MAGIC CARDS PART 23
			148 APOCALPSE MAGIC DECK CARDS

	[image: Æther Mutation (Aether Mutation)]
	ÆTHER MUTATION (AETHER MUTATION) [image: 3][image: Green][image: Blue] (5)
SORCERY
RETURN TARGET CREATURE TO ITS OWNER'S HAND. CREATE X 1/1 GREEN SAPROLING CREATURE TOKENS, WHERE X IS THAT CREATURE'S MANA VALUE.
	[image: Apocalypse (Uncommon)]



	[image: Ana Disciple]
	ANA DISCIPLE [image: Green] (1)
CREATURE — HUMAN WIZARD (1/1)
[image: Blue], [image: Tap]: TARGET CREATURE GAINS FLYING UNTIL END OF TURN.
[image: Black], [image: Tap]: TARGET CREATURE GETS -2/-0 UNTIL END OF TURN.
	[image: Apocalypse (Common)]



	[image: Ana Sanctuary]
	ANA SANCTUARY [image: 2][image: Green] (3)
ENCHANTMENT
AT THE BEGINNING OF YOUR UPKEEP, IF YOU CONTROL A BLUE OR BLACK PERMANENT, TARGET CREATURE GETS +1/+1 UNTIL END OF TURN. IF YOU CONTROL A BLUE PERMANENT AND A BLACK PERMANENT, THAT CREATURE GETS +5/+5 UNTIL END OF TURN INSTEAD.
	[image: Apocalypse (Uncommon)]



	[image: Anavolver]
	ANAVOLVER [image: 3][image: Green] (4)
CREATURE — VOLVER (3/3)
KICKER [image: 1][image: Blue] AND/OR [image: Black] (YOU MAY PAY AN ADDITIONAL [image: 1][image: Blue] AND/OR [image: Black] AS YOU CAST THIS SPELL.)
IF ANAVOLVER WAS KICKED WITH ITS [image: 1][image: Blue] KICKER, IT ENTERS THE BATTLEFIELD WITH TWO +1/+1 COUNTERS ON IT AND WITH FLYING.
IF ANAVOLVER WAS KICKED WITH ITS [image: Black] KICKER, IT ENTERS THE BATTLEFIELD WITH A +1/+1 COUNTER ON IT AND WITH "PAY 3 LIFE: REGENERATE ANAVOLVER."
	[image: Apocalypse (Rare)]



	[image: Angelfire Crusader]
	ANGELFIRE CRUSADER [image: 3][image: White] (4)
CREATURE — HUMAN SOLDIER KNIGHT (2/3)
[image: Red]: ANGELFIRE CRUSADER GETS +1/+0 UNTIL END OF TURN.
	[image: Apocalypse (Common)]



	[image: Battlefield Forge]
	BATTLEFIELD FORGE (0)
LAND
[image: Tap]: ADD [image: Colorless].
[image: Tap]: ADD [image: Red] OR [image: White]. BATTLEFIELD FORGE DEALS 1 DAMAGE TO YOU.
	[image: Apocalypse (Rare)]



	[image: Bloodfire Colossus]
	BLOODFIRE COLOSSUS [image: 6][image: Red][image: Red] (8)
CREATURE — GIANT (6/6)
[image: Red], SACRIFICE BLOODFIRE COLOSSUS: IT DEALS 6 DAMAGE TO EACH CREATURE AND EACH PLAYER.
	[image: Apocalypse (Rare)]



	[image: Bloodfire Dwarf]
	BLOODFIRE DWARF [image: Red] (1)
CREATURE — DWARF (1/1)
[image: Red], SACRIFICE BLOODFIRE DWARF: IT DEALS 1 DAMAGE TO EACH CREATURE WITHOUT FLYING.
	[image: Apocalypse (Common)]



	[image: Bloodfire Infusion]
	BLOODFIRE INFUSION [image: 2][image: Red] (3)
ENCHANTMENT — AURA
ENCHANT CREATURE YOU CONTROL
[image: Red], SACRIFICE ENCHANTED CREATURE: BLOODFIRE INFUSION DEALS DAMAGE EQUAL TO THE SACRIFICED CREATURE'S POWER TO EACH CREATURE.
	[image: Apocalypse (Common)]



	[image: Bloodfire Kavu]
	BLOODFIRE KAVU [image: 2][image: Red][image: Red] (4)
CREATURE — KAVU (2/2)
[image: Red], SACRIFICE BLOODFIRE KAVU: IT DEALS 2 DAMAGE TO EACH CREATURE.
	[image: Apocalypse (Uncommon)]



	[image: Bog Gnarr]
	BOG GNARR [image: 4][image: Green] (5)
CREATURE — BEAST (2/2)
WHENEVER A PLAYER CASTS A BLACK SPELL, BOG GNARR GETS +2/+2 UNTIL END OF TURN.
	[image: Apocalypse (Common)]



	[image: Brass Herald]
	BRASS HERALD [image: 6] (6)
ARTIFACT CREATURE — GOLEM (2/2)
AS BRASS HERALD ENTERS THE BATTLEFIELD, CHOOSE A CREATURE TYPE.
WHEN BRASS HERALD ENTERS THE BATTLEFIELD, REVEAL THE TOP FOUR CARDS OF YOUR LIBRARY. PUT ALL CREATURE CARDS OF THE CHOSEN TYPE REVEALED THIS WAY INTO YOUR HAND AND THE REST ON THE BOTTOM OF YOUR LIBRARY IN ANY ORDER.
CREATURES OF THE CHOSEN TYPE GET +1/+1.
	[image: Apocalypse (Uncommon)]



	[image: Captain's Maneuver]
	CAPTAIN'S MANEUVER [image: Variable Colorless][image: Red][image: White] (2)
INSTANT
THE NEXT X DAMAGE THAT WOULD BE DEALT TO TARGET CREATURE, PLANESWALKER, OR PLAYER THIS TURN IS DEALT TO ANOTHER TARGET CREATURE, PLANESWALKER, OR PLAYER INSTEAD.
	[image: Apocalypse (Uncommon)]



	[image: Caves of Koilos]
	CAVES OF KOILOS (0)
LAND
[image: Tap]: ADD [image: Colorless].
[image: Tap]: ADD [image: White] OR [image: Black]. CAVES OF KOILOS DEALS 1 DAMAGE TO YOU.
	[image: Apocalypse (Rare)]



	[image: Ceta Disciple]
	CETA DISCIPLE [image: Blue] (1)
CREATURE — MERFOLK WIZARD (1/1)
[image: Red], [image: Tap]: TARGET CREATURE GETS +2/+0 UNTIL END OF TURN.
[image: Green], [image: Tap]: ADD ONE MANA OF ANY COLOR.
	[image: Apocalypse (Common)]



	[image: Ceta Sanctuary]
	CETA SANCTUARY [image: 2][image: Blue] (3)
ENCHANTMENT
AT THE BEGINNING OF YOUR UPKEEP, IF YOU CONTROL A RED OR GREEN PERMANENT, DRAW A CARD, THEN DISCARD A CARD. IF YOU CONTROL A RED PERMANENT AND A GREEN PERMANENT, INSTEAD DRAW TWO CARDS, THEN DISCARD A CARD.
	[image: Apocalypse (Uncommon)]



	[image: Cetavolver]
	CETAVOLVER [image: 1][image: Blue] (2)
CREATURE — VOLVER (1/1)
KICKER [image: 1][image: Red] AND/OR [image: Green] (YOU MAY PAY AN ADDITIONAL [image: 1][image: Red] AND/OR [image: Green] AS YOU CAST THIS SPELL.)
IF CETAVOLVER WAS KICKED WITH ITS [image: 1][image: Red] KICKER, IT ENTERS THE BATTLEFIELD WITH TWO +1/+1 COUNTERS ON IT AND WITH FIRST STRIKE.
IF CETAVOLVER WAS KICKED WITH ITS [image: Green] KICKER, IT ENTERS THE BATTLEFIELD WITH A +1/+1 COUNTER ON IT AND WITH TRAMPLE.
	[image: Apocalypse (Rare)]



	[image: Order // Chaos (Chaos)]
	ORDER // CHAOS (CHAOS) [image: 2][image: Red] (3)
INSTANT
CREATURES CAN'T BLOCK THIS TURN.
	[image: Apocalypse (Uncommon)]



	[image: Coalition Flag]
	COALITION FLAG [image: White] (1)
ENCHANTMENT — AURA
ENCHANT CREATURE YOU CONTROL
ENCHANTED CREATURE IS A FLAGBEARER.
WHILE AN OPPONENT IS CHOOSING TARGETS AS PART OF CASTING A SPELL THEY CONTROL OR ACTIVATING AN ABILITY THEY CONTROL, THAT PLAYER MUST CHOOSE AT LEAST ONE FLAGBEARER ON THE BATTLEFIELD IF ABLE.
	[image: Apocalypse (Uncommon)]



	[image: Coalition Honor Guard]
	COALITION HONOR GUARD [image: 3][image: White] (4)
CREATURE — HUMAN FLAGBEARER (2/4)
WHILE AN OPPONENT IS CHOOSING TARGETS AS PART OF CASTING A SPELL THEY CONTROL OR ACTIVATING AN ABILITY THEY CONTROL, THAT PLAYER MUST CHOOSE AT LEAST ONE FLAGBEARER ON THE BATTLEFIELD IF ABLE.
	[image: Apocalypse (Common)]



	[image: Coastal Drake]
	COASTAL DRAKE [image: 2][image: Blue] (3)
CREATURE — DRAKE (2/1)
FLYING
[image: 1][image: Blue], [image: Tap]: RETURN TARGET KAVU TO ITS OWNER'S HAND.
	[image: Apocalypse (Common)]



	[image: Consume Strength]
	CONSUME STRENGTH [image: 1][image: Black][image: Green] (3)
INSTANT
TARGET CREATURE GETS +2/+2 UNTIL END OF TURN. ANOTHER TARGET CREATURE GETS -2/-2 UNTIL END OF TURN.
	[image: Apocalypse (Common)]



	[image: Cromat]
	CROMAT [image: White][image: Blue][image: Black][image: Red][image: Green] (5)
LEGENDARY CREATURE — ILLUSION (5/5)
[image: White][image: Black]: DESTROY TARGET CREATURE BLOCKING OR BLOCKED BY CROMAT.
[image: Blue][image: Red]: CROMAT GAINS FLYING UNTIL END OF TURN.
[image: Black][image: Green]: REGENERATE CROMAT.
[image: Red][image: White]: CROMAT GETS +1/+1 UNTIL END OF TURN.
[image: Green][image: Blue]: PUT CROMAT ON TOP OF ITS OWNER'S LIBRARY.
	[image: Apocalypse (Rare)]



	[image: Night // Day (Day)]
	NIGHT // DAY (DAY) [image: 2][image: White] (3)
INSTANT
CREATURES TARGET PLAYER CONTROLS GET +1/+1 UNTIL END OF TURN.
	[image: Apocalypse (Uncommon)]



	[image: Dead Ringers]
	DEAD RINGERS [image: 4][image: Black] (5)
SORCERY
DESTROY TWO TARGET NONBLACK CREATURES UNLESS EITHER ONE IS A COLOR THE OTHER ISN'T. THEY CAN'T BE REGENERATED.
	[image: Apocalypse (Common)]



	[image: Life // Death (Death)]
	LIFE // DEATH (DEATH) [image: 1][image: Black] (2)
SORCERY
RETURN TARGET CREATURE CARD FROM YOUR GRAVEYARD TO THE BATTLEFIELD. YOU LOSE LIFE EQUAL TO ITS MANA VALUE.
	[image: Apocalypse (Uncommon)]



