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{T}: Add {B}.
{T}: Add {W. Activate only if you
control a Plains or a Swanp
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Case of the Stashed Skel eton

Enchant ment -- Case

Enchant ment -- Case

Enchant ment -- Case

Enchant ment -- Case

When this Case enters, create a 2/1
bl ack Skel eton creature token and
suspect it. (It has nenace and can't

bl ock.)
To solve -- You control no suspected
Skel etons. (If unsolved, solve at

the begi nning of your end step.)

Sol ved -- {1}{B}, Sacrifice this
Case: Search your library for a
card, put it into your hand, then
shuffle. Activate only as a sorcery.
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This land enters tapped unless you
control two or fewer other |ands.
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Enchant nent

Enchant nent

Enchant nent

Enchant nent

Skel etons you control
have haste.

When this enchantnment enters, create
a 2/ 2 black Skeleton Pirate creature
t oken.

At the begi nning of your end step,
if you descended this turn, you may
pay 1 life. If you do, return this
enchantnment to its owner's hand.
(You descended if a permanent card
was put into your graveyard from
anywhere.)

get +1/+0 and
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This creature can't bl ock.

Wienever you commit a crine, you may
pay {B}. If you do, return this card
fromyour graveyard to the

battl efield. (Targeting opponents,
anyt hing they control, and/or cards
in their graveyards is a crine.)
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({T}: Add {W or {B}.)

As this land enters, you may pay 2
life. If you don't, it enters

t apped.
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Fl ash

Wien this enchantnment enters, target
creature an opponent controls gets
-3/-3 until end of turn.

Creatures your opponents control can
be the targets of spells and
abilities as though they didn't have
hexproof. Ward abilities of those
creatures don't trigger.
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fully unlock a Room put a +1/+1
counter on target creature.
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Wien this enchantnent enters, exile
target nonl and permanent an opponent
controls with mana value 2 or |ess
until this enchantnent |eaves the
battl efield.
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Enchant creature you control

Wien this Aura enters, exile target
nonl and per nanent an opponent
controls until this Aura |eaves the
battlefield.

Enchanted creature gets +1/+0 and
has lifelink and ward {2}.
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Starting Town

Land Land Land Land -- Town

{T}: Add {C}. {T}: Add {C}. {T}: Add {C}. This land enters tapped unless it's

{4}: This land becones a 3/3 {4}: This land becones a 3/3 {4}: This land becones a 3/3 your first, second, or third turn of

creature with vigilance and all creature with vigilance and all creature with vigilance and all the gane.

creature types. It's still a |and. creature types. It's still a |and. creature types. It's still a |and. {T}: Add {C}.
{T}, Pay 1 life: Add one nmana of any
col or.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Starting Town Starting Town Starting Town Swanp

Land -- Town Land -- Town Land -- Town Basi ¢ Land -- Swanp

This land enters tapped unless it's This land enters tapped unless it's This land enters tapped unless it's ({T}: Add {B}.)

your first, second, or third turn of your first, second, or third turn of your first, second, or third turn of

the gane. the gane. the gane.

{T}: Add {C}. {T}: Add {C}. {T}: Add {C}.

{T}, Pay 1 life: Add one nmana of any {T}, Pay 1 life: Add one nana of any {T}, Pay 1 life: Add one nmana of any

col or. col or. col or.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

CUT GUIDE (print at 100%
hori zontal cuts at 0.5", 4", 7.5" fromthe top edge.

| | |
Pl aytest cards - Platinum Mythic Rank Player - Standard (Traditional Standard Ranked Deckl

US Letter |andscape,

0.5 in margins): follow the dashed lines. vertical cuts at 0.5", 3",
Every piece is a standard 2.5 x 3.5 in card; sleeve over a basic land for play.

5.5", 8",

|
sheet 7/8 - 8 cards - 2.5 x 3.5 in each

10.5" fromthe left edge;




United Battl efront

W

United Battl efront

AW

United Battl efront

W

United Battl efront

W

Sorcery
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Sorcery

Look at the top seven cards of your
l'ibrary. Put up to two noncreature,
nonl and pernmanent cards with nmana
value 3 or less fromanong them onto
the battlefield. Put the rest on the
bottom of your library in a random
order.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Look at the top seven cards of your
l'ibrary. Put up to two noncreature,
nonl and pernmanent cards with nmana
value 3 or less fromanong them onto
the battlefield. Put the rest on the
bottom of your library in a random
order.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Look at the top seven cards of your
l'ibrary. Put up to two noncreature,
nonl and pernmanent cards with nmana
value 3 or less fromanong them onto
the battlefield. Put the rest on the
bottom of your library in a random
order.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Look at the top seven cards of your
l'ibrary. Put up to two noncreature,
nonl and pernmanent cards with nmana
value 3 or less fromanong them onto
the battlefield. Put the rest on the
bottom of your library in a random
order.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

| | |
Pl aytest cards - Platinum Mythic Rank Player - Standard (Traditional Standard Ranked Deckl

CUT GUIDE (print at 100%
hori zont al

US Letter |andscape,
cuts at 0.5", 4",

7.5" fromthe top edge.

0.5 in margins): follow the dashed |ines.

vertical
Every piece is a standard 2.5 x 3.5 in card,

cuts at 0.5", 3", 5.5", 8",
sl eeve over a basic land for play.

2.5 x 3.5 in each

sheet 8/8 - 4 cards -

10.5" fromthe left edge;



