul during your upkeep or
destroy Sunken City :
RSp U1 FE

|| eee
UU, T: Target creature may not be targeted by spells or effects until
end of tum. Use this ability only during upkeep. 1/1

: Tidal Influence N U oo

: Time Elemental SC

- Timetwister
© o Time Walk

Transmute Artifact

© Tuiddle INS
* Undertow
- Unstable Mutation EC
* Unsummon
: Updraht

: Venarian Gold £C

- Vodolian Knights SC

Name Kind (R Rofng Afist Cost  SetsFound Name Kind (R Rong Adist Cost  Sets Found
Description Desciption

¢ Sea Spirit SC U eee RA U4 IA : Tangle Kelp EC Uee R U DK
: U: +1/+0 until end of tum. 2/3. : Target creature stoys topped during unfap phase if it attacked last
¢ Sea Sprite SC U eee SVC Ul HL: 3 tumn. Top target creature when Tangle Kelp is cast.
: Flying. Protection from red. 1/1 ¢ Telekinesis R ee  DGe UU 16
¢ Sea Troll C Ue DGe U2 HL @ Torget creature deals no damage in combat this tum. It s tapped and
: U: Regenerate. Use this ability only during o fum in which Sea Troll may not untap normally during its controller’s following two
¢ was blocked or in which Sea Tro blocked o Creature. 2/1 : untap phases.
: Segovian Leviathan SC U eee  HBe U4 LG ATH @ Teleport INS R ees  DSh UUU L6, CH

Target creature may not be blocked this tum. Play after attack is
declared but before blocking is chosen.

__|Artifact Possession
and Relic Barrier: Tired of
getting crushed by people
who use Moxes? Sick of
seeing o Zuran Orb in every
single deck you face? Then
strike hack! First possess the
offending artifact so it does
two points of damage fo its
owner if used or topped. If
your opponent s foo stubborn
to use his tainted arfifact,
give him a helping hand with
a Relic Barrier.

¢ Thoughtlace INT R eee MPo U  AB,URATH
: Change the color of a card being played or already in play to blue.

¢ Thunder Wall U eee RIh LU 1A
: Flying. Uz +1/+1 until end of tum. 0/2.

¢ Tidal Fruts N Coee M U FE

UU: Al of your reatures that are blocking nonlying areatures get
first strike until end of tum. Attacking player may pay 1 for each
attocking wreatures to prevent Tidal Flats from imparting first strike to
that creature’s blocker. Arfists: RAl (two versions), SEv.

Wi U2 FE
Put 1 tide counter on Tidol Influence when casfing it ond during
upkeep. When there is 1 tide counter on Tidal Influences, all blue
areatures get -2/-0. When there are 3 fide counters, all blue
aeatures get +2/+0. Remove all fide counters when there are 4 on

Tidol Influence.
R eee  AWe U2 1G,4TH

Pay UU2, T: Retum target permanent to owner’s hand. Cannot forget
enchanted permanents. Destroy Time Elemental ond do 5 domage to
its controller if it blocks or attacks. 0/2.
SOR R eeees Mg U2 ABU
Put Time Twister in o new graveyard. Shuffle your hand, library, and
graveyord together and draw 7 cords.

SOR R eeeee AWe Ul ABU
Take on extra tum immediotely ofter the end of the one in which
you cast Time Walk.
SOR U eee  AMa UU AQ
Choose an artifuct from your library and immediately plage it in play;
also, choose an arfifact in play thot you control and put it in its
owner's groveyord. If the new artifact’s casting cost exceeds the
discorded one’s, poy the difference or Transmute Artifact doesn’t
succeed and both artifacts ore discarded. Shuffle your library ofter

playing Tronsmute Artifoct.
( eocoo RAl U AB,UA4TH

Tap or untap any single land, areature, or artifact in play. This does

not generate on effect from the torget cord.

N U ee  RAF U2 16

Creatures with islandwalk may be blocked.

( eoe DSH U ANR ATH

Torget creature gains +3/+3. Put-1/-1 counter on card during

upkeep. These counfers remain unfil creature dies or game ends,

even if Unstable Mutation is removed.
( eee DSh U  ABURATH

Return target reature to the hand of its owner. Discard

enchantments on creature.

INS U eee (Wi Ul 1A

Give target creature flying until end of tum. Drow o card of the

beginning of the next tur.

DGe UUX 16
Put X counters on target creature ond tap it. Creature does not untap
normally while a counter remains. Remove a counter during creature
controller's upkeep.

Vesuvan Doppelganger  SC R eeeee QHo UU3 ABUR
Duplicates oll characteristics except color of any one creature in play.
Moy duplicate o different creture during upkeep phase. */*.

R eeeo SV( UUI FE

First strike. U: Give Vodalian Knights flying ability until end of tum.

Bury Vodalion Knights whenever you control no islands. Knights can

not attack if your opponent controls no isleands 2/2.

( eoo



Name ind (R Roting Aist Cost efs Found Name ind (R Roting Adist Cost Sets Found Nome kind (R Rating Adist Cost Sets Found
Desaiption Desaription Description

Vodalian Mege SC C eee  Mui U2 FE © Arcades Sabboth SL R eeee [Be UUGGWW2 LG, CH : GiantTrap Door Spider SC U eee  HHy GRI 1A
U, T: Counter o target spell unless coster pays on oddifional 1. QHo, Flying. All creatures on Sabboth’s side gain +2 defense when : GR1, T: Giont Trop Door Spider ond target nonlying creature which is
SVC, MPo 1/1. untapped. W: Give Sebboth +0/+1 until end of tum. Pay WGU : umkag you are removed from the game. 2/3.

Vodalian Soldiers SC Ce Multi U1 FE : during upkeep or bury Arcodes Sebboth. 7/7. : Glaciers EN R eees Mg UW2 1A
Artists: MBe, RKF, IMe, SVC. 1/2. : Axelrod Gunnarson SL R ees SKi BBRR4 16, CH : All mountains become plains.

Vodalian War Machine  SC R eee  AWe UUI FE Trample. Each time o creature is placed in graveyord during o tumin ¢ Gosta Dirk R eee RIh UUWW3 16

Top Target Merfolk you control to allow War Machine to attack until
end of tum or give War Machine +2/+1 this tum. If Wor Machine
goes to the groveyard, oll Merfolk tapped in this monner this tum ore
destioyed. 0/4.

Volcanic Erupfion SOR R eee DSh UUUX
Destroy X mountains of your choice and do 1 damoge to each player
and creature in play for each mountain destroyed.

Wu[lofAu U eee RTh UU1 ABURAH
lying. 1/5.

Wu[|0 Kelp SC R eee AR HL @
UU, T: Put a kelp token into play. Treat this usuO/l wall. 0/3. :

Wall ofVupur SC C eee Rk ,
Connot be domaged by creatures it blocks. 0/ l.

Wall of Water SC U e RTh UUT ABURAM
U: +1/+0.0/5. :

Wall of Wonder SC U ee RTh UU2 G, CH :

UU2: Give Woll of Wonder +4 /-4 and enable it to attack. 1/5.

Water Elemental SC U ee Me UU3 ABURAH
5/4. :
Water Wurm SC Cee RS U DK

Water Wurm gains +0/+1 if opponent controls an islond. 1/1.

NEGTUED

1: Destroys all creatures,
enchantments, and artifacts
in play, including Disk itself. onc col

Disk begins tapped but

can be untapped as usual.

Wind Spirit SC
Flying. Wind Spirit connot be blocked by less than two creatures.
3

/2.

Winter's Chill
Destroy X attacking creatures ot the end of combat. X connot be
greater than the number of snow-covered lands you control. The
areatures’ controller may pay 1 or 2 for each creature to prevent it
from being destroyed. IZ only 1is paid, the creature deals and
receives no damage during combat.

Word of Undoing
Refum target creature fo the hand of its owner. Any white
enchantments you own on that creature go fo your hand.

Wrath of Marit Lage EN
Tap oll red creatures when Wrath of Marit Lage comes into play. Red
creotures do not untap during their controller’s untap phose.

Zephyr Falcon (oo HHy Ul 16,4TH
Flying. Does not tap to attack. 1/1.
Zuran Enchanter SC ( eee DSh Ul 1A

used during your tum. 1/1.

Zuran Spellcaster SC ( eeee By (2 1A
T: Do 1 domage to any target. 1/1 :
Zur's Weirding EN R eseeo [Ng U3 " :

Al ployers play with cards in hond foce up. Whenever a player drows
a card, any other player may sacifice 2 life to force the drawing
player to discard that card.

[
(

Adun Oukeﬁsﬂielﬂ sl

R eeee JMe BGR 16
GRB, T: Take a creature from your graveyard into your hond. 1/2.
Altar of Bone R eeee MBe GW 1A

Suaifice o creature to choose ane creature card from your library and
add it to your hand. Reshuffle your librory afterwards.

Angus Mackenzie SL R ees  BWo UG L6
UGW, T: Attacking and blacking creatures deal no demage during
combat. 2/2.

ART Artifoct
(R Cumrent Rarity

o/ Restricted/Banned
AC Atifact Creature

AR

Centaur Archer S

: Chromatic Armor £C
: Put a sleight counter on Chromatic Amor when it comes into play ond

v \
‘ ’{J&ml W A

For each artifact or creature in
target opponent’s graveyard, add

S mal
pool and gain 1 Iife
Virtue kas its rewards, as does its

id, the Necromancer

U sese Kfo U4 Wi

NS R ees EBe UX Wi

NS ( eeee (Ry U A
¢ Earthlink EN

R eeee iRo UU3 I
© EHlemental Augury EN
Essence Vortex
B2, T: Opponent must discard 1 card of his or her choice. Can only be

Fiery Justice

¢ Fire Covenant

Flooded Woodlands N

. Fumarole

. Ghostly Flame

(U Cumulative Upkeep
EA Enchont Artifuct

which Axelrod domoged it, take 1 life and do 1 domage to target
player. 5/5.
Ayesha Tanaka SL BWa UUWW
T: Counter artifoct effect requiring activation cost unless artifact
controller spends W. 2/2.
Barktooth Warbeard  SL

R eee

U e ARu BRR4 16

Bune(Runeuxe SL R eees ARy
Connot be target of enchant creature spells. Does not tap to attack.
6/5.

Boris Devilboon SC R eee JHy
BR2, T: Put a minor demon token, whichis o 1 /1 led and bIU(k
wreature, into play. 2/2.

U eee

T: Deal 1 domage to torget flying creature. 3/2.

choose a color. All damage done to target creature by that color is
reduced to 0. X: Put a sleight counter on Chromatic Armor ond
change the color that it protects against. X equals the number of
sleight counters on Chromatic Armor.

Spoils of War .

number of target creatures,
Da Lo your mana where X is

opponent's graveyard.
ts i the fun part!™

SPOILS OF WAR

Chromium SL R eee [Be BBUUWW2 LG, CH
Flying, rampage: 2. Pay BUW during upkeep or bury Chromium.

Dakkon Blackblade St

R eeee RKF BUUW2 LG, CH
: * equals the number of lands you control. * /*.
¢ Dark Heartof the Wood EN  ( eee  (Ry BG DK
: Sacrifice o forest to gain 3 life. :
¢ Diabolic Vision SOR U eeee AWg BU i

Look at the top five cards of your library and put one in your hand.
Put the other four on top of your library in any order.

R oo
Pay 2 during upkeep or bury Earthlink. Whenever o creature is put
|n}o Ige graveyard from play, thot creature’s controller must sacrifice
alan

3: Lok ot the top three cards of any player's library and put them
bock in any order.
INS U eee 10K BUI 1A
Bury torget creature. Creature’s controller may counter Essence Vortex
by sacrificing life equal m the creature’s foughness.
SOR R eee  MBe GRW 1A
Do 5 domage divided any way you choose among any number of
targets. Target opponent gains 5 life.
INS U eee  DFf BRI IA
Fire Covenant deals X domage, divided any way you choose among
any number of torget creatures, where X is equal to the amount of
life you sacrifice.
R eee  KFo BU2 1A
No green creature can ottack unless its controller socifices o lond
when that creature ottacks.
SOR U eeee DTy BR3 1A
Sucrifice 3 life to destroy a land and a creature.

Gabriel Angelfire SL R ee  DGe GGWW3 LG, (H

During upkeep, Angelfire gains either flying, first strike, trample, or

rompage: 3 until your next upkeep. 4/4.
N

Black and red permanents and spells are considered colarless sources
of damage.

EL Enchant Lond
EN Enchontment

EC Enchant Creature
EE Enchont Enchontment

16, © GwendynDiCorei S

: Halfdane
BGR3 6 :

¢ Hazezon Tamar SL

MBe GRI W
R eeee NP0 UWI I :

Jacques le Vert St

Put X +1/+ counters on any
distributed any way you choose,

ual to the number of
creatures and artifacts i target

Ib Halfheart, Goblin Tactician

Jasmine Boreal St

 Kasimir the Lone W
RKF - BGR3 A 5/3.
: Kei Takahashi St

Kieldoran Frostbeast
R eeee AWg BUR W

Lady Caleria N

Lady Evangela St 0o

R eosee RGy BR I

EW Enchant World
INS Instant

First strike. Creatures with islandwalk may be blocked as normal
while Gosta Dirk is in play. 4/4.

R eeeee By BBUR 16
T: Target plnyer randomly discards a cord in hand (play only during
your tum). 3/5.

R eeee [iBs BUWI L6
Make Halfdane 3/3 w hen cast. During upkeep, Halfdane may
acquire the current power and toughness of o target creature besides
itself. When there are no legal targets, Halfdane is 3/3. =/*.

R eeee RKF GRWY4 L6
On your first upkeep after Hazezon Tomar is put in play, put * Sond
Warrior tokens in play, where * is the number of lands you control.
Treat each token a5 a 1/1 red, white, and green creature. Remove
all Sand Warriors if Hazezon Tamar leaves ploy. 2/4.

¢ Hunding Gjornersen SL U ee RIh UUW3 L6
Rampage: 1. 5/4.
Hymn of Rebirth SOR U eeee RKF GW3 A

Toke o creature from any graveyard and put it directly into play under
your control gs if it were just summoned.

R eee ARy GRWI 6
Make oll your green creatures +0/+2. 3/2.

_ | Nevinyrral’s Disk, Spoils of Evil
and Spoils of War: So you've just sef
off a Nevinyrral's Disk and your opponent
has fons of arfifacts and creatures in her
graveyard. You have a Drudge Skeleton that
stuck around and you want to beef it up, but
you don’t have enough mana! Cast Spoils of
Evil for @ mere three mano, and use the
colorless mana you get to pay the X cost for
your Spoils of War. And oh yeah...os if
moking your Skeletons like 12/12 or
something isn't enough, you also gain life
for the Spoils of Evil.

U oo RKF GW3 16

: 4/5.
* Jedit Ojanen S U ees  MPo UWW4 16

: 5/5.
oftheQosedFit ~ SL U eee ARy GGR3 16

6/5.
Johan SL R eeee JTe GRW3 LG, CH

If Johan is not tapped, any of your creatures besides Johan may
attack without tapping. 5/4.
f RKF UW4 L6

fSL Ve
16, CH

R eee  SKi GW2
T: Prevent up to 2 damage to target creature. 2,/2.
U eeee [Py GW3 1A
Any creature blocking or blocked by Kjeldoran Frostbeast is destroyed
ot end of combat. 2/4.
R eeee BWo GGWW3 16
T: Do 3 domage to torget attacking or blocking creature. 3/6.

R MPo BUW 6
BW, T: Torget creature deals no domage this tum during combat.
1/2.

Lady of the Mountain ~ SL U e RKF GR4 16

i 5/

. Lody Orca SL U ee  SEv BRS 16

"

© Livonya Silone S R eee RKF GGRR2 16
First strike, legendary londwalk. 4,/4

: lordMngnus SL U eee e GWW3 L6

First strike. Creatures with plainswalk or forestwalk may be blocked.
4/3

* Marhault Elsdragon SL U ee  MPo GRR3 L6, CH
Rompage: 1. 4/6.

Marsh Goblins SL (e QHo BR 0K
Swampwalk. 1/1

Merieke Ri Berit S R eee HHy BUW A

Merieke does not untap during ifs controller’s untap phase. T: Gain
control of target creature. If Merieke Ri Berit leaves play, leaves your
control, or becomes untapped, that creature is buried. 1/1

INT Inferrupt
LAN Lond

SC Summon Creature
SOR Sorcery

M A R C H 1 9 9 6 195
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¢ Wings of Aesthir 4

Name King (R Rofing Adist Cost Sets Found
Description :
Monsoon EN R eeee Nifi GR? A i

If an islond is untopped ot the end of its confroller’s fum, Monsoon
deols 1 domage to that player ond the island becomes topped.
Mountain Titan SC
RR1: For the rest of the tum, put a +1/+1 counter on Mountain
Titan whenever you successfully cast o black spell. 2/2.

Nebuchadnezzar SL R eeees RKF BU3
Pay X, T: Nome o card. Opponent randomly reveals X cards in hand.
Opponent must discard any such cards that match the one you
nomed. (Play only during your tum.) 3/3.

Nicol Bolas SL R eee [EBe BBUURRZ LG, (H
Flying. An opponent damaged by Nicol Bolas must her discard entire
hand. Pay BUR during upkeep or bury Nicol Bolas. 7/7.

Palladia-Mors oo0

Flymi} trample. Pay WGR dunng upkeep or bury Palladio-Mors. 7/ {

Pavel Maliki Ue ARy BR4
BR: Give Pavel Maliki ?I/+0 until end of tumn. 5/3. :
Princess Lucrezia SL U SEv BUU3 6 :
T: Add U to your mana pool (pluy as an inferrupt). 5/4.
Ragnar SL eeo  /iBe BGW 6 :
UGW, T: Regenerate torget (renrure 2/2.
Ramirez DePietro L U eee PFo BBU3 6 :
First strike. 4/3.
Ramses Overdark SL R eee RKF BBUU2 6 :

T: Destroy o target creature with an enchantment on it. 4/3.
in Dreamweaver SL R ee ARy UW4

Put 7 counters on Rasputin when put in play. Remove a counter to
prevent 1 domage to Rasputin or add 1 to your mana pool (play as
an interrupt). Add o counter to Rasputin Dreamweaver during your
upkeep if he began your fum untapped. There may be no more
than 7 such counters on Rasputin. 4/1.

Reclamation EN R oo
No black creature may attack unless its controller sacrifice a lond
when that creature atfacks.

Riven Turnbull SL U ee
T: Add B to your mana poo[ (play os an inferrupt). 5/7.

Rohgahh of Kher oo
All your Kobolds of Kher Keep gmn +2/+2. Pay RRR during upkeep
gr Fgohguhh ond all Kobolds ore tapped and enter opponent’s control.

Rubinia Sﬁulsmger SL R eseee pAl
T: Gain control of turget creature. You lose control of target creature

when Rubinia Soulsinger leaves play, leaves your control, or becomes

untapped. You may choose to leave Rubinia Soulsinger topped. 2/3.
Scarwood Goblins SC Cee RS GR D
s&%ofm L Ues AR G 6
SlvnnS(urzum St U ee  Nh BUS 16, (H :
Skelelnn thp R eeese iylii BU3 1A

SL
Bury immediately if controller has no islands in play. T: Puta-1/-1
counter on g creature. 0/3. Adtists: AWe & TWad
Solkanar SwompKing ~~ SL R eeeee RKF BURZ
Swgmpwuik. Controller gains 1 life each time o black spell is cast.

5/5.

Spectral Shield EC
Target creature gains +0/+2 and it cannot be the target of
further spells.

Stangg SL R eeee AP0 GR4
Put Stangg Twin token in play when casting Stangg. Stongg Tuin
token is 0 3/4 green and red legend. Remove Stangg Twin token
from game if Stangg leaves play. 3/4.

Stormbind EN R eee
2: Discard o cord of random from your hand to do 2 domage to
ony torget. Arfists: Nth & PMo

Storm Spirit Sl R eeee Pyg
Flying. T: Do 2 domage fo target weature. 3/3. s
Sunastian Falconer U oo  (Ry GR3 6 ¢
T: Add 2 to your mana pool. 4/4
Tetsuo Umezawa S R eeees By BUR 6 :

BUR, T: Destroy target tapped or blocking creature. Tetsuo Umezawo 3

may not be targeted by an enchont creature spell. 3/3.

Tohias Andrion SL U ee ARy UW3
4/4 ;
Tor Wauki SL U eee RAF BBR2 16, CH =
T: Do 2 domage to attacking or blocking creature. 3/3.
Torsten Von Ursus Sl U ee  MPo GGW3 6 :
5.
Tuknir Deathlock Sl R eees [Dg GGRR 16

Flying. GR, T: Give target creature +2,/+2 unfil end of tum. 2/2.

S aie Rl B Hrra Comtobla ' = SG 1% DG ol i

B
el i An-Havva Inn

: Argothian Pixies
EBe GGRRWW2 LG, (H :

G Argothian Treefolk SC

¢ Aspect of Wolf EC

¢ Autumn Willow SC
16, CH

DWi 6W2 I i

RKF BUS 6

He FEM L5 Birds of Paradise

: Blizzard EIN R oo
uew2 16 :

¢ Brown Ouphe

¢ Camouflage INS

: Carapace

(6,CH :
U eeee [IOK UWI I

16, CH

Ml GR1 W

Usw3 I

16,

tum. G: Gain +1/+0 until end of tum. Pay BGR during upkeep or
bury Vaevictis Asmodi. 7 /7.

Give target creature flying, first strike, and +1/40.

 Xira Arien SL R ees HBe BRG LG,CH
Flying. GRB, T: Make torget ployer drow a card. 1/2.
Aisling Leprechaun SC C e QHo G 6 :

All reatures blocking o blocked by Leprechoun become green. 1/1.

Constable’s toughness equals 1 plus the total number of green
aeatures in play. 2/1+*
SOR U ee  BSn GGl

Gain 1+X life where X is the number of green creatures in play.

Arboria
If o ployer doesn’t cast a spell or put a card in play on his or her tum,
«reatures may not attack that player unfil after his or her next fum.

( eee  AWe GI

Cannot be blocked by artifact creatures. domage that Argothion

Pixies toke from orfifuct creatures is reduced to 0. 2/1.

( eoe

Any domage Argothion Treefolk take from an artifact source is

reduced to 0. 3/5.

R eeee Mo 6]
Increase target creature’s power and toughness by hoff the number

of forests caster has in ploy.

Aurochs SC ( eee  [Me 63 1A
Trample. Aurochs gain +1,/+0 for each other Aurochs that attacks
this tumn. 2/3.

Cannot be the target of spells or effects. G: Target ployer may torget
Autumn Willow with spells or effects fill the end of tum. 4/4.

¢ Avoid Fate INT Ce P0G 6 :
: Counter farget interrupt or enchantment torgefing o permanent
: you control. :
: Balduvian Bears SC ( eee  QHo Gl I :
2/2.
: Barbary Apes SC ( eee BWo Gl 6 :
g 2.
OBersérk INS U eeeee Dff G ABU :

Double target creature’s power and give it trampling ability until end
of tum. If attacking, destroy target creature o end of tum.
R eeess [P0 G

Flying. T: Add one mana of any color fo your mana pool. 0/1.

CU: 2. You cannot cast Blizzord if you do not control any snow
covered lands. Flying creatures do not untap.

J eee My 6 ABU
Place your attacking creatures foce down and rearronge them.

Reveal them only after defense is chosen. Ignore illegal blocks.
( oo AMo 6

Torget creature gets +0/ +2. Sacifice Corpace to regenerate the
creature it enchants. (Two versions)

Carnivorous Plant SC ( eee (QHo G3 DK,4TH
Counts as a wall. 4/5.
: (at Warriors SC ( eeee MBe GGI LG, CH
Forestwalk. 2/2. :
¢ Chub Toad SCC eee  DGe G2 T

Gains +2/+2 until end of tum when blocked or blocking. 1/1

Ehain Stasis
\

Dors it catap Saing yous wntsp fle,

U esees fBe LW T
: Cocoon EC

U ees  DGe GG2 6 i
: Cyclone

A, CH

© Doughter of Autumn  SC
AWe 663 0

ABURATH

R eesss 10K GG4 H

ABURATH :
AMa GG A :

Elvish Ar(hers
( eeee [Ge 6 A :

G1, T: Counter an artifact ability thot requires n activation cost. 1/1.
- Elvish Former S

© Elvish Hunter

© Elvish Scout SC

Name Kind (R Rofing Adist Cost Sefs Found Nome Kind (R Rafing Aist Cost Sets Found
Desaription Description
¢ Ur-Drago SL R eee (Ry BBUU3 G ¢ e Channel SOR U ee  RTh GG AB,URATH
: First strike. Creatures with swompwalk may be blocked. 4/4. : Add 1 colorless mana to your pool for each life point you sacrifice.
¢ Vaevictis Asmadi SL R eee ARy BBRRGG2 LG, CH : Citanul Druid SC Uwee IMe G
: Flying. B: Gain +1/+0 until end of tum. R: Gain +1/+0 until end of Add a +1/+1 counter whenever opponent casts on artifact. 1/1.
¢ Cockatrice SC R eeees DFr (G  ABURAH

Flying. Any non-wall creature blocking or blocked by Cockatrice is
destroyed. 2/4.

U eee HTe G LG, CH
Put 3 counters on and tap target creature you control. Creature does
not untap normally while counters remain. Remove a counter during
upkeep. During the upkeep after the lost counter is removed, creature
gets +1/+1 and flying and Cocoon is destroyed.