	[image: Death Grasp]
	DEATH GRASP [image: Variable Colorless][image: White][image: Black] (2)
SORCERY
DEATH GRASP DEALS X DAMAGE TO ANY TARGET. YOU GAIN X LIFE.
	[image: Apocalypse (Rare)]



	[image: Death Mutation]
	DEATH MUTATION [image: 6][image: Black][image: Green] (8)
SORCERY
DESTROY TARGET NONBLACK CREATURE. IT CAN'T BE REGENERATED. CREATE X 1/1 GREEN SAPROLING CREATURE TOKENS, WHERE X IS THAT CREATURE'S MANA VALUE.
	[image: Apocalypse (Uncommon)]



	[image: Dega Disciple]
	DEGA DISCIPLE [image: White] (1)
CREATURE — HUMAN WIZARD (1/1)
[image: Black], [image: Tap]: TARGET CREATURE GETS -2/-0 UNTIL END OF TURN.
[image: Red], [image: Tap]: TARGET CREATURE GETS +2/+0 UNTIL END OF TURN.
	[image: Apocalypse (Common)]



	[image: Dega Sanctuary]
	DEGA SANCTUARY [image: 2][image: White] (3)
ENCHANTMENT
AT THE BEGINNING OF YOUR UPKEEP, IF YOU CONTROL A BLACK OR RED PERMANENT, YOU GAIN 2 LIFE. IF YOU CONTROL A BLACK PERMANENT AND A RED PERMANENT, YOU GAIN 4 LIFE INSTEAD.
	[image: Apocalypse (Uncommon)]



	[image: Degavolver]
	DEGAVOLVER [image: 1][image: White] (2)
CREATURE — VOLVER (1/1)
KICKER [image: 1][image: Black] AND/OR [image: Red] (YOU MAY PAY AN ADDITIONAL [image: 1][image: Black] AND/OR [image: Red] AS YOU CAST THIS SPELL.)
IF DEGAVOLVER WAS KICKED WITH ITS [image: 1][image: Black] KICKER, IT ENTERS THE BATTLEFIELD WITH TWO +1/+1 COUNTERS ON IT AND WITH "PAY 3 LIFE: REGENERATE DEGAVOLVER."
IF DEGAVOLVER WAS KICKED WITH ITS [image: Red] KICKER, IT ENTERS THE BATTLEFIELD WITH A +1/+1 COUNTER ON IT AND WITH FIRST STRIKE.
	[image: Apocalypse (Rare)]



	[image: Desolation Angel]
	DESOLATION ANGEL [image: 3][image: Black][image: Black] (5)
CREATURE — ANGEL (5/4)
KICKER [image: White][image: White] (YOU MAY PAY AN ADDITIONAL [image: White][image: White] AS YOU CAST THIS SPELL.)
FLYING
WHEN DESOLATION ANGEL ENTERS THE BATTLEFIELD, DESTROY ALL LANDS YOU CONTROL. IF IT WAS KICKED, DESTROY ALL LANDS INSTEAD.
	[image: Apocalypse (Rare)]



	[image: Desolation Giant]
	DESOLATION GIANT [image: 2][image: Red][image: Red] (4)
CREATURE — GIANT (3/3)
KICKER [image: White][image: White] (YOU MAY PAY AN ADDITIONAL [image: White][image: White] AS YOU CAST THIS SPELL.)
WHEN DESOLATION GIANT ENTERS THE BATTLEFIELD, DESTROY ALL OTHER CREATURES YOU CONTROL. IF IT WAS KICKED, DESTROY ALL OTHER CREATURES INSTEAD.
	[image: Apocalypse (Rare)]



	[image: Diversionary Tactics]
	DIVERSIONARY TACTICS [image: 3][image: White] (4)
ENCHANTMENT
TAP TWO UNTAPPED CREATURES YOU CONTROL: TAP TARGET CREATURE.
	[image: Apocalypse (Uncommon)]



	[image: Divine Light]
	DIVINE LIGHT [image: White] (1)
SORCERY
PREVENT ALL DAMAGE THAT WOULD BE DEALT THIS TURN TO CREATURES YOU CONTROL.
	[image: Apocalypse (Common)]



	[image: Dodecapod]
	DODECAPOD [image: 4] (4)
ARTIFACT CREATURE — GOLEM (3/3)
IF A SPELL OR ABILITY AN OPPONENT CONTROLS CAUSES YOU TO DISCARD DODECAPOD, PUT IT ONTO THE BATTLEFIELD WITH TWO +1/+1 COUNTERS ON IT INSTEAD OF PUTTING IT INTO YOUR GRAVEYARD.
	[image: Apocalypse (Uncommon)]



	[image: Dragon Arch]
	DRAGON ARCH [image: 5] (5)
ARTIFACT
[image: 2], [image: Tap]: YOU MAY PUT A MULTICOLORED CREATURE CARD FROM YOUR HAND ONTO THE BATTLEFIELD.
	[image: Apocalypse (Uncommon)]



	[image: Dwarven Landslide]
	DWARVEN LANDSLIDE [image: 3][image: Red] (4)
SORCERY
KICKER—[image: 2][image: Red], SACRIFICE A LAND. (YOU MAY PAY [image: 2][image: Red] AND SACRIFICE A LAND IN ADDITION TO ANY OTHER COSTS AS YOU CAST THIS SPELL.)
DESTROY TARGET LAND. IF THIS SPELL WAS KICKED, DESTROY ANOTHER TARGET LAND.
	[image: Apocalypse (Common)]



	[image: Dwarven Patrol]
	DWARVEN PATROL [image: 2][image: Red] (3)
CREATURE — DWARF (4/2)
DWARVEN PATROL DOESN'T UNTAP DURING YOUR UNTAP STEP.
WHENEVER YOU CAST A NONRED SPELL, UNTAP DWARVEN PATROL.
	[image: Apocalypse (Uncommon)]



	[image: Ebony Treefolk]
	EBONY TREEFOLK [image: 1][image: Black][image: Green] (3)
CREATURE — TREEFOLK (3/3)
[image: Black][image: Green]: EBONY TREEFOLK GETS +1/+1 UNTIL END OF TURN.
	[image: Apocalypse (Uncommon)]



	[image: Emblazoned Golem]
	EMBLAZONED GOLEM [image: 2] (2)
ARTIFACT CREATURE — GOLEM (1/2)
KICKER [image: Variable Colorless] (YOU MAY PAY AN ADDITIONAL [image: Variable Colorless] AS YOU CAST THIS SPELL.)
SPEND ONLY COLORED MANA ON X. NO MORE THAN ONE MANA OF EACH COLOR MAY BE SPENT THIS WAY.
IF EMBLAZONED GOLEM WAS KICKED, IT ENTERS THE BATTLEFIELD WITH X +1/+1 COUNTERS ON IT.
	[image: Apocalypse (Uncommon)]



	[image: Enlistment Officer]
	ENLISTMENT OFFICER [image: 3][image: White] (4)
CREATURE — HUMAN SOLDIER (2/3)
FIRST STRIKE
WHEN ENLISTMENT OFFICER ENTERS THE BATTLEFIELD, REVEAL THE TOP FOUR CARDS OF YOUR LIBRARY. PUT ALL SOLDIER CARDS REVEALED THIS WAY INTO YOUR HAND AND THE REST ON THE BOTTOM OF YOUR LIBRARY IN ANY ORDER.
	[image: Apocalypse (Uncommon)]



	[image: Evasive Action]
	EVASIVE ACTION [image: 1][image: Blue] (2)
INSTANT
DOMAIN — COUNTER TARGET SPELL UNLESS ITS CONTROLLER PAYS [image: 1] FOR EACH BASIC LAND TYPE AMONG LANDS YOU CONTROL.
	[image: Apocalypse (Uncommon)]



	[image: False Dawn]
	FALSE DAWN [image: 1][image: White] (2)
SORCERY
UNTIL END OF TURN, SPELLS AND ABILITIES YOU CONTROL THAT WOULD ADD COLORED MANA INSTEAD ADD THAT MUCH WHITE MANA. UNTIL END OF TURN, YOU MAY SPEND WHITE MANA AS THOUGH IT WERE MANA OF ANY COLOR.
DRAW A CARD.
	[image: Apocalypse (Rare)]



	[image: Fervent Charge]
	FERVENT CHARGE [image: 1][image: Red][image: White][image: Black] (4)
ENCHANTMENT
WHENEVER A CREATURE YOU CONTROL ATTACKS, IT GETS +2/+2 UNTIL END OF TURN.
	[image: Apocalypse (Rare)]



	[image: Fire // Ice (Fire)]
	FIRE // ICE (FIRE) [image: 1][image: Red] (2)
INSTANT
FIRE DEALS 2 DAMAGE DIVIDED AS YOU CHOOSE AMONG ONE OR TWO TARGETS.
	[image: Apocalypse (Uncommon)]



	[image: Flowstone Charger]
	FLOWSTONE CHARGER [image: 2][image: Red][image: White] (4)
CREATURE — BEAST (2/5)
WHENEVER FLOWSTONE CHARGER ATTACKS, IT GETS +3/-3 UNTIL END OF TURN.
	[image: Apocalypse (Uncommon)]



	[image: Foul Presence]
	FOUL PRESENCE [image: 2][image: Black] (3)
ENCHANTMENT — AURA
ENCHANT CREATURE
ENCHANTED CREATURE GETS -1/-1 AND HAS "[image: Tap]: TARGET CREATURE GETS -1/-1 UNTIL END OF TURN."
	[image: Apocalypse (Uncommon)]



	[image: Fungal Shambler]
	FUNGAL SHAMBLER [image: 4][image: Black][image: Green][image: Blue] (7)
CREATURE — FUNGUS BEAST (6/4)
TRAMPLE
WHENEVER FUNGAL SHAMBLER DEALS DAMAGE TO AN OPPONENT, YOU DRAW A CARD AND THAT OPPONENT DISCARDS A CARD.
	[image: Apocalypse (Rare)]



	[image: Gaea's Balance]
	GAEA'S BALANCE [image: 3][image: Green] (4)
SORCERY
AS AN ADDITIONAL COST TO CAST THIS SPELL, SACRIFICE FIVE LANDS.
SEARCH YOUR LIBRARY FOR A LAND CARD OF EACH BASIC LAND TYPE, PUT THOSE CARDS ONTO THE BATTLEFIELD, THEN SHUFFLE.
	[image: Apocalypse (Uncommon)]



	[image: Gaea's Skyfolk]
	GAEA'S SKYFOLK [image: Green][image: Blue] (2)
CREATURE — ELF MERFOLK (2/2)
FLYING
	[image: Apocalypse (Common)]



	[image: Gerrard Capashen]
	GERRARD CAPASHEN [image: 3][image: White][image: White] (5)
LEGENDARY CREATURE — HUMAN SOLDIER (3/4)
AT THE BEGINNING OF YOUR UPKEEP, YOU GAIN 1 LIFE FOR EACH CARD IN TARGET OPPONENT'S HAND.
[image: 3][image: White]: TAP TARGET CREATURE. ACTIVATE ONLY IF GERRARD CAPASHEN IS ATTACKING.
	[image: Apocalypse (Rare)]



	[image: Gerrard's Verdict]
	GERRARD'S VERDICT [image: White][image: Black] (2)
SORCERY
TARGET PLAYER DISCARDS TWO CARDS. YOU GAIN 3 LIFE FOR EACH LAND CARD DISCARDED THIS WAY.
	[image: Apocalypse (Uncommon)]



