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Ancestral Recall

Cast Cost: U

Color: Blue
Type: Instant

Target player draws three cards.



Berserk

Cast Cost: (

Color: Green
Type: Instant

Target creature’s power doubles and it gains trample ability until end of turn. If target creature attacks this turn,
it is destroyed at the end of the turn.

Wizards of the Coast Rulings:

*  Berserk calculates the creature’s power at time of resolution, and gives the creature that much power until
end of turn. This means that it will lower the power of a creature with negative power.

e  The creature may be sacrificed before the end of turn; it is not considered “on its way to the graveyard” until
the destruction effect has been applied.

e The permanent is destroyed at end of turn even if it stops being a creature before then.



Black Lotus

M:Q

Color: None
Type: Artifact

I—

. Sacrifice Black Lotus to add three mana of any one color to your mana pool. Play this ability as an_
interrupt.



Braingeyser

Cast Cost: XUU

Color: Blue
Type: Sorcery

Target player draws é cards.



Copy Artifact

Cast Cost: Q

Color: Blue
Type: Enchantment

Choose target artifact that came into play as an artifact. Copy Artifact acquires all permanent characteristics,
except color, of that artifact and counts additionally as an enchantment.

Wizards of the Coast Rulings:

* The copy of the artifact is still blue. The copy is both an artifact and an enchantment, so it is a blue artifact-
enchantment.

e It can be tapped like an artifact and is the only exception to the rule that enchantments are never tapped.
e  The decision of what to copy is part of the casting decisions.

e  This spell is targeted and checks its target on declaration and on resolution. If the target becomes invalid
before the spell resolves, then it fizzles.



Demonic Tutor

Cast Cost: 1 b

Color: Black
Type: Sorcery

Search your.library for a card and put that card into your hand. Shuffle your library afterwards.

Wizards of the Coast Rulings:
®  This spell is not targeted in any way.



Forcefield

M:é

Color: None
Type: Artifact

; . Prevent all but 1 damage dealt to you in combat by an unblocked attacking creature

Wizards of the Coast Rulings:

The ability targets damage dealt to you by an unblocked creature, and prevents all but 1 of that damage. It
cannot be used to reduce damage that tramples over a blocker, as the attacker is blocked in this case.

An “unblocked creature” is an attacking creature that had nothing assigned to block it, or anything it was
banded with. Only combat damage can be prevented by Forcefield; for example, it cannot help against a
Brothers of Fire who happens to be attacking.

If an attacking creature’s blockers are killed, or otherwise removed, it is still considered blocked, so

Forcefield cannot be used (this would only apply to an attacker with trample). If a creature’s only blockers
are canceled with_False Orders, the creature becomes unblocked.




Fork

Cast Cost: [T

Color: Red
Type: Interrupt

Choose target instant or sorcery spell. Fork acquires all characteristics of that spell, except color and targets.
Choose any targets of the spell normally.

Wizards of the Coast Rulings:

As errata, this spell should read as “Fork becomes a copy of target spell, acquiring all characteristics, except
color, of that spell. Once the spell is copied, choose its new target(s); the copied spell has the same
number of targets as the original.” Note that if you change the color of the Fork from red that the resulting
spell will not be red. You need not (and may not) pay any additional manna or other costs (like sacrifices) to
use the spell which is forked. You get control over a complete copy. If mana or other costs need to be
spent at resolution of the spell, the caster of Fork would still be responsible for paying that cost.

Extra costs which are in the spell text but not in the cost at the top of the card still count as part of the cost
and do not need to be paid by the player casting Fork. This includes extra mana in Drain Life, Soul Burn,
etc. For spells like_Fireball that allow mana to be used for damage or for additional targets, the controller of
the copy must use the same number of targets the original spell did. Forking a spell with an X in the cost
like Detonate requires you to use the same X value. In the case of Detonate, you must find an artifact with
exactly the cost X. Once a Fork is completed, the new copy is placed on the top of the current stack. The
copy will resolve before the original. The copy isn’t put onto the stack until after the original is either
countered or becomes successfully cast. The Fork becomes the spell and will not go to the graveyard until
the copy resolves.




Mox Emerald

M:Q

Color: None
Type: Artifact

l: Add gto your mana pool. Play this ability as an interrupt.



Mox Jet

Cast Cost: Q
Color: None

Type: Artifact
l: Add Q to your mana pool Play this ability as an interrupt.



Mox Pearl

M:Q

Color: None
Type: Artifact
l: Add ﬂ to your_mana pool Play this ability as an interrupt.



Mox Ruby

M:Q

Color: None
Type: Artifact
l: Add £ to your mana pool. Play this ability as an interrupt.



Mox Sapphire

M:Q

Color: None
Type: Artifact
l: Add Qto your mana pool. Play this ability as an interrupt.



Regrowth

Cast Cost: 1Q

Color: Green
Type: Sorcery

Put target card from your graveyard into your hand.

Wizards of the Coast Rulings:

. May be Deflected to another card in your graveyard.



Sol Ring

Cast Cost: ;

Color: None
Type: Artifact
l: Add ; to your mana pool. Play this ability as an interrupt.



Time Vault

M:;

Color: None
Type: Artifact

Comes into play tapped.
Time Vault does not untap as normal.

If Time Vault is tapped at the beginning of your turn and does not have a turn counter on it, you may skip your
turn to untap Time Vault and put a turn counter on it.

l: Remove the turn counter from Time Vault to take an additional turn immediately before the next normal
turn.

Wizards of the Coast Rulings:

® As your turn begins (and before your_untap phase begins), you decide whether or not to skip that turn. You
may only skip the turn if Time vault is tapped and does not have a time counter on it. Skipping the turn
untaps Time Vault, and adds a time counter to it.

®  Once you skipped your turn, you may not play fast effects again until the upkeep phase of the following
turn.