¢ Concordant Crossronds  EW R oo AWe 6 LG, CH
(reatures may attack or tap during the tum they are brought into pluy

¢ Craw Giant SC U eeee (Ry GGGG3 LG, CH
Tmmple Rampage: 2. 6/4

: Craw Wi /urm ( e DGe GG4 ABURATH

: 6/4

: Cumble NS C eooe iy G AQRATH

Bury target artifact. Arfifact’s controller gains life points equaling
target artifact’s casting cost.

R oo Mle (G2 AN,CH
Add 1 token per upkeep. Pay G for each token to do 1 domage per

token to all players and creatures. Destroy Cyclone if G is not paid for
each token.

R e MOK GG2 HL
W: Redirect 1 domoge from white creature o Daughter of
: Autum. 2/4.
: Deadfall EN U ee N G2 L6
(Creatures with forestwalk may be blocked.
¢ Desert Twister SOR U eeee SVC GG4  ANRATH
: Destroy any one cord in play.
: Dire Wolves ( eee RSy G2 1A
: Gains banding if you comrol any plains. 2/2.
¢ Drop of Honey R eee Ao 6 AN

Destroy Iowesr-powered ueurure during your upkeep. Drop of Honey
is destroyed when there are no more creatures.

Du:kzl/ood Boars Coeoe MK G4 16,ATH
: Earthlore L C esee DTy G 1A
: 0{ tlesp target lond fo give target blocking creature +1,/+2 until end

of tum.
¢ Elder Druid SC R eeeee RKF (3 1A
: 63, T: Tap or untap one creature, land, or orfifact. 2/2
¢ Elven Fortress EN  ( eee  Ifi G FE
: g\} Grr‘\ﬁ target blocker +0/+1 until end of tum. Atists: RAF, MPo,
 Hven Riders SC U eee MBe GG3  LGATH
; Cannot be blocked except by walls ond flying creatures. 3/3.
. Hvesof DeepShadow  SC U eee My G

g Add B to your mana pool and lose 1 lfe (play as an interrupt).

R eee AMg GI  ABURATH

First strike. Misprint: Al hn version listed power and to
i il p ughness 0s
R eee RKF Gl FE
Put a spore counter on Elvish Farmer during your upkeep. Remove 3
spore counters o put o Saproling token, which is a 1/1 green
creature, into play. Sncnhce 0 Supmlmg to gain 2 hfe 0/2.
( eoee Mifii G FE
61, T: Torget creature does not untap normally dunng controller’s
untap phose. Artists: AMa, MPo, SVC. 1/1.

Mdi G FE

( oo
G, T: Untap o torget attacking creature under your control. Creature
neither deals nor receives domage in combat. Artists: MPo, CRu, PVe.

1.

__| Chain Stasis and
Marjhan: [t sesms like
Chain Stasis is nothing more
than a less-powerful
Twiddle. . .still, it does have
ifs uses. Try unfapping a big
creature like your Marihan or
Leviathan, then spend three
mana fo tap your opponent’s

M 1o up OF untap a creature,
controller may pay |

untap any target crearure

1 ilasd 1 ot ey mene you conel 09 hlsods,
Wary Marfun,

that creature
2'4_to use Chainl Stasistotipor | o Slml:‘;mmumwuu

stdinyenly daring yvut upkorp.
4410 umell ond of rem, Mazdun desh 1t

biggest critter, paving the
way for your newly unfapped

“Kere cce go apam.”
~Kalra, Sea Troll

beastie. See ya!

N STASIS MARJHAN



Name Kind (R Rofing Adist Cost

Setsfound  Nome Kind (R Rating Adist Cost  SetsFound Name Kind (R Rofing At Cost  Sets Found
Desuiption Desaiption Description
Emerald Dragonfly SC Coe QHo G1 1G,CH : Giant Growth INS C eeee SEv G ABURATHIA : Lhurgoyf SC R eeee PV (G2 1A
Flying. GG: First strike until end of tum. 1/1. : Target creature gets +3/+3 unfil end of tum. : * equals the total number of creatures in oll graveyards. * /*+1.
Erhnam Djinn U eee  KMe G3 AN, CH : Giant Spider SC C eeee Sy G3  ABURAM : Lifeforce U eeee DWi GG ABURATH
Give forestwalk to an opponent’s creature unfil next upkeep. 4/5. ¢ Doesn’t fly, but can block flying creatures. 2/4. GG: Counter o black spell as it is being cast (play os an interrupt).
Essence Filter SOR ( eeee REm GGl IA : Giant Turtle eV . IMe G661 16 : Lifeloce INT R e AWe G ABLURA4TH

Destroy all enchontments or destroy oll enchontments that are

not white.
Eureka

Both players may put  permanent from their hand directly in play.

Players toke tums playing cards until neither wants to play any more

permanents. No other spells or effects may be used while Eureka is

in effect. If a spell has an X in its casting cost, X is 0.

Faerie Noble SC R eee  SVC G2 HL &
Flying. All faeires gain +0//+1. T: Allfoeries gain +1/-+0 fill the end
of tum. 2/2.

Fanatical Fever INS U eee JBo (G2 1A
Give a creature +3/+0 and fromple until end of tum.

Fastbond N R ee HPo G ABUR

Put as many lands in play as you like. Does 1 damage to you for
each land beyond the first you play in one tum.

Feral Thallid SC U ee RAl GGG3 fE :

Put a spore counter on Feral Thallid during your upkeep. Remove 3
counters to regenerate Feral Thollid. 6/3.
Fire Sprites a SC ¢ " eupi 1/1
Flying. G, T: Add R to your mana pool (play os an interrupt). 1/1.
Floral Spl?lzem YSC Uee RN G 16
If Floral Spuzzem attacks and is not blocked, you may destroy o
torget umﬁm under opponent's control without dealing domoge. 2/2.

Fog ING C eee My 6 ABURATH :
Creatures do not domage one another in combat.
Folk of An-Howva SC (oo

Bo 6 M
IF ussigned os a blocker, Folk of AnHowa get +2/+0 until end of
tum. 1/1. (Two versions)

Folk of the Pines SC ( eeee Mulii G4 1A
61: +1/+0 unfil end of tum. 2/5. Atists: Nth & CBu
Forbidden Lore fL R evee (Ru G2

0: Tap lond enchanted by Forbidden Lore to give target creafure
+2/+1 unfil end of tum.

Force of Nature SC

* Trample. Pay GGG during upkeep or Force of Nature does
8 domage to you. 8/8.

Forgotten Lore SOR U eeee HMc¢ G
Have an opponent choose o card from your groveyard. You may pay
6 to have the opponent choose another card that he of she has not
already chosen. Put the lost card chosen into your hand.

Foxfire INS ( e 62 )
Untap target attacking creature. Creature neither deals nor feceives
domage during combat this tum. Draw o card ot the beginning of the
next tumn.

Freyalise's Charm N

| oee MOK 66

X A
~~ 66: Draw o card when any opponent successfully cots 0 block spell

66: Return Freyalise’s Charm fo your hond. I
Freyalise Supplicant SC U ee  Mulii 61
T: Sacfce o red o white cregture fo decl domage equol fo ol the
aeature’s power, rounded down, to ony target. 1/1.
Aists: LDa & DSh
Freyalise's Winds N R eee ; .
Put a wind counter on ony permanent whenever if becomes mpplg i
Permanents with wind counters do not untap. Instead, remove cf
wind counters on those permanents.

Fungal Bloom EIN R eeee DGe :
GG6: Put a spore counter on target Fungus. :
Fungusaur ’ e gR ..og DGe 63 ABURATH :

Gets a+1/+1 counter after any tum when Fungusour has been
domaged but not destroyed. 2,/2.

Fyndhorn Brownie SC ' eee RTh
62, T: Untop a creature. 1/1.

Fyndhorn Elder (' | eeee (Ru 62 :
Fyndﬁo‘:gdﬂﬁvg sroyuurmunus%ool. ](/l;". o 6 "
bl R e P02
CU: 1. Al creoures get-1,/0. G1: Al reatutes et /-1 untilend :
Gueu?z“%]gnﬁ;lge?rof artifacts of)gonens hu.s.ir: play?\(ilf *G: 1. v
Gaea's Liege S R eeeee DWi ABURATH

to normal
T: Tum any lond into o basic forest. All orgef lands refur

ol # o

when Gaea's Liege leaves ploy. Power and toughness eqU ol

forest controller hos in play; when attacking, power “23 foug!

equal m;]mber of forests defending opponent hos 'gp P
Gaea's Toud N ( eee it

You may put one exra land into play in each of m”éé“:gsv;fw r?mnu

lond i o bosic forest. Sacrfice Gaea’s Touch 10 0

pool (ploy as on interrupt).

Ghazban Ogre SC o My G M, CH - Lond Leeches SC C ee QMo GO DK 4TH
During controller’s upkeep, Ghazban Ogre switches to the control of ; First stike. 2/2. "
the player with the most lfe 2/2 ; -eoping Lizard SC ( eeo AWe GGI :

o o 16:Flying and -0/1 until the end of tum. QAT

Giant Badger s R eeo Do GG BOOK - Ley Druid U oo SEv G2 ABUR,

s o blocker. 2/2. T: Untop aland of your chaice (play as an intemupt). 1/1-

Bodger gefs +2/+2 unfil end of tun if assigned @

/> Restricted/Banned
AC Atifoct Creature

ART Adtifoct
(R Current Rarity

¢ Gorilla Pack

e JBo Gl 16

i Ichneumon Druid S
Ifh-biff Efreet SC
A Instill Energy

R eewe DS G ABURAH

: 3(5.
¢ Johtull Wurm SC
A

I

WTe 662 W

66 fe

62 [

: "COOPERATION YAVIMAYA GNATS

Joven's Ferrets SC
: If Joven's Ferets attack, they get +0/+2 until the end of fum. At the :
end of combat, tap all creatures which blocked Joven's Ferrefs. These -

Juniper Order Druid SC

Killer Bees

0k

(U Cumulotive Upkeep
EA - Enchant Artifact

Giant Turtle may not attack if it did so during your last tum. 2/4.

Glyph of Reincarnafion  INS (e SVC 6 L6
SOR R eese [KFo (G2 6 :

Bury all surviving creatures blocked by target wall this tum. For each

such creature, choose a creature from attacker’s graveyard ond retum

it to play under attacker’s control. Ploy ofter combat.

( (oo

Cannot attack unless opponent has forests in play. Bury Gorilla Pack

immediately if you control no forests. 3/3.
S

¢ Grizzly Bears ( eoe Mg GI

oL :
¢ Hidden Path EN R eeee RAl GGGG2 DK :
All green creatures gain forestwalk. :
¢ Hornet Cobra SC (o Sktv GG1 G :
: First strike. 2/1. d
¢ Hot Springs L R eee Nl Gl I :

0: Tap land Hot Springs enchants fo prevent 1 damage to
any target.

¢ Hungry Mist SC  C eeee HHy GG2 HL
6,/2. During your upkeep, pay GG or bury Hungry Mist. (Two
versions) :
¢ Hurricane SOR U eeee DWi GX ABURATHI :
: Do X damage to all players and flying creatures. :
¢ lce Storm SOR U eee DFr (2 ABU
Destroy any one lond. :
Ue MBe GG 6 :

Do 4 damage to any opponent casfing an instant, except for the first
one cast by that opponent that tum. 1/1.
R eee
Flying. G: Do 1 domage to all players and flying creatures; this ability
may be used by any player. 3/3.
E U eeee DWi G
Untop farget creature one extra fime per tum; torget may attack
when it comes info play.
Ironroot Treefolk SC

( eeo

My 64

U eee

DGe G5

A
Johtull Wurm gets -2/-1 for each creature assigned to block it beyond

the first. 6/6.

Yavimaya C

\

i ‘Target creature gains banding.

! “The Elves train our healers, and

| toe keep the Orcs at bay. Most

! Eloish bargains aren't as fair”” |
| —General Jarkeld, the Arctic Fox

( ooe

AWe G HL

creatures do not untap as normal during their controller’s next untap
phose. 1/1
( oo e G2 A
T: Untap a lond of your choice at the speed of on interpt. 1/1-

SC U eeees PFo GG
Flying. G: Give Bees +1/+1 until end of tum. 0/1.
Kudzo Re  Io GO
When torget land is tapped, it is destroyed. Unless thot was the lost
lond in play, the player who justost o lond to Kudzu must place it on

any other land in play. Kudzu is discorded when olllands i play
ore discarded.

EC Enchont Creature

£L Enchant Lond
EE Enchont Enchantment

EN Enchontment

Ao G2 w i
ABURATH

¢ Llanowar Elves
: Lure

¢ Lurker
Maddening Wind EC
: Mammoth Harness EC

Marsh Viper SC

¢ Master of the Hunt SC
My 662 W

i Metamorphosis
ABURATH :

ABURATH :

: Natural

© Night Soil N
ABUR
: Pale Bears SC

- People of the Woods ~ SC

© Pixie Queen SC

£ Enchant World
INS [nstont

: Changes the color of one card in play to green.

¢ Living Arfifact R eee  AMa G ABURATH
Put 1 counter on target arfifuct per life you lose. During upkeep, you
may trade one and only one counter for 1 life.

* Living Lands EN R e My G3 ABURATH
Treat all forests in play a5 1/1 creatures that can be topped for 6.

¢ Living Plane R eee BWo GG 16

W
Consider all lands in play both lands and 1/1 creatures that may not
be topped when first put in play.

SC ( eeee AMg G ABURATH
T: Add G to your mana pool. Played os an inferrupt. 1/1.

EC U eeeee Mg GG1 ABURATHU
Al creatures that can block torget creature must do so.
R eee  AMa G2 DK
Lurker connot be the target of spells unless it attacked or blocked this
tum. 2/3.
U eee DWi G2 1A
CU: 6. During target creature’s controller’s upkeep, Maddening Wind
does 2 damage o that player.
R e MBe G3 HL
Torget creature looses flying. Creatures essigned to block or who are
blocked by Mommoth Homess get first strike until the end of tum.
( e RS G3 DK,4TH
Opponent takes 2 poison counters when domaged by Viper.
(])ppzonem loses whenever he or she has 10 or more poison counters.

R eeese Jie (G2 16
662: Put o Wolves of the Hunt token, a 1/1 green creature that
may band with other Wolves of the Hunt, in play. 2/2.

SR C e (Ru G AN, CH
Saarifice creature for costing cost + 1 mana of any color, which can
only be used for summonings.

i Moss Monster C oo Ny 662 16
3/6.
i Naf's Asp SC Cee (RuG AN, 4TH

If Naf's Asp hits opponent, it does 1 point of domage during

opronem's next upkeep unless 1 is paid. 1/1.
Selection NS R e MPo G

Look at the top 3 cards of any library. You may then shuffle

that library.

ABU

__| Cooperation and
Yavimaya Gnats: Hoving o
banding defender gives you
the luxury of being able to
block with all of your creatures
without having to worry about
them dying. If you've got
regenerating creature like
Yovimaya Gnats, it's even
better. Just load ol the

domage onto the cooperafive
gnats and regenerate them.
The rest of your creatures
come ouf without a scratch.
Ah, isn't teamwork great?
Nature's Lore SOR U eee REm Gl 1A
Search your library for one forest and put it in play. This does
not count against your normal lands-played fimit. Reshuffle your
: library afterwards.
© Niall Silvain SC R eee  (Ru GGG DK
GGGG, T: Regenerate target creature. 2/2.
( eoo M GG fE

1: Take two creatures in any graveyard and remove them from the
qame to put o Saproling token, whichis a 1/1 green creature, in
play. Artists: SEv, HHu, DTu. )
R oo AWo G2 1A
Islondwalk. 2/2.

U oo DIy 66
*=number of forests controlled by controller of Peaple of the Woods.
1/

R eee  QHo GG2 L6
GGG, T: Give turget creature flying until end of tum. 1/1

INT Inferrupt SC Summon Creature
AN Land SOR Sorcery
M A R C H 19 9 6 107
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¢ Scarwood Hag SC

Name ind (R Rafing Adist Cost  Sefs Found
Desciption
Powerleech N U eee (Ru GG A i

Take 1 life each fime an opponent’s arfifact becomes tapped, or each
time the activation cost of an opponent’s artifacts is paid. Powerleech

AT

is not triggered by continuous artifacts.

Pradesh Gypsies SC (e (QHo G2
61, T: Give torget creature -2/-0 until end of tum 1 / 1.
Primal Order EN R eeeo pA HL

During player’s upkeep, Primal Order deals 1 dumuge to that player
for each non-basic land he or she controls.

Pygmy Allosaurus SC R eee Ao G2 i
Swompwalk. 2/2. :
Pyknite S¢ ¢ EBe G2 A

Draw o cord o the beginning of the next tum. 1/1.

Rabid Wombat U eee KFo GGZ
Gains +2,/+2 for each enchontment cast on it. Rabid Wombat does
not tap when attacking. 0/1.

Aty

Cumulnme U
. Damage dealt ?vy mmmu

| interr ngu. and sorceties is

Though
Lmtum wuh flying do not untap
dunng their cnmmlkr‘s untap

6, H :

e e e et — - a—

| 5, 2: Bring onc enchantment card
from you (,; lurd to your hand.
lifeless, u

possessed a strange poteer over the
Jlows of magic.

Forestwalk. G2, T: Control target artifoct. Opponent may counter this
by paying 2. You lose control of farget artifact whenever Scarwood
Bandits leave play. 2/2.

| eeco
GGGG, T: Give target creature forestwalk until end of tum. T: Remove
forestwalk from target creature unfil end of tum. 1/1.

¢ Scavenger Folk SC C eee  DDe G
61: Saaifice Scavenger Folk to destroy torget artifact. 1/1. :
Seryb Sprites SC ( eoee AWe G ABURATH :
: Flying. 1/1.
i Shambling Strider SC  C eee DSh GG4 I
i GR: +1/-1 until end of tum. 5/5.
¢ Shanodin Dryads SC C eeee Ao G ABURATH :
Forestwalk. 1/1.
¢ Shelkin Brownie SC Ce DSh Gl IE g
T Remove the banding ability from target creature until end of fum.
e NS C oo Do G hL
Torget creature gefs 5/0 until the end of tum. (Two versions)
Singing Tree R eeee PAI (3 AN
T: Reduce attacking uemurespower to 0 until end of tum. 0/3.
__| Energy Storm and
Skull of Orm: If you hate
direct damage, then this is

the combo for you. When you
1un out of mana fo pay the
Energy Storm’s cumulative
upkeep, let it go to the
graveyard, then bring it back
with the Skull of Orm. The
upkeep s set back fo one, and
your opponent is stuck holding
a handful of useless Fireballs
and Disintegrates.

¢ Skuell still

ENERGY STORM SKULL OF.ORM

Radjan Spirit SC U eees (Ry 63
T: Target creature loses flying ability unfil tum ends. 3/2. :
© Rebirth SOR R ee  MTe GGG3 LGATH

Each player may be healed to 20 life. Any player so choosing antes
an additional card from the top of his or her library. Remove if not

playing for ante. g
Regeneration EC  C eeo (Ho GI ABURATHIA :
G: Target creature regenerates. 3
o Regrowth SOR U eeees DYi Gl ABUR :
Bring o card from your graveyard into your hand.
Reincarnation INS U eee Bz GG1 6 :

If torget reature goes to the graveyard this tum, put a creature from
that graveyard directly into play under the control of the target
cregture’s owner.

Renewal SR C e
Sacifice a land to search your libarary and put a basic lond into play.
This does not count towards your one land per turn limit. Reshuffle
your library oftenwards. Drow o card af the beginning of the next

tum's upkeep. :
Revelation W R ee Ko G LGH :
Play with oll cards in hand face up. :
Rime Dryad SC ( eee HHy G I :
Snow-covered forestwalk. 1/2. ;
Ritual of Subdual EN R eee JHo GG4 A

CU: 2. All mang-producing lands produce colorless mana instead of

their normal mana.
Root Spider

If ossigned os a blocker, Root Spider gains first strike and +1/+0

until the end of tum. 2,/2
Roots £C

Tap torget creature without flying. That creature does not untap

during its controller’s untap phase.

Rust INT C oo 1006 6 :
Counter target arfifact effect that requires an activation cost. :
Rysorian Badger SC R e HHy G2 HL

If Rysorian Badger attacks and is not blocked, you may choose to

have it deal no domage this fum. INStead, remove from the gome no {
- Sylvan Paradise

more than Two creatures from opponent’s graveyard. Gain 1 life for
each creature removed. 2/2

108 N Q U E ST

L64TH

¢ Speciral Bears SC
i Spitting Slug s
¢ Spore Cloud INS

KFo 62 H ¢

Spore Flower

SC Ue MK 63 W

U ee Ne G3 HL

Sylvan Library EN

Snowblind [C R oo DSh 63 1A
Torget creature gets -* /-~ * equals the number of snow-covered
londs the defender controls when the creature atfacks. Otherwise, *
equals the number of snow-covered lands the creature’s confroller
owns. Creature’s foughness connot be reduced below 1 this way.

| esee

If Spectral Bears is declared as an attacker and defending player

controls no black cards, Spectral Bears do not untap during

controller’s next untap phase. 3/3.

U oo AMa GG DK

G1: Give Slug first strike until end of turn. If this ability is not used,

every reature blocking or blocked by Spitting Slug gains first stiike

until end of tum. 2/4.

Top all blocking creatures. No creatures in combat deal damage this
fum. No creatures now in combat untap as normal during their
controller’s next untap phase. Artists: Jiy, SVC, AWe.

SC U eee  MOK GG FE
Put a spore counter on Spore Flower during upkeep. Remove three
counters from Spare Flower to prevent creatures from dealing
domage in combat. 0/1.

Stampede
All attocking creatures get trample and +1/+0 unfil end of tum.
Storm Seeker INS U eeeo MPo (3 L6, CH

Do 1 point of damage to opponent for every card he or she has
in hand.

Target areature deals no domage. It gains X toughness, where X

equals its casting cost.
R eeee Hilc Gl L6,4TH

You may draw 2 extra cards during your draw phase, then either put
two of the cards back or sacrifice 4 lives per card not reploced.

INS U oo RAF G 16
(;mnge the color of one or more target reatures fo green until end

of fumn.

M 61 oK
Thelonite Druid SC

DK

: Thelon's Curse EN

i Thermokarst

Thicket Basilisk

/A
¢ Thom Thalld SC

Titania’s Song

Touch of Vitae

Trailblazer
PMo 61 HL :

¢ Venom ( ( eee Wi GGI

¢ Venemous Breath INS
C soes Il 661 i

IS R eoeee Jilg GG] I

: Whirling Dervish

Name Kind (R Rofing Afist Cost  Sets Found Name Kind (R Roting Adtist Cost Sets Found
Desaription Destription

¢ Sandstorm INS C e BSn G ANATH & Tarpan SC C oeo  MOK G 1A
: Do 1 damage to ol attacking creatures. : You gain 1 life if Tarpan goes to the groveyard from play. 1/1.
¢ Savaen Elves SC C e RSP G DK Thallid SCC eee Ml G
: GG, T: Destroy farget enchant lond. 1/1. : Put a spore counter on Thallid during upkeep. Remove three counters
¢ Scaled Wurm SC ( eee DGe 67 1N from Thallid to put a Saproling token, whichis o 1/1 green creature,
; : in ploy. Atists: EBe, DGe, JMy, RSp. 1/1.
¢ Scarwood Bandits SC R eeee NPy (G2 DK : Thallid Devourer SC U ee  RSp GGI FE

Put a spore counter on Thallid Devourer during upkeep. Remove three
counters to put o Saproling token, whichis a 1/1 green aeature,
into play. Sacrifice o Soproling to make Thallid Devourer +1,/+2 until
end of tum. 2/2.

U eeee MOK G2 FE
61, T: Suaifice a green creature to tum your forests into 2/3
aeatures until end of tum. 1/1

¢ Thelonite Monk R eeee BWg (G2 FE
T: Saaifice o green creature to fransform a target lond into a basic
forest. 1/2.
Thelon’s Chant EN U eee  MBe GGI FE

Do 3 damage to any player who puts a swamp into play without
putting a-1/-1 counter on o creature he contrals.

R eee PVe (G FE
Blue creatures do not untap as normal. During upkeep, o blue
ceature’s controller may pay U, in addition to other untap costs, to
untap one and only one creature.

SOR U eee  KMe GG 1A
Destroy target land. You gom 1 life if thot lond is snow-covered.

U eeee DFf GG3 ABURAH
Any non-wall creature hlo(kmg or blocked by Basilisk is desnoyed

Mufi GG1 FE
During your upkeep, put a spore counter on Thom Thallid. Remove 3
counters to have it deal 1 domoge to any target. Artists: DGe, HHu,
Iy, MTe. 2/2.

( oo

¢ Thoughtleech EN U eeee /e GG 1A
: Gain 1 life whenever torget opponent taps an island.
: Timber Wolves SC R eee MBe G AB,URATH
H Bands. 1/1.

Tinder Wall SC ( eeee REm G A

Sacrifice Tinder Wall to add RR to your mana pool. R: Sacifice Tinder
Wall to do 2 domage to target creature it blocks. 0/3.
U eee  KKo 63 AQR,4TH
Every non-creature arifact in play loses its usual abilifies and
becomes an artifoct creature with power and toughness equal to ifs
costing cost. Should Titania’s Song leave play, artifucts revert fo
normal just before the next tum’s untap phase.
INS U eee (Wi G2 1A
Target creature may untap an additional fime this tum. That creature
may attack or use abilities requiting the T symbol this turn. Draw a
card ot the beginning of the next fum.
racker SC R eeee JMe GGI DK

66, T: Tracker does damage equal o its power to target creature.
Target creature does domage equal to ifs power fo Tracker. 2/2.