	[image: Glade Gnarr]
	GLADE GNARR [image: 5][image: Green] (6)
CREATURE — BEAST (4/4)
WHENEVER A PLAYER CASTS A BLUE SPELL, GLADE GNARR GETS +2/+2 UNTIL END OF TURN.
	[image: Apocalypse (Common)]



	[image: Goblin Legionnaire]
	GOBLIN LEGIONNAIRE [image: Red][image: White] (2)
CREATURE — GOBLIN SOLDIER (2/2)
[image: Red], SACRIFICE GOBLIN LEGIONNAIRE: IT DEALS 2 DAMAGE TO ANY TARGET.
[image: White], SACRIFICE GOBLIN LEGIONNAIRE: PREVENT THE NEXT 2 DAMAGE THAT WOULD BE DEALT TO ANY TARGET THIS TURN.
	[image: Apocalypse (Common)]



	[image: Goblin Ringleader]
	GOBLIN RINGLEADER [image: 3][image: Red] (4)
CREATURE — GOBLIN (2/2)
HASTE (THIS CREATURE CAN ATTACK AND [image: Tap] AS SOON AS IT COMES UNDER YOUR CONTROL.)
WHEN GOBLIN RINGLEADER ENTERS THE BATTLEFIELD, REVEAL THE TOP FOUR CARDS OF YOUR LIBRARY. PUT ALL GOBLIN CARDS REVEALED THIS WAY INTO YOUR HAND AND THE REST ON THE BOTTOM OF YOUR LIBRARY IN ANY ORDER.
	[image: Apocalypse (Uncommon)]



	[image: Goblin Trenches]
	GOBLIN TRENCHES [image: 1][image: Red][image: White] (3)
ENCHANTMENT
[image: 2], SACRIFICE A LAND: CREATE TWO 1/1 RED AND WHITE GOBLIN SOLDIER CREATURE TOKENS.
	[image: Apocalypse (Rare)]



	[image: Grave Defiler]
	GRAVE DEFILER [image: 3][image: Black] (4)
CREATURE — ZOMBIE (2/1)
WHEN GRAVE DEFILER ENTERS THE BATTLEFIELD, REVEAL THE TOP FOUR CARDS OF YOUR LIBRARY. PUT ALL ZOMBIE CARDS REVEALED THIS WAY INTO YOUR HAND AND THE REST ON THE BOTTOM OF YOUR LIBRARY IN ANY ORDER.
[image: 1][image: Black]: REGENERATE GRAVE DEFILER.
	[image: Apocalypse (Uncommon)]



	[image: Guided Passage]
	GUIDED PASSAGE [image: Green][image: Blue][image: Red] (3)
SORCERY
REVEAL THE CARDS IN YOUR LIBRARY. AN OPPONENT CHOOSES FROM AMONG THEM A CREATURE CARD, A LAND CARD, AND A NONCREATURE, NONLAND CARD. YOU PUT THE CHOSEN CARDS INTO YOUR HAND. THEN SHUFFLE.
	[image: Apocalypse (Rare)]



	[image: Haunted Angel]
	HAUNTED ANGEL [image: 2][image: White] (3)
CREATURE — ANGEL (3/3)
FLYING
WHEN HAUNTED ANGEL DIES, EXILE HAUNTED ANGEL AND EACH OTHER PLAYER CREATES A 3/3 BLACK ANGEL CREATURE TOKEN WITH FLYING.
	[image: Apocalypse (Uncommon)]



	[image: Helionaut]
	HELIONAUT [image: 2][image: White] (3)
CREATURE — HUMAN SOLDIER (1/2)
FLYING
[image: 1], [image: Tap]: ADD ONE MANA OF ANY COLOR.
	[image: Apocalypse (Common)]



	[image: Fire // Ice (Ice)]
	FIRE // ICE (ICE) [image: 1][image: Blue] (2)
INSTANT
TAP TARGET PERMANENT.
DRAW A CARD.
	[image: Apocalypse (Uncommon)]



	[image: Ice Cave]
	ICE CAVE [image: 3][image: Blue][image: Blue] (5)
ENCHANTMENT
WHENEVER A PLAYER CASTS A SPELL, ANY OTHER PLAYER MAY PAY THAT SPELL'S MANA COST. IF A PLAYER DOES, COUNTER THE SPELL. (MANA COST INCLUDES COLOR.)
	[image: Apocalypse (Rare)]



	[image: Illuminate]
	ILLUMINATE [image: Variable Colorless][image: Red] (1)
SORCERY
KICKER [image: 2][image: Red] AND/OR [image: 3][image: Blue] (YOU MAY PAY AN ADDITIONAL [image: 2][image: Red] AND/OR [image: 3][image: Blue] AS YOU CAST THIS SPELL.)
ILLUMINATE DEALS X DAMAGE TO TARGET CREATURE. IF THIS SPELL WAS KICKED WITH ITS [image: 2][image: Red] KICKER, IT DEALS X DAMAGE TO THAT CREATURE'S CONTROLLER. IF THIS SPELL WAS KICKED WITH ITS [image: 3][image: Blue] KICKER, YOU DRAW X CARDS.
	[image: Apocalypse (Uncommon)]



	[image: Illusion // Reality (Illusion)]
	ILLUSION // REALITY (ILLUSION) [image: Blue] (1)
INSTANT
TARGET SPELL OR PERMANENT BECOMES THE COLOR OF YOUR CHOICE UNTIL END OF TURN.
	[image: Apocalypse (Uncommon)]



	[image: Index]
	INDEX [image: Blue] (1)
SORCERY
LOOK AT THE TOP FIVE CARDS OF YOUR LIBRARY, THEN PUT THEM BACK IN ANY ORDER.
	[image: Apocalypse (Common)]



	[image: Jaded Response]
	JADED RESPONSE [image: 1][image: Blue] (2)
INSTANT
COUNTER TARGET SPELL IF IT SHARES A COLOR WITH A CREATURE YOU CONTROL.
	[image: Apocalypse (Common)]



	[image: Jilt]
	JILT [image: 1][image: Blue] (2)
INSTANT
KICKER [image: 1][image: Red] (YOU MAY PAY AN ADDITIONAL [image: 1][image: Red] AS YOU CAST THIS SPELL.)
RETURN TARGET CREATURE TO ITS OWNER'S HAND. IF THIS SPELL WAS KICKED, IT DEALS 2 DAMAGE TO ANOTHER TARGET CREATURE.
	[image: Apocalypse (Common)]



	[image: Jungle Barrier]
	JUNGLE BARRIER [image: 2][image: Green][image: Blue] (4)
CREATURE — PLANT WALL (2/6)
DEFENDER (THIS CREATURE CAN'T ATTACK.)
WHEN JUNGLE BARRIER ENTERS THE BATTLEFIELD, DRAW A CARD.
	[image: Apocalypse (Uncommon)]



	[image: Kavu Glider]
	KAVU GLIDER [image: 2][image: Red] (3)
CREATURE — KAVU (2/1)
[image: White]: KAVU GLIDER GETS +0/+1 UNTIL END OF TURN.
[image: Blue]: KAVU GLIDER GAINS FLYING UNTIL END OF TURN.
	[image: Apocalypse (Common)]



	[image: Kavu Howler]
	KAVU HOWLER [image: 4][image: Green][image: Green] (6)
CREATURE — KAVU (4/5)
WHEN KAVU HOWLER ENTERS THE BATTLEFIELD, REVEAL THE TOP FOUR CARDS OF YOUR LIBRARY. PUT ALL KAVU CARDS REVEALED THIS WAY INTO YOUR HAND AND THE REST ON THE BOTTOM OF YOUR LIBRARY IN ANY ORDER.
	[image: Apocalypse (Uncommon)]



	[image: Kavu Mauler]
	KAVU MAULER [image: 4][image: Green][image: Green] (6)
CREATURE — KAVU (4/4)
TRAMPLE
WHENEVER KAVU MAULER ATTACKS, IT GETS +1/+1 UNTIL END OF TURN FOR EACH OTHER ATTACKING KAVU.
	[image: Apocalypse (Rare)]



	[image: Last Caress]
	LAST CARESS [image: 2][image: Black] (3)
SORCERY
TARGET PLAYER LOSES 1 LIFE AND YOU GAIN 1 LIFE.
DRAW A CARD.
	[image: Apocalypse (Common)]



	[image: Last Stand]
	LAST STAND [image: White][image: Blue][image: Black][image: Red][image: Green] (5)
SORCERY
TARGET OPPONENT LOSES 2 LIFE FOR EACH SWAMP YOU CONTROL. LAST STAND DEALS DAMAGE TO TARGET CREATURE EQUAL TO THE NUMBER OF MOUNTAINS YOU CONTROL. CREATE A 1/1 GREEN SAPROLING CREATURE TOKEN FOR EACH FOREST YOU CONTROL. YOU GAIN 2 LIFE FOR EACH PLAINS YOU CONTROL. DRAW A CARD FOR EACH ISLAND YOU CONTROL, THEN DISCARD THAT MANY CARDS.
	[image: Apocalypse (Rare)]



	[image: Lay of the Land]
	LAY OF THE LAND [image: Green] (1)
SORCERY
SEARCH YOUR LIBRARY FOR A BASIC LAND CARD, REVEAL IT, PUT IT INTO YOUR HAND, THEN SHUFFLE.
	[image: Apocalypse (Common)]



	[image: Legacy Weapon]
	LEGACY WEAPON [image: 7] (7)
LEGENDARY ARTIFACT
[image: White][image: Blue][image: Black][image: Red][image: Green]: EXILE TARGET PERMANENT.
IF LEGACY WEAPON WOULD BE PUT INTO A GRAVEYARD FROM ANYWHERE, REVEAL LEGACY WEAPON AND SHUFFLE IT INTO ITS OWNER'S LIBRARY INSTEAD.
	[image: Apocalypse (Rare)]



	[image: Life // Death (Life)]
	LIFE // DEATH (LIFE) [image: Green] (1)
SORCERY
ALL LANDS YOU CONTROL BECOME 1/1 CREATURES UNTIL END OF TURN. THEY'RE STILL LANDS.
	[image: Apocalypse (Uncommon)]



	[image: Lightning Angel]
	LIGHTNING ANGEL [image: 1][image: Blue][image: Red][image: White] (4)
CREATURE — ANGEL (3/4)
FLYING, VIGILANCE, HASTE
	[image: Apocalypse (Rare)]



	[image: Living Airship]
	LIVING AIRSHIP [image: 3][image: Blue] (4)
CREATURE — METATHRAN (2/3)
FLYING
[image: 2][image: Green]: REGENERATE LIVING AIRSHIP.
	[image: Apocalypse (Common)]



	[image: Llanowar Dead]
	LLANOWAR DEAD [image: Black][image: Green] (2)
CREATURE — ZOMBIE ELF (2/2)
[image: Tap]: ADD [image: Black].
	[image: Apocalypse (Common)]



	[image: Llanowar Wastes]
	LLANOWAR WASTES (0)
LAND
[image: Tap]: ADD [image: Colorless].
[image: Tap]: ADD [image: Black] OR [image: Green]. LLANOWAR WASTES DEALS 1 DAMAGE TO YOU.
	[image: Apocalypse (Rare)]



