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Biotech Specialist GR

Creature -- Insect Scientist

1/3

When this creature enters, create a
Lander token. (It's an artifact with
"{2}, {T}, Sacrifice this token:
Search your library for a basic land
card, put it onto the battlefield
tapped, then shuffle.")
Whenever you sacrifice an artifact,
this creature deals 2 damage to
target opponent.
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1/3

When this creature enters, create a
Lander token. (It's an artifact with
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Search your library for a basic land
card, put it onto the battlefield
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this creature deals 2 damage to
target opponent.
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Brass's Tunnel-Grinder R2

Legendary Artifact

When Brass's Tunnel-Grinder enters,
discard any number of cards, then draw
that many cards plus one.
At the beginning of your end step, if you
descended this turn, put a bore counter
on Brass's Tunnel-Grinder. Then if there
are three or more bore counters on it,
remove those counters and transform it.
(You descended if a permanent card was
put into your graveyard from anywhere.)

- - - BACK FACE - - -

Tecutlan, the Searing Rift

Legendary Land -- Cave

(Transforms from Brass's
Tunnel-Grinder.)
{T}: Add {R}.
Whenever you cast a permanent spell
using mana produced by Tecutlan,
discover X, where X is that spell's
mana value.
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Legendary Artifact

When Brass's Tunnel-Grinder enters,
discard any number of cards, then draw
that many cards plus one.
At the beginning of your end step, if you
descended this turn, put a bore counter
on Brass's Tunnel-Grinder. Then if there
are three or more bore counters on it,
remove those counters and transform it.
(You descended if a permanent card was
put into your graveyard from anywhere.)
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Tecutlan, the Searing Rift

Legendary Land -- Cave
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{T}: Add {R}.
Whenever you cast a permanent spell
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discover X, where X is that spell's
mana value.
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Break Out GR

Sorcery

Look at the top six cards of your
library. You may reveal a creature
card from among them. If that card
has mana value 2 or less, you may
put it onto the battlefield and it
gains haste until end of turn. If
you didn't put the revealed card
onto the battlefield this way, put
it into your hand. Put the rest on
the bottom of your library in a
random order.
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Look at the top six cards of your
library. You may reveal a creature
card from among them. If that card
has mana value 2 or less, you may
put it onto the battlefield and it
gains haste until end of turn. If
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onto the battlefield this way, put
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the bottom of your library in a
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Break Out GR

Sorcery

Look at the top six cards of your
library. You may reveal a creature
card from among them. If that card
has mana value 2 or less, you may
put it onto the battlefield and it
gains haste until end of turn. If
you didn't put the revealed card
onto the battlefield this way, put
it into your hand. Put the rest on
the bottom of your library in a
random order.
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Break Out GR

Sorcery

Look at the top six cards of your
library. You may reveal a creature
card from among them. If that card
has mana value 2 or less, you may
put it onto the battlefield and it
gains haste until end of turn. If
you didn't put the revealed card
onto the battlefield this way, put
it into your hand. Put the rest on
the bottom of your library in a
random order.
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Cavern of Souls

Land

As this land enters, choose a
creature type.
{T}: Add {C}.
{T}: Add one mana of any color.
Spend this mana only to cast a
creature spell of the chosen type,
and that spell can't be countered.
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{T}: Add {C}.
{T}: Add one mana of any color.
Spend this mana only to cast a
creature spell of the chosen type,
and that spell can't be countered.
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Cavern of Souls

Land

As this land enters, choose a
creature type.
{T}: Add {C}.
{T}: Add one mana of any color.
Spend this mana only to cast a
creature spell of the chosen type,
and that spell can't be countered.
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Charming Scoundrel R1

Creature -- Human Rogue

1/1

Haste
When this creature enters, choose
one --
* Discard a card, then draw a card.
* Create a Treasure token.
* Create a Wicked Role token
attached to target creature you
control.
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1/1

Haste
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one --
* Discard a card, then draw a card.
* Create a Treasure token.
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control.
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Electroduplicate R2

Sorcery

Create a token that's a copy of
target creature you control, except
it has haste and "At the beginning
of the end step, sacrifice this
token."
Flashback {2}{R}{R} (You may cast
this card from your graveyard for
its flashback cost. Then exile it.)
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Exalted Sunborn WW3

Creature -- Angel Wizard

4/5

Flying, lifelink
If one or more tokens would be
created under your control, twice
that many of those tokens are
created instead.
Warp {1}{W} (You may cast this card
from your hand for its warp cost.
Exile this creature at the beginning
of the next end step, then you may
cast it from exile on a later turn.)
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Creature -- Angel Wizard