INS R eeee JBo (G2 A

Torget areature may not be blocked this tum.

¢ Tranquility ( eeee [DSh G2 AB,URATH

: Discard ol enchantments in play.

¢ Tsunami SOR U ee RTh G3 ABURAH

: Destroy all islonds in play.

¢ Typhoon SOR R e AMa G2 16
Do 1 damage to opponent for each islond he or she confrols.

: Untamed Wilds SOR U e NTh G2 LG,4TH

Search your library for one basic land and put it in play. This does not
count as your normal land-played. Reshuffle your library ofterward.
DK, 4TH

All non-wall creatures blocking or blocked by torget creature are

destroyed after combot.
U eee Wi 63 1A

All creatures blocking or being blocked by torget creature are
destoyed ofter combat.

i Verduran Enchantress ~ SC R oo KBr GGl ABURAM
: Draw a card each fime you cast an enchantment. 0/2.
: Wall of Brambles SC U eee  AMa 62 ABURATH
H G: Regenerates. 2/3.
: Wall of lce SC U ees RTh G2 ABURATH
0/7.
Wall of Pine Needles ~ SC U eee  BSn 63 IA
: 6: Regenerate. 3/3.
¢ Wall of Wood SC (e Me 6 ABURAH
: 0/3.
- Wanderlust U eee (B G2 AB,URA4H
Stream of Life SOR ( eeee iPo GX ABURATH : Do 1 damage to controller of target reature during upkeep.
Target player gains X life. : War Mammoth SC ( eeeo JMe (3 AB,URATH
© Stunted Growlrv SOR R eeee Nth (63 I Trample. 3/3.
Torget ployer must choose three cards from his or her hand and put Web R eeoo RAl G ABURATH
; them on top of his library in any order. : Target creature gains +0,/+2 and may block flying creatures.
. Subdue INS C ee  BSn G 16 Whippoorwill U eeeo DSh G

GG, T: Target creature may not regenerate or be the forget of
damugeprevennng or domage-edirecting spells or effects. If target
areature goes to the graveyard, remove it from the gome. 1/1.

U eeee SVC GG LG,4TH
Protection from black. Gains +1/+1 after each tum in which it
domages opponent. 1/1.
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ManaElare

__| Manabarbs, Mana Flare and
Circle of Protection: Red: Ow! Ow!
Ow! In this set-up, whenever anybody tops o
land they take two damage, but they also
get two mana. Sucks for your opponent and
you. . .unless you have a COP: Red out.
Then you can just tap a land for two mana,

from one red source. If
deals damage 1o you more
once in 8 turn, you may pay 1

Whiteout INS U eeee Nih Gl A i
Allflying creatures lose flying unfil end of tum. If Whiteout is in your
graveyard, you may socrifice o snow-covered lond to retum it to
your hand.

Wiitigo SC MBe GGG3 W :
Put six +1/+1 counters on Wiitigo when it comes into play. During
your upkeep, put a +1/+1 counter on Wiitigo if it hos been blocked
or hos blocked since your lost upkeep. Othenwise, remove o +1/+1
counter from Wiitigo. 0,/0. :

Wild Growth L C eee  MRa G ABURAthIA :
Whenever target land is topped for mana, Wild Growth provides an
extra 6.

R eee

Willow Faerie SC C e SVC G W
Flying. 1/2.
Willow Priestess SC R eeee SV( (G2 L :

T: Toke Faerie from your hand and put it directly into play as if it
were just summoned. 62: Torget green creature gains protection from  :
block until the end of tum. 2/2. :
Willow Satyr SC R ee JMe GG2 16
T: Goin control of target legend. Lose control of this legend if Willow
Satyr untaps, leaves play, or leaves your control. You may leave

Willow Satyr topped. 1/1.
Winter Blast SOR U eese KFo GX GATH :
Top X target creatures. Do 2 domage to each torget creature :
~ with flying. :
Wolverine Pack SC C ee JMe GG2 6 :
Rampage: 2. 2/4.
Wood Elemental SC R BSn 63 6 :

*=the number of untapped forests you sacificed when casting Wood
Elemental. * /*. :
Woolly Mammoths SC C eee DFff GGI W :
Gains trample if you control any snow-covered londs. 3/2. :
Woolly Spider ( eeee DGe GG I :
Doesn’t fly, but can block flying creatures. Woolly Spider gets
+0/+2 until end of tum if it blocks a flying creature. 2/3. :
Wormwood Treefolk ~ SC R eee My GG3 0K :
BB: Give Wormwood Treefolk forestwalk until end of tum and :
lose 2 life GG: Give Wormwood Treefolk swampwalk until end of tum
ond lose 2 life.. 4/4. 3
( eoee SV( (1 N

Wyluli Wolf SC
T: Give o creature +1/+1 until end of tum. 1/1.

Yavimaya Gnats SC U eeee DF (2 1A
Flying. G: Regenerate. 0/1
RED

Active Volcano INS C e BSn R 16, CH

Destroy blue permanent or return island to owner’s hand. Destroy
enchontments on farget lond.

Frathi Berserker SC U ee  MBe RRR2 16
Rompage: 3. 2/4. H
Aggression EC U eeoo REm R2 I

Target non-wall creatures gains first strike and trample. Destoy that
aeature af the end of any turm in which it did not attack.

Aladdin SC R eeee By RR? ANCH
RR1: Steal artifact. 1/1.

Ali Baba SC U eee JBa R AN,ATH
R:Topawall. 1/1.

Aliban's Tower INS C oo JMe IR HL
Target defending creature gains +3/+1 fill end of tum. (Two
versions)

o Ali from Cairo SC R eees MPo RR2 AN
You cannot be reduced below 1 life due to domage while Al is in
play. 0/2.

Ambush INS ( eee ARg 3R HL |

All blocking creatures et first stike.

o/ Restiicted /Banned ART Atifoct
AC Atifuct Creature (R Cument Rority

: An-Zerrin Ruins EN

 Ancho Ancestor SC
¢ Anaba Bodyguard SC

¢ Anaba Sheman

¢ Ball Lightning SC
Barbarian Guides SC

: Battle Frenzy

 Blood Lust
© Blood Moon
 Bone Shaman SC

 Brand of Il Omen tC

(U Cumulative Upkeep
EA- Enchant Arifoct

Ambush Party SC

( oo

PoR 4 HL

First Strike. May attack the tumn it comes into play on your side. 3/1. &

(Two versions)

R eee

(hoose a creature type. That creature type does not untap during

untap phase.

R ee  AMa Rl HL

T: Target Minotour gets +1/+1 fill end of tum.
(e

First strike. 2/3. (Two versions)
( eeo  AMo R3 HL
R, T: Anaba Shaman deals 1 domage to target creature or

player. 2/2. (Two versions)

¢ Anaba Spirit Crafter SC R eee  AMa RR2 HL
All minotaurs are +0/+1.1/3. :

¢ Anarchy SOR U eeeee PFo RR2 n
Destroy all white permanents :

¢ Artifact Blast INT C e MPo R AQ

i Counter any artifact as it is being cost.

og SC Cee My R AQR

: 0: +2/+2; sacifice one of your artifacts in ploy. 1/2.

¢ Avalanche SOR U eee  BSp RR2X 1A
Destroy X snow-covered lands.

¢ Backdraft NS U eee  BSp RI 16

: Do half the damage (round down) done by one sorcery fo the
sorcery's caster.

- Balduvian Barbarians ~ SC C ee  MPo RRI 1A
3/2

: Balduvian Hydra SC R ees  MBe RRX 1A

Put X +1/+0 counters on Bolduvian Hydra when it comes into play.
0: Remove a +1/+0 counter to prevent 1 domage to Balduvian
Hydro. RRR: Put 0 +1/+0 counter on Balduvian Hydra during your
upkeep. 0/1.

R eeee (QHo RRR
Trample. Ball Lightning may attack in the turn in which it is
summoned. Bury Ball Lightning ot the end of the tum in which it was
summoned. 6/1.

DK, 4TH

( eee RIh R2 A
R2, T: Give farget creature o snow-covered landwalk ability of your
choice until end of tum. Return that creature to its owner's hand at
end of tum. 1/2.

NS ( eee BSn R2 1A
All your green reatures gain +1/+1 until end of tum. All your other
areatures gain +1/+0 until end of tum.

Beasts of Bogardan | eee DGe R4 16, CH
. Protection from red. Gains +1/+1 if opponent controls white cards.
" id Maiden SC Cee Ko RZ ANATH
: Flying. 1/2. i

¢ Blazing E?figy SC Cee SR 16

When placed in the graveyard from play, Blazing Effigy does 3
domage fo torget creature. 0/3.

NS C eeee AMg RI 1G,4TH
Make target creatures +4 /-4 unfil end of tu. This makes toughness

no lower than 1.

l R eeeo TWi R? DK, CH
Turn all nonbasic lands into bosic mountains while Blood Moon is
in play.
( oo AMo RR2 A
B: Creatures damaged by Bone Shoman this tum cannot regenerafe
3/3

R eee RAI R3 1A
CU: R Torget creature’s controller may nof cast summon spells

* Brassclaw Orcs SC Coe Mutii R2 FE

Cannot be assigned to block creatures of power greater than 1.
Atists: RAI (two versions), DFr, HHu. 3/2.

EL Enchant Lond
EN' Enchantment

EC Enchont Creature
EE Enchant Enchanfment

| 12 Provent all damage againstyou | |

a source

cach time (o prevent the damage,

DDe RR2 HL G

Mo R3 W

Caverns of Despair N

Chain Lighting

i Chaos Moon

Crimson Kobolds

© Curse of Marit Lage

Disharmony

Disintegrate

i Dwarven Song

EW Enchant World
INS Instant

ond use the extra mana to profect yourself

from the Manabarbs damage.

|
¢ Brothers of Fire SC ( ee  Mle RRI DK, 4TH
i RR1: Do 1 damage to any target as well os 1 damage to you. 2/2
: Brute, The EC C e MPo Rl 16,4TH
: Target creature gains +1/+0. RRR: Regenerates.
: Burrowing EC  C eee MPo R ABURATH
i Target ceature gains mountainwalk.
: Cave People SC U eee DIy RRI DK, 4TH

Cave People get +1/-2 until end of tum when they are declared an
attacker. RR1, T: Give target creature mountainwalk until end of tum.
1/4.

L R eo  HMc RR2 L6
No player may attack with more than 2 creatures, nor block with
more than 2 creatures, per fum.

SOR C e SEtv R L6
Do 3 domage fo o target. Whenever Chain Lightning does damage,
the target or target controller may pay RR for Chain Lightning to do 3
damage to a target of his or her choosing.

¢ Chandler SL( eee  DSh R4 HL
: RRR, T: Destroy target ortifuct creature. 3/3.

i Chaoslace INT R eee DWi R  ABURATH
: Changes the color of o card being ployed or in play fo red.

¢ Chaos Lord SC R eee BSn RRR4 A

First strike. Chaos Lord can attack the first time it comes into play on
asside, but not the first time 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.

EN R eee DTy R3 A

Count the number of permanents during each upkeep. If it ispdd, all
red creatures gain +1,/+1 and all mountains produce on additional R
when tapped for mana. If it is even, oll red reatures get -1/-1 and
all mountains produce colorless mana.

N

(revasse U oo RA R2 16
i Creatures with mountainwalk may be blocked.

: Conquer fL U eeeee RGu RR3 "
1 Take control of target lond. I i

Crimson Kobolds are red creafures. 0/1.

* (rimson Manticore SC R eee ‘DGE RR2 16,4TH
: Flying. R, T: Do 1 domage to torget attacking or blocking creature.
Y/

¢ Crookshank Kobolds S(d (m° O/][RU 0 16
: res. 0/1.

: (rookshank Kobolds are re (re; S P X

Tap ol islands when Curse of Marit Loge comes into ploy. Islonds do
not untap during their controller’s untap phose.
(

: Desert Nomads (oo (R R2 AN
: Desertwolk. Immune to damage from Deser's. 2/2.
- Detonate SR U ee  RAF RX AQ,4TH

ifact: Xi i the target artifact.
Target on arfifact: X is the casting cost of
Det%nme destroys farget artifoct, doing X points of domage to
artifuct’s controller. Artifact creatures destroyed by Detonate may

not be regenerated. . as

INS BWa R2 16
Target attacking creature is untapped and placed under your control
unfil end of tum. It is no longer considered n attacker. Play before

blocking is chosen. O C eoos Mo R ASURATH
Do X domage fo o forget. If torget dies this tum, it is removed
from gome. Creatures affected cannot be regenerated

NG U ee DFt R

L6
y number of target creatures fo red until end

Change the color of an

of tum. ABUR
G( U eeee AWe RR2  ABUR4TH
Dmg?lt;irlgh?:pe 1/+0: if more,than RRR is spent this way in ane fum

Dragon Whelp dies af end of tum. 2/3

SC Summon Creature

NT Intesrupt
upaEe SOR Sorcery

AN Lond
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Desaripfion
Dwarven Armorer SC R eeee BWg R FE

R, T: Discard o cord from your hand fo put 0 +0/+1 ora +1/+0
counter on target creature. 0/2.
Dwarven Armory EN
2: Sacifice a lond to put a +2/+2 counter on a creature. You may
only use this ahility during your upkeep.
Dwarven Catapult NS U ooe
Does X damage, divided evenly among all of your opponent’s
areatures (round down) .

Dwarven Teom SC U eee KB R2 ABU :
T: Destroy a wall. 1/1 -
Dwarven Lieutenant SC Ue JMe RR FE :
R1: Give target Dwarf +1/+0 until end of tum. 1/2. :
Dwarven Pony SC Re MOK R HL :

R, T: Torget Dwarf gets mountainwalk unfil the end of tum. 1/1.
Dwarven Sea (lan SC U e

attacking or blocking creatures. Only use this ability if creature’s

controller controls any islands.
Dwarven Soldier SC

If Dwarven Soldier blocks or gets blocked by Orcs, it gains +0/+2

until end of tum. Arists: RAI, RAF. 2/1.

( oo

Dwarven Trader S¢ e
1/1. (Two versions) :
Dwarven Warriors SC ( eeeee DSh R?  ABURATH :

T: A areature of power no greater than 2 becomes unblockable unfil
end of tum. 1/1.

 Feint NS C e

Fireball

SetsFound :

R esee RTh RR2 " Fire Elemental SC

e R i Firestorm Phoenix SC

AWe R2 H
T: At the end of combat, Dwarven Sea Clon Deals 2 domage fo forget
e o

Osh RI fE:

MOK R B

Top oll reatures blocking forget attacking creature. Target and its
blockers deal no domage in combat.

SOR ( eeee [iTe RX
Do X domage, divided evenly among any number of targets
(round down). Pay 1 for each torget beyond the first.

: Firebreathing EC Cee Dir R
R:+1/+0.
: Fire Drake SC U ee (Ru RRI DK, CH

Flying. R: +1/+0 until end of tum. Only 1 R can be used in this

monner. 1/2
MBe RR3

U eee

Flying. Return Firestorm Phoenix to owner’s hand if it goes to the
graveyord from play. Ilso it may not be cast that tum. 3/2.

¢ Fissure INS C eeee DSh RR3
Bury torget lund or creature. :
¢ Flame Spirit ( U e JHo R4 A
R: +1/+0 until end of tum. 2/3. :
: Flare INS

Flore does 1 domage fo any target. Draw a card ot the beginning of
the next tum.
Flashfires SOR U eeee DVi R3
Destroy all plains in ploy.
k INT R eeeee AWe RR
Duplicate o sorcery or instant just cast. Fork’s color remains red and
Fork’s caster may choose gs torget.
S

¢ Frost Giant U eee DG RRR3 6 :
: Rompage: 2. 4/4. :
: Game of Chaos SOR R eee DTy RRR I

Choose target player and flip o coin. If you win, you gain 1 life ond
that opponent fakes 1 damage. Othervise, you lose 1 life and that
opponent gains 1 life. The winner decides whether to continue. The
stakes double each round.

Chandler

@: Sacrifice Ashnod's Transmo-
grant to put a +1/+1 counter on

__| Chandler and
Ashnod’s Transmogrant:
If this guy was any kind of
thief, he could steal those
artifact creatures without
always breaking them.
Unfortunately, he’s not very
good af what he does. So the

with one of your opponent's

~ CHANDLER

|| eoe

Dwarven Weaponsmith ~ SC MPo R1 AQR
T: During upkeep, add a +1/+1 counter to any creature. Sacrfice on
artifact each time you use this ability. 1/1

Earthbind EC ( eeo (QHo R ABUR
Do 2 domage fo and removes flying ability from target creature.
Does not affect nondlying creatures.

Eurlh Elemenlul SC U eee [DFr RR3  ABURAM

et R non-orifact aeatures, fry
A s ot et tempting Chandler by zapping
ke mesly for Do R Ihe the creature with Ashnod's
T Transmogrant. Then lef
Chandler do his dirty work and
break the beefed-up victim fo
© Giant Strength (C C eooe JHy RR (GATH
Make torget creature +2/+2. :
Glacial Crevasses EN R ee  MRa R2 N

Eunhquuke SOR R eee DFr RX
Do X domage to ol players and nonflying creatures in play.
Eron the Relemi}ess St
ER/R regenerates. Can oftack the tum it comes into play on your side.
7

/

Errantry £C

target creature attacks.

Evaporate SOR U e AR R2 HL
Deal 1 domage to each blue ond white creature.
Eternal Flame SR R e IPo RR1 K :

domage your opponent by the number of mountains you control.
Lose half that amount of life, rounding up.
(

Eternal Warrior ( eeee AMg R G4TH :
Target creature does not top fo ottack
© Falling Star R eee DSh R2 16

From o height of ot least o foot, flip Falling Star onto playing areo.
Any creature Falling Stor touches tokes 3 domage and taps if it
survives. Falling Stor has no effect if it doesn't tum ot

least 360 degrees

110 I N Q U E ST

ABURATH

|/ eee0 (Ry RR3 HL

( ooo LWi RI I
Torget creature gets +3/+0. No other creatures can attack this tum if

© Goblin Digging Team ~ SC

0: Sacrifice o snow-covered mountain to have no creatures deal
domage in combat this turm.

Glyph of Destruction ~ INS  C ee  SVC R 16
Make torget wall you control +10,/+0 when blocking. Torget wall
takes no damage in combat but is destroyed at end of tum.

Goblin Artisans SC Uwes Jgg R
If desired, top Goblin Artisans as you cast an arifact, and flip o coin.
If opponent wins flip, your artifact is countered. Otherwise, draw
another card from your library. You may use this ability only once for
each time you cast an artifoct. 1/1.

Goblin Baloon Brigade SC U eee AR R ABURATH :
R: Gains flying until end oi fum. 1/1. i
Goblin Caves ( eeo [Ty RRI DK :

If torget lond is o basic moummn, oll Goblins gain +0/+2.

Goblin Chirurgeon SCC eeo Myt R FE :

Saarifice a Goblin to regenerate o creature. Artists: PFo, DFr, DGe.
0/2.

T: Sacifice Digging Team to destroy target wall. 1/1.
Goblin Flotilla SC R oeoe

Islandwralk. At the start of the attack, pay R or creatures blacking or

blocked by Goblin Flotilla get first strike until end of tum. 2/2.

Goblin Grenade SOR C eeo My R FE
Searifice o Goblin to deal 5 domage to o torget. Adtists: DFr, CRu, RSp
- Goblin Hero (oo Me R2
21

BSn R 6 :
ABURATH
: Goblin Mutant SC
ABURATH
£ Goblin Rock Sled

ABURAT 31,
: Goblin Sappers SC
R eees Jile RRE 6

OKATH
: Goblin Shrine EL

(oo DIy R2 I

ABURATH
ABUR

¢ Goblin War Drums N
Goblin Warrens EN

Goblin Wizard SC

next fime you're hoving frouble :

Heart Wolf SC R e

Hill Giant

10,

(oo RS R o
Wi R2 i

Name Kind (R Rofing Atist (ot Sets Found Name Kind (R Roing Amst Cost  Sers Found
Desaiption Description
: False Orders NS ( eooe Ao R ABU : Goblin King SC R eee My RRI  ABURATH
2 Choose if and how one defending creature blocks. The block, rfuny, 2 While Goblin King is in play, all Goblins acquire mountainwalk ond
must be legal. Play after defense s chosen but before dumage : +1/+1.2/2.
is dealt. : Goblin Kites EN U e  AMa RI FE

R: Give o torget creature you control of toughness no greater thon 2
fiying until end of tum. Other effects may loter increase target’s
toughness. At end of tum, flip a coin. Bury target creature if opponent

wins flip.
U e  DGe RR2 1A

Trample. Goblin Mutant cannot attack if opponent contrals on
untapped aeature with power greater than 2. Goblin Mutant cannot
block o creature of power greater than 2. 5/3.

( (e DDe RI DK,4TH
Trample. Rock Sled may not attack unless opponent confrals at least
one mountain. Rock Sled does not untop if it attacked your last tum.
3/1

( eoe Jie RI 1A
RR, T: Target creature you control cannot be blocked this tum. That
aeature and Goblin Sappers are destroyed ofter combat. RRRR, T:
Torget creature you control connot be blocked this tum. That creature
is destroyed ofter combat. 1/1.
( eee RSp RRI DK, CH
If torget land is o basic mountain, oll Goblins gain +1/0. Does 1
domage to ol Goblins if it leaves play.

Goblin Ski Patrol SC Ce  MPoRI 1A
R1: Gains flying and +2/+0. You may only use this ability once ond
only if you control snow-covered mountains. Bury Goblin Ski Patrol ot
end of tum in which this ability is used. 1/1.

: Goblins of the Flarg SC ( eee TWi R DK, CH
Mountainwalk. Bury Goblins of the Flarg if its controller controls any

: Dwarves. 1/1.

¢ Goblin Snowman SC U eee DGe R3 1A

Goblin Snowman neither receives nor deals damage in combat when
blocking. T: Goblin Snowman deals 1 damage to the creature it

blocks. 1/1.
( eoooe Hyii R2 FE

Each attacking creature you control may not be blocked with fewer
than two creatures. Artists: DFr, HHu, RKF, JMe.

R eesee DFr R? FE
R2: Sadiifice two Goblins to put 3 Goblin tokens, which are 1/1 red
aeotures, in play.

U eee  DGe RR? DK

T: Put a Goblin from your hand directly into play. Treat target Goblin
os if it were just summoned. R: Give target Goblin protection from
white until end of tum. 1/1.

: Granite Gargoyle SC R eee (Ru R2 ABUR
: Flying. R: +0/+1. 2/2.

¢ Gravity Sphere EW R eesee BSn R2 16
: All creatures lose flying Ubllll’y

¢ Gray Ogre e Dfr R2 AB,UR4TH
: 2/2.

: Grizzled Wolverine SC (e (Br RRI A

R: +2/+0 until end of tum. You may only use this ability when o

aeature blocks Grizzled Wolverine and only once each tum. 2/2.

MOK R3 HL

First strike. T: Torget dwarf gains first stike and +2,/+0 until the end

of tum. If that Wolf leaves ploy this tum, bury Heart Wolf. Use this

ability only when attack or defense is onnounced. 2,/2.
S

( e DFr R3 ABURATH
: 3/3.
¢ Hurloon Minotaur SC C ee  AMo RR1  ABURAM
¢ Hurr Jackal SC R eee DIy R AN, 4TH
: T: Prevent creature from regenerating this tum. 1/1.
¢ Hyperion Blacksmith ~ SC U eee  Dfr RRI 16
T: Top or untap torget urhfo(t opponent controls. 2/2. J
: Immolation ( eoos SKi R 1G,4TH
Make target creature +2/ 2.
: Imposing Visage EC ( eoe PR R A
: Target creature cannot be blocked by less than 2 creatures.
: Inferno R eee RAF RRS DK,4TH
: Do 6 domage to all ployers and all creatures.
¢ Irondlaw Curse (R eeo DDe R HL

Target creature gefs -0/ -1. That creature cannot be ossigned to block
any aeature with a power greater or equal to the creature’s
toughness Ironclaw Curse enchants.

Ironclaw Orcs SC Ce  AMo RT ABUAM
i May only block creatures of power equoling 1 or less 2/2.
Incinerate NS ( eoee MPp R IA

Do 3 domage to any target. Creatures damaged by Intmemre may
not regenerate.

: Jokulhaups SOR R eeeee RTh RR4 IA
Bury oll ortifacts, creatures, and londs.
: Joven ( oo DSh RR3 HL
RRR, T: Destroy target non-creature artifoct. 3/3.
Karplusan Giant U eeeo [Ge Rb 1A

0: Tap o snow-covered land you control to give Karplusan Giant
+1/+1 until end of tum. 3/3.

Karplusan Yeti SC R eeee (Ho RR3 A
T: Karplusan Yei does domage equal o its power fo torget creature.
Iur%cl aeoture does domage equal to its power to Karplusan Yeti.



Name Kind (R Rofing At Cost  SetsFound  Name kind (R Rofing Afist Cost  Sets Found Name Kind (R Rating Afist Cost  Sets Found
Desaription Description Description
Keldon Warlord SC U eeo KB RR2  ABURAT Nalathni Dragon SC R eee  MWWe RR2 CON Primordial Ooze SC U e Stv R 16, CH

Power and toughness equal number of non-wall creatures in play on
your side, including Warlord. */*.