	[image: Manacles of Decay]
	MANACLES OF DECAY [image: 1][image: White] (2)
ENCHANTMENT — AURA
ENCHANT CREATURE
ENCHANTED CREATURE CAN'T ATTACK.
[image: Black]: ENCHANTED CREATURE GETS -1/-1 UNTIL END OF TURN.
[image: Red]: ENCHANTED CREATURE CAN'T BLOCK THIS TURN.
	[image: Apocalypse (Common)]



	[image: Martyrs' Tomb]
	MARTYRS' TOMB [image: 2][image: White][image: Black] (4)
ENCHANTMENT
PAY 2 LIFE: PREVENT THE NEXT 1 DAMAGE THAT WOULD BE DEALT TO TARGET CREATURE THIS TURN.
	[image: Apocalypse (Uncommon)]



	[image: Mask of Intolerance]
	MASK OF INTOLERANCE [image: 2] (2)
ARTIFACT
AT THE BEGINNING OF EACH PLAYER'S UPKEEP, IF THERE ARE FOUR OR MORE BASIC LAND TYPES AMONG LANDS THAT PLAYER CONTROLS, MASK OF INTOLERANCE DEALS 3 DAMAGE TO THAT PLAYER.
	[image: Apocalypse (Rare)]



	[image: Mind Extraction]
	MIND EXTRACTION [image: 2][image: Black] (3)
SORCERY
AS AN ADDITIONAL COST TO CAST THIS SPELL, SACRIFICE A CREATURE.
TARGET PLAYER REVEALS THEIR HAND AND DISCARDS ALL CARDS OF EACH OF THE SACRIFICED CREATURE'S COLORS.
	[image: Apocalypse (Common)]



	[image: Minotaur Illusionist]
	MINOTAUR ILLUSIONIST [image: 3][image: Blue][image: Red] (5)
CREATURE — MINOTAUR WIZARD (3/4)
[image: 1][image: Blue]: MINOTAUR ILLUSIONIST GAINS SHROUD UNTIL END OF TURN. (IT CAN'T BE THE TARGET OF SPELLS OR ABILITIES.)
[image: Red], SACRIFICE MINOTAUR ILLUSIONIST: IT DEALS DAMAGE EQUAL TO ITS POWER TO TARGET CREATURE.
	[image: Apocalypse (Uncommon)]



	[image: Minotaur Tactician]
	MINOTAUR TACTICIAN [image: 3][image: Red] (4)
CREATURE — MINOTAUR (1/1)
HASTE
MINOTAUR TACTICIAN GETS +1/+1 AS LONG AS YOU CONTROL A WHITE CREATURE.
MINOTAUR TACTICIAN GETS +1/+1 AS LONG AS YOU CONTROL A BLUE CREATURE.
	[image: Apocalypse (Common)]



	[image: Mournful Zombie]
	MOURNFUL ZOMBIE [image: 2][image: Black] (3)
CREATURE — ZOMBIE (2/1)
[image: White], [image: Tap]: TARGET PLAYER GAINS 1 LIFE.
	[image: Apocalypse (Common)]



	[image: Mystic Snake]
	MYSTIC SNAKE [image: 1][image: Green][image: Blue][image: Blue] (4)
CREATURE — SNAKE (2/2)
FLASH
WHEN MYSTIC SNAKE ENTERS THE BATTLEFIELD, COUNTER TARGET SPELL.
	[image: Apocalypse (Rare)]



	[image: Necra Disciple]
	NECRA DISCIPLE [image: Black] (1)
CREATURE — HUMAN WIZARD (1/1)
[image: Green], [image: Tap]: ADD ONE MANA OF ANY COLOR.
[image: White], [image: Tap]: PREVENT THE NEXT 1 DAMAGE THAT WOULD BE DEALT TO ANY TARGET THIS TURN.
	[image: Apocalypse (Common)]



	[image: Necra Sanctuary]
	NECRA SANCTUARY [image: 2][image: Black] (3)
ENCHANTMENT
AT THE BEGINNING OF YOUR UPKEEP, IF YOU CONTROL A GREEN OR WHITE PERMANENT, TARGET PLAYER LOSES 1 LIFE. IF YOU CONTROL A GREEN PERMANENT AND A WHITE PERMANENT, THAT PLAYER LOSES 3 LIFE INSTEAD.
	[image: Apocalypse (Uncommon)]



	[image: Necravolver]
	NECRAVOLVER [image: 2][image: Black] (3)
CREATURE — VOLVER (2/2)
KICKER [image: 1][image: Green] AND/OR [image: White] (YOU MAY PAY AN ADDITIONAL [image: 1][image: Green] AND/OR [image: White] AS YOU CAST THIS SPELL.)
IF NECRAVOLVER WAS KICKED WITH ITS [image: 1][image: Green] KICKER, IT ENTERS THE BATTLEFIELD WITH TWO +1/+1 COUNTERS ON IT AND WITH TRAMPLE.
IF NECRAVOLVER WAS KICKED WITH ITS [image: White] KICKER, IT ENTERS THE BATTLEFIELD WITH A +1/+1 COUNTER ON IT AND WITH "WHENEVER NECRAVOLVER DEALS DAMAGE, YOU GAIN THAT MUCH LIFE."
	[image: Apocalypse (Rare)]



	[image: Night // Day (Night)]
	NIGHT // DAY (NIGHT) [image: Black] (1)
INSTANT
TARGET CREATURE GETS -1/-1 UNTIL END OF TURN.
	[image: Apocalypse (Uncommon)]



	[image: Order // Chaos (Order)]
	ORDER // CHAOS (ORDER) [image: 3][image: White] (4)
INSTANT
EXILE TARGET ATTACKING CREATURE.
	[image: Apocalypse (Uncommon)]



	[image: Orim's Thunder]
	ORIM'S THUNDER [image: 2][image: White] (3)
INSTANT
KICKER [image: Red] (YOU MAY PAY AN ADDITIONAL [image: Red] AS YOU CAST THIS SPELL.)
DESTROY TARGET ARTIFACT OR ENCHANTMENT. IF THIS SPELL WAS KICKED, IT DEALS DAMAGE EQUAL TO THAT PERMANENT'S MANA VALUE TO TARGET CREATURE.
	[image: Apocalypse (Common)]



	[image: Overgrown Estate]
	OVERGROWN ESTATE [image: White][image: Black][image: Green] (3)
ENCHANTMENT
SACRIFICE A LAND: YOU GAIN 3 LIFE.
	[image: Apocalypse (Rare)]



	[image: Penumbra Bobcat]
	PENUMBRA BOBCAT [image: 2][image: Green] (3)
CREATURE — CAT (2/1)
WHEN PENUMBRA BOBCAT DIES, CREATE A 2/1 BLACK CAT CREATURE TOKEN.
	[image: Apocalypse (Common)]



	[image: Penumbra Kavu]
	PENUMBRA KAVU [image: 4][image: Green] (5)
CREATURE — KAVU (3/3)
WHEN PENUMBRA KAVU DIES, CREATE A 3/3 BLACK KAVU CREATURE TOKEN.
	[image: Apocalypse (Uncommon)]



	[image: Penumbra Wurm]
	PENUMBRA WURM [image: 5][image: Green][image: Green] (7)
CREATURE — WURM (6/6)
TRAMPLE
WHEN PENUMBRA WURM DIES, CREATE A 6/6 BLACK WURM CREATURE TOKEN WITH TRAMPLE.
	[image: Apocalypse (Rare)]



	[image: Pernicious Deed]
	PERNICIOUS DEED [image: 1][image: Black][image: Green] (3)
ENCHANTMENT
[image: Variable Colorless], SACRIFICE PERNICIOUS DEED: DESTROY EACH ARTIFACT, CREATURE, AND ENCHANTMENT WITH MANA VALUE X OR LESS.
	[image: Apocalypse (Rare)]




		[image: Phyrexian Arena]
	PHYREXIAN ARENA [image: 1][image: Black][image: Black] (3)
ENCHANTMENT
AT THE BEGINNING OF YOUR UPKEEP, YOU DRAW A CARD AND YOU LOSE 1 LIFE.
	[image: Apocalypse (Rare)]



	[image: Phyrexian Gargantua]
	PHYREXIAN GARGANTUA [image: 4][image: Black][image: Black] (6)
CREATURE — PHYREXIAN HORROR (4/4)
WHEN PHYREXIAN GARGANTUA ENTERS THE BATTLEFIELD, YOU DRAW TWO CARDS AND YOU LOSE 2 LIFE.
	[image: Apocalypse (Uncommon)]



	[image: Phyrexian Rager]
	PHYREXIAN RAGER [image: 2][image: Black] (3)
CREATURE — PHYREXIAN HORROR (2/2)
WHEN PHYREXIAN RAGER ENTERS THE BATTLEFIELD, YOU DRAW A CARD AND YOU LOSE 1 LIFE.
	[image: Apocalypse (Common)]



	[image: Planar Despair]
	PLANAR DESPAIR [image: 3][image: Black][image: Black] (5)
SORCERY
DOMAIN — ALL CREATURES GET -1/-1 UNTIL END OF TURN FOR EACH BASIC LAND TYPE AMONG LANDS YOU CONTROL.
	[image: Apocalypse (Rare)]



	[image: Powerstone Minefield]
	POWERSTONE MINEFIELD [image: 2][image: Red][image: White] (4)
ENCHANTMENT
WHENEVER A CREATURE ATTACKS OR BLOCKS, POWERSTONE MINEFIELD DEALS 2 DAMAGE TO IT.
	[image: Apocalypse (Rare)]



	[image: Prophetic Bolt]
	PROPHETIC BOLT [image: 3][image: Blue][image: Red] (5)
INSTANT
PROPHETIC BOLT DEALS 4 DAMAGE TO ANY TARGET. LOOK AT THE TOP FOUR CARDS OF YOUR LIBRARY. PUT ONE OF THOSE CARDS INTO YOUR HAND AND THE REST ON THE BOTTOM OF YOUR LIBRARY IN ANY ORDER.
	[image: Apocalypse (Rare)]



	[image: Putrid Warrior]
	PUTRID WARRIOR [image: White][image: Black] (2)
CREATURE — ZOMBIE SOLDIER WARRIOR (2/2)
WHENEVER PUTRID WARRIOR DEALS DAMAGE, CHOOSE ONE —
• EACH PLAYER LOSES 1 LIFE.
• EACH PLAYER GAINS 1 LIFE.
	[image: Apocalypse (Common)]



	[image: Quagmire Druid]
	QUAGMIRE DRUID [image: 2][image: Black] (3)
CREATURE — ZOMBIE DRUID (2/2)
[image: Green], [image: Tap], SACRIFICE A CREATURE: DESTROY TARGET ENCHANTMENT.
	[image: Apocalypse (Common)]



	[image: Quicksilver Dagger]
	QUICKSILVER DAGGER [image: 1][image: Blue][image: Red] (3)
ENCHANTMENT — AURA
ENCHANT CREATURE
ENCHANTED CREATURE HAS "[image: Tap]: THIS CREATURE DEALS 1 DAMAGE TO TARGET PLAYER OR PLANESWALKER. YOU DRAW A CARD."
	[image: Apocalypse (Common)]



	[image: Raka Disciple]
	RAKA DISCIPLE [image: Red] (1)
CREATURE — MINOTAUR WIZARD (1/1)
[image: White], [image: Tap]: PREVENT THE NEXT 1 DAMAGE THAT WOULD BE DEALT TO ANY TARGET THIS TURN.
[image: Blue], [image: Tap]: TARGET CREATURE GAINS FLYING UNTIL END OF TURN.
	[image: Apocalypse (Common)]