¢ You cannot untap multiple Time Vaults by skipping the same turn.

e  Time Vault expects to have a time counter while untapped, and not to have one while tapped. If an effect
such as Twiddle arbitrarily taps or untaps the Vault, this effect renders it useless until the situation is
corrected.

. If more than one “gain a turn” effect resolves during a turn, the extra turns are taken in the order in which
the effect resolves.




Time Walk

Cast Cost: Q

Color: Blue
Type: Sorcery

Take an additional turn immediately before the next normal turn.

Wizards of the Coast Rulings:

. If more than one “gain a turn” effect resolves during a turn, the extra turns are taken in the order in which
the effect resolves.



Timetwister

Cast Cost: 2:U

Color: Blue
Type: Sorcery

Each player shuffles his or her hand, library, and graveyard together and then draws seven cards. Timetwister
becomes the first card in your graveyard.




Wheel of Fortune

Cast Cost: 2l

Color: Red
Type: Sorcery

Each player discards his or her hand and then draws seven cards.

Wizards of the Coast Rulings:
e This is considered a forced discard, so effects such as Library of Leng and Psychic Purge apply.



Ali from Cairo

Cast Cost: 2T

Color: Red
Type: Summon Ali from Cairo

Power/Toughness: 0/1

Any damage that would reduce your life total to less than 1 instead reduces it to 1.

Wizards of the Coast Rulings:

* His ability is applied to damage you take as damage prevention begins. You may not choose to use damage
prevention effects on the damage before his ability kicks in.



Library of Alexandria

Cast Cost: Q
Color: None
Land

. Add ;to your mana pool.

I~ I~

. Draw a card. Use this ability only if you have exactly seven cards in your hand.

Wizards of the Coast Rulings:

e Having seven cards in your hand is a requirement of playing the ability. When the effect resolves, you draw
a card regardless of how many cards you have in hand at that time.

You may use the Library after your discard phase to have eight cards going into your opponent’s turn.



Candelabra of Tawnos

Color: None
Type: Artifact




Mishra's Workshop

Cast Cost: Q
Color: None

-

Land

. Add é to your mana pool. Use this mana only to play artifact spells.

Wizards of the Coast Rulings:

The mana produced by the Workshop can only be used to pay the costs of playing an artifact, including any
costs listed in its card text as well as its casting cost. It cannot pay for penalties such as Power Sink or_
Nether Void.



Djinn of the Bottle

Cast Cost: n/a

Color: None
Type: Token
Flying

Counts as an artifact creature



Spawn of Azar

Cast Cost: n/a

Color: Black
Type: Token

Power/Toughness: 1/1



Tetravite

Cast Cost: n/a

Color: None
Type: Token

Power/Toughness: 1/1

Flying
Counts as an artifact creature. Tetravite cannot have enchantments played on it.



Call from the Grave

Cast Cost: 1 bb

Color: Black
Type: Sorcery

Choose a creature from any graveyard at random and put it directly into play under your control. This creature
is treated as though it were just summoned. Call from the Grave deals you an amount of damage equal to the
creature's casting cost.




Prismatic Dragon

Cast Cost: ;WW

Color: White
Type: Summon Dragon

Power/Toughness: 2/3

Flying.
During controller’s upkeep, Prismatic Dragon’s color randomly changes to one of the five basic colors.

;: Prismatic Dragon’s color randomly changes to one of the five basic colors.



Knights of the Rainbow Vale

Cast Cost: W
Color: White
Type: Summon Knights

Power/Toughness: 2/1

When Knights of the Rainbow Vale comes into play, choose a color at random. Knights of the Rainbow Vale gain
protection from that color.

;: Knights gain first strike until end of turn.

WW.: Knights gain +0/+0, +1/40, or +2/+0 chosen at random until end of turn



Pandora's Box

Cast Cost: DO

Color: None
Type: Artifact

3,;: Choose a Summon card from all players’ decks at random. Put one or two token creatures of the

chosen type into play and treat each as though an exact copy of that Summon card were just summoned. If two
token creatures are put into play both players gain control of one. If one token creature is put into play, its
controller is chosen at random. Treat each token creature as if it is owned by the player who starts with control of
it.




Whimsy

Cast Cost: XU

Color: Blue
Type: Sorcery

Choose and generate é fast effects from the Whimsy Effects list. If there are no valid targets for a chosen fast
effect, that fast effect fizzles. When Whimsy resolves, each of the chosen fast effects resolves in order. No other
spells or effects may be used after Whimsy has begun to resolve, but before it is finished.




Faerie Dragon

Cast Cost: 2Q0Q

Color: Green
Type: Summon Dragon

Power/Toughness: 1/3

Flying.
LQLQ: A random fast effect is chosen from the Faerie Dragon Effect list and applied to random target creature.



Goblin Polka Band

Cast Cost: [T

Color: Red
Type: Summon Goblin

Power/Toughness: 1/1

;,;: Choose X target creatures at random, where X is the numberof I you pay in addition to the

activation cost. These creatures become tapped. A Goblin tapped in this way does not untap during its
controller’s next untap phase.



Power Struggle

Cast Cost: ZUUU

Color: Blue
Type: Enchantment

During each player’s upkeep, choose at random a target land , Artifact, or creature controlled by that player
and a permanent of the same type controlled by an opponent of that player. Exchange control of these
permanents. If one of the players does not control a permanent of one of the types being exchanged, don't
exchange that type of card.




Aswan Jaguar

Cast Cost: 1QQ

Color: Green
Type: Summon Jaguar

Power/Toughness: 2/2

When Aswan Jaguar comes into play, choose a non-artifact creature type at random from target opponent’s

deck. M: Bury target creature of the type chosen when Aswan Jaguar came into play.