Kird Ape SC  ( eeeo [Me R ANR
Kird Ape gains +1/+2 while controller hos forests in play. 1/1.
Kobold Drill Sergeant ~ SC U e JBg RI
Give all your Kobolds +0/+1 and trample. 1,/2.
Kobold Overrord SC R e JBg RI 6 :
First strike. Give oll your Kobolds first strike. 1/2. :
Kobold/sofl(her Keep SC C e Bo 0 16
0/1. :
Kobold Taskmaster SC U ee RAF RI 6 :
Give oll your Kobolds +1,/+0.1/2 :
Land's Edge W R ee  BSn RRI 16, (H :

Any ployer moy discard a card from hand at any time and do 2
domaoge to a player of his or her choice if the cord discorded is
oland. :
Lava Burst SOR C eeee TWi RX A i
Do X domage to any target. If the forget is a creature, effects that
prevent or redirect domage cannot be used to protect that creature.

Lightning Balt ls C soese Ry R ABURATH
Do 3 damage fo one farget.
Magnetic Mountain EN R eee  SVC BRI

ANRATH

To untop a blue reature, controller must spend 4 during upkeepin

addition o other requirements. Big blue-deck killer!
EN

Manabarbs R ee (Ru R3 ABURATH
Do 1 damage to controller whenever he or she draws mana from
ony lond.

Mana Closh SOR R e Me R DKATH

Choose a target player. You and he or she should flip o coin. Any
ployer whose coin comes up fails loses a life. Repeat unfil both
players’ coins come up heads simultaneously.
Mana Flore EN R eeee (Ry R2 ABURATH
Fach lond produces an extra mana of its normal type whenever it is
tapped for mana. :
o Marton Stromgald SL R eeees MPo RR2 1A
If Morton Stromgld attacks, all other attacking creatures gain
+*/+* until end of tum, where * equals the number of other
attacking creatures. If Marton blocks, oll other blocking creatures goin
+*/+* until end of tum. 1/1.

All creaturcs lose flying and
islandwalk,
| “Curse Reveka, and curse her
| coddled conjurers. Their sorcerers’
I school shall yet be ours.”
A ~—Irini Sengir

~MYSTIC DECREE FLOOD

Melee INS U eeee DWi R4 IA
Cost on your turn during combat, but before defense is chosen.
Choose how your attacking creatures are blocked. After declaring
blockers, untap any unblocked attacking creature. Treat those
aeatures os if they hod not attacked.

Melting EN U ee  RGa R3 1A
Al snow-covered lands tum into non-snow-covered lands of the
same fype. :
Meteor Shower SOR ( eeee REm RXX A

Meteor Shower does X+1 damage divided any way you choose to
any number of targets.
Mijae Djinn SC R eee  SVC RRR ANR
If Mijoe Djinn attacks, flip o coin. If opponent wins flip, Mijae Djinn
taps but does not attack. 6,/3. :
ABURATH :

Mons’s Goblin Raiders  SC* o JMe R
1/1. :
Mountain Goat SC( eee (B R [
Mountainwalk. 1/1. :
ountain Yeli SC ( eeee DFf RR2 16, :
thountainvialk, protection from white. 3/3. :
Mudslide R ee  BSn R2 A

Norflying creatures do not untap unless their controller pays 2 for
each creature he o she wishes to untap.

ART Adtifact
(R Cument Rarity

of® Restricted/Banned
AC Aifoct Creofure

Orc General SC
Orcish Cannoneers S

¢ Orcish Conscripts SC
Orcish Farmer

: Or(isﬂ Healer SC
¢ Orcsh Librarian SC

¢ Orcish Lumberjack SC

Orcish Mechanics

TSR N Y

4 &: Target non-flying creature
ta

becomes tapped.

"Ad::n.tho]malwwdoauwukn 0
dear a cluttered ba 5
v—yv-’u»:kmnld.

Orcish Oriflamme N
Orcish Spy

Orcish Squatters SC

Orcish Veteran SC

¢ Power Surge 1]

(U Cumulative Upkeep
EA Enchant Arifoct

Flying, bands. R: +1/+0 until end of tum. Bury Nolathni Dragon if
more than RRR is spent in this manner in one tum. 1/1

U e
T: Socrifice an Orc or Goblin to give oll Orcs +1/+1 until end of tum.
: 2/2.
: Orcish Artillery SC U eee AMg RR1  ABURATH

T: Does 2 damage to any torget and 3 domage to you. Misprint:
Alpha version lists casfing cost as R1. 1/3.

T: Does 2 domage to any torgef and 3 damage to you. 1/3.

¢ Orcish Captain SC Ue MeR FE

1: Choose target Orc, then flip a cain. If opponent wins flip, target

end of tum . 1/1.

Ce

Cannot attack unless ot least two other creatures attack. Cannot

block unless at least two other creatures block. 2/2.

( oo

T: Tum target land into o swamp until its contraller’s next untap
hase. 2/2.

U eee

RR, T: Target creature moy not regenerate this tum. RBB, T:

Regenerate torget block or green creature. RGG, T: Regenerate forget

block or green ceature. 1/1.

R, T: Toke the top eight cards of your library ond randomly remove
four from the game. Put the remaining four in any order on top of
our library. 1/1.

T: Sacrifice o forest to add three mana to your mana pool. This mana
can be any combination of green and red mana. 1/1.

T: Do 2 points of domage to any target. Each time you use this
ability, place one of your artifacts in play in the graveyard. 1/1.
Orcish Mine EL U ese  KFo RRI HL
When Orcish Mine comes into play, place three ore counters on it.
During upkeep remove one counter when ever torget land is tapped.

Destroy lond Orcish Mine enchants when lost counter is removed.
Orish Mine Deals 2 domage to land's controller.

elonl __I Mystic Decree and
S\ (4l Flood: There are a ot of cords
that are made to work with
i G Mystic Decree—Island
§ A Sanctuary, Moat,
* Earthquoke—but Flood is

probably the best. It lets you
shut down your opponent’s
forces without hurfing your
own, and it doesn't even
require another color. By
fapping your opponent’s
creatures during his tum, the
creatures won't be able fo
attack or defend, and you'll be
free to send in those Homarids
and Sea Trolls. Whoopie!

itches and

U eee DFr R3 ABURATH
Al of your attacking creatures gain +1/+0 during your ottack.
Misprint: Alpha version lists casting cost os R1.

SC ( eeee My R FE
T: Look af the top 3 cards in target player's library. Retum them in
order. Artists: DGe, SVC, PVe. 1/1.

If Orcish Squatters attacks and is not blocked, you may gain control
of a land controlled by the defending player. If you do so, Qrcish
Squotters deal no domage this turn. 2,/3.

( oo Huli R2 FE
Connot be assigned to block white creatures of power greater than 1.
R: Give Orcish Veteran first strike until end of tum. Arfists: MBe, DFr,
QHo, DSh. 2/2.

Orgg SC DGe RR3 FE
Trample. Orgg con not attack if opponent controls on untapped
creature with power greater thon 2. Orgg connot block creature of
power greater than 2. 6,/6.

Panic INS
Target creature may not block this tum. Draw o cord af the beginning
of the next tum.

R eee

R eee

DSh RR  AB,URATH
Before untop phase, player must count untapped lands. During
upkeep phose, player takes 1 damage for each untopped lond.

EC Enchont Creature
EE Enchont Enchontment

EL Enchant Lond
EN Enchontment

My R2 0

: Pyrotechnics
U eee DFr RRI A
: Quarum Trench Gnomes  SC

: Raging Bull
Orc gets +2/+0 until end of tum. Otherwise, the Orc gets -0/-2 until 2/2.
¢ Raging River EN
Dsh R Wi

DFr R i
: Raiding Party
QHo RR Wi
Red Elemental Blast ~ INT
R eese Py RI W
¢ Retribution
( eoos DFf R o

: Rock Hydra
(oee Pl R2 0

© Rukh E

Stonehands EC

¢ o Tempest Efreet SC
R weos RAF R4 I

Tunnel
(oo MK R A

EW Enchant World
INS Instont

Must attack whenever possible. Add a +1/+1 counter as your
upkeep ends. Then pay 1 per counter or Primordial Ooze deals 1
domage to you per counter and tops. 1/1.

IN

* Pyroblast ( eeeee kFp R 1A
: Counter target blue spell or destroy target blue permanent.
¢ Pyroclasm R U eeee PAg RI A

Do 2 domage to each creature.
SOR U eeee Afg R4
Do 4 domage divided any way among any number of targets.
R eee Df
T: Tur?et plains produce 1 instead of W until end of gome. 1/1.
SC C ee RAF R2 16

LG, 4TH

R eee Sty RR ABU
When attacking, divide opponent’s ground creatures on either side of
Raging River. Attacker can then choose on which side of River to
place each attacking aeature, and attacking creatures can only be
blocked by flying creatures or those on the same side of River.

U eee  QHo R2 FE
Raiding Party may not be targeted by white spells or effects. Sadifice
an Orc to destroy all plains. Any player may tap a white creature to
save 1 or 2 plains from destruction. Any number of white creatures
may be tapped for this purpose.

( eeeee RTh R ABURATH
Counter o blue spell being cast or destroy o blue cord in play.
Misprint: Alpha version listed type s Instant.

SOR U eee MTe RR2 HL
Choose Two creatures controlled by opponent. Bury one of these
«reatures and put a-1/-1 counter on the other. That opponent
chooses which creature is buried.

SC R eee JMe R ABUR
Put X +1/+1 head counters on Hydro. Each point of damage to
Hydra destroys one counter unless controller spends R per head.
During upkeep, new heads may be grown for RRR apiece. 0/0.

Roc of Kher Ridges SC R eeee ARy R3 ABUR
: Flying. 3/3.
( eoee (Ry R3 AN

ukh Eqg S
If destroyed, a 4,/4 flying red token creature is put into play af end
of tum. 0/3.

¢ Sabretooth Tiger SC  ( eee  iBe R2 A
First strike. 2/1.
Sedge Troll SC R eee DF R2 ABLUR

B: Regenerates. When controller has swomps in play, Sedge Troll
gains +1/+1.2/2.

: Shatter INS C eeee AWe R1 AB,URA4TH,IA
Destroy torget artifact.
: Shatterstorm SOR R eee  MPo RR2 AQR

Bury all artifacts in play. Artifact creatures may not be regenerated.

¢ Shivan Dragon R eeeee \iBe RR4  ABURATH
7 Flying. R: +1/20. 5/5.

: Sisters of the Flame SC C eee My RRI DK,4TH
: T: Add R to your mana pool (play as on interrupt). 2/2.

¢ Smoke EN R ee My RR ABURATH
i Each ployer may only untap one creature during untap phase.

: Spinal Villain SC R ees  AMg R2 16
T: Destroy target blue creature. 1,/2.

: Stone Giant SC U eee DWi RR2  ABURATH

T: Give one of your creatures with toughtness less than Stone Giant's
power flying until end of tum. Target creature, which can increase its
toughnesss after it gains flying ability, is killed at end of tum.

3/4.

( ee0 Dff R2 1A
Torget creature gains +0/+2. R: Gains +1/+0 until end of tum.

: Stone Rain ( eee DG R2 ABURATHA
: Destroy any one lond.
¢ Stone Spirit SC U eee i R4 1A

Stone Spirit connot be blocked by flying creatures. 4/3.

 Storm World B R e (R 16

Do 1 damage to any ployer for each card below 4 in hand
during urkeep
R e NTh  RRR1 LG,4TH
T: Pick o card randomly from opponent’s hand and place it in yours,
burying Tempest Efreet in opponent’s graveyard. Opponent may
prevent this permanent change in ownership by sacrificing 10 life or
conceding gome before the switch is made. If so, bury Tempest
Efreet in caster's graveyard. 3/3.
SC

 Tor Giant (oo DSh R3 IA
: 3/3.
¢ Total War EN R eee DIy R3 1A

Whenever any player declares on attack, destroy all untapped non

wall creotures that don't attack. Creatures that the player did not

control at the beginning of the tum are not affected by Total War.
S

U e DFf R  ABURAH
Bury one wall.
¢ Two-Headed Giont of Foriys SC R eeee  AMg R4 ABU
Trample. May block two creatures in combat. 4/4.
Uthden Troll U eeee DSh R2  ABUR4TH

R: Regenerates. 2/2.

SC Summon Creature
SOR Sorcery

INT Inferrupt
AN Lond
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¢ Artifact Ward £C

¢ .o Balance

GATHERING

Al players must shuffle their hands into their fibraries, then draw os
many cards as they originally hod.

Winter Sky
Flip  cain. Opponent calls heads or tails. If callis in your favor,
Winter Sky does one damage to each creature and player. Otherwise
each player drows a cord.

Word of Blasting INS
Bury target wall. Word of Blasting does X domage to the wall's
controller, where X equals the casting cost of the wall.

Ydwen Efreet S
Flip o coin when defending. If opponent wins flip, opponent may
decide whether or not Ydwen Efreet blocks. 3/6.

NVIHITE

M AGTIUGSC:

Abbey Gargoyles SC
Flying. Protection from red. 3/4.

Abbey Matron SCC eee ki 2WW HL
W, T: +0/+3 till end of tum. 1/3 (Two versions)

Aby Jo'far (U esee M W

If Abu Jo'for is destroyed in combat, all creatures blocked or blocking
Abu are destroyed and cannot regenerate. 0/1.
Adarkar Unicorn ( oo

used for cumulative upkeep. 2/2.
Akron Legionnaire SC R MPo WWe6 16, CH
Of your non-arfifact creatures, only Akron Legionnaire may attack.

If defender controls any snow-covered lands, Arctic Foxes may not be
blocked by any creature with power greater than 1.1/1.

Arenson’s Aura N (oo
W: Sacrifice an enchantment to destroy another enchantment. 3UU:
Counter an enchantment as it is being cast.

8/4.
Alabaster Potion NS ( eeee HMc WWX 1GA4TH :
Give target player X life or prevent X damage fo target creature
") or player.
Amrou Kithkin SC C e QHo WW 16,4TH
= (reatures with power greater than 2 may not block Amrou Kithkin.
Blocker's power may later be increased. 1/1.
- Angelic Voices R eses JBg WW2 16, CH
Give all your creatures +1/+1 if you control only white or artifact
| & creatures. :
| Angry Mob SC U eeee DTy WW2  DKATH
| ; Trample. During Angry Mob’s controller’s tum, *=tofal number of
| swamps all opponents control. Otherwise, *=0. 2+*/2+*. :
| Animate Wall EC R e Dt W ABURATH :
i N Torget wall may now attack. :
: Arctic Foxes SC C oo MPo WI A
S -
131
-

Argivian Archaeologist ~ SC
2, T: Bring an ortifact from your groveyard to your hand. 1/1.

Argivian Blacksmith SC C oo Kko WWI AQ
T: Negate 2 damage to torget artifact creature. 2/2.

Armageddon SOR R eeeeo My W3  ABURATH
Destroy alf lands in play.

Armor of Faith EC C eo0o  AMo W A
Target creoture goins +1/+1. W: +0/+1.

Armyo?A[Iuh INS  C eeee BSH WWI AN :

+2/+0 to all attacking creatures until end of fum.

112 WgN, Q U E 5 T

© Batlle (ry

© Beast Walkers SC R ee

Nome ind (R Rofing Atist Cost Sets Found
Desaiption :
Vertigo INS U eee DTy R A
Dfo 2 domage to target flying creature, which loses flying unfilend ~ :
of fum.
Wall of Dust SC Uee Rh R2 1G4TH :
Creatures blocked by Wall may not attack during opponent’s next :
tum. 1/4.
Wall of Earth SC  ( eees RTh RI 6 @
0/6.
Wall of Fire SC U eee RTh RR1T ABURAH :
[ R:+1/+0.0/5.
~  Wall of Heat SC C eee RTh R2 GCH :
: 2/6. :
L Woll of Lova SC U wes PUe BRI .
R: +1/+1 until end of tum. 1/3. :
Eq Wall of Opposition SC U eee  HMc RR3 16, CH :
1: +1/+0 until end of tum. 0/6. :
Wall of Stone SC U eee DFr RR1  ABURAH :
0/8. :
o Wheel of Fortune SOR R eeees DGe R? ABUR :
All ployers must discard their hands and draw seven new cards. :
Windseeker Centaur SC R eee AMg RRI BOOK
Does not tap to attack. 2/2.
Winds of Change SOR R eee jHg R 1G,4TH :

SR R e MK R "

U ese Ko RI 0

R oee Dy RRR MW

U eoee o WWWZ ML :

i LEECH NSOON

AN, CH ¢

B wwn " Blessed Wine

T: Add either U or U and 1 to your mana pool. This mana can only be

© Camel SC

Ne W2 I
¢ Caribou Range £l

R oseoe AWe W1 0

Name Kind (R Rating Adfist Cost Sets Found Name Kind (R Rafing Adist Cost Sets Found
Desaiption Description
( e DSh W AQ : Circle of Profection: Green EN ~ C eee  SEv W1 ABURATHIA

Torget reature may not be blocked by orfifact creatures. domage
token from an arfifact source is reduced to 0. Target creature is not
affected by artifact effects that target it.

¢ Aysen Bureaucrats SC ( eee AR W1 HL :
Top target areature with power no greater than 2. 1/1. :
¢ Aysen Crusader SC R ee Nh WW2 HL

: X equals number of heroes in play. 2+X/2+X :
¢ Aysen Highway R eee NIh WWW3 HL

All white creatures gain plainswalk.
SOR R eeeee 1Py W]
All players must discard enough lands, cords in hand, and creatures
so that everyone has the some number as the player with the lowest
number of lands, cards in hand, and creatures, respectively.

INS U eee
Untap all your white creatures. All creatures that block this tum get
+0/+1 until end of tum.

: G: Banding unfil the end of tum. 1/1. :
. Benalish Hero SC ( eee DSh W ABURATH :
i Bonds. 1/1.

- Black Scarab EC U eee KFo W A i

Torget creature gets +2,/+2 os long os any other player has any
black cards. Target creature cannot be blocked by black creatures.

: Black Ward U eeee DFr W
Tur?et «reature gains protection from black.
¢ Blaze of Glory INS R e RTh W ABU

Target creature must block oll areature that it is legally eligible o
block. Blocker's controller chooses how to distribute domage.
Play before defense is chosen.

Thoughtleect

INS (oo
Gain 1 Iife. Draw a card ot the beginning of the next fum. :
i Blessing EC R eeee By WW ABURAH
Woa1/+1. :
Blinking Spirit SC R eeeee [Wi W3 I

g 0: Blinking Spitit retums to its owner's hand. 2,/2.

: Blood of the Martyr INS U e Ry WWW
Until end of tum, you may redirect damage done to your creatures to
: yourself instead.

* Blue Scarab £

I eoe

AWe W 1A

Target creature gets +2/+2 as long os any other ployer has any blue
¢ o Divine Intervention  EN

; cards. Torget creature cannot be blocked by blue creatures.
* Blue Ward

U eeo DFF W ABURATH °
Target creature gains profection from blue. j
Brainwash BC (oo Pl W DKATH

Torget creature may not attack unless its controller spends 3. Other
requirements for the creature to attack must also be met.

Call to Arms N
Choose a color. As long as target opponent controls more cards of

to Arms if ot any fime that opponent does not control more cards of
that color than any other color.

Bands. Camel gives immunity to Desert damoge to all those banded
withit. 0/1.

R ecee R]‘p ww?2 1A
WW: Tap land Caribou Range enchants to put o Caribou token into
play. Treat this token as a 0/1 white creature. 0: Saaifice o Caribou
token to gain 1 life.

- (ostle EN U oo DWi W3  ABURAH

: Your untapped creatures gain +0/+2. Attacking creatures don't get
this bonus.

Grde of Protection: Arfifacts EN U eeee PV W] AQ4TH ¢

2: Prevent all domage against you from an artifact source
Gircle of Protection: Black EN  C eeee Jpty W1 BURATH A
1: Prevent all damage to you from one black source
© Circle of Protection: Blue EN ~ C eeo  DWi Wi AB,URATHIA
1: Prevent all domage fo you from one blue source.

Circle of Profection: Red  EN

ABURATH
¢ Clergy of the Ho

DSh W2 A : Cold$
HHy WW1 W

¢ Consecrate Lan
¢ Conversion

ABURATH
: Cooperation T

(rusade N

Ko Wi n

DK, CH :

© Disenchant

* Divine Transformation ~ EC
R eoee RGa W) I :
: Drought
that color than of any other, oll white creatures get +1/+1. Bury Call

Co St W m
. Dust to Dust

: Elder Land Wurm SC R ooe

© Elvish Healer SC

1: Prevent oll domage to you from one green source.
( eooe [iTe W1 AB,URATH,IA
1: Prevent all domage to you from one red source.

Grde of Protection: White ~ EN~ ( eee  DSh W1 ABURATHIA
: 1: Prevent all domage to you from one white source.
¢ (leanse SOR R eeee PFp WW2 L6
: Destroy ol black creatures in play.

(leansing SOR R ees PVe WWW DK

Alllond s destroyed. Anyone who wishes to preserve specific lands
may do so br sacrificing 1 life per lond fo be soved.
y Nimbus SC oo DGe W 16
Ifkilled or destroyed, Clergy of the Holy Nimbus regenerate unless
opponent pays 1.1/1.
nap EN U ee RGo W2 A
CU: 2. During each player's upkeep, Cold Snap does 1 domage to
that olayer for each snow-covered lond he or she controls.
(ombm MPedic ( eooe [t W2 fE
: Prevent 1 damage to o player or reature. Aists: EBe, Lo,
AMo,SVC. (()/2. G
iy EL U eeee JHe W ABU
Torget lond is immune from oll effects that would destroy it
) E U eecee JMy W2 AB,UR“N
All mountains are considered basic plains. Pay WW during upkeep or
discard Conversion,

( ees Pro W2 1A
R eeee fPo WW  ABURAM

Torget reature gains banding,

Al white aeatures gain +1 /4]

__| Thoughtleech and
Monsoon: Although this
combo only works well
against a deck with a lot of
blue, it'll be well worth it if
you can slip both
enchantments post a
Counterspell. Once you've got
them out, no matter what
happens you're going fo gain
life from those islands when
they become tapped, whether
it's by your opponent or by
Monsoon. Ah well, c’est

lavie...

D'Avenant Archer SC ( eee  DSH W2 LG, CH
T: Do 1 domage to attacking or blocking creature. 1/2.

Damping Field IN U e JHo W2 AQ
No one may untap more than one artifact in each of his or her own
untap phases.

¢ Death Speakers SC U ees DSh W HL
W: Protection from black. 1/1.
¢ Death Ward INS C eee  HMc W AB,UR4thIA

Regenerates target ceature.

( eeeoo RSy W1 AB,UR 4thIA

Destroy torget enchontment or artifact.

R eee  AWe WW6 16
Put 2 counters on card. Remove 1 counter during you upkeep. When
both are removed, game ends in o drow.

Divine Offering INS  C eoee JHe W] 16
Destroy target artfact, gaining life equaling casfing cost of arfifact.

U eeoo NIh WW2  LGATH

U eeooe fih WW2 1A
During your upkeep, pay WW or destroy Drought. In order to cast o
spell that has B os part of ifs costing cost or use an ability that
requires B, the player must sacrifice o swamp for each B in the spell

or effect.

WW1 DK
Remove any two farget arfifacts from the game.
QHo WWW4  1G,ATH
Tromple. Elder Land Wurm cannot attack until it has been assigned to
block. 5/5.

Give forget creature +3/+3.
EN

SOR C eee Dy

( eee  REm W2 1A
T: Prevent 1 domage to any forget or up to 2 domage to a green
: aeature. 1/2.
. Enchanted Being SC Ce DSh- Ww1 16

Reduce domage dealt o Being during combat by creatures with
enchantments on them to 0. 2/2.

Enduring Renewal EN R eeece Hllc WW2 1A
Play with your hand face up. If you o draw o creature from your
library, discard it. Whenever a creature goes to your graveyard from
play, retum it fo your hand.