	[image: Raka Sanctuary]
	RAKA SANCTUARY [image: 2][image: Red] (3)
ENCHANTMENT
AT THE BEGINNING OF YOUR UPKEEP, IF YOU CONTROL A WHITE OR BLUE PERMANENT, RAKA SANCTUARY DEALS 1 DAMAGE TO TARGET CREATURE. IF YOU CONTROL A WHITE PERMANENT AND A BLUE PERMANENT, RAKA SANCTUARY DEALS 3 DAMAGE INSTEAD.
	[image: Apocalypse (Uncommon)]



	[image: Rakavolver]
	RAKAVOLVER [image: 2][image: Red] (3)
CREATURE — VOLVER (2/2)
KICKER [image: 1][image: White] AND/OR [image: Blue] (YOU MAY PAY AN ADDITIONAL [image: 1][image: White] AND/OR [image: Blue] AS YOU CAST THIS SPELL.)
IF RAKAVOLVER WAS KICKED WITH ITS [image: 1][image: White] KICKER, IT ENTERS THE BATTLEFIELD WITH TWO +1/+1 COUNTERS ON IT AND WITH "WHENEVER RAKAVOLVER DEALS DAMAGE, YOU GAIN THAT MUCH LIFE."
IF RAKAVOLVER WAS KICKED WITH ITS [image: Blue] KICKER, IT ENTERS THE BATTLEFIELD WITH A +1/+1 COUNTER ON IT AND WITH FLYING.
	[image: Apocalypse (Rare)]



	[image: Razorfin Hunter]
	RAZORFIN HUNTER [image: Blue][image: Red] (2)
CREATURE — MERFOLK GOBLIN (1/1)
[image: Tap]: RAZORFIN HUNTER DEALS 1 DAMAGE TO ANY TARGET.
	[image: Apocalypse (Common)]



	[image: Illusion // Reality (Reality)]
	ILLUSION // REALITY (REALITY) [image: 2][image: Green] (3)
INSTANT
DESTROY TARGET ARTIFACT.
	[image: Apocalypse (Uncommon)]



	[image: Reef Shaman]
	REEF SHAMAN [image: Blue] (1)
CREATURE — MERFOLK SHAMAN (0/2)
[image: Tap]: TARGET LAND BECOMES THE BASIC LAND TYPE OF YOUR CHOICE UNTIL END OF TURN.
	[image: Apocalypse (Common)]



	[image: Savage Gorilla]
	SAVAGE GORILLA [image: 4][image: Green] (5)
CREATURE — APE (3/3)
[image: Blue][image: Black], [image: Tap], SACRIFICE SAVAGE GORILLA: TARGET CREATURE GETS -3/-3 UNTIL END OF TURN. DRAW A CARD.
	[image: Apocalypse (Common)]



	[image: Shield of Duty and Reason]
	SHIELD OF DUTY AND REASON [image: White] (1)
ENCHANTMENT — AURA
ENCHANT CREATURE
ENCHANTED CREATURE HAS PROTECTION FROM GREEN AND FROM BLUE.
	[image: Apocalypse (Common)]



	[image: Shimmering Mirage]
	SHIMMERING MIRAGE [image: 1][image: Blue] (2)
INSTANT
TARGET LAND BECOMES THE BASIC LAND TYPE OF YOUR CHOICE UNTIL END OF TURN.
DRAW A CARD.
	[image: Apocalypse (Common)]



	[image: Shivan Reef]
	SHIVAN REEF (0)
LAND
[image: Tap]: ADD [image: Colorless].
[image: Tap]: ADD [image: Blue] OR [image: Red]. SHIVAN REEF DEALS 1 DAMAGE TO YOU.
	[image: Apocalypse (Rare)]



	[image: Smash]
	SMASH [image: 2][image: Red] (3)
INSTANT
DESTROY TARGET ARTIFACT.
DRAW A CARD.
	[image: Apocalypse (Common)]



	[image: Soul Link]
	SOUL LINK [image: 1][image: White][image: Black] (3)
ENCHANTMENT — AURA
ENCHANT CREATURE
WHENEVER ENCHANTED CREATURE DEALS DAMAGE, YOU GAIN THAT MUCH LIFE.
WHENEVER ENCHANTED CREATURE IS DEALT DAMAGE, YOU GAIN THAT MUCH LIFE.
	[image: Apocalypse (Common)]



	[image: Spectral Lynx]
	SPECTRAL LYNX [image: 1][image: White] (2)
CREATURE — CAT SPIRIT (2/1)
PROTECTION FROM GREEN
[image: Black]: REGENERATE SPECTRAL LYNX.
	[image: Apocalypse (Rare)]



	[image: Spiritmonger]
	SPIRITMONGER [image: 3][image: Black][image: Green] (5)
CREATURE — BEAST (6/6)
WHENEVER SPIRITMONGER DEALS DAMAGE TO A CREATURE, PUT A +1/+1 COUNTER ON SPIRITMONGER.
[image: Black]: REGENERATE SPIRITMONGER.
[image: Green]: SPIRITMONGER BECOMES THE COLOR OF YOUR CHOICE UNTIL END OF TURN.
	[image: Apocalypse (Rare)]



	[image: Squee's Embrace]
	SQUEE'S EMBRACE [image: Red][image: White] (2)
ENCHANTMENT — AURA
ENCHANT CREATURE
ENCHANTED CREATURE GETS +2/+2.
WHEN ENCHANTED CREATURE DIES, RETURN THAT CARD TO ITS OWNER'S HAND.
	[image: Apocalypse (Common)]



	[image: Squee's Revenge]
	SQUEE'S REVENGE [image: 1][image: Blue][image: Red] (3)
SORCERY
CHOOSE A NUMBER. FLIP A COIN THAT MANY TIMES OR UNTIL YOU LOSE A FLIP, WHICHEVER COMES FIRST. IF YOU WIN ALL THE FLIPS, DRAW TWO CARDS FOR EACH FLIP.
	[image: Apocalypse (Uncommon)]



	[image: Standard Bearer]
	STANDARD BEARER [image: 1][image: White] (2)
CREATURE — HUMAN FLAGBEARER (1/1)
WHILE AN OPPONENT IS CHOOSING TARGETS AS PART OF CASTING A SPELL THEY CONTROL OR ACTIVATING AN ABILITY THEY CONTROL, THAT PLAYER MUST CHOOSE AT LEAST ONE FLAGBEARER ON THE BATTLEFIELD IF ABLE.
	[image: Apocalypse (Common)]



	[image: Strength of Night]
	STRENGTH OF NIGHT [image: 2][image: Green] (3)
INSTANT
KICKER [image: Black] (YOU MAY PAY AN ADDITIONAL [image: Black] AS YOU CAST THIS SPELL.)
CREATURES YOU CONTROL GET +1/+1 UNTIL END OF TURN. IF THIS SPELL WAS KICKED, ZOMBIE CREATURES YOU CONTROL GET AN ADDITIONAL +2/+2 UNTIL END OF TURN.
	[image: Apocalypse (Common)]



	[image: Suffocating Blast]
	SUFFOCATING BLAST [image: 1][image: Blue][image: Blue][image: Red] (4)
INSTANT
COUNTER TARGET SPELL AND SUFFOCATING BLAST DEALS 3 DAMAGE TO TARGET CREATURE.
	[image: Apocalypse (Rare)]



	[image: Suppress]
	SUPPRESS [image: 2][image: Black] (3)
SORCERY
TARGET PLAYER EXILES ALL CARDS FROM THEIR HAND FACE DOWN. AT THE BEGINNING OF THE END STEP OF THAT PLAYER'S NEXT TURN, THAT PLAYER RETURNS THOSE CARDS TO THEIR HAND.
	[image: Apocalypse (Uncommon)]



	[image: Sylvan Messenger]
	SYLVAN MESSENGER [image: 3][image: Green] (4)
CREATURE — ELF (2/2)
TRAMPLE (THIS CREATURE CAN DEAL EXCESS COMBAT DAMAGE TO THE PLAYER OR PLANESWALKER IT'S ATTACKING.)
WHEN SYLVAN MESSENGER ENTERS THE BATTLEFIELD, REVEAL THE TOP FOUR CARDS OF YOUR LIBRARY. PUT ALL ELF CARDS REVEALED THIS WAY INTO YOUR HAND AND THE REST ON THE BOTTOM OF YOUR LIBRARY IN ANY ORDER.
	[image: Apocalypse (Uncommon)]



	[image: Symbiotic Deployment]
	SYMBIOTIC DEPLOYMENT [image: 2][image: Green] (3)
ENCHANTMENT
SKIP YOUR DRAW STEP.
[image: 1], TAP TWO UNTAPPED CREATURES YOU CONTROL: DRAW A CARD.
	[image: Apocalypse (Rare)]



	[image: Tahngarth's Glare]
	TAHNGARTH'S GLARE [image: Red] (1)
SORCERY
LOOK AT THE TOP THREE CARDS OF TARGET OPPONENT'S LIBRARY, THEN PUT THEM BACK IN ANY ORDER. THAT PLAYER LOOKS AT THE TOP THREE CARDS OF YOUR LIBRARY, THEN PUTS THEM BACK IN ANY ORDER.
	[image: Apocalypse (Common)]



	[image: Temporal Spring]
	TEMPORAL SPRING [image: 1][image: Green][image: Blue] (3)
SORCERY
PUT TARGET PERMANENT ON TOP OF ITS OWNER'S LIBRARY.
	[image: Apocalypse (Common)]



	[image: Tidal Courier]
	TIDAL COURIER [image: 3][image: Blue] (4)
CREATURE — MERFOLK (1/2)
WHEN TIDAL COURIER ENTERS THE BATTLEFIELD, REVEAL THE TOP FOUR CARDS OF YOUR LIBRARY. PUT ALL MERFOLK CARDS REVEALED THIS WAY INTO YOUR HAND AND THE REST ON THE BOTTOM OF YOUR LIBRARY IN ANY ORDER.
[image: 3][image: Blue]: TIDAL COURIER GAINS FLYING UNTIL END OF TURN.
	[image: Apocalypse (Uncommon)]



	[image: Tranquil Path]
	TRANQUIL PATH [image: 4][image: Green] (5)
SORCERY
DESTROY ALL ENCHANTMENTS.
DRAW A CARD.
	[image: Apocalypse (Common)]



	[image: Tundra Kavu]
	TUNDRA KAVU [image: 2][image: Red] (3)
CREATURE — KAVU (2/2)
[image: Tap]: TARGET LAND BECOMES A PLAINS OR AN ISLAND UNTIL END OF TURN.
	[image: Apocalypse (Common)]



	[image: Unnatural Selection]
	UNNATURAL SELECTION [image: 1][image: Blue] (2)
ENCHANTMENT
[image: 1]: CHOOSE A CREATURE TYPE OTHER THAN WALL. TARGET CREATURE BECOMES THAT TYPE UNTIL END OF TURN.
	[image: Apocalypse (Rare)]



	[image: Urborg Elf]
	URBORG ELF [image: 1][image: Green] (2)
CREATURE — ELF DRUID (1/1)
[image: Tap]: ADD [image: Black], [image: Green], OR [image: Blue].
	[image: Apocalypse (Common)]



	[image: Urborg Uprising]
	URBORG UPRISING [image: 4][image: Black] (5)
SORCERY
RETURN UP TO TWO TARGET CREATURE CARDS FROM YOUR GRAVEYARD TO YOUR HAND.
DRAW A CARD.
	[image: Apocalypse (Common)]



	[image: Vindicate]
	VINDICATE [image: 1][image: White][image: Black] (3)
SORCERY
DESTROY TARGET PERMANENT.
	[image: Apocalypse (Rare)]