Orcish Catapult

Cast Cost: X [T

Color: Red
Type: Instant

Choose é target creatures at random. The same creature may be chosen more than once. Put a -0/-1 counter
on each target creature for each time it was chosen.



Gem Bazaar

M:Q

Color: Random
Type: Land

Choose a color of mana for Gem Bazaar at random when it enters play.

l: Add 1 mana of the color last chosen for Gem Bazaar to your mana pool and choose another color of mana for
Gem Bazaar at random.



Necropolis of Azaar

Cast Cost: Z bb

Color: Black
Type: Enchantment

Whenever a non-black creature is put into the graveyard from play, put a corpse counter on Necropolis of
Azaar.

5: Remove a corpse counter from Necropolis of Azaar to put a Spawn of Azaar token into play. Treat this token
as a black creature with swampwalk with power and toughness each chosen at random between 1 and 3.



Air Elemental

Cast Cost: 3UU

Color: Blue
Type: Summon Elemental

Power/Toughness: 4/4

Flying



Animate Artifact

Cast Cost: 3:U

Color: Blue
Type: Enchant Artifact

Enchanted artifact is an artifact creature with power and toughness each equal to its_casting cost; that artifact
retains all its original abilities. Animate Artifact does not affect artifact creatures.

Wizards of the Coast Rulings:

e  Remember that summoning sickness is based on whether you have had control of permanent since the start
of your turn, not whether the permanent has been a creature for all of that time. Thus, if you animate an
artifact that started your turn under your control, it will not be sick.

e Can be played on artifact creatures and simply has no effect.

3 Remember that a 0-cost artifact is likely to have 0 toughness when animated, in which case it will die due to
lethal damage. Effects such as_Castle can save it, however.




Animate Dead

Cast Cost: 1 b

Color: Black
Type: Enchant Creature

Play on a creature card in any graveyard.

Put enchanted creature directly into play under your control with -1/-0. Treat this creature as though it were just
cast. If Animate Dead is removed, put the creature into its owner’s graveyard.

Wizards of the Coast Rulings:

® Targets a Summon or Artifact Creature card in the graveyard.

e When played, it can only target a creature card in the graveyard. While in play, it can only target
creatures that are being maintained in play by Animate Dead or Dance of the Dead.

* This means that effects such as Enchantment Alteration can move it onto creatures maintained in play by
these enchantments. The old target of Animate Dead is buried; the new target comes under your control
with the -1/-0 penalty.

e  This is considered a creature enchantment, so interacts with effects such as Rabid Wombat’s ability.

® Can be played on a creature card that can’t normally be targeted by black spells, or by enchantments, such
as a White Knight. However, once the creature is in play, any ability that causes it to be an invalid target
Animate Dead will cause the enchantment to fall off.

. If Animate Dead is removed, the creature is simply put into the graveyard without a damage prevention

step, even if there is another Animate Dead (or similar enchantment) on the creature. Effects such as Soul
Net will trigger normally.



Animate Wall

Cast Cost: W

Color: White
Type: Enchant Wall

Play on a wall.
Enchanted wall can attack

Wizards of the Coast Rulings:

U Remember that summoning sickness is based on whether you have had control of a permanent since the
start of your turn, not whether the permanent has been a creature for all of that time. Thus, if you animate
a wall that started your turn under your control, it will not be sick.




Ankh of Mishra

Cast Cost: ;

Color: None
Type: Artifact

Whenever a player puts a land into play, Ankh of Mishra deals 2 damage to that player.



Armageddon

Cast Cost: éﬂ

Color: White
Type: Sorcery

Destroy all lands.



Aspect of Wolf

Cast Cost: 1(Q

Color: Green
Type: Enchant Creature

Enchanted creature gets +*/+*, where * is equal to half the number of forests you control, rounding down for
power and up for toughness.




Bad Moon

Cast Cost: 1 b

Color: Black
Type: Enchantment

All black creatures get +1/+1.



Balance

Cast Cost: 1W

Color: White
Type: Sorcery

Each player sacrifices the minimum number of lands necessary to equalize the number of lands each all player
controls. Each player then equalizes cards in hand in the same way, by discarding them. Each player then
equalizes creatures in the same way, by sacrificing....

Wizards of the Coast Rulings:

*  Creatures and lands lost due to Balance are considered to be sacrificed. This just means that they cannot
be prevented from entering the graveyard; the caster of Balance would lose creatures or lands as Balance
resolved, not as it was played.

e All lands are sacrificed at once, then all cards are discarded at once, then all creatures are sacrificed at
once.

e  Contrary to some very old rulings, this is not a targeted effect, so abilities such as protection have no impact
on the results.

e Animated lands are countered during the last and the first parts of the effect.



Benalish Hero

Cast Cost: W

Color: White
Type: Summon Hero

Power/Toughness: 1/1

Banding



Birds of Paradise

Cast Cost: (

Color: Green
Type: Summon Mana Birds

Power/Toughness: 0/1

Flying
l: Add one mana of any color to your mana pool. Play this ability as an interrupt.



Black Knight

Cast Cost: Db

Color: Black
Type: Summon Knight

Power/Toughness: 2/2

Protection from white.
First Strike



Black Vise

Cast Cost: |

Color: None
Type: Artifact

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

Wizards of the Coast Rulings:
* Changing control of a Vise does not change who its target is. Thus, if you steal a Vise that has been played
on you, you will still take damage from the Vise, as appropriate.

In multiplayer variants, the Vise may be Deflected to any of the caster’s opponent’s. If the target of the
Vise leaves the game, the Vise becomes useless; it does not change targets.

Black Vise may never be Deflected to the caster herself, even in a normal game.




Black Ward

Cast Cost: W

Color: White
Type: Enchant Creature

Enchanted creature gains protection from black. The protection granted by Black Ward does not destroy Black
Ward.



Blessing

Cast Cost: W
Color: White
Type: Enchant Creature

. Enchanted creature gets +1/+1 until end of turn.