Num[e) fi od @ Raing it Coo Sets Found HNome Kind (R Rafing Adist Cost Sets Found Nome Kind (R Rafing Adist Cost Sets Found
— Desaription Desciption
Energy Storm B R esee SEy 7 :
; i : A% Holy D NS C eee JHo W 6 :
(Ubl.HD_nmuge ‘:gﬂe Zvlnsmnrs, interrupts, and sorceries is reduced oy(r:z’ruwsunmk and block as normal but deal no damage. ¢ Kjeldoran Guard SC (e AW WI 1A
o2 )"]mg eaiures do not untap during their controller’s : Holy Light NS C ee DIy W2 K T: Give torgef creature +1/+1 unfil end of tum. If that creature
17 e T Give oll non-white creatures -1 /-1 until end of tum. leaves play, bury Kjeldoran Guard. Use only when ottack or defense is
q""}oxr tland 1 B Cee gy 6 : Holy Strength EC C oeo AMo W ABURAH announced, and only if defending player controls no snow-covered
_ﬂIP urg; and o counter a spell that destroys your land (ployosan Torget ectue gains +1/32. : londs. 1/1.
B 5 { leation Infontry SCCoee i W FE : Kieldoran Knight SC R eees RSp WW b
orgle] T: Destioy forgt biack ([e’;m;'T/] DTy ww DK i 1: Gains banding until end of fur. 1: Gains fist sike unil end of E}undi?%wl:d/ao until end of tum. WW: +0/+2 until end of
| s i tum. Arists: EBe, CRu, DSh, DTu. 1/1. Poowm1/L
Eyef&gg;vue[h dumﬂgm'('ist “R feve MPo WW - MNRATH Ktion JovlnersSC € 4 Muti W FE i Kieldoron PiLulagxd SC R ees RKF WS 1A
MOTer of 0 creature, spell ool iaveli i . th : First strike, banding. 2/5
ceeature, spel, 0'9ﬂe(fduestoyou_ spell, or effect os said When cast, put a javelin counter on Javelineers. T: Remove the b Guurr? /S( o e "

Formstead (L R MPo WwWw
Torget land's controller gains 1 [f W R
dur?ng bl Upkegp‘ e but no more if WW is spent

Furrelf’s Mantle l(EC
If target creature attacks and is not blocked it may degl ¥ + 2
domage to any other torget creatur el i
(lrenrurel e Sk gn(hun éu e where X is the power of the

Farrel’s Zealot SCC oo g Wy
If Zealot attacks ;vilhoui hei'ng blocked, you may detx 13 domage roF[El
;x;}g:t ’g&ulg%l so, Farrel’s Zealot deals ng domage. Artists: EBe,

Farrelite Priest SC U PF0 WW1
12 Add W to your mana pool (ploy as on intermup). Bury Fareelite i
Priest if more than 3 is spent in this way in one tum. 1/3

Fastng BN U e psh o 0K
Toke 2 life if you skip your drow phase. Destroy Fasting if you draw
a card for any reason or when it hos been in play for 5 of your
upkeeps. -

Festival INS C oo Mpo W DK
Opponent may not declare on ottack this tum. Play during
opponent’s upkeep.

Fire and Brimstone NS U e JMe ww3 DK
Do4 domage to torget player and do 4 domage to you. Fire and
Brimstone may not be used unless oppanent has declored an attack
that fum.

Formation INS R e
Give target creature banding until end of tum. Draw o card ot the
beginning of the next fum.

Fortified Area N C o

RAF Ww1
Give oll your walls +1/+0 and banding. o
i EC

( seoe fBe W T

gja )
Put four healing counters on Fylgia when it comes into play. 0:

enchants. 2W: Put o healing counter on Fylgia.
o General Jarkeld SL R eee RIh W3 |
T. Ez)((hunge fwo blocking creatures without creating on illagal block.

1/2.
Glyph of Life NS C e SNC W 16
= Add to your life points domage done to target wall by
“ attacking creatures.
Great Defender INS U ee  MPo W 16
Give target creature +0,/+X until end of tum, where X is the
creature’s casfing cost.

Great Wall N U e Stv W2 16
Creatures with plainswalk may be blocked.

Greater Realm of PreservationEN U eeee NTh W1 16
W1: Prevent all domage to you from a red or block source. :

Green Scarab EC U oo Ne W N
Target creature gets +2,/+2 as long as any other player hos any :
green cords. Target creature cannot be blocked by green ceatures.

Green Ward U ees D W  ABURAMH :
Target creature gains protection from green. :

Guardian-Angel NS C eoo  AMa WX ABUR

Negate X damoge dealt to o target. Psst: put this cord next
to Paralyze.

Hallowed Ground N U oo
Hand of Justice R eeoeo MBe W5 FE
T: Tap 3 turget white creatures you control to destroy any torget

aeature. 2/6.

Hazduhr the Abbot SC R eee DFr WV HL
X, T: Redirect o Hozduhr X domage dealt to white you control. 2/5.

Heal INS C e M W 1A
Prevent 1 domage to any torget. Draw a card at the beginning of the
next turn.

Healing Salve NS C eee DFr W
Gain 3 life, or negate up to 3 damage dealt to o target.

Heaven's Gate NS U e DSh W 16
Change the color of one or more target creatures to white until end
of tum.

Heroism EN U e MPo W2 FE
Sacifice o white creature to prevent attacking red creatures from
dealing domage in combat this turn. The attacker may poy R2 so an

attacking creature may deal domage normally.

Hipparion SC U eee  DWi WI A
Hipporion cannot block creatures with power 3 or greater unless you
pay on addifional 1. 1/3

Holy Armor EC ( ooe
Torget creature gains +0/+2. W: +0/+1.

ABURATH

MBe W ABURAT

o/ Restricted /Banned
AC Atifact Creature

ART Adifact
(R Current Rority:

¢ lcation Moneychanger  SC C ee®
U eee  AWg W2 i

¢ leatian Scout

© lcatian Skirmishers SC R eee

Kile W1 W ¢ dondSoncury BN

Ivory Guardians

g ¢ Jihad N
Remove o healing counter to prevent 1 damage to the creature Fylgio :
A Justice EN

: Karma

Keepers of the Faith SC
HY:Y

DSh W1 o
WW: Return o non-snow-covered lond you control to its owner's hand.

: Kismet N

Kieldoran Elite Guard ~ SC

(U Cumulotive ljpkeep
EA Enchant Artifact

counter to deal 1 domage fo any target. Artists: EBe, MBe, SKi. 1/1.
lcatian Lieutenant SR Pve WW

W1: Give target Soldier +1/+0 until end of tum. 1/2.
Mdti W FE
Lose 3 life when costing ond put 3 counters on lcation
Moneychonger. During your upkeep, put a counter on Moneychanger.
Sacrfice Moneychanger during your upkeep to gain 1 e for each
counter on it. Adtists: EBe, MBe, DTu. 0/2.

¢ Icatian Phalanx SC U eee Ko W4 FE
: Bands. 2/4.
¢ lcation Priest SC U eee DIy W fE
: WW1: Make target areature +1/+1 until end of tum. 1/1.

SC  C eeee i W FE

1, T: Give torget creature first strike until end of tum. Atists: RAI,

PFo, RKF, DSh. 1/1.

HHu W3 FE
Bands, first strike. All creatures that band with Skirmishers gain first
strike until end of tum. 1/1. -

catian Town SOR R eees TWi W5 FE
Put 4 Citizen tokens, which are 1/1 white creatures, in play.

ndestructible Aura INS C e MPo W
Reduce to 0 ol domage dealt to target creature until end of tum.

nfinite Authority EC R ee  DSh WWW 16, CH
After combat, destroy all creatures with toughness 3 or less blocking
o blocked by torget creature. Put a +1/+1 counter on forget
creature for each creature so destroyed.

R ee  fPo W1 ABURAM

IF you don't draw a card, only flying or islandwalking creatures moy

attack you until your next turn.

U eee  MBe WW4 LG, CH

Protection from red. Make ol quardians +1,/+1 if opponent controls
red cards. 3/3

R eeee BSH WWW AN
+2/+1 1o white creatures while chosen color of opponent's is in
play. Discard Jihad if no cards of that color are in ploy.
U seees RTp WW2 IA
Pay WW during your upkeep or destroy Justice. Whenever o red spell
or reature deals damage, Justice deals an equal amount of domage
to the controller of that creature or spell.

EN U eeees pih WW2  ABUR4M
Do 1 point of domage fo o player for each swamp he or she hos in

play during his or her upkeep.
LG, CH

( oo

DGe WWI

Freyalise s Winds

All creatures, lands, and
| artifacts played by opponent
come into play tapped,

: o g el w'; 11 ajn Foglio
LISESWI KISMET

 Kelsinko Ranger SC (e MW I
: W1: One green creature gains first strike until end of tum. 1/1
¢ King Suleiman R oeo  MPo WI AN

T: Destroy an Efreet or Djinn. 1/1.

I eeo0 KFfp W3 LG, 4TH
All opponent’s creatures, lands, and artifucts enter play topped.

U oeo MBe W3 A
T: Give target creature +2,/+2 unil end of tum. Bury Kjeldoran Elite
Guard if that creature leaves play this tum. 2,/2.

EC Enchont Cregture
EE Enchant Enchantment

EL Enchant Lond
EN' Enchontment

¢ Lonce

 Lond Tax

Leeches

6 Lifeblood

¢ Martyrs of Korlis SC

EW Enchant World
INS Instant

T: Redirect ol domage done to you by unblocked creatures this fum
to Kieldoran Royal Guard instead. 2/5.

¢ Kieldoran Skycaptain =~ SC U eeee MPo W4 1A
Flying, banding, first strike. 2/2.
* Kieldoran Skyknight ~ SC ( esee MPo W2 1A
: Flying, banding, first strike. 1/1.
* Kieldoran Warrior SC ( eeo  MPo W 1A
: Banding. 1/1.
¢ Knights of Thorn SC R eeee (Ry W3 DK
1 Protection from red, banding. 2,/2.

EC Uee RA W ABUR

Torget creature gains first stike.
R eeee BSH W LG, 4TH
If opponent controls more land than you during upkeep, you may
remove up to 3 basic lands from your library and put them in your
hand. Reshuffle your ibrary afterward.
SOR R e ARa WWI1 HL
Torget player removes all poison counters. Ployer tokes 1 domage for
each poison counter removed.
EN

R eeee [MTe WW2 16
: Take 1 life whenever opponent taps a mountain.
i Lightning Blow INS R eee HMc W1 1A

Give target creature first strike until end of tum. Draw a card ot the
beginning of the next tum.

LostOrder of Jarkeld ~ SC R eee ARy WW2 1A
* equals the number of creatures confrolled by target opponent.
1+ /145,

© Martyr's Gry SOR R eoe Jie WW DK

Remaove all white creatures from the game. Each player must drow o
card for each white creature her or she controlled.

U eeo  MOK WW3 AQ
Damage done to you by ortifacts is instead done to Martyrs of Korlis
unless Martyrs of Korls is tapped. Only one Bodyguard of your choice
may take damage for you in this manner per tum. 1/6.

: Mercenaries SC Re (Br W3 1A

If Mercenaries damages a ployer, that ployer may pay 3 to prevent
that domage. 3/3.

- Mesa Falcon SC ( eee iPo W1 HL
1 Flying. W1: +0/+1 until end of tum. 1/1. (Two versions)
© Mesa Pegasus SC ( eeoe 1Bz W1  ABURATH
: Flying, bands. 1/1.

Miracle Worker SC ( eee RS W w

T: Destroy target enchontment on one of your creatures. 1/1.

_ |Freyalise’s Winds
and Kismet: Is there o
more annoying combo than
these two cards? [t comes
into ploy fapped. It unfaps
next fum. [t stays fapped next
time you untap it. It it,
it...what's it? Everything! If
you don’t really care about
winning and using lots of
counfers, fry this comba. Who
knows, maybe your opponent
will get so annoyed theyll
just forfeit.

Moat EN R eeeo e WW2 L6
Nondlying creatures cannot attack

Moorish (uvugiry SC ( eee  DWi WW2 AN
Trample. 3/3

Morale NS C ee  MPo WWI DK, 4TH
Give all attacking ceatures +1/+1 until end of tum.

Northern Paladin SC R eeee DSh WW2  ABUR4H

WW, T: Destroy o black card in play. 3/3.

i€ Summon Creature
SOR Sorcery

INT Interrupt
(AN Land
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Order of Leitbur SC ( eeee  Jyfi WW FE &

Protection from block. WW: +1,/+0 until end of tum. W First strike
unfil end of tum. Arfists: RAF, BWa (two versions). 2/1.

Order of the Sacred Torch SC
T: Sacrifice 1 life to counter a black spell. 2/2.

Order of the White Shield SC U eeee RTp WW
Protection from black. WW: +1/+0 until end uf tumn. W: First Strike
until end of tum. 2/1.

Osai Vultures SC.Ule DFr W1
Flying. After o tum in which o creature went to the graveyard, odd o
counter to Osai Vultures. Remove 2 counters to make Osai Vultures
+1/+1 until end of tum. 1/1.

Pearled Unicorn SC Cee (B W2
2/2

Personal Incarnafion ~~ SC R eee
If desired, redirect any or all domage suffered by Personal Incamation
to controller instead. If Personal Incamation is sent to graveyard, its
owner loses half of his or her remaining life (round up the loss). 6,/6.

Petra Sphinx SC R e Sk WWW2
T: Make torget player nome a card and then turn over the top card in
his or her librory. If the opponent’s quess matches the card, it is put
into his or her hand; otherwise, it goes to the groveyard. 3/4.

INS

ety C e MPo W2
+0/+3 to oll defending creatures until end of tum. :
Pikemen SC ( eee DDe Wi DKATH :
Banding, first strike. 1 / I
Preacher R eee  QHo WWI DK :

T: Gain control of an opponem’s creature. Opponent chooses which
creature you control. If Preacher untaps or leaves play, you lose
control of creature. You may choose o leave Preather topped.

Presence of the Master  EN U eee  PFo 16
Counter all new enchontments cost whenever Presen(e of the Master
is in play.

Prismatic Ward EC C oee (Wi W1 1A

Choose a color when Prismatic Word comes into play. All domage
dealt to target creature by sources of that color is reduced fo 0.
Prophecy SR Cee (Ru W
Reveal the top card of opponent’s library to all players. If it is o lond,
gain one ife. That opponent then shuffles s library. Draw o card ot
the beginning of the next fum’s upkeep.
IN

Purelace R eee SEv W

Change the color of one card being played or in play to white.
Rally INS C e HHu WW

All blocking creatures gain +1/+1 unfil end of tum. :
Rapid Fire INS R e Ho W3 6 :

Give torget creature first strike and Rompage: 2 until end of tum.
Play before defense is chosen.

Rashka the Slayer SC
Can block creatures with flying. if Rashka the Slayer blocks o black
areature, it gains +1 /+2 unitl the end of fum. 3/3.

Red Scarab U oo
Target creature gets +2/+2 as long os any other player has any red
cards. Target creature cannot be blocked by red creatures.

Red Ward EC U eeee DFr W ABURATH
Target reature gains protection from red.

Remove Enchantments
Return all enchontments you control to your hand and destroy ol
enchantments played on permanents you control. If cast during
opponent’s atfack, destroy all opponent’s enchantments ployed on
attacking creatures. All enchanfments you own ore retumed to your
hand; all other enchantments are destroyed.

Repentant Blacksmith ~ SC  ( eee DTy WI
Protection from red. 1/2. :

Resurrection SOR U eeee [Wi WW2 ABUR
Take o reature from your groveyard and put it directly into ploy os if
{ust summoned.

Reverse Damage INS R eesee DWi WWI ABURAH :

All domage you have foken from any one source is added o, not
subtracted from, your lfe total.

Reverse Polarity NS C oo
All damage you hove taken from all arifacts this tum is retroactively
added to, not subtracted from, your e total. Treat subsequent
domoge this tum normally.

Righteous Avengers SC U eee  HHy W4 6 :
Plainswalk. 3/1 :
Righteousness INS R eee DSh W  ABURAH

Target defending creature gets +7 /+7 until end of turn.

Sacred Boon
Negate up fo 3 domage dealt to turget creature. At end of tum put o
+0/+1 counter on that creature for each domage negated

114 M. Q U E ST

R eeses RTp V1 I

1G4TH :

ABURAM
B WG ABURAH

16,CH

maTH

ABURATH

o Shahrazad
St W

Shield Bearer

INS C ee  BSH W 6 :
N, CH

: Squire

JHo WW AR

U eeee fiRg W1 I

WW,T: Prevent up to 4 domage to o creature you confrol. Top
aeature. That creature does not untap during your next untap
phase. 0/2. (Two versions)

£ Samite Heler SC Coees TWG W1 ABURAM :

: T: Prevent 1 domage to ony target. 1/1.

Suvun;uh Lions SC eoo NG W  ABURAH :

: 2/1. :
Seeker ( eee }iPa WW2 16,4TH

£
Torget creature may only be blocked by white or artifact creatures.

: Seraph SC R eeeee (Ry Wb 1A

Flying. If  reature dies during a tum in which Seraph domaged it, it
is putinto play under your control. Bury the creature if Seraph leaves
play or your control. 4/4.

Serra Angel SC U eeeee OSh WW3
: Flying. Does not tap to attack. 4 /4.
A : Serra Aviary R eeee Nl W3 HL
: All cregtures with flying Get +1 /+]
: Serra Bestiary EC oo Mo WW HL

Pay WW during your upkeep or hury Serra Beostiary. Torget creature
cannot block, attack or use any abilities that have T: in their
activation cost.

Tinder \Wall

—
=
lnn)
=
-
=
=
=
==

_] Tinder Wall: Did someone say Wall

¢ of Wood? Forget that, this baby’s way more
powerful! Used solely for fast mana, Tinder
Walls can give you a real boost for piling out
big creatures. And if you don’t need the
mana right away, they're still great for
blocking those annoying Mishra’s Factories
and other little criffers.

Serra Inquisitors SC U oo
If blocking or blocked by black creatures, Inguisitors get +2,/0. 3/3.

¢ Serra Paladin SC (oo Ple WW2 HL
Uee (Ru WW3 HL

T: Prevent 1 domage to any creature or player. WW1, T: Attacking
does not cause farget creature fo tap this tum. 2,/2.

SR R e Ko WW AN
Players must suspend gome in progress and play o game of Magic
with their current libraries. Loser of that game loses half of life points
in the original game.

[ DFr W1 I :
Banding. 0/3. :
ShleldWalI INS U ee  DSh WI 16, CH
; Give oll your creatures +0/+2 until end of tum
¢ Snow Hound SC U eee  PMo W2 1A

1, T: Return Snow Hound and target blue or green creature you
control to their owner’s hand. 1/1.

- Soraya the Falconer SL R eee DDe WWI Ho -
Al falcons +1/+1. W1: Target falcon gains banding until the end of
tum. 2/2.

Spirit Link EC U eseee KFo W 16,4TH

: Take 1 life for every point of domage target creature does.

: Spiritual Sanctuary EN R eee  AWe WW?2 16
Any player controlling plains takes 1 life during his or her upkeep.

SC Ce DDe W1

2.
Swords to Plowshares
Remove target ceature from gome. Creature’s controller gains life
points equal fo the creoture’s power.

- Thunder Spirit SC R eeee RAF WWI 16
Flying, first strike. 2/2
Tivadar's Crusade SOR U e DDe WW1 DK

All Goblins are desrromd

Trade Caravan (e Kfo W HL
During your upkeep, pu? u currency counter on Trade Carovan. 0:
Remove Two currency couriters from Trade Caravan to untap target
basic land. Use this ability only during any opponent’s upkeep. 1/1
(Two versions

¢ Wall of Calirops SC

BIRH

White Scarab

White Ward

Wrath of God

Adarkar Wastes LAN

¢ Arena

* Badlands

DDe W4 H

. Brushland

- City of Shadows

INS U eesee Kfo W ABUR4thIA

Name lind (R Rofing Afist Cost  SetsFound Name Kind (R Rofing Afist Cost  Sets Found
Desiption Description
¢ Somite Alchemist SC Cee  TWo W3 HL G Troce NS R oo MBe W2

Each player may draw up to two cards. For each cord less than Two
the player draws, player ges 2 life.
SC

¢ Tundra Wolves (eo  QHo W 16,4TH
$ First strike. 1/1.
: Veteran Bodyguard SC R eees DSh WW3 ABUR

Damage done to you by unblocked creatures is instead done to
Bodyguard unless Bodyguard is tapped. 2/5.

Visions SOR U ee Nh W LG, 4TH
Look at the top 5 cards of any library, then reshuffle it if you
50 choose.
(e BSH WI 16 .

If Wall of Caltrops blocks o creature with other creatures that are oll
walls, Wall of Caltrops gains bundmg until end of rum 2/1.
Wall of Light SC RTh 16
Prolechon from black.1/5.
SC

: Wall of Swords U eeee Mle W3  ABURAH
; Flying. 3/5.
¢ War Elephant SC ( eeee KBi W3 AN, CH
: Bands, tromple. 2/2.

Warning NS C e PMo W A
§ Target ottocking creature does no domage in combot this tum.
: White Knight U eeee DGe ABUR4H
: Protection from black, first strike. 2/2.

U eee P W 1A

Torget creature gets +2,/+2 as long os any other player hos any
white cards. Torget reature cannot be blocked by white creatures.

U eee  DFr W ABURAM
: Torget creature gains protection from white.
¢ Witch Hunter SC U eeee JHy WW2 DK, CH

T: Witch Hunter does 1 domage to target ployer. WW1, T: Retum
target creature opponent controls to owner’s hand. Destroy
enchantments on torget creature. 1/1.

INS R eesee QHo WW2  ABUR4M

Bury oll creatures in play.

Adventurers’ Guildhouse
All your green legends may bond with other legends.

R eee  MRa 1A

T: Add 1 to your mana pool. T: Add U to your mana pool and take 1

domoge. T: Add W to your mana pool and take 1 domage.

N U e Wi 16

i AnHowaTownship ~ Land R e (Do HL

T:Toodd 1 Colorless mana to your pool. 1, T: Add G to your pool. 2,
T: Add W to your pool. 2, T: Add R to your pool.

AN R eeee RAl BOOK
3, T: Pick one of your creatures and have your opponent pick o
aeature. Both creatures are topped and deal domage to one another
os if one had attacked and the other blocked in combat.

Aysen Abbey land U o Do

T: Add 1 colorless mana to pool. 1, T: Add W to your pool. 2, T: Add
U to your poal. 2, T: Add G to your pool.
AN

R eeeee RAl ABUR
T: Add either R or B to your mana pool. Treot o both o Mountain
and o Swamp.
Bayou LAN R eeoee Jiy ABUR
T: Add either B or G to your mana pool. Treat as both a Swomp and
i a Forest.
Bazaar of Baghdad AN R oo  JMe AN
T: Drow 2 cards from your library; immediately discord 3 cards from
i your hand.
- Bottomless Voult AN R eee  Pho FE

Comes into play tapped. You may leave Bottomless Vault fapped to
put g storage counter on it. T: Remove any number of storage
counters, odding B for each storage counter removed.

AN R eee BWg 1A
T: Add 1 to your mana pool. T: Add G to your mana pool and take 1
domage. T: Add W to your mana pool and take 1 damage.

© Costle Sengir N R e PVe

T: Add T colorless mana to your pool. 1, T: Add B to your poal. 2, T:
Add U to your pool. 2, T: Add R to your pool.

- Cathedral of Serra N Ue  MPo 16
All your white legends may band with other legends.
ity of Brass AN R eees MTe AN, CH

T: Add 1 mona of any color. Take 1 damage when City of Brass
is topped.
UN R ee TWi DK
T: Remove one of your creatures from the gome and put 1 counter to
(City of Shadows. T: Add X colorless mana to your mana pool, with X
equuling the number of counters on City of Shadows.

N C eee My AN
I Add 1.T: Do 1 domage to any attacking creature ofter it
deals domage.

Diamond Valley AN R eeeco BSp AN
T: Saafice o creature to gain life equal to its toughness.
Dwarven Hold AN R eoo  PHo

Comes into play topped. You may leave Dwarven Hold tapped to put
o storage counter on it. T: Remove any number of storage counters,
adding R for each storage counter removed

Dwarven Ruins IIN U e MPo FE
Comes into play tapped. T: Add R to your mana pool. T: Socrifice
Dwarven Ruins to add RR to your mano pool.
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lame ind (R Rafing Name Kind (R Rafing Adist (ot Sets Found
Descripticn Desaiption Description
Ebon Stronghold UWN U e MPo FE : Mishra's Faclory AN U eese KFo,PFo AT Strip Mine AN U eeees DGe AQ4TH

Comes into play topped. T: Add B to your mana pool. T: Sacrifice
Ebon Stronghold to add BB to your mana pool.

Elephant Graveyard AN R eee RAl AN
T: Add 1. T: Regenerate an Elephant or Mommoth.
Forest U C— (R

T: Add G to your mana pool. Two Alpha versions, three versions in
other sefs.

Glacial Chasm AN U e IDo 1A
CU: 2 life. Sacifice a land when Glacial Chasm comes into play. You
may not attack. All domage done to you is reduced to 0.

Halls of Mist IAN R eeee }iPo 1A
CU: 1. No creature may attack if it attacked during its controller’s
last turn.

© Hommerheim AN U eeee BiWg 16
Legendary. T: Add R to your mana pool. T: Remove landwalking from
target reature until end of tum.

AN U e MPo FE
Comes into play tapped. T: Add G to your mana pool. T: Saaifice
Havenwood Battleground to add GG to your mana pool.

Hollow Trees IAN R eee Pho FE
Comes into play tapped. You may leave Hollow Trees tapped to put o
storage counter on it. T: Remove any number of storage counters,
adding G for each storage counter removed.

Icatian Store N R eee Pllo FE
Comes into play tapped. You may leave Icatin Store topped to put o
storage counter on it. T: Remove any number of storage counters,
adding W for each storage counter removed.

Ice Floe U eee e 1A
You may choose not to untap Ice Floe. T: Tap target non-lying

creature thot attacks you. That creature does not untap os long os lee

Floe is topped.

ABURATHI

Mountain

¢ Plains W C— Iy

Plateau

River Delta

T: Add 1 to your mana pool or give any Assembly Worker +1/+1
until end of tum. 1: Mishra’s Factory becomes Assembly Worker, a
2/2 ortifact creature, until end of tum. Still considered a land os
well. Spring, fall, and winter pictures.

o Mishra's Workshop ~ LAN R eee  KFo AQ
T: Add 3 to your mana pool. This mana may only be used to

cost artifucts.

N C — DSh  ABURATHANA
T: Add R to your mana pool. Two Alpha versions, three versions in
other sefs.

¢ Mountain Stronghold ~ AN U o TWd 16
: All your red%egends may band with other legends.