	[image: Vodalian Mystic]
	VODALIAN MYSTIC [image: 1][image: Blue] (2)
CREATURE — MERFOLK WIZARD (1/1)
[image: Tap]: TARGET INSTANT OR SORCERY SPELL BECOMES THE COLOR OF YOUR CHOICE.
	[image: Apocalypse (Uncommon)]



	[image: Whirlpool Drake]
	WHIRLPOOL DRAKE [image: 3][image: Blue] (4)
CREATURE — DRAKE (2/2)
FLYING
WHEN WHIRLPOOL DRAKE ENTERS THE BATTLEFIELD, SHUFFLE THE CARDS FROM YOUR HAND INTO YOUR LIBRARY, THEN DRAW THAT MANY CARDS.
WHEN WHIRLPOOL DRAKE DIES, SHUFFLE THE CARDS FROM YOUR HAND INTO YOUR LIBRARY, THEN DRAW THAT MANY CARDS.
	[image: Apocalypse (Uncommon)]



	[image: Whirlpool Rider]
	WHIRLPOOL RIDER [image: 1][image: Blue] (2)
CREATURE — MERFOLK (1/1)
WHEN WHIRLPOOL RIDER ENTERS THE BATTLEFIELD, SHUFFLE THE CARDS FROM YOUR HAND INTO YOUR LIBRARY, THEN DRAW THAT MANY CARDS.
	[image: Apocalypse (Common)]



	[image: Whirlpool Warrior]
	WHIRLPOOL WARRIOR [image: 2][image: Blue] (3)
CREATURE — MERFOLK WARRIOR (2/2)
WHEN WHIRLPOOL WARRIOR ENTERS THE BATTLEFIELD, SHUFFLE THE CARDS FROM YOUR HAND INTO YOUR LIBRARY, THEN DRAW THAT MANY CARDS.
[image: Red], SACRIFICE WHIRLPOOL WARRIOR: EACH PLAYER SHUFFLES THE CARDS FROM THEIR HAND INTO THEIR LIBRARY, THEN DRAWS THAT MANY CARDS.
	[image: Apocalypse (Rare)]



	[image: Wild Research]
	WILD RESEARCH [image: 2][image: Red] (3)
ENCHANTMENT
[image: 1][image: White]: SEARCH YOUR LIBRARY FOR AN ENCHANTMENT CARD AND REVEAL THAT CARD. PUT IT INTO YOUR HAND, THEN DISCARD A CARD AT RANDOM. THEN SHUFFLE.
[image: 1][image: Blue]: SEARCH YOUR LIBRARY FOR AN INSTANT CARD AND REVEAL THAT CARD. PUT IT INTO YOUR HAND, THEN DISCARD A CARD AT RANDOM. THEN SHUFFLE.
	[image: Apocalypse (Rare)]



	[image: Yavimaya Coast]
	YAVIMAYA COAST (0)
LAND
[image: Tap]: ADD [image: Colorless].
[image: Tap]: ADD [image: Green] OR [image: Blue]. YAVIMAYA COAST DEALS 1 DAMAGE TO YOU.
	[image: Apocalypse (Rare)]



	[image: Yavimaya's Embrace]
	YAVIMAYA'S EMBRACE [image: 5][image: Green][image: Blue][image: Blue] (8)
ENCHANTMENT — AURA
ENCHANT CREATURE
YOU CONTROL ENCHANTED CREATURE.
ENCHANTED CREATURE GETS +2/+2 AND HAS TRAMPLE.
	[image: Apocalypse (Rare)]



	[image: Zombie Boa]
	ZOMBIE BOA [image: 4][image: Black] (5)
CREATURE — ZOMBIE SNAKE (3/3)
[image: 1][image: Black]: CHOOSE A COLOR. WHENEVER ZOMBIE BOA BECOMES BLOCKED BY A CREATURE OF THAT COLOR THIS TURN, DESTROY THAT CREATURE. ACTIVATE ONLY AS A SORCERY.
	[image: Apocalypse (Common)]
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	[image: Abu Ja'far]
	ABU JA'FAR [image: White] (1)
CREATURE — HUMAN (0/1)
WHEN ABU JA'FAR DIES, DESTROY ALL CREATURES BLOCKING OR BLOCKED BY IT. THEY CAN'T BE REGENERATED.
	[image: Arabian Nights (Uncommon)]



	[image: Aladdin]
	ALADDIN [image: 2][image: Red][image: Red] (4)
CREATURE — HUMAN ROGUE (1/1)
[image: 1][image: Red][image: Red], [image: Tap]: GAIN CONTROL OF TARGET ARTIFACT FOR AS LONG AS YOU CONTROL ALADDIN.
	[image: Arabian Nights (Rare)]



	[image: Aladdin's Lamp]
	ALADDIN'S LAMP [image: 10] (6)
ARTIFACT
[image: Variable Colorless], [image: Tap]: THE NEXT TIME YOU WOULD DRAW A CARD THIS TURN, INSTEAD LOOK AT THE TOP X CARDS OF YOUR LIBRARY, PUT ALL BUT ONE OF THEM ON THE BOTTOM OF YOUR LIBRARY IN A RANDOM ORDER, THEN DRAW A CARD. X CAN'T BE 0.
	[image: Arabian Nights (Rare)]



	[image: Aladdin's Ring]
	ALADDIN'S RING [image: 8] (8)
ARTIFACT
[image: 8], [image: Tap]: ALADDIN'S RING DEALS 4 DAMAGE TO ANY TARGET.
	[image: Arabian Nights (Rare)]



	[image: Ali Baba]
	ALI BABA [image: Red] (1)
CREATURE — HUMAN ROGUE (1/1)
[image: Red]: TAP TARGET WALL.
	[image: Arabian Nights (Uncommon)]



	[image: Ali from Cairo]
	ALI FROM CAIRO [image: 2][image: Red][image: Red] (4)
CREATURE — HUMAN (0/1)
DAMAGE THAT WOULD REDUCE YOUR LIFE TOTAL TO LESS THAN 1 REDUCES IT TO 1 INSTEAD.
	[image: Arabian Nights (Rare)]



	[image: Army of Allah]
	ARMY OF ALLAH [image: 1][image: White][image: White] (3)
INSTANT
ATTACKING CREATURES GET +2/+0 UNTIL END OF TURN.
	[image: Arabian Nights (Common)]



	[image: Bazaar of Baghdad]
	BAZAAR OF BAGHDAD (0)
LAND
[image: Tap]: DRAW TWO CARDS, THEN DISCARD THREE CARDS.
	[image: Arabian Nights (Uncommon)]



	[image: Bird Maiden]
	BIRD MAIDEN [image: 2][image: Red] (3)
CREATURE — HUMAN BIRD (1/2)
FLYING
	[image: Arabian Nights (Common)]



	[image: Bottle of Suleiman]
	BOTTLE OF SULEIMAN [image: 4] (4)
ARTIFACT
[image: 1], SACRIFICE BOTTLE OF SULEIMAN: FLIP A COIN. IF YOU WIN THE FLIP, CREATE A 5/5 COLORLESS DJINN ARTIFACT CREATURE TOKEN WITH FLYING. IF YOU LOSE THE FLIP, BOTTLE OF SULEIMAN DEALS 5 DAMAGE TO YOU.
	[image: Arabian Nights (Rare)]



	[image: Brass Man]
	BRASS MAN [image: 1] (1)
ARTIFACT CREATURE — CONSTRUCT (1/3)
BRASS MAN DOESN'T UNTAP DURING YOUR UNTAP STEP.
AT THE BEGINNING OF YOUR UPKEEP, YOU MAY PAY [image: 1]. IF YOU DO, UNTAP BRASS MAN.
	[image: Arabian Nights (Uncommon)]



	[image: Camel]
	CAMEL [image: White] (1)
CREATURE — CAMEL (0/1)
BANDING (ANY CREATURES WITH BANDING, AND UP TO ONE WITHOUT, CAN ATTACK IN A BAND. BANDS ARE BLOCKED AS A GROUP. IF ANY CREATURES WITH BANDING YOU CONTROL ARE BLOCKING OR BEING BLOCKED BY A CREATURE, YOU DIVIDE THAT CREATURE'S COMBAT DAMAGE, NOT ITS CONTROLLER, AMONG ANY OF THE CREATURES IT'S BEING BLOCKED BY OR IS BLOCKING.)
AS LONG AS CAMEL IS ATTACKING, PREVENT ALL DAMAGE DESERTS WOULD DEAL TO CAMEL AND TO CREATURES BANDED WITH CAMEL.
	[image: Arabian Nights (Common)]



	[image: City in a Bottle]
	CITY IN A BOTTLE [image: 2] (2)
ARTIFACT
WHENEVER ONE OR MORE OTHER NONTOKEN PERMANENTS WITH A NAME ORIGINALLY PRINTED IN THE ARABIAN NIGHTS EXPANSION ARE ON THE BATTLEFIELD, THEIR CONTROLLERS SACRIFICE THEM.
PLAYERS CAN'T CAST SPELLS OR PLAY LANDS WITH A NAME ORIGINALLY PRINTED IN THE ARABIAN NIGHTS EXPANSION.
	[image: Arabian Nights (Rare)]



	[image: City of Brass]
	CITY OF BRASS (0)
LAND
WHENEVER CITY OF BRASS BECOMES TAPPED, IT DEALS 1 DAMAGE TO YOU.
[image: Tap]: ADD ONE MANA OF ANY COLOR.
	[image: Arabian Nights (Uncommon)]



	[image: Cuombajj Witches]
	CUOMBAJJ WITCHES [image: Black][image: Black] (2)
CREATURE — HUMAN WIZARD (1/3)
[image: Tap]: CUOMBAJJ WITCHES DEALS 1 DAMAGE TO ANY TARGET AND 1 DAMAGE TO ANY TARGET OF AN OPPONENT'S CHOICE.
	[image: Arabian Nights (Common)]



	[image: Cyclone]
	CYCLONE [image: 2][image: Green][image: Green] (4)
ENCHANTMENT
AT THE BEGINNING OF YOUR UPKEEP, PUT A WIND COUNTER ON CYCLONE, THEN SACRIFICE CYCLONE UNLESS YOU PAY [image: Green] FOR EACH WIND COUNTER ON IT. IF YOU PAY, CYCLONE DEALS DAMAGE EQUAL TO THE NUMBER OF WIND COUNTERS ON IT TO EACH CREATURE AND EACH PLAYER.
	[image: Arabian Nights (Uncommon)]



	[image: Dancing Scimitar]
	DANCING SCIMITAR [image: 4] (4)
ARTIFACT CREATURE — SPIRIT (1/5)
FLYING (THIS CREATURE CAN'T BE BLOCKED EXCEPT BY CREATURES WITH FLYING OR REACH.)
	[image: Arabian Nights (Rare)]



	[image: Dandân]
	DANDÂN [image: Blue][image: Blue] (2)
CREATURE — FISH (4/1)
DANDÂN CAN'T ATTACK UNLESS DEFENDING PLAYER CONTROLS AN ISLAND.
WHEN YOU CONTROL NO ISLANDS, SACRIFICE DANDÂN.
	[image: Arabian Nights (Common)]



	[image: Desert]
	DESERT (0)
LAND — DESERT
[image: Tap]: ADD [image: Colorless].
[image: Tap]: DESERT DEALS 1 DAMAGE TO TARGET ATTACKING CREATURE. ACTIVATE ONLY DURING THE END OF COMBAT STEP.
	[image: Arabian Nights (Common)]