Blue Elemental Blast

Cast Cost: U

Color: Blue
Type: Interrupt

Counter target red spell or destroy target red permanent.

Wizards of the Coast Rulings:

e This is a modal spell that is played either to counter a spell or destroy a permanent. Thus, it may not be
Deflected from one type of target to another.

*  You must choose a target that is red. You cannot choose a target that does not count as red, even if you
plan on using interrupts to make the target legal once Blue Elemental Blast has been played.



Blue Ward

Cast Cost: W

Color: White
Type: Enchant Creature

Enchanted creature gains protection from blue. The protection granted by Blue Ward does not destroy Blue
Ward.



Bog Wraith

Cast Cost: 3 b

Color: Black
Type: Summon Wraith

Power/Toughness: 3/3

Swampwalk



Burrowing

Cast Cost: [

Color: Red
Type: Enchant Creature

Enchanted creature gains mountainwalk.



Castle

Cast Cost: éﬂ

Color: White
Type: Enchantment

All untapped creatures you control get +0/+2 when not attacking.



Celestial Prism

Cast Cost: é

Color: None
Artifact

2,

—

. Add one mana of any color to your mana pool.

Play this ability as an interrupt.



Channel

Cast Cost: (Q

Color: Green
Type: Sorcery

Until end of turn, you have the ability to pay 1 life to add one colorless mana to your mana pool. Play this
ability as an interrupt.

Wizards of the Coast Rulings:

*  You do not decide how much life to spend on this effect when you play Channel. It simply gives you the
ability to spend life on mana for the rest of the turn.

*  You cannot spend more life than you have; thus, you cannot take advantage of this ability if you are below 1
life.



Chaoslace

Cast Cost: [

Color: Red
Type: Interrupt

Target permanent or spell becomes red. Costs to cast, tap, maintain, or use a special ability of that spell or
permanent remain unchanged.



Circle of Protection: Black

Cast Cost: 1W

Color: White
Type: Enchantment

;: Prevent all damage to you from one black source. Further damage from that source is treated normally.

Wizards of the Coast Rulings:

May only be used during damage prevention, and only if there is appropriate damage to prevent. However,
you may use the Circle on the same damage more than once.



Circle of Protection: Blue

Cast Cost: LW

Color: White
Type: Enchantment

;: Prevent all damage to you from one blue source. Further damage from that source is treated normally.

Wizards of the Coast Rulings:

May only be used during damage prevention, and only if there is appropriate damage to prevent. However,
you may use the Circle on the same damage more than once.



Circle of Protection: Green

Cast Cost: LW

Color: White
Type: Enchantment

;: Prevent all damage to you from one green source. Further damage from that source is treated normally.

Wizards of the Coast Rulings:

May only be used during damage prevention, and only if there is appropriate damage to prevent. However,
you may use the Circle on the same damage more than once.



Circle of Protection: Red

Cast Cost: 1W

Color: White
Type: Enchantment

;: Prevent all damage to you from one red source. Further damage from that source is treated normally.

Wizards of the Coast Rulings:

May only be used during damage prevention, and only if there is appropriate damage to prevent. However,
you may use the Circle on the same damage more than once.



Circle of Protection: White

Cast Cost: 1W

Color: White
Type: Enchantment

;: Prevent all damage to you from one white source. Further damage from that source is treated normally.

Wizards of the Coast Rulings:

May only be used during damage prevention, and only if there is appropriate damage to prevent. However,
you may use the Circle on the same damage more than once.



Clockwork Beast

M:g

Color: None
Type: Artifact Creature

Power/Toughness: 0/4

When Clockwork Beast comes into play, put seven +1/+0 counters on it. At the end of any combat in which
Clockwork Beast attacked or blocked, remove one of these counters.

é,l: Put é +1/+0 counters back on Clockwork Beast. You may have no more than seven of these counters
on Clockwork beast. Use this ability only during your upkeep.

Wizards of the Coast Rulings:

U Loses a counter at the end of any combat in which it is assigned to attack or block. Whether it remains in
combat, or deals its damage, is irrelevant.

e |t can only lose one counter each combat, even if it manages to both attack and block.
e Its rewinding ability has an activation cost, and may be countered normally.



Cockatrice

Cast Cost: 300

Color: Green
Type: Summon Cockatrice

Power/Toughness: 2/4

Flying
Whenever a non-wall creature blocks or is blocked by Cockatrice, destroy that creature at the end of combat.




Conservator

Cast Cost: 4

Color: None
Type: Artifact

o
=

Prevent up to 2 damage to you.



Control Magic

Cast Cost: ZUU

Color: Blue
Type: Enchant Creature

Gain control of enchanted creature.

Wizards of the Coast Rulings:
*  You lose control of the creature as soon as Control Magic is removed.
¢  Remember that the creature will have summoning sickness when you gain control of it.



Conversion

Cast Cost: ;WW

Color: White
Type: Enchantment

During your upkeep, pay W W or bury Conversion. All mountains are basic plains.



Counterspell

Cast Cost: UU

Color: Blue
Type: Interrupt

Counter target spell.




Craw Wurm

Cast Cost: 4QQ

Color: Green
Type: Summon Wurm

Power/Toughness: 6/4



Creature Bond

Cast Cost: Q

Color: Blue
Type: Enchant Creature

If enchanted creature is put into the graveyard, Creature Bond deals an amount of damage equal to that
creature’s toughness to the creature’s controller.



Crusade

Cast Cost: W
Color: White
Type: Enchantment

All white creatures get +1/+1.



Crystal Rod

Cast Cost: ;

Color: None
Type: Artifact

;: Gain 1 life. Use this ability only once for each successfully cast blue spell. Use this ability either when that
spell is successfully cast or later in the turn.