Oasis IAN U eee BSn AN4TH
¢ T: Negate 1 domage to any creature.
: o Pendelhaven IAN U eeee BWg

. L6

Legendary. T: Add G to your mana pool. T: Make target 1/1 creature
+1/+2 unfil end of tum.

ABURATH I

T: Add W to your mana pool. Two Alpha versions, three versions in
other sets.

AN R eeeee D[y ABUR
T: Add either R or W to your mana pool. Treat as both o Mountain
; and a Plains.
¢ Rainbow Vale [AN R eee Ko FE

T: Add 1 mana of any color to your pool; Rainbow Vale passes to
opponent of end of fum.

AN R eeee SEy A
If there are any depletion counters on River Delto, it does not untap.
Remove a de rerion counter from River Delta ot the end of your
upkeep. T: Add B to your mana pool and put a depletion counter on
River Delta. T Add U to your mana pool and put a depletion counter
on River Delta.

__|Pestilence and
Death Speakers:
Pestilence is a great creature-
clearer. Only problem s that
when all the creatures go
away, the disease-ridden
enchantment goes with them.
The best way fo keep

B ®: Do ) damage to each creature
and to both players. .

B I{ there are no creatures in play at
the end of any turn, Pestilence
must be discarded.

__4

Island UN R — MPo ABURATHA
T: Add U to your mana pool.

Island of Wak-Wak AN R eesee ]Sh AN
T: Reduce the power of one flying creature to 0 until end of tum.

o Karakas AN U eeee Nlg

Legendary. T: Add W fo your mana pool. T: Refur farget legend to
owner's hand, destroying enchantments on target land.

Karplusan Forest AN R eee Nl 1A
T: Add 1 to your mana pool. T: Add R to your mana pool and foke 1
domage. T: Add G to your mana pool and take 1 damage.

Koskun Keep UN U e PMo HL
T: o add 1 colorless mana to your pool. 1, T: Add R to your pool. 2,

T: add B to your pool. 2, T: add G fo your pool.

Land Cap AN R eees Wi 1A
If there are any depletion counters on Land Cap, it does not unfap.
Remove a deplefion counter from Land Cap at the end of your
upkeep. T: Add U to your mana pool and put o depletion counter on
Land Cap. T: Add W to your mana pool and put a depletion counter
on Land Cap.

Lava Tubes AN R eeee BWo 1A
|f there are any depletion counters on Lava Tubes, it does not untap.
Remove o depletion counter from Lava Tubes f the end of your
upkeep. T: Add B to your mana pool and put a depletion counter on
Lova Tubes. T: Add R to your mana pool and put o depletion counter
on Lovo Tubes.

o library of Alexandria AN R eeeee /Po AN
T: Add 1 to your mana pool. T: Draw one card from your library if you
hove exactly 7 cards in hand.

o Maze of Ith AN U eee00 AMg DK
T: Untap target attacking creature. Creature neither deals nor receives
damoge os a result of combat.

o/ Restricted/Banned
AC Artifact Creature

ART Atifoct
(R Current Rarity

[ “Such innocent tittle birds, They
| sing a saver song, sitting on thetr
b fragile branch.”

| Grandmother Sengtr

PESTILENCE DEATH SPEAKERS

Ruins of Trokair

: Safe Haven

¢ Sand Silos

: Savannch

(U Cumulative Upkeep
EA Enchont Artifact

Pestilence around is with
critter with protection from
black, and between Death
Speakers, White Knights,
Orders of Leitbur and Orders
of the White Shield, you can
build @ whole deck around
this theme!

N U e MPo FE
Comes into play tapped. T: Add W to your mana pool. T: Sacifice
Ruins of TroEnir to add WW to your mana pool.

IAN R eeee (Ry DK
2, T: Remove torget creature you control from game (play as an
interrupt). During upkeep, sacrifice Safe Haven to refum all creatures
it has removed from game to play. Treat these creatures as if they

were just summoned.

AN R eee PMo FE
Comes into play topped. You may leave Sand Silos topped to put @
storage counter on it. T: Remove any number of storage counters,
adding U for each storage counter removed.

N R eeeeo RAl ABUR
;: Add either W or G to your mana pool. Treat as both o Plains ond a
orest.

Scrubland AN R eeeoe JHy ABUR
: gz Add cither W or B to your mana pool. Treat as both o Plains and o
: wamp.
: Seufarer’s%uuy UN Ue  TWi 16
All your blue legends may bond with other legends.
Snow-Covered Forest I U — PMo A
T: Add 6 to your mana pool.
Snow-Covered Island AN U —  AMo "
T: Add U to your mana poal.
Snow-Covered Mountain AN U — Wi "
T: Add R to your mana pol.
Snow-Covered P¥ains W U — (R i
T: Add W to your mana pool.
Snow-Covered Swamp AN U —  DSh I
T: Add B to your mana pool.
Sorrow's Path AN R e  RAF Ok

T: Exchange two of opponent's blocking creatures without creafing an
illegal block. Whenever Sorrow’s Path is tapped, it does 2 domage fo
you and 2 to each creature you confrol.

EC Enchont Creature
EE Enchant Enchantment

EL Enchont Lond
EN Enchontment

Sulfurous Springs AN

Svyelunite Temple

| oTobemodeaf el Vo AN

Timberline Ridge LAN

o Tolaria
Tropical Island
¢ Tundra

Underground River

Urza's Power Plant

¢ Urza's Tower

Volcanic Island

Wizards' School

EW Enchant World
INS Insfant

T: Add 1 to your mana pool or place Strip Mine in your graveyard and
destroy one land of your choice.

R eee Pfp A

T: Add 1 to your mana pool. T: Add B to your mana pool and take 1

domage. T: Add R to your mana pool and toke 1 domage.

N U e MPo FE
Comes into play topped. T: Add U to your mana pool. T: Sacrifice
Svyelunite Temple to add UU to your mana pool.
mp C— Dk ABURATH A
T: Add B to your mana pool. Two Alpha versions, three versions in
other sefs.

Swa

! Taigo N R seese RY ABUR

T: Add either G or R to your mana pool. Treat as both a Forest and o
Mountain.

R eee Nl L6
Legendary. All creatures require an upkeep cost of 1 in addition to
other upkeep costs. Destroy a creature if its upkeep is not paid.

R eeee |Me

If there are any depletion counters on Timberfine Ridge, it does not
untap. Remove a deplefion counter from Timberline Ridge at the end
of your upkeep. T: Add G to your mana pool and put  depletion
counter on Timberfine Ridge. T: Add R to your mana pool and put
deplefion counter on Timberline Ridge.

AN U eee NLe L6
Legendary. T: Add U to your mana pool. T: During upkeep, remove
banding ability from torget creature until end of tum.

LAN R eeeoe iy ABUR
T: Add either G or U o your mana pool. Treat as both a Forest and
an Islond.

LN R essse iy ABUR
T: Add either U or W to your mana pool. Treat s both an Islond and
aPlains.

AN R eee Nih 1A
T: Add 1 to your mana pool. T: Add B to your mana pool and take 1
damage. T: Add U to your mana pool and toke 1 domaoge.

¢ Underground Sea [AN R eeece RAl ABUR
T: Add either B or U to your mana pool. Treat as both o Swamp ond an Island.
¢ Unholy Gitadel N U e MPo 16

All your black legends may band with other legends.

i o Urhorg UN U eee BWo 16

Legendary. T: Add B to your mana pool. T: Remove first strike or
swompwalk ability from target creature until end of tun.

i Urza’s Mine N C ee  AMo AQ

T: Add 1 to your mana pool If you have Urza's Mine, Urza's Tower
and Urza's Power Plant in play o the same fime, tap to add 2 to
your mona pool.

AN (oo M AQ

T: Add 1 to your mana pool If you have Urza’s Mine, Urza’s Tower

and Urza’s Power Plant in play ot the same fime, tap to add 2 fo

your mana pool.

AN C e MPp A
T: Add 1 to your mana pool If you have Urza's Mine, Urza’s Tower
and Urza’s Power Plont in play ot the some fime, top to odd 3 to
your mana pool.

Veldt AN R eeee BWg 1A
If there are any depletion counters on Veldt, it does not untap.
Remove a depletion counter from Veldt ot the end of your upkeep. T:
Add 6 to your mana pool and put a depletion counter on Veldt. T: Add
W to your mana pool and put a depletion counter on Veldt.

AN R eeece BSp BUR

T: Add either U or R to your mana pool. Treat as both an Islond

and o Mountain.

land U e PHo HL

T: Add 1 colorless mana to your pool. 1, T: Add U to your pool. 2, T:

Add W to your pool. 2, T: Add B to your pool.

Ever get confused by a Magic card or wacky card-comho?
Don't sweat it, we can answer any question!
just drop us a note at:

Stumpers
¢/o InQuest
151 Wells Avenue
Congers, NY 10920

or e-mail us at InQuestMag@aol.com
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GUSTOMIZABLE CARD GAME
IMPERIAL FORCES

em with Motti have forfeit -1. Adds
Chief Bast Imperial
If aboard a starship at the start of o battle, can immediately evacuate with
ane other person to o related site. Power +1 if of some site os Torkin. Adds
2 to power of any starship he pilots.
Colonel Wullf Yularen Impericl 2 W 12 25
Power +1 if ot same site with Tarkin, Chief Bast or General Dodonna.
Commander Praji Imperial W12 73
Where present, (-3P0 or R2-D2 cannot utilize gome text. Adds 2 to power
of any starship he pilots. On Devastator, also adds 1 to hyperspeed.
Darth Vader i IPLW 6 6 Jedi 6 8

Deploy -2 if two or more Imperiol stmshi}:s on toble. Rebel pilot ot some
1P

mperial ) 3
When in battle, adds 1 o eqch battle destiny. Adds 3 power to any starship

he pilots. Adds 4 to power and 3 to manuever when pilofing Vader's
cusztom TIE. Immune to attrition less than 5.

and may draw one battle destiny if not able fo do so otherwise.
DS-61-3 Impedicl 2 IPW 2 2 24
| Adds 2 to the power of any starship he pifos. In Black 3 adds 1 fo
Maneuver and may draw a destiny if not otherwise able.

Deaﬂ[; S;I%r Tro;pern ﬂ}lgperi%l 3 W " i 23 ¢
lepioy only on Death Star, but may move else where ot -1 power at an
site bxt Death Star. ! - g

-RA- Imperial 3 21 24 R

| Adds 3 to the power of any ship he pilots. If on Black 2, adds 2 to maneuver.

| General Tagge Imperiol 3 at. 3 4 R

| Tag?e is forfeit +1 for each Imperial nooa)er of any kind with him ot a site,

Grond Moff Tarkin +~ Imperidl 1 IPW 4 3 att. 4 6 R

If with Vader in a battle, may concel one opponent's destiny draw
immediately after it is revealed. Adds 2 to power of any starship he pilots.
Imperial Pilot Imperial 3 P * 2 7 C
*=0, =2 towards ship power on any starship he pilots.
Imperial Trooper Guard Imperial S
Cannot move. *=0 power during an offensive battle, but =4 when

defendir}g.

Lietentont Tanbris ~ Imperial 2 1P 2 2 23
Deploy -1 for ship weapons on any ship he %ilors. Adds 2 power, but
subtracts 1 from maneuver, to any starship he pilots.

Stormtrooper Impedial 1 W 11 12 i€
Deploys free at same site as one of your Imperials with ability greater than 2.

lame st lcon  Pow Abi B
Description
Dathcha Alien 2 W 212 ]

]
*=Requires 2 force from each plurers' force pile.or cannot degloy. Deploy

only on Tatooine, but may move elsewhere. Power +2 of non-Tatooine sites.

Djas Puhr Alien 1 W 1 4 sen 4 4
Power+1 for each Imperial force icon present. +2 under nighttime
conditions. Immune to attrition less than 3.

Dr. Evazan Alien 3 W 12 3
Dr. Evazan May Immediately ‘operate’ on any hit or disormed charoter ot
ﬁmp% sgeA Patient is immediately lost. Adds 2 to power of any starship

ots.

Fehip[erp]_ev g Alien 4 W21 2.3l

o initigte battles of same location as Trevagg, player must use X force,

where X=totol number of Force icons present. If o droid is present, Trevogg's

'game text’ is unusable,

Garindan  Alien 4 11 23 R
When ot same location as o Rebel of ability Fyeuler 2, deploy -1 there for
any Imperials ond during your move phase, Imperials at an adjacent site

may move there for free.

Jawa Nien 3 1A *
To Deploy, *=1 force per player. Deploy only on Tatooine, but can
move eslewhere.
i  Nien 3 LU 2003 R
Once each tum, during your control })hqse, you moy reveal the top cord of
your reserve deck to both players, If it is o vehicl or storship, card is
immediately lost. Otherwise retumn it to the top of your reserve deck, force
pile or used pile. ,

Miiyoom Onith Nien 3 11 33 U

uring your control phase you mnx cause opponent to reveal entire hand by
usiny %(for(e, where X=number of cards in opponents hand. All unique mo{e

Rebgls or unique male Aliens are discorded

RIS

Al L

Name Type
Description

Name Type Dest Ry

Dest fon Pou b FS Dol FARY | 1o pomegs

b ile).
: Ponda Baba Alien 3

Prophetess Alien 2 H
: If you initiate a battle where rresent ou must predict winner beforehand. If

CHARACTERS :

Nome ype Dest lcon  Pow Abi Dl Fit Rty :
Description 3

Admiral Motti Impeficl 1 IPW 3 3 at 3 5 R

to power of any starship he pilofs.
22 ! g 3 U

QIDROZBSLLLL FLSHG LEi U
Name yoe  Dest Pow  Dp Ry

¢ Send a Detatchment Dovn Utinni Effect

-61- mperia W 22 240 ¢
Adds 3 to J)owel of any starship he pilots. On Black 2, also adds 1 to power
ow :

Fear Will Keep Then in Line

Myo Alien 3w 3 45 R
Power +1 if present with Lirin Car'n or any other bounty hunter. If lost or
forfeited os a result of battle. Myo regenerates (place on top of your used

PW 21

Power +3 when battling at same site as Dr. Evazan, unless opponent has

lightsober present. Adds 2 to power of any smrshifz hi pilots. Sl
sen.

cortect randomly refrieve one

e st card, otherwise loose 1 force, Immune to
attition less than 3.

© Tusken Raider Nen 2 =1 200 C

*=fotal power of group of Tusken Raiders, as follows: 1=1power. 2=3,
3=6, 4=10 limit four per site. deploy only on Tatooine, but may move
elsewhere.

3 27 240

uher Alien
If at the begining of your control phase any weapans or droids are present

ot the same site, all of them are lost. If in the Canting, oll weapons and
droids there are immediately lost.

Description

L EG6 Dod 0 103l 0 i
: Power +1 for each droid present, except power droids. *=0 destiny save for :

battle, where your power is less than your opponent's, now it is doubled
(Once per battle)

LIN-VBM Droid 3 2 4
Lays mines. OR af any time during your tum may use 1 force to diffuse
(lose) any one mine at some site.

?MSE-é ‘Mouse' Droid ~ Droid 0 0 00 U

Deploy on any character targeted by an Uttini effect. Move ‘mouse’ droid,
instead of that character, to pick up Utinni Effect and bring it back to be
fulfilled or conceled. Landspeed=3. Upon delivery, ‘'mouse droid returns to
your hand. "

Doid 3 1 (
When oboard a capital starship, adds 1 to power and hypersgeed, ond that
starship immune to umiluion_ Jess than 3. Too large for storfighter.
- (]
Deploy on a vehicle (save creature) to odd 1 power, maneuver or

landspeed. May remain aboard and drive vehicle by itself, withoutpresence.\

No astromech skill.

WED15-1662 'Treadwell’ Doid 3 1 2 3 R

Al your vehicles and droids ot the same location are immune to aftition
less thon 2. Also, if treadwell’ droid is ot a docking bay, ofl your
starfighters at the related system are immune to attition less than 3.

lume ype lesi !h,'

Charming to the Last

Description
* A Disturbonce in the Force Fffect 3 U
: During your deploy phase, insert into opgonem's reserve deck. Reshuffle.
When effect reaches top effect cancels, but opponent may not activate any
more force that tum.

Baniss Keeg

Effect 5 (
Deploy on any non-pilot (save droids) to ?ive that choracter IP skill. Adds 2
to poweer of any starship that choracter pilots. OR deploy on any pilot to add
1 power to any starship affected character pilots.

© Blast Door Contrals

Effect 5
Deploy on your side of table. Cancels: Into the Garbage Chute, Flyboy,
Narrow Escape, Blast the Door, Kid, and Rebel Barrier,

Blaster Rack Effect 3 U

Deploy on your side of the table. At any time, you may move one of Your
character weapons from any site to the Bloster Rack. During your deg oy
phase, weapon may be re-deployed for an expenditure of force equal to the
weapon's deploy cost.

. Dark Hours Fffect 4 I

Select one site under “Nighttime Conditions". If Destiny draw is greater than
ability score for every character (Draw for each at sirJ choracter sleeps.
(Power, forfeit and abifity=0 and game text frozen.) until your next tum.
Cancel affect

Death Star Sentry Effect

U

Use 2 force to deploy on any Death Star site. Declare one of the following
1o affect thot site and adjacent sites while 'sentry’ present: Upf)onem's
deploy +1. OR opponent's ability required for battle destiny +1 OR your
totol power +1

Disarmed ) Effect 5 3
If both players have o choracter with o weﬂgon at same site. Deploy on
opponent's character during control phase. Choracter looses weapon. is
power -1 and may not corry weapons for remainder of gome

t

Expand the Empire

C
Deploy on any site. Expands gome fext of that site to adjacent sites
19: 1 i

e
Deploy on any capital starship. When that Starship is in o system you
(omro\i, total power +1 in oll related sites

* I Find Your Lack of Faith DislurbinP Fff

ect 5 R
Use 1 force to deploy on one of your dark jedi. Oppnent's total ability ot
same location is reduced by 2, unless other Jedi present.

* I've lost Artool Effect 5 U

Use 1 force to attempt to knockout a starships astromech or nov computer
IF destiny draw is greater than 1, deploy on starship 1o reduce hyperspeed
10 zeo.

i Luke? Luvuuke!
: Macroscan
¢ Molator

: Organa's Ceremonial Necklace

¢ Tadtical Re-Call

Wron[? Turn
: s

Collateral Dumuﬁe
Counter Assault

Dark Collaberation
Dark Jedi Presence
© Dark Manvevers

* Dead Java
Elis Helrot

Emer?ency Deployment

. Evacuote

© Full S e Alert

Desription
Jawa Pack Fffect 3
To Deploy, all players must pay 3 force each. Or cannot deploy. All your
Jawas forfeit ot +1.
Juri Juice Utinni Effect 4 R

Deploy on any alien if Conting, Mos Eisley or Jabba's Sail Barge on toble
That alien cannot use ablitiy in battles (if Kabe, she also connat “steal).
Utinni effect canceled by moving that alien to one of those sites.

Kessel Run Utinni Effect
Deploy on Kessel. Target one of your own smugglers at another system.
X=parsec distance befween tow stystem. when target reacjhes Kessel
oppenat draws destiny. if destiny=0, starship lost, other wise retum fo sys
and retrieve X dforce.

i Ket Maliss

Effect 4 (
Deploy on any non-warior player fo give character W skill, OR deploy on o
warrior to odd +1 power.

Utinni Effect 4

Deploy on any system. Targeted starships power and forfeit are 0. When
torget reaches Utinni Effect, target draws one destiny. Utinni Effect conceled
if desfiny greater than 2. Otherwise draw again at nest move phose until

ou succeed.

Utinni Effect 4 U
Deploy on any Tatooine site. TmFet any Rebel. Torget is o power and
for?ei! -1 (-3 if Target is Luke). If rebels forfeit reaches zero, rebelis lost.
Unfinni effect conceled when reached by lnr%el.

ffect (
Use 2 force to deploy near your opponent’s reserve deck. At any time, you
may use 1 force to look at the top card of that deck. If ‘Nighttime
Conditions' exists anywhere on the table, yuéjﬁmuy look at the t30p 3 mrds’é

e
Deploy on your side. For each unit of abilty {ou have at a battle, you may
use 1 force to raise your total power by 1. Ability used in this way connot
also be used to draw destiny.

Utinni Effe¢ 4 R

Deploy on any Yovin 4 site. Torget one Imperial. When Imrerinl reaches
site, steal necklace. When ever necklace is present during force drain: add 1
to force drain and then pass (no cost) to an adjacent site you control (if
any), and so on.

Reactor Terminal Effect 3 u

Use 1 force ro deploy on your side of the table. During your control rhuse,
you may return any cards from your hand to the loE of your used pile.

Use 2 force to deploy on any Tatooine site (except docking bay). Target
any trooper on Death Star. When luu[;el reaches Utinni Effect, attrition +1
against opponent in all Tatooine battle as long as torget remains at same os
Utinni Effect.

Sunsdown Effect 3 U
Deploy on ungﬂplane! system to couse "nighttime conditions” at related
sites. During battles there, both sides add one destiny o power only. Spies
deploy free to sites under "nighttime conditions'.

Utinni Effect 4 R

Deploy on any Yovin 4 site immediately after winning o battle elsewhere.

Target o warmor involved in that battle. Target's aner and forfeit are -2 (-3

if Leio) until torget reaches effect. Effect s then lost.

Effect 3 U
e 3 force fo deploy on opponent's side of table. All opponent’s wariors
deploy at +1.

Your Eyes can Deceive You Effect 5 U

Deploy beside either player's lost pile. That pile is tumed face down. Cards
from that player's life force may not be viewed when they are lost.

INTERRUPTS
Nome ype Dest Rty
Description
o Alter Used Interupt 4 U
: Cancel ony one effect by driawing o destiny less than uhiﬁﬁy of your highest

ability character on table. OR cancel one sense card just ployed.
Borine Conversation Anyway. Used Interrupt 5 R
ancel either: Report o {Dld Vader, SComp Link Access, Rebel Planners,
Rebel Reinforcements, Gift of the Mentor, E’uni(, Don't get Cocky,
Skywalkers, Demation, Combined Attack, or Surprise Assault.
I Lost interrupt 5 R
If Tarkin and a rebel of ability greater thn 2 are involved at same battle.
You may odd one battle destiny. Add 2 if rebel is Liea.
Lost Interrupt 4 (
If opponent has at least twa characters and one weapon at same site, draw
destiny. If destiny is less than number of opponent’s characters at choosen
site, one is lost. (Opponent's choice.)
Lost Interrupt 3 (
Use 1 force to cancel a force drain at one location. Draw one destiny for
each character, starship and vehicle the opporient has present. Compare
Yaur destiny total to opponent's power total. Ployer with lowest total looses
orce equal o the difference
d Lost Intermupt -~ 5 R
If Tarkin ond either Tagge or Motti are in a battle together, you may add
two battle destiny. OR cancel Restriced Deployment or RebeT Borrier.
Lostinterupt 3
If one of your Jedi is present during any battle, use 1 force to cuose all
other imperials there to battle x2 power.
Used Inerrupt 6 (
Add 2 to maneuver and 1 to power of any starfighter for the remainder of\
the tum. If it has hyperdrive, also odd 2 to hﬁpexdlive. (Interrupt may even
offect the result immediately ofter o destiny draw togefing o storfighter's
moneuver. )
Lost Interupt 5 (
If two or more Stormtroopers are present where the opponent hos Jawas,
target os many Jawas there as desied. If Destiny drow is greater than the
number of Jowas targeted, they are immdeiately lost.
Used Imequl 4 U
Any or oll of your characters ot ene site may attempt to hire transport o
any one other site’ Draw destiny to determine Elis" asking price. Poy in that
amount of force to accept, othierwise Elis leaves (to the lost pile).
Used Interupt 3 I
IF opponent just initiated o battle where opponent has more than double
your power, drow up to 3 cards from your reserve deck. Of those 3, deploy
anywhere (no cost) any characters, starships, vehicles, devices or weapons
Any others are lost.
Used Interupt 6 U
Unless Tarkin is aboord, save all characters, weapons, and devices aboard
any justlost capital starship. Relocate them to any plonet site
\i Lost [nterrupt 3 U
Use 2 force. If destiny draw is less than the number of xlurmlroogers on the
table, all opponent's movement is blacked for the remainder of this tum
(except for smugglers and the starships they ore aboard).



Nom Type Dest Ry

¢ ame Type Dest SC Pow Mn Spd Dpl Ff Rty
Description Description

Gravel Storm Lost Interrupt 3 u . - TIE Fighter Starfighter 1 1593 1 2 €
Strikes at Dune Sea, Jundland Wastes, Begger's Canyon, Lar's Moisture : SITESIANDISYSTEMS i [?elpo at-1 to same system os any imperial copital storships. Permanent
Farm, Jowa Camp or Mos Eisley. Target one opponent's charocter of that ~ : Nome Type  Dest Force lons SC Ry pilot aboard provides ability of 1.
site. Target lost if destiny draw is greater ability. : Descriptoion ¢ TIE Advanced X1 Storfighter 3 2 2 2 3 U

I Have You Now Lost Intermupt 5 R : Permanent pilot aboard provides ability of 1.

If a Dork Jedi and o Rebel with ability greater than 2 ore involved in the ¢ Alderaon System 0 O\I P R TIE Scout Starfighter 4 1 52 .3 €
same battle, you may add one battle destiny (odd two destiny if Rebelis If you control, force drain +1 for each Death Stor site you control. H Moy odd 1 Pifol ond 1 passenger, or 2 passengers. Permanent Pilot aboard
Luke). : Dantooine A System provdes obility of 1.