	[image: Desert Nomads]
	DESERT NOMADS [image: 2][image: Red] (3)
CREATURE — HUMAN NOMAD (2/2)
DESERTWALK
PREVENT ALL DAMAGE THAT WOULD BE DEALT TO DESERT NOMADS BY DESERTS.
	[image: Arabian Nights (Common)]



	[image: Desert Twister]
	DESERT TWISTER [image: 4][image: Green][image: Green] (6)
SORCERY
DESTROY TARGET PERMANENT.
	[image: Arabian Nights (Uncommon)]



	[image: Diamond Valley]
	DIAMOND VALLEY (0)
LAND
[image: Tap], SACRIFICE A CREATURE: YOU GAIN LIFE EQUAL TO THE SACRIFICED CREATURE'S TOUGHNESS.
	[image: Arabian Nights (Uncommon)]



	[image: Drop of Honey]
	DROP OF HONEY [image: Green] (1)
ENCHANTMENT
AT THE BEGINNING OF YOUR UPKEEP, DESTROY THE CREATURE WITH THE LEAST POWER. IT CAN'T BE REGENERATED. IF TWO OR MORE CREATURES ARE TIED FOR LEAST POWER, YOU CHOOSE ONE OF THEM.
WHEN THERE ARE NO CREATURES ON THE BATTLEFIELD, SACRIFICE DROP OF HONEY.
	[image: Arabian Nights (Rare)]



	[image: Ebony Horse]
	EBONY HORSE [image: 3] (3)
ARTIFACT
[image: 2], [image: Tap]: UNTAP TARGET ATTACKING CREATURE YOU CONTROL. PREVENT ALL COMBAT DAMAGE THAT WOULD BE DEALT TO AND DEALT BY THAT CREATURE THIS TURN.
	[image: Arabian Nights (Rare)]



	[image: Elephant Graveyard]
	ELEPHANT GRAVEYARD (0)
LAND
[image: Tap]: ADD [image: Colorless].
[image: Tap]: REGENERATE TARGET ELEPHANT.
	[image: Arabian Nights (Rare)]



	[image: El-Hajjâj]
	EL-HAJJÂJ [image: 1][image: Black][image: Black] (3)
CREATURE — HUMAN WIZARD (1/1)
WHENEVER EL-HAJJÂJ DEALS DAMAGE, YOU GAIN THAT MUCH LIFE.
	[image: Arabian Nights (Rare)]



	[image: Erg Raiders]
	ERG RAIDERS [image: 1][image: Black] (2)
CREATURE — HUMAN WARRIOR (2/3)
AT THE BEGINNING OF YOUR END STEP, IF ERG RAIDERS DIDN'T ATTACK THIS TURN, ERG RAIDERS DEALS 2 DAMAGE TO YOU UNLESS IT CAME UNDER YOUR CONTROL THIS TURN.
	[image: Arabian Nights (Common)]



	[image: Erhnam Djinn]
	ERHNAM DJINN [image: 3][image: Green] (4)
CREATURE — DJINN (4/5)
AT THE BEGINNING OF YOUR UPKEEP, TARGET NON-WALL CREATURE AN OPPONENT CONTROLS GAINS FORESTWALK UNTIL YOUR NEXT UPKEEP. (IT CAN'T BE BLOCKED AS LONG AS DEFENDING PLAYER CONTROLS A FOREST.)
	[image: Arabian Nights (Rare)]



	[image: Eye for an Eye]
	EYE FOR AN EYE [image: White][image: White] (2)
INSTANT
THE NEXT TIME A SOURCE OF YOUR CHOICE WOULD DEAL DAMAGE TO YOU THIS TURN, INSTEAD THAT SOURCE DEALS THAT MUCH DAMAGE TO YOU AND EYE FOR AN EYE DEALS THAT MUCH DAMAGE TO THAT SOURCE'S CONTROLLER.
	[image: Arabian Nights (Uncommon)]



	[image: Fishliver Oil]
	FISHLIVER OIL [image: 1][image: Blue] (2)
ENCHANTMENT — AURA
ENCHANT CREATURE (TARGET A CREATURE AS YOU CAST THIS. THIS CARD ENTERS THE BATTLEFIELD ATTACHED TO THAT CREATURE.)
ENCHANTED CREATURE HAS ISLANDWALK. (IT CAN'T BE BLOCKED AS LONG AS DEFENDING PLAYER CONTROLS AN ISLAND.)
	[image: Arabian Nights (Common)]



	[image: Flying Carpet]
	FLYING CARPET [image: 4] (4)
ARTIFACT
[image: 2], [image: Tap]: TARGET CREATURE GAINS FLYING UNTIL END OF TURN.
	[image: Arabian Nights (Uncommon)]



	[image: Flying Men]
	FLYING MEN [image: Blue] (1)
CREATURE — HUMAN (1/1)
FLYING
	[image: Arabian Nights (Common)]



	[image: Ghazbán Ogre]
	GHAZBÁN OGRE [image: Green] (1)
CREATURE — OGRE (2/2)
AT THE BEGINNING OF YOUR UPKEEP, IF A PLAYER HAS MORE LIFE THAN EACH OTHER PLAYER, THE PLAYER WITH THE MOST LIFE GAINS CONTROL OF GHAZBÁN OGRE.
	[image: Arabian Nights (Common)]



	[image: Giant Tortoise]
	GIANT TORTOISE [image: 1][image: Blue] (2)
CREATURE — TURTLE (1/1)
GIANT TORTOISE GETS +0/+3 AS LONG AS IT'S UNTAPPED.
	[image: Arabian Nights (Common)]



	[image: Guardian Beast]
	GUARDIAN BEAST [image: 3][image: Black] (4)
CREATURE — BEAST (2/4)
AS LONG AS GUARDIAN BEAST IS UNTAPPED, NONCREATURE ARTIFACTS YOU CONTROL CAN'T BE ENCHANTED, THEY HAVE INDESTRUCTIBLE, AND OTHER PLAYERS CAN'T GAIN CONTROL OF THEM. THIS EFFECT DOESN'T REMOVE AURAS ALREADY ATTACHED TO THOSE ARTIFACTS.
	[image: Arabian Nights (Rare)]



	[image: Hasran Ogress]
	HASRAN OGRESS [image: Black][image: Black] (2)
CREATURE — OGRE (3/2)
WHENEVER HASRAN OGRESS ATTACKS, IT DEALS 3 DAMAGE TO YOU UNLESS YOU PAY [image: 2].
	[image: Arabian Nights (Common)]



	[image: Hurr Jackal]
	HURR JACKAL [image: Red] (1)
CREATURE — JACKAL (1/1)
[image: Tap]: TARGET CREATURE CAN'T BE REGENERATED THIS TURN.
	[image: Arabian Nights (Common)]



	[image: Ifh-Bíff Efreet]
	IFH-BÍFF EFREET [image: 2][image: Green][image: Green] (4)
CREATURE — EFREET (3/3)
FLYING
[image: Green]: IFH-BÍFF EFREET DEALS 1 DAMAGE TO EACH CREATURE WITH FLYING AND EACH PLAYER. ANY PLAYER MAY ACTIVATE THIS ABILITY.
	[image: Arabian Nights (Rare)]



	[image: Island Fish Jasconius]
	ISLAND FISH JASCONIUS [image: 4][image: Blue][image: Blue][image: Blue] (7)
CREATURE — FISH (6/8)
ISLAND FISH JASCONIUS DOESN'T UNTAP DURING YOUR UNTAP STEP.
AT THE BEGINNING OF YOUR UPKEEP, YOU MAY PAY [image: Blue][image: Blue][image: Blue]. IF YOU DO, UNTAP ISLAND FISH JASCONIUS.
ISLAND FISH JASCONIUS CAN'T ATTACK UNLESS DEFENDING PLAYER CONTROLS AN ISLAND.
WHEN YOU CONTROL NO ISLANDS, SACRIFICE ISLAND FISH JASCONIUS.
	[image: Arabian Nights (Rare)]



	[image: Island of Wak-Wak]
	ISLAND OF WAK-WAK (0)
LAND
[image: Tap]: TARGET CREATURE WITH FLYING HAS BASE POWER 0 UNTIL END OF TURN.
	[image: Arabian Nights (Rare)]



	[image: Jandor's Ring]
	JANDOR'S RING [image: 6] (6)
ARTIFACT
[image: 2], [image: Tap], DISCARD THE LAST CARD YOU DREW THIS TURN: DRAW A CARD.
	[image: Arabian Nights (Rare)]



	[image: Jandor's Saddlebags]
	JANDOR'S SADDLEBAGS [image: 2] (2)
ARTIFACT
[image: 3], [image: Tap]: UNTAP TARGET CREATURE.
	[image: Arabian Nights (Rare)]



	[image: Jeweled Bird]
	JEWELED BIRD [image: 1] (1)
ARTIFACT
REMOVE JEWELED BIRD FROM YOUR DECK BEFORE PLAYING IF YOU'RE NOT PLAYING FOR ANTE.
[image: Tap]: ANTE JEWELED BIRD. IF YOU DO, PUT ALL OTHER CARDS YOU OWN FROM THE ANTE INTO YOUR GRAVEYARD, THEN DRAW A CARD.
	[image: Arabian Nights (Uncommon)]



	[image: Jihad]
	JIHAD [image: White][image: White][image: White] (3)
ENCHANTMENT
AS JIHAD ENTERS THE BATTLEFIELD, CHOOSE A COLOR AND AN OPPONENT.
WHITE CREATURES GET +2/+1 AS LONG AS THE CHOSEN PLAYER CONTROLS A NONTOKEN PERMANENT OF THE CHOSEN COLOR.
WHEN THE CHOSEN PLAYER CONTROLS NO NONTOKEN PERMANENTS OF THE CHOSEN COLOR, SACRIFICE JIHAD.
	[image: Arabian Nights (Rare)]



	[image: Junún Efreet]
	JUNÚN EFREET [image: 1][image: Black][image: Black] (3)
CREATURE — EFREET (3/3)
FLYING
AT THE BEGINNING OF YOUR UPKEEP, SACRIFICE JUNÚN EFREET UNLESS YOU PAY [image: Black][image: Black].
	[image: Arabian Nights (Rare)]



	[image: Juzám Djinn]
	JUZÁM DJINN [image: 2][image: Black][image: Black] (4)
CREATURE — DJINN (5/5)
AT THE BEGINNING OF YOUR UPKEEP, JUZÁM DJINN DEALS 1 DAMAGE TO YOU.
	[image: Arabian Nights (Rare)]



	[image: Khabál Ghoul]
	KHABÁL GHOUL [image: 2][image: Black] (3)
CREATURE — ZOMBIE (1/1)
AT THE BEGINNING OF EACH END STEP, PUT A +1/+1 COUNTER ON KHABÁL GHOUL FOR EACH CREATURE THAT DIED THIS TURN.
	[image: Arabian Nights (Uncommon)]



	[image: King Suleiman]
	KING SULEIMAN [image: 1][image: White] (2)
CREATURE — HUMAN NOBLE (1/1)
[image: Tap]: DESTROY TARGET DJINN OR EFREET.
	[image: Arabian Nights (Rare)]



	[image: Kird Ape]
	KIRD APE [image: Red] (1)
CREATURE — APE (1/1)
KIRD APE GETS +1/+2 AS LONG AS YOU CONTROL A FOREST.
	[image: Arabian Nights (Common)]