Cursed Land

Cast Cost: Z bb

Color: Black
Type: Enchant Land

During enchanted land’s controller’s upkeep, Cursed Land deals 1 damage to that player.



Dark Ritual

Cast Cost: Q

Color: Black
Type: Interrupt

Add bbbto your mana pool.




Death Ward

Cast Cost: W

Color: White
Type: Instant

Regenerate target creature.




Deathgrip

Cast Cost: bb
Color: Black
Type: Enchantment

bb:

Counter target green spell.

Play this ability as an interrupt.



Deathlace

Cast Cost: Q

Color: Black
Type: Interrupt

Target permanent or spell becomes black. Costs to cast, tap, maintain or use a special ability of that spell or
permanent remain unchanged.



Dingus Egg

Cast Cost: i

Color: None
Type: Artifact

Whenever a land is put into the graveyard from play, Dingus Egg deals 2 damage to that land’s controller.

Wizards of the Coast Rulings:

U If more than one land is put into the graveyard at the same time, Dingus Egg deals damage once for each
such land. Thus, Circle of Protection: Artifacts would have to be powered once for each land in order to
prevent all of the damage.

e If Dingus Egg is put into the graveyard at the same time as the lands, it still deals its damage.



Disenchant

Cast Cost: 1W

Color: White
Type: Instant

Destroy target Artifact or enchantment.



Disintegrate

Cast Cost: XI
Color: Red
Type: Sorcery

Disintegrate deals é damage to target creature or player. That creature cannot Regenerate until end of turn.
If the creature is dealt lethal damage this turn, remove it from the game.

Wizards of the Coast Rulings:

® The target creature will be removed from the game if it receives lethal damage at any point during the turn,
even if Disintegrate itself does not deal any damage to the creature (for example, if the X is 0). If the
creature is removed from the game in this way, it is not put into the graveyard first, as is normal for a
creature that receives lethal damage.

e  The creature is also flatly prohibited from regenerating this turn, even if Disintegrate deals no damage to the
creature. This includes being unable to regenerate from being destroyed.



Disrupting Scepter

M:é

Color: None
Type: Artifact

;,l: Target player chooses and discards a card. Use this ability only during your turn.

Wizards of the Coast Rulings:

® The card to be discarded is not chosen until the effect resolves, even if you target yourself with it.



Dragon Whelp

Cast Cost: 2T

Color: Red
Type: Summon Dragon

Power/Toughness: 2/3

Flying
I? +1/+0 until end of turn.

If you spend more than [Tl in this way during one turn, destroy Dragon Whelp at end of turn.



Drain Life

Cast Cost: 1 b

Color: Black
Type: Sorcery

Drain Life deals 1 damage to a single target creature or player for each Q you pay in addition to the casting
cost. For each 1 damage Drain Life deals, gain 1 life.

Wizards of the Coast Rulings:

* As with any special cost, you decide how much Qto spend on dealing damage as you play the spell, and
spend the mana at that time. You cannot change your mind later, and deal more or less damage than you
originally decided to deal.



Drain Power

Cast Cost: UU

Color: Blue
Type: Sorcery

Target player draws all available mana from his or her lands. Then put all mana in that player’s mana pool
into yours.

Wizards of the Coast Rulings:

Remember that the target player can respond normally with fast effects, and thus use his mana before you
can steal it.

Drain Power will draw as much mana as possible out of the target’s lands, so if a land has more than one
mana-producing ability, whichever one produces the most mana is used. If there is a tie for this, the target
player chooses which ability is used. For example, Havenwood Battleground would have to produce two
mana, but the target could choose which type of mana a Veldt produced.

Note that the target player can simply tap all of his lands for mana before Drain Power resolves, and thus
have complete control over the amount and nature of the mana that is stolen.

Lands that do not produce mana are ignored by this effect.



Drudge Skeletons

CastCost: 1D

Color: Black
Type: Summon Skeletons

Power/Toughness: 1/1

QI@%



Dwarven Warriors

Cast Cost: 2l

Color: Red
Type: Summon Dwarves

Power/Toughness: 1/1

l: Target creature with power 2 or less cannot be blocked this turn.

Wizards of the Coast Rulings:

U Remember that making a creature unblockable once it has already been blocked accomplishes nothing.



Earth Elemental

Cast Cost: I

Color: Red
Type: Summon Elemental

Power/Toughness: 4/5



Earthquake

Cast Cost: XI
Color: Red
Type: Sorcery

Earthquake deals é damage to each creature without Flying and each player.



Elvish Archers

Cast Cost: 1Q

Color: Green
Type: Summon Elves

Power/Toughness: 2/1

First Strike



Evil Presence

Cast Cost: Q

Color: Black
Type: Enchant Land

Enchanted land is a basic swamp.



Fear

Cast Cost: Q

Color: Black
Type: Enchant Creature

Enchanted creature cannot be blocked except by _artifact creatures or black creatures.



Feedback

Cast Cost: ZU
Color: Blue
Type: Enchant Enchantment

During enchanted enchantment’s controller’s upkeep, Feedback deals 1 damage to that player.



Fire Elemental

Cast Cost: 3IT

Color: Red
Type: Summon Elemental

Power/Toughness: 5/4




Fireball

Cast Cost: XI
Color: Red
Type: Sorcery

Fireball deals é damage, divided evenly, rounded down, among any number of target creatures and/or

players. Pay an additional ; for each target beyond the first.

Wizards of the Coast Rulings:

. Remember that you cannot target something twice when you play a spell, so if you split the Fireball, you
must choose a different target each time.

* The mana spent to choose additional targets is not part of the casting cost.



Firebreathing

Cast Cost: [

Color: Red
Type: Enchant Creature

I} Enchanted creature gets +1/+0 until end of turn.



Flashfires

Cast Cost:  3I

Color: Red
Type: Sorcery

Destroy all plains.