I've Got a Problem Here. Lost Interpt 4 € : (R) Your capital ships can dgp!oY at-2 and your starfighters deploy o 1. Ubrikkian 9000 2001 Vehide 2 6 32 4 ¢
Use 1 force to torget an opponent's starfighter ot a system where a battle (E) If you control, force drain +1. May carry 3 passengers, also, may move as a react to battles o force drain
just finished. If destiny draw is greater than maneuver, fighter s lost. : Death Star: Central Core See 0 10 LMY U if in ronge.

lmpelrjiul ??rrier ; l‘{sed Im(ejmJFIy i h4 C: ® 1 yt:u l(?nnol,d Wion Iﬁm unddRSrmtr: lShe BIridge dgpioy for hee.IlS) If

se 1 force o prevent any character or starship just depioyed by opponent ou control force drain +1 here and Death Star Tractor Beam is canceled.
from battling OP moving fgr remainder fo tum. : Deuln Star: Detention Block Corridor Site 0 1/0 1M 8¢ WEAPONS AND DEVICES

Imperial Code Cylinder Used Inferrupt 4 ¢ : (E) Add 1'to bottle desrin]y draws here. (R) if you control, +1 Force drain. Name Type Dest Rty
Any lrnpeliurleuder present with SComp link may glonce ot reserve cardsin - ¢ Death Star: Docking Bay 32 Ste 0 1/1 MIXY Descriptoion
nnY deck for 20 secnds OR if ot Death glm site, cancel SComp Link Access  : (R) Docking bat transit: 1 force. (E) Docking bay transit: 1force. :

o Into the Garbage Chute, Flyboy. : Death Stor: Level 4 Mili!uryh(orridnr Site 1/0 1L/ Y U : Bloster Scope evice 4 U

Imperial Reinforcements Lost Interupt 4 Gt ® Dunnﬁ our move phase, Imperials may move free from fere to any : Deploy on an Imperial Blaster or Blaster Rifle. Where present during battle,
F opponent outnumbers you in total characters and starships on fable, use 1 : one Death Stor site. (R) If you control, force drain +1 here. : scope allows that weapon to turget any character or vehicle at an adjacent

- force and draw destiny. ﬁmt number of storm troopers and /or TIE flghers : Death Star: War Room ite D IMY U : site.
may be retrieved from the lost pile. : (E) If you control, with leader here, oll Rebel Troopers and Y-Wings on table & Blaster Rifle Weopon 3 (

It's Worse lost Intemupt 6 [ forfeit ot -1. (R If you inifiate o battle here, add one to battle destiny. i Use 2 force to depkr(/ on any warrior ond to target. Charocter hit if draw+1
IF It Could Be Worse is in play, it is canceled ond you may use X force to & Kessel ~ System 0 1 (2 ) greater than obility. Vehicle Tm if Destiny drow +1 greater than
foise dumur?e against opponent by X amount. OR if opponent just lost force (R) If you control, +1 force drain. (E¥ If you control, Kessel Run is : MANEUVer or armor.
from o battle play to increase loss by one extra. : prevented. * Booster TIE Cannon Weapon 4 U

Kintan Strider Lost Intermupt ( : Tatooine System 0 2/1 P C Use 1 force to deploy on any TIE advanced x1. May target using 1 force.
1f opponent just forfieted or lost o character, use 1 force to regenrate the (R ond E) IF you control, for each starship here, odd +1 to power in battles : Capital ship hit if destiny draw -1 is greater than armor. Starfighter hit if
character closest to the top of your lost pile info ‘our hand. i at tatooine sites. i destiny draw -1 greater than maneuver.

Limited Resources Lost Intermupt 5 u o :

If the opponent has two o less cards in hand, opponent must immediately

lose 2 force (4 force if it is your tum). If the o gonem has Fusion Generator

Supply Tanks abaord a starship, loss is reduc { 2. :
Local Trouble Lost Interupt 4 R

Use 1 force of the heginnig of your battle phase to allow any two

_| Bloster Rifle &
Blaster Scope: Let's face
it, there's nothing more sat-

stormhoopers in the Conting to battle any one opponent’s characters You U I
mnydudd one bottle desfiny. No other battles may occur in the Cantina this |sfy|ng that removing a
iy character from the game,

Lone Pilot Lost Inlerrurt 4 R

If any pilot (or permanent pilot) is defending a battle alona at o system, called a Force drain in Star

odd one battle destiny, OR if Motti is defending a battle clone ot a system, Wi

winobotedesiny TR Wars. Which is exactly whot
Lone Warrior Lost Interrupt i 7 R

1f any wariir is defending a batle alone ot g site, add one battle desfiny. a Blaster Rifle does: draw

ORi Iu?ge is defending a battle olone o a site, odd two battl destiny. desﬁny +2 over ability and

Nevar Yainal Lost Inferrupt R I
If both players have o spy at the same site, drow destiny. Opponent's Spa is i Pm’f an enemy’s minion
destiny greater 2. If o spy is undercover, it i lost if destiny greater thon 0. CHARACTER WEAPON is gone. But why get

Ommni Box Used Inferrupt ( directty mvolved? U
Shuffle any players reserve deck, lost pile o used pile. irectly involved? Use

Overload lost Interupt 4 ( Bloster Scope and target

Torget a weapon (save Gadeffi sticks or Ewk weapons) f desfing draw s
less than weapon's destiny number, weapon is lost. Starship camying
weapon is also lost if destiny equals 0.

Precise Attack losthnrerpt 4 C
During a battle at any site, torget one character of vehicle by combining the

safely from an adjacent
site. Like shooting womp
destiny draws of two or more weapons at the same site.

; - rats in Beggar's Canyon!
Scanning Crew Used Interrupt 3 BLASTER RIF STER SCOPE

(
Use 1 force to glance af the cards in your opponents hand for 10 seconds B :
You may move any Rebel from there to used pile. :

Sense Used Interupt 3 U Tatooine: Cantina o Ste 0 2/2 1P R Caller ) ) Device 6 I
Cancel one intermupt (or one "react’) by drawing 0 deslinr less thon the - (E) Allliens, save Tusken Raiders, are ot +1 ot tis site.  (RIAl aliens Deploy on Imperial Or Jowa. During control Fhase, may steal one droid at
“* ability of you highest ability character on table. OR conce one Alter card just ¢ you control areat +1 ot this site. ; same site if it is equipt with a restraining bolt. Retum restraining bolt to
ployed. : Tatooine: Dogkmg Bay 94 Ste 0 1/1 IXPY ( owners hand after droid is stolen.
Set for zlun Lost Intemupt 2 (S (R) Docking bay transit: 1 force. (E) Docking Bay transit: 2 force. * Commlink Device 3 C
Use 2 force to target one oppanent's character. I destny diow s greater Tatooine: Jawa Camp ite 0 1/1 XP C: Use one force to deploy on any choracter. If opponent has just initiated o
than choracter uhi?ily choracter immediately retums fo opponents hond. ¢ (E) Your Jawas deploy here for 1 force from you only. (R) Allyour Jawas battle or force droin ot commiink’s location or anadjacent site, you may
(Nlong vith any deplbyed cards on character.) g are -1 to power and forfeit. react” by deploying cards (ot normal use of force) to that battle or force
Takeel Lost Interupt 3 (: Tatooine: Jundland Wastes Ste 0 1/1 XP [ drain location.
1F both players just drew one battle desfiny, use 1 force fo switch numbers, (E) Your Tusken Raiders here ore +1 forfeit. I Eou control, +1 toforce dioin. * Dark Jedi Lightsaber Weagon 2 U
Tallon Roll "Used Interrupt 4 ¢ Tatooine: Lars' Moisture Farm Site 1/1 X : Use X force to deploy on ong warrior where X=(/-warrior's ability). Add one
Target o Rebel and an Imperial starfighter at some site. Eolh players total (E) Add 1 to weapon destiny draws here. (R)if you control, +1 force drain. 1o force drain where applicable OR target a character by using X torce.
destiny draws with power, you add Eneuver. lowest fotal loses storfighter. + Tatooine; Mos Eisley Site /1 X P (G Charocter it if two destiny draws greater than ability. 'O
The Circle is Now Complete Lost Interrupt 6 R (E) Your Spies, thieves, bounty hunters and smugglers are each power ond  © Dark Jedi Lightsaber ) Wea?on 2
If 0bi*Wan and Vader ore of some ste. Use 1 force fo nifote o botte i fofiet+1. 4 Use X force to deploy on any warrior where X=(7-warrior's ability). Use os
between them. Either Jedi +2 if they have a lightsaber. Loser is out ofploy : Yavin4 System 0 2/1 P [ follows: Add one to force drain where present, OR rurget(humc:er by using =
and moy not be played for reamainder of tum. : (R and E) If you control, for each of your starships here, your total poweris © X force, hitting if destiny draw twice is greater than choracter's ability.
The Empires Back Lost Intermupt 3 U +1 in battles at Yovin 4 sites - Droid Defector ) Device
If Vader, Tarkin, Motti or Tagge i lost, use 2 force fo retrieve info zour : Yavin 4: Docking Bay Ste 0 1/1 LXPY ( : Deploy at any interior site. Cannot be moved. All droids must move awoy m
hard from the [ost pile. OR Use 4 Force fo search your reserve dec ond put : (R and E) Docking transit: 1 force. : (A nomal force use) by the end of tum or they ore lost. Droids may not
Vader, Torkin, Motti or'Tugge into your hand. Shu*le afterwards : Yavin 4: Jungle Ste 0 1/0 XP U i deploytosite ond if present by end of any fum are lost.
Trinto Dugba Used Interrupt 5 U (R) A rebel alone here battles af +2 and is immune to ottrition. (E) ifyou ~ : Fusion Generator Supplg_Tanks Device 4
If there are cards in the opponent's used pile during your battle phase, drow control, force drain is of +1 : Deplo{ on any starship at o system where o related bay site is on table. l<
one destiny. All cards there with some destiny nu]nﬂuer w lost y o m dee[fiﬁsﬁi('l? hyperspeed, power and munewe{\“leupon . ;
1 Intermy 3 :
Troopseerle((?g;%oof - mu%(oesu ‘(hurg%' RIS STARSHIPS AND VEHICLES ! Use 2 force to deploy on any Tusken Raider. May target for free. If o batte
that trooper is o Death Star Trooper, it s power +3 this bottle. Trooper must : Name Type  Dest SC Pow Mn Spd Dpl Fi Ry : hos just been iniated where E!esem, draw two destiny. If destiny is greater m
be forfeited ot the end of battle. : Desiption : 5 opponent's weapons knocked away and cannot be used this battle.
Tusken Scavengers Lost Interupt 5 € : Han Seeker A — Weapon
Use 1 force and drow destiny. If desiny draw s less than number of Tusken © Bantha Vehide 3 1 21 1 3 U some 0s other seekers but alien 3. o}
widers on tabl, you moy scovenge (seorch) your opporents used ple Al Hay (nrr( wo passengers. Bontha ability=1/2. Moy move os a ‘react onfy :  Imperial Bloster Weapon 3
vehicles, weapons of devcies you find there are lost. : to 0 battle o force drain (if within range). Each Tusken Roider of some USL“I force to deploy on any warrior. May mr%er using 1 force. Character
Utinni! Used Intferopt 4 R+ exterior site s ot power +1. © hitif destiny drow is greater then abilty. Vehicle it if destiny draw greater 0
Ifone of your Jawas s o the some locaton as any Utinni effect,"steal that Blad - Stofighter 2 14 13 R i thon moneuver
Utinni effect into your hand, and use os your own. OR cancel ony interrupt May add one pilot. lon Cannon Wepon 5 U |
or effect with "Jawa' in the card name. : Starfighter 3 T3 L Use 2 force to deploy on any Star Destroyer. One force to target. If destiny
Vader's Eyes Lost Interrupt 4 R : May odd 1 pilot. draw +2 is greater than target's armor or maneuver, oll weapons aboard |
1 Vader is defending o battle clone ot o site. Add 1 power and 1 batle = Devastalr Stship 1 Y 8 6 3 8 9 R are lost, armor or maneuver =0 ond Hypersgeed:O. \
destiny. Orif any other Imperial with ability greater than 2 is defendingo ¢ I.\u[‘udd 6 pilots, 8 passengers, 2 vehicles and 4 TIE Fighters, Has ship Laser Pr0§enm Weapon 3 U |
battle alone at a site, add one battle destiny. : doc '”I§ copability. Permanent pilot aboard provides abilty of 2 Use 2 force to deploy at an interior site. Cannot be moved. Moy target for ‘Q |
We're All Gonna Be o Lot Thinner Lost interrupt 6 R Imp. Class Star D_eslroger Stship 1Y 8 6 3 8 9 U free. If deslmﬁl drawe -1 is greater than ability character hit. if destiny drow [
Everything in Trosh compacr is lost : /-‘-"‘[‘Ud“pllms, possengers, 2 vehicles and 4 TIE Fighters. Hos ship gﬂeme( than 2, seeker hit. Loser may be targeted and hit if destiny greater
You Overestimate Their Chances ) Lost Interrupt 4 C & docking capability. Permanent pilot aboord provides ability of 1 ~thon :
If on apponent hos just initiated o battle, triple the resuﬁing bottle domoge - Lift Iu\be Vehicle 0 1 31 C o Light Re?eunn Blaster Weapon 2 R
for the eventuol loser. OR tiple the resul of Don't Underesfimate Out Moy conry 4 passengers. Deploys only on 1,M sites. May move without Deploy for 2 ferce on any wartior. If power draid or fusion generator
Chances. d : presence aboord. Also, may move s o react (fo battle ond force droin only, present, may target for 2 force. Character hit if demng' drow +1 s greater .
Your Powers are Weak Old Man Lost Interrupt 5 R if vithin range) than ability, vehicle hit if destiny draw +1 is greater than maneuver. May =t
During any batile involving both Voder and ObiWon, you may add one © Sandcrawler Vehicle 3 3 22 5 R fire more than once ot 2 force o shot
battle desfiny. OR destroy (concel) either: Return of @ Jed, Jedi Lightsaber, Moy corry 8 possengers. Must deploy on tatoaine site. May relocate Luke Seeker Weapon 3 R
Jedi Presence or Old Ben. : afterwards. Each Jowa of some exterior site s forfeit +1 Same s others, but pilot <3. Q_.
A Asromech Dest Destiny Force Force cost Hyp Hyperspeed M Mobile (R) Rebel SC SComp Speed Land X Exferior
Abi  Ability Dpl Deploy Frf  Forfeit I Interior Mn  Maneuver RP Rehel Pilot SEN Force Sensitive or Hyperspeed )]
att Forceattoned  (E) Empire FS Forceamount 1P Imperial Pilof P Planet Rty Rarity W Warrior
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pRIRaNvRelicis aRLpELIdie
Nome Type Dest Rty
Description

Observation Holocam Device 3 1]
Deploy at any site, Cannot be moved. You may either: Add 1 to weapon
destiny for each of your cutomated weapons there oe at adjacent sites. OR
a character at on m!iucem site you control may add its power to a battle ot
holocam’s site.

Restraining Bolt Device [ C
Dﬁﬁloy on any droid ot any sight. Droid cannot move and cannot use
abilities. During your deploy phase, Restraining Bolt may be transferred
from one to another droid free ot the some site.

Stormtrooper Backp Device 5 (

Deploy on any trooper. May carry and use any number of weapons and
devices. Tmorer ?sorenunune to atfition less than 3 when af planet site.
Stormtrooper Utility Belt ite
Use 1 force to deploy on any Imperial or afien. Torget's power ond forfeit
are +1. If on Death Star, power and forfeit are +2.
Timer Mine Wegpon. 2 C
Automated. Deploy on opponent's side at same site os one of your mining

droids. Explodes at beginning of yor next tum. Destiny drow indicates
numder fo characters lost (owner's choice), Timer mine is lost also.
Turboblasfer Batte R

?’ Weapon 2
Use 3 force to deploy on any star destroyer or any mobile system. May

Wioslea Alien 2 21 1
e

torget usin%Z force. Capitl hip hit i destiny totol2 i greater thon amor. 7.3
1 hit :

Fighter hit if total -5 is greater thon maneuver.

Vader's Lightsaber Weapon 1 R
Deploy onlz on Vader (no cost). You may either: Add 1 to force diain OR
Target for free, hitting character (with Forfeit of 0) if destiny drow twice is
greater than obilty.

REBEL FORCES

CHARACTERS :

Name Ype Dest Pow Abi Dpl Fif Rty :
Description

Beru Lars Rebel 2 1.4 13 U

Forfeit at +2 when at same site as Owen Lars or Hydroponics Station. If

lost during the opponent's tum. Luke is power +3 until the end of your next

tum.

Biggs Darklighter Rebel 2 RW 22 15
Adds 2 fo power of storship he pilots. On Red 3, he also adds one to
Maneuver and draws one battle destiny in not atherwise able.

General Dodonna Rebel 2 W 2 35 U
Increases Rebel Planners by 1. doubles if ot same site. May use 1 force o
cancel Wrong Tum. Each rebef present with him at a Yavin 4 site is power

+1.

Han Solo Rebel 1 RPW 3 3 at 3 6RR
Once during o battle,may use 1 force to cancel previous destiny draw and
draw ogain. Adds 2 to the power of any starship he pilots. Adds 2 to
maneuver on Millenium Falcon and may draw one destiny if not otherwise

able.

Jek Porkins Rebel 2 RW 272 24
Adds 2 to power of any starship he pilots, on Red 6, also adds 1 to
maneuver and draws one battle destiny if not able fo otherwise.

Leia Organa Re 1 33 aft. 36
All Rebels are +2 with her at same site. Immune to attrition less than 3.
Luke Skywalker Rebel 1 RPW 3 4 sen 3

You may acfivate 1 extra force each tum if Luke is ?resem at any non
Tatooine site. Adds 3 power to g)donng. On red 5, also odd 2 maneuver.
Immune to attrition less than 5.

Obi-Wan Kenobi Rebel T W 56 Jedi59 R
When present ot the start o o battle, may use 1 force to one of orponem's
ability of 1 characters (your choice) to move away (for free) or else lose
he character. Immune fo attrition less than 5.

Owen Lars ebel 13 M 240

Deploys free o Lars' Moisture Form. Power +2 if ot same site as Beru Lars

o; Bupomrur. 1f lost during the opponent's tum, Luke is Power +3 till end

of fum.

Pops Rebel 2 RPW 22 240
‘Adds 2 power to any starship he pilots. On gold 5, he odds 1 to maneuver
and draws one bnmye destiny if otherwise unable.

Rebel Guard Rebel -

?
Cannot move. Power equals O during attack, but 4 during defense.
Rebel Pilot Rel R 2
*=0), *=2 towards ship power on any starship he pilots
Rebel Trooper Rebel W 1

Deploys free of site if rebel present with abitlity of 2 or more.
Red Leader Rebel 2 R 42
Adds 2 power to any starship he pilots. He also adds one maneuver on re
1. +1 to all red ships in same system.

C
L
(
dR

Name ype Dest lcon Pow
Description
BoShek Alien 1 BP 24 Semd 3 U

Adds 3 power to any storship he pilots. May make o Kessel Run in place of
smugler. Immune fo ottrition less than 3.

Dice Ibegon Hien 2 23,8 48R
If present where opponent’s charocter just fired o wegpon, may use ane

force to ufilize Dice’s wson stinger (once per tum). Target thot character. If

destiny draw equols ability, torge! is hit

Figrin D'an Alien Y 1h ul 24 U
Once each tum during you control phase, you may use on force to make o
wager, Draw three destiny while your opponent draws two. Player with the
higﬁesl total may randomly select one card to be retrieved from that
person’s lost pile.

awa lien 3 LA % 1

To mby' *= force per player. Deploy only on Tatooine, but can move
eslevihere.

18 Fm@:ouzsr
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Demﬁ Star

Demotion ffe

Ellorrs Madak

i FS Opl Fd Ry

K'lor Slu

* Mantillian Savrip

e
During your control phase, may target one weapon of device of opponents
in same site. If destiny draw is less that ml?er's destiny number. Kabe
steals device to use or weapon to hold and freely transter to worrior ot

: same site.
: Kal'Falni C'ndros Alien 2 g2 11 05 R

If both players draw one battle destiny involving Kal, and Xours is higher,
ononenr's destiny reduced to 0. Londspeed equals 3. Adds 2 to the power
of capital ships she pilots. Cannot pilot or board starfighters or enclosed

: vehidles.

: Leesub Sirln Alien 4 13 A3 3 R

: Once each tum during Xom control phase, may use 1 force to guess o cord
in rt;Fponem's hand and point to it. If pointed card is card quessed correctly,

g cord is lost.

: Momaw Nodon Nign 3 13 M.23 U

: During your control phase, may snare (Steal) one Bantha, Dewback,

: Wampa, Rancor, Bubo, or Drogonsnake.

¢ Shistavanen Wolfman ~ Alien 2 W 1 352 ¢

: May move to adjacent site s o 'react’ - W

Talz ien
May forfeit in place of any other character hit by o weapon ot some site,
restoring that choracter to normal. Any Tolz is power +2 under ‘Nighttime
Conditions'.
5 U

Duri_nf] your control phuse, you may use 1 force o target an opponent's
vehicle or droid for “purchase™. If destiny draw s greater than targets
destiny pay force equal fo torgets deploy number and take farget.

DROIDS
Nome yoe  Dest Pow  Dp Rty
Description
(3P0 Droid 3 1 3 &R
Total power ot same si!% isv:jf? for eso(h of your droid /rebel p]uirs. "
i

- 0

If opponent has just inifiated a battle of force drain ot or adjocent to (Z-3's
location, you may ‘react’ by deploying cards (ot normal use of the force) to
that battle or force drain location.

S LINVEK Doid 3 2

4 C
Lays mines. OR at any fime during your tum may use 1 force to diffuse
(lose) any one mine at same site.
X e dhoard oy s als | ool
ile aboard any starfighter, adds 1 to power, maneuver ond Hypersp:
R4-E1 o4 1 1-43. €
Deploy on a vehicle (save creature vehicles) to add 1 to power, manewver
ond landspeed. May remain aboard ond drive vehicle. without presence. no

astromech ability.
X-3KPR “Doid 3 1 1

3
Where present under "nighttime conditions”, each of your Rebels and aliens
at same planet site are power +2 and also have immunity fo aftrition less
than 3 if a Hydroponics Station is present.
ED-9-MI 1 20 3R

- o
Maintenance Droid. All your vehicles and Droids at same site are immune to
afrtion less than 2. Also, if "bantha’ droid is of o docking bay. oll you
starfighters ot the related system are immune to aftition less than 3 ond
may concel lateral domage

Name Type est Ry
Description
ATremor in the Force Effect 3 U

During your deploy phase, insert this cord in opgonenr’sreserve deck
Reshuffle. When This card is exposed it s lost, but oppanent may not
activate any more force this fur.

Affedt Mind ffect 5 R
Use 1 force on any of your Jedi. Unless Dark Jedi also present, opponent’s
total abilfiy reduced by 2. o 4 2

ect

eggar
Use 3 force to deploy on any exterior Tatooine site; free at Beggar's
Canyon. You may use any amount of force in your opponent's force pile o
turn. Beggar is lost if you use mare than one.

Crash Site Memorial ffect 5 U

Deploy on your side of table. You may place lost vehicles, droids, weapons
and devices here instead of lost pile. Once each tum, during rouv deploy
hase, you may exchange any one hand card with one cord from here.
XIuns Utinni Effect
Deploy on any Death Stor site. (save docking bay) Tur?e! one of
your\tYroids not on Death Star. When target reaches effect, steal plans. If
target then moves to Yavin 4 site, draw 3 destiny. Retrieve tht much lost
orce . Lose effect. ; .

1

Use 2 force to deploy on any Imperial, except Vader, Emperor Palpatine, o

stormtrooper. That Impericl is ot -2 and cannot use ‘game text’,
Disormed Effect 5

If both players have o character with o weapon at same site. Deploy on

opponent's character during control. Character looses weapon. is power -1

and may not carry weapons for remainder of ﬁume.

Effect 5 (

Deploy on any non-pilot character, (save droids) to give that character P
skiﬁ dds 2 fo power of any starship that character pilots. OR deploy on
any pilot to add 1 to power of any starship character pilots

Eyes in the Dark ect

U
Deploy beside either player's lost ple. That ﬁle is tumed foce down and
cards ploced there cannot be viewed when 1

ﬁyme lost
: Jawa Siesta Effect

3 U
To deploy (on your side of table) requires 3 force from both players' force
piles. Cannot deploy otherwise. All your Jawas are forfet +1

et 3 R
Dep%y on your side of table. For each unit of abifity available a o battle,
you may use | force to aise total power by 1. abiity used in this woy
cannot ge used to drow destiny
Lightsaber Proficiency fffect 4 R
Deploy on any character with ability greater than 2 and a lightsaber. That
character is power +3 in battles or may add 1 to force drain where present
Fffect lost if lightsaber lost ad

tffect
Use 3 forca to deploy on your side. (Free with (-3P0), After loasing a
battle, characters ships and vehicles may be forfeited directly from your
hand to reduce attrition

Pasmoid Armor

moK return any cards from your hand to the top of
Tusken

{ +1.
: Yerka Mig

A Few Maneuvers

Collision!
" Combined Attack

Don't Get Cock

* Don't Underestimate Our Chances

 Friendly Fire
Gift of the Mentor

- Han's Bad

Hear Me Baby, Hold Tn!‘clher Used

Help Me Obi-Wan Kenobi

Nome Type Dest lcon Pow Abi FS Dpl Fif Rty Name Type Dest Rty
Description Description
¢ Keb Men 3 11 23 0 ¢ Mighthll Effec 3

Dep[obon ungﬂp!une! system to cause 'nighttime conditions’ ot related
sites. During battles there both sides add one destiny to power only. Spies

deploy free to offected sites.