	[image: Library of Alexandria]
	LIBRARY OF ALEXANDRIA (0)
LAND
[image: Tap]: ADD [image: Colorless].
[image: Tap]: DRAW A CARD. ACTIVATE ONLY IF YOU HAVE EXACTLY SEVEN CARDS IN HAND.
	[image: Arabian Nights (Uncommon)]



	[image: Magnetic Mountain]
	MAGNETIC MOUNTAIN [image: 1][image: Red][image: Red] (3)
ENCHANTMENT
BLUE CREATURES DON'T UNTAP DURING THEIR CONTROLLERS' UNTAP STEPS.
AT THE BEGINNING OF EACH PLAYER'S UPKEEP, THAT PLAYER MAY CHOOSE ANY NUMBER OF TAPPED BLUE CREATURES THEY CONTROL AND PAY [image: 4] FOR EACH CREATURE CHOSEN THIS WAY. IF THE PLAYER DOES, UNTAP THOSE CREATURES.
	[image: Arabian Nights (Uncommon)]



	[image: Merchant Ship]
	MERCHANT SHIP [image: Blue] (1)
CREATURE — HUMAN (0/2)
MERCHANT SHIP CAN'T ATTACK UNLESS DEFENDING PLAYER CONTROLS AN ISLAND.
WHENEVER MERCHANT SHIP ATTACKS AND ISN'T BLOCKED, YOU GAIN 2 LIFE.
WHEN YOU CONTROL NO ISLANDS, SACRIFICE MERCHANT SHIP.
	[image: Arabian Nights (Uncommon)]



	[image: Metamorphosis]
	METAMORPHOSIS [image: Green] (1)
SORCERY
AS AN ADDITIONAL COST TO CAST THIS SPELL, SACRIFICE A CREATURE.
ADD X MANA OF ANY ONE COLOR, WHERE X IS 1 PLUS THE SACRIFICED CREATURE'S MANA VALUE. SPEND THIS MANA ONLY TO CAST CREATURE SPELLS.
	[image: Arabian Nights (Common)]



	[image: Mijae Djinn]
	MIJAE DJINN [image: Red][image: Red][image: Red] (3)
CREATURE — DJINN (6/3)
WHENEVER MIJAE DJINN ATTACKS, FLIP A COIN. IF YOU LOSE THE FLIP, REMOVE MIJAE DJINN FROM COMBAT AND TAP IT.
	[image: Arabian Nights (Rare)]



	[image: Moorish Cavalry]
	MOORISH CAVALRY [image: 2][image: White][image: White] (4)
CREATURE — HUMAN KNIGHT (3/3)
TRAMPLE
	[image: Arabian Nights (Common)]



	[image: Mountain]
	MOUNTAIN (0)
BASIC LAND — MOUNTAIN
	[image: Arabian Nights (Common)]



	[image: Nafs Asp]
	NAFS ASP [image: Green] (1)
CREATURE — SNAKE (1/1)
WHENEVER NAFS ASP DEALS DAMAGE TO A PLAYER, THAT PLAYER LOSES 1 LIFE AT THE BEGINNING OF THEIR NEXT DRAW STEP UNLESS THEY PAY [image: 1] BEFORE THAT DRAW STEP.
	[image: Arabian Nights (Common)]



	[image: Oasis]
	OASIS (0)
LAND
[image: Tap]: PREVENT THE NEXT 1 DAMAGE THAT WOULD BE DEALT TO TARGET CREATURE THIS TURN.
	[image: Arabian Nights (Uncommon)]



	[image: Old Man of the Sea]
	OLD MAN OF THE SEA [image: 1][image: Blue][image: Blue] (3)
CREATURE — DJINN (2/3)
YOU MAY CHOOSE NOT TO UNTAP OLD MAN OF THE SEA DURING YOUR UNTAP STEP.
[image: Tap]: GAIN CONTROL OF TARGET CREATURE WITH POWER LESS THAN OR EQUAL TO OLD MAN OF THE SEA'S POWER FOR AS LONG AS OLD MAN OF THE SEA REMAINS TAPPED AND THAT CREATURE'S POWER REMAINS LESS THAN OR EQUAL TO OLD MAN OF THE SEA'S POWER.
	[image: Arabian Nights (Rare)]



	[image: Oubliette]
	OUBLIETTE [image: 1][image: Black][image: Black] (3)
ENCHANTMENT
WHEN OUBLIETTE ENTERS THE BATTLEFIELD, TARGET CREATURE PHASES OUT UNTIL OUBLIETTE LEAVES THE BATTLEFIELD. TAP THAT CREATURE AS IT PHASES IN THIS WAY. (AURAS AND EQUIPMENT PHASE OUT WITH IT. WHILE PERMANENTS ARE PHASED OUT, THEY'RE TREATED AS THOUGH THEY DON'T EXIST.)
	[image: Arabian Nights (Common)]



	[image: Piety]
	PIETY [image: 2][image: White] (3)
INSTANT
BLOCKING CREATURES GET +0/+3 UNTIL END OF TURN.
	[image: Arabian Nights (Common)]



	[image: Pyramids]
	PYRAMIDS [image: 6] (6)
ARTIFACT
[image: 2]: CHOOSE ONE —
• DESTROY TARGET AURA ATTACHED TO A LAND.
• THE NEXT TIME TARGET LAND WOULD BE DESTROYED THIS TURN, REMOVE ALL DAMAGE MARKED ON IT INSTEAD.
	[image: Arabian Nights (Rare)]



	[image: Repentant Blacksmith]
	REPENTANT BLACKSMITH [image: 1][image: White] (2)
CREATURE — HUMAN (1/2)
PROTECTION FROM RED
	[image: Arabian Nights (Rare)]



	[image: Ring of Ma'rûf]
	RING OF MA'RÛF [image: 5] (5)
ARTIFACT
[image: 5], [image: Tap], EXILE RING OF MA'RÛF: THE NEXT TIME YOU WOULD DRAW A CARD THIS TURN, INSTEAD PUT A CARD YOU OWN FROM OUTSIDE THE GAME INTO YOUR HAND.
	[image: Arabian Nights (Rare)]



	[image: Rukh Egg]
	RUKH EGG [image: 3][image: Red] (4)
CREATURE — BIRD EGG (0/3)
WHEN RUKH EGG DIES, CREATE A 4/4 RED BIRD CREATURE TOKEN WITH FLYING AT THE BEGINNING OF THE NEXT END STEP.
	[image: Arabian Nights (Common)]



	[image: Sandals of Abdallah]
	SANDALS OF ABDALLAH [image: 4] (4)
ARTIFACT
[image: 2], [image: Tap]: TARGET CREATURE GAINS ISLANDWALK UNTIL END OF TURN. WHEN THAT CREATURE DIES THIS TURN, DESTROY SANDALS OF ABDALLAH. (A CREATURE WITH ISLANDWALK CAN'T BE BLOCKED AS LONG AS DEFENDING PLAYER CONTROLS AN ISLAND.)
	[image: Arabian Nights (Uncommon)]



	[image: Sandstorm]
	SANDSTORM [image: Green] (1)
INSTANT
SANDSTORM DEALS 1 DAMAGE TO EACH ATTACKING CREATURE.
	[image: Arabian Nights (Common)]



	[image: Serendib Djinn]
	SERENDIB DJINN [image: 2][image: Blue][image: Blue] (4)
CREATURE — DJINN (5/6)
FLYING
AT THE BEGINNING OF YOUR UPKEEP, SACRIFICE A LAND. IF YOU SACRIFICE AN ISLAND THIS WAY, SERENDIB DJINN DEALS 3 DAMAGE TO YOU.
WHEN YOU CONTROL NO LANDS, SACRIFICE SERENDIB DJINN.
	[image: Arabian Nights (Rare)]



	[image: Serendib Efreet]
	SERENDIB EFREET [image: 2][image: Blue] (3)
CREATURE — EFREET (3/4)
FLYING
AT THE BEGINNING OF YOUR UPKEEP, SERENDIB EFREET DEALS 1 DAMAGE TO YOU.
	[image: Arabian Nights (Rare)]



	[image: Shahrazad]
	SHAHRAZAD [image: White][image: White] (2)
SORCERY
PLAYERS PLAY A MAGIC SUBGAME, USING THEIR LIBRARIES AS THEIR DECKS. EACH PLAYER WHO DOESN'T WIN THE SUBGAME LOSES HALF THEIR LIFE, ROUNDED UP.
	[image: Arabian Nights (Rare)]



	[image: Sindbad]
	SINDBAD [image: 1][image: Blue] (2)
CREATURE — HUMAN (1/1)
[image: Tap]: DRAW A CARD AND REVEAL IT. IF IT ISN'T A LAND CARD, DISCARD IT.
	[image: Arabian Nights (Uncommon)]



	[image: Singing Tree]
	SINGING TREE [image: 3][image: Green] (4)
CREATURE — PLANT (0/3)
[image: Tap]: TARGET ATTACKING CREATURE HAS BASE POWER 0 UNTIL END OF TURN.
	[image: Arabian Nights (Rare)]



	[image: Sorceress Queen]
	SORCERESS QUEEN [image: 1][image: Black][image: Black] (3)
CREATURE — HUMAN WIZARD (1/1)
[image: Tap]: TARGET CREATURE OTHER THAN SORCERESS QUEEN HAS BASE POWER AND TOUGHNESS 0/2 UNTIL END OF TURN.
	[image: Arabian Nights (Uncommon)]



	[image: Stone-Throwing Devils]
	STONE-THROWING DEVILS [image: Black] (1)
CREATURE — DEVIL (1/1)
FIRST STRIKE
	[image: Arabian Nights (Common)]



	[image: Unstable Mutation]
	UNSTABLE MUTATION [image: Blue] (1)
ENCHANTMENT — AURA
ENCHANT CREATURE
ENCHANTED CREATURE GETS +3/+3.
AT THE BEGINNING OF THE UPKEEP OF ENCHANTED CREATURE'S CONTROLLER, PUT A -1/-1 COUNTER ON THAT CREATURE.
	[image: Arabian Nights (Common)]



	[image: War Elephant]
	WAR ELEPHANT [image: 3][image: White] (4)
CREATURE — ELEPHANT (2/2)
TRAMPLE; BANDING (ANY CREATURES WITH BANDING, AND UP TO ONE WITHOUT, CAN ATTACK IN A BAND. BANDS ARE BLOCKED AS A GROUP. IF ANY CREATURES WITH BANDING YOU CONTROL ARE BLOCKING OR BEING BLOCKED BY A CREATURE, YOU DIVIDE THAT CREATURE'S COMBAT DAMAGE, NOT ITS CONTROLLER, AMONG ANY OF THE CREATURES IT'S BEING BLOCKED BY OR IS BLOCKING.)
	[image: Arabian Nights (Common)]



	[image: Wyluli Wolf]
	WYLULI WOLF [image: 1][image: Green] (2)
CREATURE — WOLF (1/1)
[image: Tap]: TARGET CREATURE GETS +1/+1 UNTIL END OF TURN.
	[image: Arabian Nights (Common)]



	[image: Ydwen Efreet]
	YDWEN EFREET [image: Red][image: Red][image: Red] (3)
CREATURE — EFREET (3/6)
WHENEVER YDWEN EFREET BLOCKS, FLIP A COIN. IF YOU LOSE THE FLIP, REMOVE YDWEN EFREET FROM COMBAT AND IT CAN'T BLOCK THIS TURN. CREATURES IT WAS BLOCKING THAT HAD BECOME BLOCKED BY ONLY YDWEN EFREET THIS COMBAT BECOME UNBLOCKED.
	[image: Arabian Nights (Rare)]
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