Flight

Cast Cost: U

Color: Blue
Type: Enchant Creature

Enchanted creature gains Elying.



Fog

Cast Cost: (

Color: Green
Type: Instant

Creatures deal no damage in combat this turn.




Force of Nature

cast Cost: 20QQQ

Color: Green
Type: Summon Force

Power/Toughness: 8/8

Trample
During your upkeep, pay J0JJ(J or Force of Nature deals 8 damage to you.

Wizards of the Coast Rulings:

®*  You are not required to pay the upkeep cost. If you do not, the damage can be prevented, redirected, etc.
normally.



Forest

Cast Cost: Q
Color: Green
Type: Land

l: Add J to your mana pool.



Frozen Shade

Cast Cost: 2D

Color: Black
Type: Summon Shade

Power/Toughness: 0/1

Q: +1/+1 until end of turn.



Fungusaur

Cast Cost: 30

Color: Green
Type: Summon Fungusaur

Power/Toughness: 2/2

At the end of any turn in which Fungusaur is dealt damage, put a +1/+1 counter on it.

Wizards of the Coast Rulings:
U If the Fungusaur suffers damage and then regenerates, it still gets its counter, and it was damaged but not
put into the graveyard.



Gaea's Liege

Cast Cost: 30QQ
Color: Green
Type: Summon Gaea’s Liege

Power/Toughness: */*

Gaea’s Liege has power and toughness each equal to the number of forests you control. When Gaea’s Liege
is attacking, these are each equal to the number of forests defending player controls.

l: Target land becomes a basic forest until Gaea’s Liege leaves play.

Wizards of the Coast Rulings:

Remember that damage accumulates over a turn. Thus, Gaea’s Liege might survive damage suffered
during an attack, but then die due to lethal damage after combat, if the defending player controlled more
forests than you.

Its ability is not an enchantment, so effects such as Consecrate Land do not apply to it. Also, if a land it has
targeted is animated and then given protection from green, this does not end the effect.

Each Gaea’s Liege tracks the lands that it has changed, independent of any other Lieges in play. If a Liege
leaves play, only the effects that that Liege has generated will end. However, there is nothing preventing
multiple Lieges, or even the same Liege, from affecting a land more than once.



Giant Growth

Cast Cost: (

Color: Green
Type: Instant

Target creature gets +3/+3 until end of turn.



Giant Spider

Cast Cost: 30

Color: Green
Type: Summon Spider

Power/Toughness: 2/4

Giant Spider can block creatures with Flying.




Glasses of Urza

Cast Cost: |
Color: None
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l: Look at target player’s hand.



Gloom

Cast Cost: 2 b

Color: Black
Type: Enchantment

White spells cost an additional éto play.

White enchantments with activation costs require an additional é to use.

Wizards of the Coast Rulings:

*  While Gloom requires a toll to play a white spell or the ability of a white enchantment, it does not increase
the casting cost of the spell, or the activation cost of the enchantment.

*  For example, Spell Blasting a Disenchant costs 2 UU even if Gloom is in play, and an effect reducing the
activation cost of your enchantments couldn’t reduce the mana payment required by Gloom.

e  You only pay the Gloom cost once each time you play an enchantment’s ability, even if you pay its
activation cost more than once.

¢ The effect only applies to the activation costs of enchantments, not other costs such as upkeep costs.




Goblin Balloon Brigade

Cast Cost: [

Color: Red
Type: Summon Goblins

Power/Toughness: 1/1
I'% Elying until end of turn.
Wizards of the Coast Rulings:

U Playing the Brigade’s ability only gives flying to the Brigade itself.
*  You can play its ability even if it already has flying.



Goblin King

Cast Cost: LIT

Color: Red
Type: Summon Lord

Power/Toughness: 2/2

All goblins gain mountainwalk and get +1/+1.

Wizards of the Coast Rulings:

* |ts ability only helps Goblins. Despite its name, Goblin King does not count as a Goblin, so does not help
itself (or other Goblin Kings).

e Its ability helps all Goblins, not just yours.



Grey Ogre

Cast Cost: A

Color: Red

Type: Summon Ogre
Power/Toughness: 2/2



Green Ward

Cast Cost: W
Color: White
Type: Enchant Creature

Enchanted creature gains protection from green.
The protection granted by Green Ward does not destroy Green Ward.



Grizzly Bears

Cast Cost: 1Q

Color: Green
Type: Summon Bears

Power/Toughness: 2/2



Healing Salve

Cast Cost: W

Color: White
Type: Instant

Target player gains 3 life, or prevent up to 3 damage to any creature or player.

Wizards of the Coast Rulings:

Healing Salve is a “modal” spell. In its first mode, it gives 3 life to a target player. It may only be played in
this way outside of damage prevention. When played in this mode, it may be Deflected from one player to
another.

In its second mode, it prevents up to 3 damage to a single creature or player. It may only be played in this
way during damage prevention. You may spread the damage prevention between more than one source of
damage; for example, you may prevent the damage from three Scryb Sprites with a single Healing Salve. If
it is used to prevent damage from a single source (i.e., a single packet of damage), then it has only one
target, and may be Deflected to the damage from another source.



Helm of Chatzuk

Cast Cost: |

Color: None
Type: Artifact

;,l: Target creature gains banding until end of turn.

Wizards of the Coast Rulings:
* The ability is targeted, even under its old wordings.



Hill Giant

Cast Cost: 3l

Color: Red
Type: Summon Giant

Power/Toughness: 3/3



Holy Armor

Cast Cost: W

Color: White
Type: Enchant Creature

Enchanted creature gets +0/+2.

. Enchanted creature gets +0/+1 until end of turn.



Holy Strength

Cast Cost: W

Color: White
Type: Enchant Creature

Enchanted creature gets +1/+2



Howl from Beyond

Cast Cost: xb

Color: Black
Type: Instant

Target creature gets +X/+0 until end of turn.