0bi-Wan's Cape ffect 4

2 force on deploy on rebel or alien. [nmmune to attrition less than 5. At
start of battle, use 1 force to cause opponent's character of ability =1 to
move away of be lost.

Utinni Effect 5 U

Deplmgon Death Stor site where o Stormtrooper was just lost. Target one of
your characters not on Death Star. When target reaches site, may steal’
omor. Character gains spy skill, power+2, Forfeit +2, and immunity to
weapon destiny less than 6.

Rebel Planners

Effect 4 R
Use 1 force to deploy of Massassi War Room or any dmking bue]( Adds X
total power of your starships at the related system. Where X= the number
of your starships present.

Revolution Effect 4 R

Use 3 force to deploy on any location. Rotate the location so that the icons
ond galme texts revierse. If revolution is cancelled, location rotates back to
normal.

: Rycar Ryjerd Effect 4

: Deploy on any nnnsmugg{ler o give that character smuggler skill. OR

5 deploy an any smuggler. That character is power +1.

: Sai'torr Kol Fas Effect 4 (
Derlog an any non-warrior character (save droids) to give that character W

: skil. OR deploy on o Warrior to give +1 to power

: Special Modifications Effect 3 u

Use 1 force to deploy on any starship to ¢dd 2 ta its armor or maneuver. If
on Millznuim Falcon with Han, Lando or Chewie piloting, add 2 also to
ower and forfeit.

Traffic Control Effect 3 U

Use 1 force to deploy on your side of table. Durin? your control phase, you
!our used pile.
reath Mask Utinni Effect 4
Deploy an any Tattoaine site where you have just won a battle. Target one
of your characters not on Tattooine. Upon reaching, target takes mask,
gaining +2 to power and forfeit and immunity to attrition equal fo 3, but
only while on fmtooina. -

: Yavin Sent Effect

3 U
Use 2 force to deploy at any Yavin 4 site. Declare one of the following to
affect that and adjacetn sites wihile senux present; OBponent's deploy +1.
OR opponent's ability required for battle destiny +1. Or your total power

Utini Effet 3 U
Deploy at unl location. You may move Mi? like  choracter. Torget an
opponent's character, who may apprehend (cancel) Mig by reaching some
location. All battles until them af same or adjacent sites are at power -1.

ame ype Dest ty
Description

Used Interrupt 6 (

Add 2 to hyperspeed ond maneuver of any smdlﬁh)er for the remainder of
this tun (mlenug‘zt may even affect the result right after o destiny drow
targeting the fighter's maneuver).

ter Used lmenuFl ] U
Cancel any one effect by drowing a destiny less than obility of your highest

ability character on table. OR cancel one sense card just ployed.

Beru Stew Lost Interrupt 4 U
Each player must immediately activate 2 force. Also, Kou may activate 1
] uddlmg'nul force for Owen Lars, Bery Lars, and for each Hydroponics Station
] on toble.
- Bith Shuffle, The Used Infermupt 5 (
: Shuffle ony players reserve deck, lost pile or used pile.
: Cantina Brawl Lost Intemupt 5

Use 2 force to cause a fight to break out in the Confina. If destiny diaw
equals desfiny on any choracters, they are lost.
Lost Interrupt -~ 4 (
Use 1 force to play at o system where oppanent has at least two starships.
If destiny drow is less than number of opponent's ships there, one is lost.
Lost Interrupt
During battle at any system, target one starship by combining the destiny
drows of two or mare of your starship weapons af same system.

dy ) Lostinterupt~~ 5 R
If Luke and Hon are in battle together. you may add two destiny. O if the
opponent just initated a battle at any system, destroy one TIE fighter of
your choice.
Lost Interrupt 4 C
If an opponent has just inifiated  battle, nig!e the tesulting battle damage of
the eventual looser. OR triple the result of “You Overestimate Their Chances'.

* Droid Shutdown Used Intermupt

: Concel un¥ attempt to steal, destoy or capture one of your droids. Droid is
: protected for remainder of tum.

: Escope Pod Used Interupt 6

Save all characters, weapons, and devices aboord any jusHost capitol
starship. Relocate them to any planet site
Lost Interrupt 4 (
If opponent has ot least two opponents and one weapon, draw destiny. If
deslinbis less than number of opponents characters at choosen site, one is
lost. (Opponent's choice.)
Lost Interrupt S
IF Luke or ObWan are in a battle together, you may add two battle
destiny. OR use 1 force ond look through your reserve deck and take any
one lxghtsabet into your hond. Reshuffle.
Lost Interrupt 3 U
1f Hon s lost, use 1 force to retrieve him. OR use 3 force and ook through
your reserve deck and place him into your hand. Reshuffle.
Han's Dice Used Interupt 3 (
If one of your characters of ability greater than 2 is an o battle, use 1 force
to draw another battle desfiny instead of the one rou just drew.
nterupt 5 (
If the apponent just tired one starship weapon against one of your starships,
each opponent’s wegpon destiny is reduced by ?
Used Interupt~ 3 R
IF Obi-Wan is at o site you control, he may apply any amount of his ability
toward drawing o battle destiny ot other locations. Ability he uses this way
cannot be used in another way. OR one rebel may move as a react to an
adjacent site.
How Did We Get Into This Mess Used Interupt 4 1]
If one of your draids i ot the Dune Sea or where there is o Scomp link, use
1 force to discard your entire hand 1o your used J)ile. Draw the some
number of cards as you discarded. Plus 1 droid af site is C-3P0 or R2-D2



HNome

Type Dest R

Descriptoion i Numle)esmprion Lig e J
Hyper Escope Used lptenuft S0 : Skywalkers Lostinterupt 5 R

Cancel o battle just initiated ot any system by moving all your starships : If Luke and Liea are in battle together. you may add two botllte destiny. Or  © [EMWaN IS R ISIV-NNIDIRVAN - A {SIN 215)

away from location (Using force normally) concel Imperial Borrer, Wrongolgum of genu(r%e Bridge. ¢ Name ype  Dest SC Pow Mn Spd Dpl Kty
I've Got a Bad Fee[in? About This Used Interupt 4 NS Solo Han Lost Interrupt 4 R 3 Description

Initiate batle o a Tocation where you have less power than your opponent. If Hon is Qefending 0 battle clone at a site, add two battle destiny. Or, if

i{n you Ioos'f)z, no result. If you win, opponent's looses are doubled. (Tripled if any alien is defending o battle clone at a site add one battle destiny. ¢ (rellian Corvette Starship

presen :

Into the Gurbu%(hule, Flyboy Used Infermupt -~ 6 R

Concel any battle éust initiated at another Death Star site by moving all your

characters involved to the Trach Compactor (if on table).
It Could Be Worse. Used Interrupt 4

(
l){you must lose force for any reason, reduce loss by X amount by using
orce.
Jedi Presence i . Lostinterrupt 3 R
If one of your Jed is present during any battle, use 1 force to couse all
other rebels there to battle x2 power.

aEvicE

: Spaceport Speeders

¢ Suprise Assault

: ) Used Interupt 6
¢ll one of your vehicles or droids ot Mos Fisley or same site as Wioslea.

Draw two destiny (three deatiny if vehicle is Luke's X-34 Londspeeder). The Li

total is the offer which you must accept. Activate that much force: then lose
vehicle or driod.

o ) Lost Intermupt 3 C
Use 1 force to concel o force drain ot one location by drawing one destiny
for each of your opponent's vehicls, characters and storships o the sie.

Compare destiny totals with o [
e s loogg(:—nems power totals. Difference between

| Restraining Bolt &
Caller: These couldn’t have
more obvious applications,
but they're still cool. Use
Restraining Bolt to keep a
droid frozen and under
wraps until you can get rid
of it. Or better, use Caller
and make that pesky droid
your own. Try it on (-3P0
or a (Z-3. That'll solve
potential droid problem.

RESTRAINING BOLT (ALLER

Krayt Dragon Howl Lost interrupt

4 R
IF Ob-Wan is defending o battle clone. Add 1 power ond one battle destiny, ~ :

orif any other Rebel with ability greater than 2 is defending, add one
battle destiny.

Leia's Back Lost Interrupt 3 ]
IF Leia is lost, use one force to retrieve her from the lost pile. Or use 3 force
to seath your reserve deck and put Leia into your hand. Shuffle ofterwords.

Luke's Bad Lost Interrupt 3
If Luke is lost, use 1 force and retrieve him from the lost Rile. ORuse 3
force and search for Luke in your reserve deck and place him in your hand.
Reshuffle afterwards.

Nabrun Leids Used Interrupt 4 U
Any and all of you characters at one site may hire Nobrum for tronsport to

< any other site,
Nairow Escape Used Intermupt 5

(
Cancel o battle just initiated of any site where rebel of greater than 2 abilty
pﬁsenl, by moving all involved characters away from site, ot normal use
of force.

Noble Sacrifice Lost interrupt 3 R
If opponent just deployed a character. sacrifice from table, one of your
choracters with the same power (even captures). You may refieve force
equal tochoracters forfiet value.

d Ben . Lost Interrupt 3 (
Use 1 force if any of your characters (save ObiWan) was just forfeted from
Tatooine site. Mysterious ‘crazy wizard' steps in and revives (redeploy for
free) that character back to some site.

On the Edge Lost Interupt 2 R

Use T force to target 1 Rebel (on table) of ability greater than 2. Choose o
number 1 fo 6. You may refrieve that amount from you lost pile if you now
draw destiny greater than choasen number. If you don'r, Rebel lost.

Out of Nowhere Used Interrupt

If %;ponem hos just iniiated a battle at a system where you have o starship
wi

maneuver greater than three, use 1 force and draw another
battle destiny.

Panic o Used Inferrupt -~ 4 U
If opponent just initiated a battle where opponent has rn%re than double
your pover, draw up to 3 cards from your reserve deck. Of thase 3, deploy
anywhere any choracters, starships, vehicles, devices or weapons af no

p fors(e cost.

Radar Scanner ) Used Intermupt 3 (
If you have at least one vehicle or starship on table, usepl force to glance of

the cards in your opgunems hand for 10 seconds. You may any Jawa (Save

[I)%md!o)or usken Raider, from there to used pile.

Rebel Barrier Used Interrupt

Use 1 force to prevent any character or starship just degroyed b$ the
opponent from battleing of moving for the rest of the fu.

Rebel Reinfocements . Lost Interrupt 4 (
#f oppo:derglg&lliglgil:;ﬂ 3Ju in Iokt:)le choracters and storships on toble, use 1
orce 0 . Uraw number is om
win sﬂ]utd moy be refreved from lost pie ount of rebel troopers ond /or Y

Return of o Jedi Lost Interupt 3 U
I Obi-Wan ia lost, use 1 force to retrieve him from the rost pile. OR use 3
%or(ﬁ tfz{)] esem(h through your reserve deck and toke Obi-Wan into your hand.
eshffle.

omp Link Access - Used Int
IYone_of your ‘R” unit droids is ot any scomp link, c;,nx]pgy. Glusn(e o lhe(
cords in ony reserve deck for 20 seconds. Sﬁufﬂe' 0r, if also ot 0 Death
Stor ste, concel ‘We're Al Gonna Be A Lot Thinner' o1 “Bor
Conversation Anyway. +Qr Bofing
Used Interrupt 3 U

]
Cancel one inferrupt (or one ‘react) py ; &
abilty of you highest abilty chargter Z“d{[ﬂl\l;llgl_goe d[eusnn(nY less than the

Sens!

il el one Alter card just
A Astrometh Dest Desfiny Force Force cost

Abi  Ability Dpl Deploy Fri  Forfeit

att Forceationed  (E) Empire FS  Force amount

The Force is Strong with this One

+ This Is All Your Fault

Utinni!
If one of your Jawas is at the same location as any Utinni effect, 'steal’ that B

- Warrior's Courage

* Tatooine: Lars'

* Yovin 4: Jun

Thank the Maker ) Lost Interrupt 3 R
Use 1 Force during opponent's control phose if you have o droid on the
table and were drained of ot least 5 force. Destiny draw equals number of
cords randonly selected and retrieved from the lost pile.

this 0 Lost Intermupt 5 R

If Luke and on Imperial with an ability > 2 are involved in the some battle,

ou may odd one battle destiny (add twa destiny if Imperial is Vader).

|} ! Used Interrupt 4

Sacrifice a droid to concel oll atrition against you ot same ite this tum. OR

re-forget an opponent's weapon to one of your droids o the same site. If

driod is lost, use original targets forfeit number.

Used Interupt 4 R

Utinni effect into your hand, and use as your own. OR cancel any intemupt
or effect with *Jowa" in the cord name.
age Lost Interupt 4 R
If any warrior s defending o battle clone at o site; add one battle destiny.
 Orif Leia s defending, odd two battle deslin&
We're Doomed sed Inferrupt 5 (
If you have less than 15 Life Force, Play dulin? opponents control phose.
Until the end of tum, all losses to you Force Pile are reduced in hul? (round
down) unless (-3P0 or R2-D2 are on table, then round up.

Ium ype aesl 'or(e cons !! !ty

e
Descriptoion
© Death Star: Detention Block CR. S~ 0 0/1 LM Y U
: (R) If you control, force drain +1 and all coptured choracters released.
Death Star: Docking Bug 3 Ste 0 1/1 LXMY
(R and E) Docking Bay Transit: 1 force
- Death Star: Trash Compactor ite 0 0/0 LM U
: (R) Can deploy here without presence. If you control, force drain +1
Tatooine: Cantina Ste o 2/2 i, R
(R) you allies here are power +1. (E) Same, sove tusken raiders.
- Tatooine: Dod(ing Bay 94 ite 11 IXP Y C
: (R) Docking by tronsit: 1 force. (E) Docking Boy transit: 2 force.
: Tatooine: Dune Sea e 0 1/1 XP (
(E) Total ability of 6 or more needed for you fo draw battle destiny here.
* Tatooine: Jawa Camp i 1/1 XP (

ife
(R) Your Jawas deploy here for 1 Force from you only. For Free in
Sandcrawler present.
oisture Farm Site 0 21 P Y (
(R) Owen Lars, Ber Lars and Luke deploy ot -1. (E) Add 1 to weapon
destiny draws here.

© Tatooine: Mos Eisley Ste 0 2/1 XP U
: (R) During Jour control phase, you may move freely from here directly to

: Cantina and back.

* Tatooine: Obi-Wan's Hut X P R

| Ste 0 2/0 X,
(R) Obi-Wan deploy's -3. (E) If you Control, Force Drain +1.

gle Sie 0 10 XP (
(R) A rebel alone here battles at +2 and is immune to attrition. (E) if you
control, force drein is af +1.

© Yavin 4: Massassi Throne Room Ste 0 1/0 LP R
: (R) if this is ‘our starting location, Light side goes first. () if you control,
force droin +1.

* Yovin 4: Massassi War Room Ste 0 2/0 LP Y U
: () If Jou control, with o leader here, oll stormtroopers and TIE's on table
: are fortiet 1. (E) if you initiate o batfle here, add one battle desfiny.

* Yavin: Docking Bay Ste 0 2/1 1P

(R Cen transport for 1 force. (E) Can transport for 1 force.

M Mobile
Mn  Maneuver
Planet

(R) Rebel
RP Rebel Pilot
Rty Rarity

:Hyp Hyperspeed
1 Interior
P Imperial Pilot P

1RPAYS 4 3 4 8 U
May odd 3 pilots, 4 passengers and 1 vehicle. Hos ship docking capability.
Permanent pilots aboard provides ability of 1.
Tx«be 1 Vehk[l)e : 6}y '”‘0 ]H 1 ml C
lay carry 4 passangers. Deploys only on |, M sites. May move without
prescence aboard. Also, may move as a react (to battle and force drain
: only, if within range.)
¢ Sundﬁuwler : Vehi(’iie 4 ? . 3 " er 5 R
: y co ssengers. Must deploy on Tatooine site. May relocate
i uﬁerwurrqs. ﬁh Jawa ot same exterior site is forfeit +1. !
: SoroSuub V-35 Landspeeder Vehicle 4 0 4 2 3 C
: May (nr%‘i passengers. Moves free if Owen Lars, Beru Lars, or Luke
aboard. Also, may move as a 'react” only to a battle or force drain (if within

range)

i X-34 Londspeeder  Vehide 3 1Es 2 4
May cary 3 passengers. Moves free if Luke aboard. also, may move as @
‘react’ only to o battle or force drain (If with range).

H WEAPONS AND DEVICES
: Name ype Dest Kty

Descriptoion

: Caller Device 6 U

s Deploy on Rebel Or Jawa. During control phase, may steal one droid at

same site if it is equipt with  restraining bolt. Retum restraining bolt to

: owners hand after Droid is stolen.

: Hedrobinoculars Device 3 ¢

3 Use 2 force to deploy on warior. At any time, you may peek at the to
card of your reserve deck by using 1 force. You may choose to move that

2 card to the top of the force pile.

: Fusion Generator Supply Tanks Device 4 (

: Deploy on any starship af a system where a related docking bay site exists\

: on toble. Adds 1 to hyperspeed, power and maneuver.

: Hydroponics Station vice 4

s Use 1 force to deploy on any Exterior Tatooine site. Cannot be moved.
When activating force, the first card may be drown directly into your hand.
ifa Vﬁpcémor is on the table. The second card may also be drawn into

: your hand.

* Restraining Bolt Device 6 ¢

H Des)loy on any droid at any sight. Droid cannot move and cannot use
abilities. During your dep!orp 0se, Restraining Bolt may be tronsferred

: from one to another droid free at the some site.

¢ Turgetingztompmer Device 3 U

: Use 2 force to deploy on any star ship. Adds 1 to starship's maneuver. If
this starship is using o weapon during o battle, you may fire that weapon
twice, separately or combined. Subtract 1 from each destiny draw

: when firing.

: Tatooine Utility Belt Device 4 d

: Use 1 force to deploy on any rebel or alien. While on Tatooine, that

: character's power and forfiet are +2.

* Vaporator Device 4 (

: Use 1 force to deploy an any Tatooine site. Cannot be moves. Protects all

characters ot same or adjacent site from Gravel Storm.

aster Weapon 3 C

Use 1 force to deploy on any warrior. Moz rux%el using 1 force. Character

hit f destiny draw is greater than ability. Vehicle hit if destiny draw greater

i than maneuver.

- Bloster Rifle Wegpon 3

: Use 2 force to deploy on any warrior. 2 force fo farget. Character hit if

: destiny draw +1 greater than abilty, vehicle hit if destiny draw +1 greater

: than maneyver or ormor.

* Han's Heavy Blaster Pistol Weapon 2 R

: Use 1 force to deploy on Han, 3 on any other warrior. Muh' IurFel using 1

force. If destiny drow +1 is %remer than ability, character hit. If destiny +1
reater and maneuver, vehicle hit. If hit by Han, Target is forfeit 0.
Jedi Eightsuber Weo?on 2
Use X force to deploy on un% warrior where X=(/-warrior's abili
to force drain where applicable OR torget a character by using X

3 Character hit if two destiny draws greater than ability.

* Leia's Sporting Blaster Weapon 5

: Use 1 force to deploy on Leia, 2 on others. May target for free. Charocter
hit if destiny draw -1> ability. Vehicle hit if destiny drow -1> maneuver or

: Amor. If iht by Leia, torget's forfeit equals 0.

- Obi-Wan's Lightsaber eapon 1 R
Deploy only on Obi-Wan (no cost). You moy either: Add 1 to force drain OR
Target for free, hitting character (with Forfeit of 0) if destiny drow twice is

: greater than ability.

* Proton Torpedoes Wegpon 4 C
: Use 1 force to deploy on any X-wing. Y-wing or B-wing. May target using 1
force. Draw Destiny. Capital Ships hit of destiny greater than armor,

Fighters hit if destiny greater than maneuverability.

. Quad Laser Cannon Wea?on 4 U
Use 2 force to deploY on Corellion Corvette or Millenium Falcon. May target
using 1 force. Capital starship hit if desﬁnzI drow is greater than armor,
Starfighter hit if destiny draw +1 greater thon maneuver.

Tagge Seeker Weapon 3 R
Use 1 force to deploy on oHonem's side af any unoccupied site. Moves
during your contrel phase (ike a character) ot normal use of force. When
ot same location as Tagge or warrior of ability less than 3, one is lost along

: with Seeker.

- Tarkin Seeker Weapon 3 R
Use 1 force to deplox‘ on oz)ionem's side at any unoccupied site. Moves
during your control phase (ike o character) at normal use of force. When
at same location as Tarkin or Alien of Ability less than 3, one is lost along

4 with Seeker.

- Timer Mine Weapon ?

Automated. Deploy on opponent's side at same site as one of your mining
droids. Explodes at beginning of yor next tum. Destiny drow indicates
numder fo characters lost (owner's choice), Timer mine is lost also.

U
7). Add one
orce.

SC Stamp Speed Lond X Exterior
SEN  Force Sensitive or Hyperspeed
W Warrior

n




Rick Swan’s unique take on

e

the world of gaming

It seems like only yesterday when you could count the
number of card games on one hand and have enough fin-
gers left over to pick your nose. In the three years since Magic,
however, we've been deluged. It's getting hard to keep up.

But you've kept up, haven’t you? You know what's out
there. You've even kept track of the weird stuff, right?

Let’s find out.

Below are 10 rarities, misfires and oddballs from the
recent past. But not all of them are real. Can you spot
the fakes? As a bonus, to help you with your shopping,
we'll rate them on a scale of one to five slices of cheese;
the more cheese, well, the cheesier the game.

1. Cardmaster. Turning Advanced Dungeons & Drag-
ons into a card game must've sounded like a good idea
at the staff meeting. But it didn’t quite pan out. Draw a
card, fight a monster, draw a card, fight a monster, draw
acard... Z-z-z-z-z... o=

2. Road Kill. Ever since Milton Bradley published
Mille Bornes in 1962, car race games have been an indus-
try staple. Road Kill, however, never gets out of first
gear. The car cards weave a little, move forward a lit-
tle, move back a little. The end. Worse, you don’t really
get to kill anything. %

3. Zodiac. If this game, the first (and final) entry in
the Eurodeck series, played half as good as it looks, it
might have been a monster. But it’s a mouse. Players
construct Houses of Heaven by expending Astrology
Points to acquire Aries, Leo and Aquarius cards. Elliptic
Moons, which resemble little Bill Clintons, earn bonus
cards of the player’s choice. It's all dumb luck. Psychics
might like it, though. &3+

4. Whimsy Cards. Before they hit the big time with Ever-
way and Vampire: The Masquerade, Jonathan Tweet and
Mark ReineHagen were cranking out low-budget quick-

ies like Whimsy. Players receive a random assortment of
Pity, Malice and Horrible Failure cards, then introduce
them during a roleplaying adventure “to increase sus-
pense and surprise.” How that’s supposed to work, exactly,
is never made clear, but it's a cute idea. 3 EQ =

5. Credo. Hey, kids! Let’s invent a religion! Begin with
a Church Display, add a few Articles of Faith, and if you play
your Doctrine Cards right, you'll be swarming with drool-
ing disciples. The first player to attract 11 million droolers
wins the game. Hallelujah! & 6 C""¢ Tv—n .(vz rrT’a

6. Star Fleet Missions. ThlS modest effort beat the Star
Trek: The Next Generation Customizable Card Game by two
years. Federation, Klingon and Romulan starships are dis-
patched to negotiate with the evil Tholians, deliver vaccine
to Dengue Fever victims and rescue captives of the Volcano
God. Blah art, so-so rules, nice try. t: = :

7. Monopoly. Question: Is it possible to translate
the world’s most popular board game into an engag-
ing, easy-to-learn card game by ditching the original’s
real estate rules and substituting a Rummy-like system
that requires players to put together four-card prop-
erty sets? Answer: No. wﬁz

8. Frog Juice. In this goofy fantasy game, recom-
mended for “all ages over 8,” you accumulate power
cards by combining the proper ingredient cards. Mix
a Monkey Powder with a Shrinking Brew, and—poofl—
you get a Moon Dust. Other cards represent Toad-
stools, Handsome Princes and Uglifying Spells. This is
for grown-ups? 30 ”* '?‘ 3

9. World Class Dudes. Brain-dead? Then I've got a
history lesson for you. This collectible card game—I've
seen one expansion set, and there may be others—fea-
tures memorable figures from the past as envisioned by
Beavis and Butt-head. I'm talking about the Soldier Dude
That Lost Waterloo and the Artist Dude That Cut Off His
Ear. Play ‘em or trade ‘'em. Would | make this up? *i >

10. Creatures and Cultists. Players create their own

~ cults, rated for Conjuring and Thuggery, then com-

pete for the privilege of destroying the planet. Mondo
cards improve the fortunes of friendly cults, sorcery
cards sabotage your enemies. And don’t neglect to
stockpile plenty of Fuggly Points, which you'll need to
summon your favorite de|ty Keep a deck on hand in
case Satan drops by! = 5 (5 0y

So which ones are the phonies? Read the fourth, 11th,
and 30th words in the first paragraph. @
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