Howling Mine

M:;

Color: None
Type: Artifact

During each player’s draw phase , he or she draws one card.

Wizards of the Coast Rulings:
U Drawing a card due to Howling Mine’s effect is an instant that is played during the draw phase. It may be
responded to normally.




Hurloon Minotaur

Cast Cost: LIT

Color: Red
Type: Summon Minotaur

Power/Toughness: 2/3



Hurricane

Cast Cost: X(QJ

Color: Green
Type: Sorcery

Hurricane deals é damage to each creature with Elying and each player.

Wizards of the Coast Rulings:
. Deals damage to each creature that has flying when Hurricane resolves, whether or not those creatures had
flying (or were even in play) when Hurricane was played.



Hypnotic Specter

Cast Cost: 1 bb

Color: Black
Type: Summon Specter

Power/Toughness: 2/2

Flying
If Hypnotic Specter damages an opponent, that player discards a card at random.

Wizards of the Coast Rulings:
. Discarding the card is a side effect of the damage, so is based on successfully dealing damage to you.
¢ Eliminating the damage retroactively won’t recover the card that was discarded.



Instill Energy

Cast Cost: (

Color: Green
Type: Enchant Creature

Enchanted creature can attack the turn it comes into play on your side.

0: Untap enchanted creature. Use this ability only during your turn and only once each turn.

Wizards of the Coast Rulings:

* The ability is played as an instant, not as an interrupt, so cannot be used during the casting of a spell or
ability. Remember that it is the controller of the enchantment, not of the creature, who chooses when to
play the ability.

The ability can be played even if the creature cannot untap as normal.

It only allows a creature to ignore summoning sickness for purposes of attacking. It does not allow the

creature to ignore other restrictions, such as being a wall. It is still unable to use its abilities with lin the
activation cost.



Iron Star

Cast Cost: ;

Color: None
Type: Artifact

;Z Gain 1 life. Use this ability only once for each successfully cast red spell. Use this ability either when
that spell is successfully cast or later in the turn.



Ironclaw Orcs

Cast Cost: LI

Color: Red
Type: Summon Orcs

Power/Toughness: 2/2

Ironclaw Orcs cannot be assigned to block any creature with power 2 or greater.



Ironroot Treefolk

Cast Cost: 4(

Color: Green
Type: Summon Treefolk

Power/Toughness: 3/5



Island

Cast Cost: Q
Color: None

Type: Land
l: Add U to your mana pool.



Island Sanctuary

Cast Cost: 1W

Color: White
Type: Enchantment

During your draw phase, you may decline to draw one card. If you do so, then until your next turn only
creatures with Flying or islandwalk can attack you.

Wizards of the Coast Rulings:

. Each Sanctuary allows you to skip a single card during your draw phase. If you want to skip more than one
card, you must have more than one Sanctuary in play.

*  You can defer using the Sanctuary as long as you want, but must use it during your draw phase, and only
instead of drawing a card.

®  Once you have skipped a draw to pay for the effect, the effect will last for the stated duration, even if the
sanctuary is removed later.



Ivory Cup

Cast Cost: ;

Color: None
Type: Artifact

;: Gain 1 life. Use this ability only once for each successfully cast white spell. Use this ability either when
that spell is successfully cast or later in the turn.



Jade Monolith

Cast Cost: i

Color: None
Type: Artifact

;: Redirect to yourself all damage done to any creature.

Wizards of the Coast Rulings:

*  You must use this ability during the damage prevention step resulting from the damage to be redirected, or
not at all. You cannot use it retroactively.



Jayemdae Tome

Cast Cost: 4
Color: None
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. Draw a card.
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Jump

Cast Cost: U
Color: lue
Type: Instant

@

Target creature gains Elying until end of turn.

Wizards of the Coast Rulings:

. Remember that evasion abilities such as flying are only applicable while defense is chosen, so using Jump
afterwards changes nothing about which creatures are blocking which.



Karma

Cast Cost: ;WW

Color: White
Type: Enchantment

During each player’s upkeep, Karma deals 1 damage to that player for each swamp he or she controls.

Wizards of the Coast Rulings:
e During each player’s upkeep, if that player controls any swamps, Karma will deal one packet of damage to
him, for an amount equal to the number of swamps he controls.

e The player’s swamps are not counted until the upkeep effect resolves.



Keldon Warlord

Cast Cost: 2T

Color: Red
Type: Summon Lord

Power/Toughness: */*

Keldon Warlord has power and toughness each equal to the number of non-wall creatures you control.



Kormus Bell

Cast Cost: i

Color: None
Type: Artifact

All swamps become 1/1 creatures. The swamps still count as lands.

Wizards of the Coast Rulings:
* Note that this effect does not change the color of the swamps that it animates.
* The ability applies to all swamps, regardless of who controls them.

e  The lands still count as lands, as well as creatures. This means they get double-counted for Balance, and
for Smoke and_Winter Orb.



Ley Druid

Cast Cost: 20

Color: Green
Type: Summon Cleric

Power/Toughness: 1/1

T: Untap target land. Play this ability as an interrupt.



Library of Leng

Cast Cost: |

Color: None
Type: Artifact

Skip your discard phase. Whenever you are forced to discard a card, you may discard it to the top of your
library instead of your graveyard. You may look at that card before choosing where to discard it.

Wizards of the Coast Rulings:

Effects which require you to discard during their resolution are considered to force you to discard, even if
you played the effect. For example, using Sindbad or Wheel of Fortune is considered a forced discard.
Effects which require you to discard as part of the cost of playing them do not force you to discard, the card
cannot be discarded to the top of your library. This includes_Land’s Edge, Stormbind, etc.

When you do take advantage of the effect, you are still discarding, just to your library rather than your
graveyard. So if you’re forced to discard Psychic Purge, your opponent loses 5 life, even if you discard the
Purge to your library.

Because you skip your discard phase entirely, Library of Leng neutralizes Cursed Rack.

You cannot skip a phase in progress. So if Library of Leng is tapped when your discard phase begins, and
then untaps during the phase, this has effect on the discard phase of that turn.

Grants 1 life for each and every forest that becomes tapped, regardless of why a forest becomes tapped. If
more than one forest becomes tapped at the same time, you still gain 1 life for each forest that became
tapped.

This spell targets a single player when played. It may be Deflected while it is being cast, but once the
enchantment is in play, its target does not change.



Lifeforce

Cast Cost: (Q
Color: Green
Type: Enchantment

QQ: Counter target black spell. Play this ability as an interrupt.



Lifelace

Cast Cost: (

Color: Green
Type: Interrupt

Target permanent or spell becomes green. Costs to cast, tap, maintain, or use a special ability of that spell or

permanent remain unchanged.



Lifetap

Cast Cost: UU

Color: Blue
Type: Enchantment

Whenever a_forest controlled by target opponent becomes tapped, gain 1 life.

Wizards of the Coast Rulings:

®  Grants 1 life for each and every forest that becomes tapped, regardless of why a forest becomes tapped. If
more than one forest becomes tapped at the same time, you still gain 1 life for each forest that becomes
tapped.

e  This spell targets a single player when played. It may be Deflected while it is being cast, but once the
enchantment is in play, its target does not change.



Lightening Bolt

Cast Cost: [

Color: Red
Type: Instant

Lightening Bolt deals 3 damage to target creature or player.



Living Artifact

Cast Cost: (

Color: Green
Type: Enchant Artifact

For each 1 damage dealt to you, Put a vitality counter on Living Artifact.

Q: Remove a vitality counter from Living Artifact to gain 1 life. Use this ability only during your upkeep and
only once each turn.

Wizards of the Coast Rulings:

* The counters are placed on the enchantment, not on the artifact. If two Living Artifacts are played on the
same artifact, they cannot share their counters. Living Artifact only gains counters for damage that is
successfully dealt to you.

If the enchantment is moved by an effect such as_Enchantment Alteration, all of the counters are lost.
Living Artifact will function normally if you don’t control the enchanted artifact.




Living Lands

Cast Cost: 30

Color: Green
Type: Enchantment

All forests become 1/1 creatures. The forests still count as lands.




Llanowar Elves

Cast Cost: (

Color: Green
Type: Summon Elves

Power/Toughness: 1/1

l: Add g to your mana pool. Play this ability as an interrupt.



Lord of Atlantis

Cast Cost: UU

Color: Blue
Type: Summon Lord

Power/Toughness: 2/2

All Merfolk gain islandwalk and get +1/+1.



Lord of the Pit

cast cost: 4bbb

Color: Black
Type: Summon Demon

Power/Toughness: 7/7

Flying

Trample

During your upkeep, sacrifice a creature other than Lord of the Pit. If you cannot, Lord of the Pit deals 7
damage to you.

Wizards of the Coast Rulings:

U If you have any other creatures in play at the time you pay Lord of the Pit’s upkeep cost, you must sacrifice
one of them. If you cannot, Lord of the Pit deals 7 damage to you. This is normal black damage which may
be prevented normally.

e  You can sacrifice one Lord of the Pit to another, but cannot sacrifice two Lords of the Pit to each other.



Lure

Cast Cost: 1QQ

Color: Green
Type: Enchant Creature

All creatures able to block enchanted creature do so. If a creature is forced to block more attackers than
allowed, defending player assigns that creature to block as many of these attackers as allowed.

Wizards of the Coast Rulings:

e Lure simply forces all creatures capable of blocking the Lured creature to do so. It does not require the
defending player to make his creatures capable of neutralizing any evasion abilities the attacker might have.
For example, if the attacker has flying, the defending player is not required to power up his Goblin Balloon
Brigade.

e  Creatures that cannot be assigned to block the Lured attacker may be assigned to block normally.



Magical Hack

Cast Cost: U

Color: Blue
Type: Interrupt

Change the text of target spell or permanent by replacing all instances of one basic land type with another.
For example, you may change “swampwalk” to “plainswalk.”

Wizards of the Coast Rulings:

e Edits all occurrences of the basic land word that appear on the card. It can only change occurrences in the
text box, and cannot change proper names.

*  You are not required to choose a change that can be made. For example, you can target a spell or
permanent with no basic land types in its text. However, you cannot edit text to and from the same basic
land type.

e There are only five basic land types: plains, island, swamp, mountain, and forest. This spell cannot add or
delete the word “snow-covered.”




Mahamoti Djinn

Cast Cost: 4UU

Color: Blue
Type: Summon Djinn

Power/Toughness: 5/6

Flying



Mana Flare

Cast Cost: 2l

Color: Red
Type: Enchantment

Whenever a land is tapped for mana, it produces one additional mana of the same type.

Wizards of the Coast Rulings:

The enchantment only causes lands to produce additional mana when they are tapped for mana, not when
they are tapped for other reasons.

The effects triggers when the land is tapped for mana, but the additional mana is not produced until the
land’s effect resolves. Thus, interrupting the tapping of the land to Blast the enchantment will not cancel
the additional mana.

If a land has more than one mana-producing ability, the “appropriate mana” is based on the ability that was
actually used.

If the ability that was used produces mana of more than one type, you can choose which type of mana is
produced by Mana Flare. If there is more than one Mana Flare in play, you make a separate choice for each
Mana Flare.




Mana Short

Cast Cost: 2:U

Color: Blue
Type: Instant

Tap all lands target player controls. That player’s mana pool empties.

Wizards of the Coast Rulings:

U Remember that this spell is an instant, so may be responded to normally w