4/5

Flying, lifelink
If one or more tokens would be
created under your control, twice
that many of those tokens are
created instead.
Warp {1}{W} (You may cast this card
from your hand for its warp cost.
Exile this creature at the beginning
of the next end step, then you may
cast it from exile on a later turn.)
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Fear of Missing Out R1

Enchantment Creature -- Nightmare

2/3

When this creature enters, discard a
card, then draw a card.
Delirium -- Whenever this creature
attacks for the first time each
turn, if there are four or more card
types among cards in your graveyard,
untap target creature. After this
phase, there is an additional combat
phase.
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Enchantment Creature -- Nightmare

2/3

When this creature enters, discard a
card, then draw a card.
Delirium -- Whenever this creature
attacks for the first time each
turn, if there are four or more card
types among cards in your graveyard,
untap target creature. After this
phase, there is an additional combat
phase.
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Forest

Basic Land -- Forest

({T}: Add {G}.)
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Hushwood Verge

Land

{T}: Add {G}.
{T}: Add {W}. Activate only if you
control a Forest or a Plains.
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Land

{T}: Add {G}.
{T}: Add {W}. Activate only if you
control a Forest or a Plains.
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Inti, Seneschal of the Sun R1

Legendary Creature -- Human Knight

2/2

Whenever you attack, you may discard
a card. When you do, put a +1/+1
counter on target attacking
creature. It gains trample until end
of turn.
Whenever you discard one or more
cards, exile the top card of your
library. You may play that card
until your next end step.
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Lightning Helix WR

Instant

Lightning Helix deals 3 damage to
any target and you gain 3 life.
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Llanowar Elves G

Creature -- Elf Druid

1/1

{T}: Add {G}.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Llanowar Elves G

Creature -- Elf Druid

1/1

{T}: Add {G}.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Llanowar Elves G

Creature -- Elf Druid

1/1

{T}: Add {G}.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Llanowar Elves G

Creature -- Elf Druid

1/1

{T}: Add {G}.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Molten Duplication R1

Sorcery

Create a token that's a copy of
target artifact or creature you
control, except it's an artifact in
addition to its other types. It
gains haste until end of turn.
Sacrifice it at the beginning of the
next end step.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Molten Duplication R1

Sorcery

Create a token that's a copy of
target artifact or creature you
control, except it's an artifact in
addition to its other types. It
gains haste until end of turn.
Sacrifice it at the beginning of the
next end step.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Molten Duplication R1

Sorcery

Create a token that's a copy of
target artifact or creature you
control, except it's an artifact in
addition to its other types. It
gains haste until end of turn.
Sacrifice it at the beginning of the
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Mountain

Basic Land -- Mountain

({T}: Add {R}.)
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Plains

Basic Land -- Plains

({T}: Add {W}.)
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Sacred Foundry

Land -- Mountain Plains

({T}: Add {R} or {W}.)
As this land enters, you may pay 2
life. If you don't, it enters
tapped.
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Starting Town

Land -- Town

This land enters tapped unless it's
your first, second, or third turn of
the game.
{T}: Add {C}.
{T}, Pay 1 life: Add one mana of any
color.
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Starting Town

Land -- Town

This land enters tapped unless it's
your first, second, or third turn of
the game.
{T}: Add {C}.
{T}, Pay 1 life: Add one mana of any
color.
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Stomping Ground

Land -- Mountain Forest

({T}: Add {R} or {G}.)
As this land enters, you may pay 2
life. If you don't, it enters
tapped.
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As this land enters, you may pay 2
life. If you don't, it enters
tapped.
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As this land enters, you may pay 2
life. If you don't, it enters
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({T}: Add {R} or {G}.)
As this land enters, you may pay 2
life. If you don't, it enters
tapped.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Thornspire Verge

Land

{T}: Add {R}.
{T}: Add {G}. Activate only if you
control a Mountain or a Forest.
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Land

{T}: Add {R}.
{T}: Add {G}. Activate only if you
control a Mountain or a Forest.
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Voice of Victory W1

Creature -- Human Bard

1/3

Mobilize 2 (Whenever this creature
attacks, create two tapped and
attacking 1/1 red Warrior creature
tokens. Sacrifice them at the
beginning of the next end step.)
Your opponents can't cast spells
during your turn.
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Abrade R1

Instant

Choose one --
* Abrade deals 3 damage to target
creature.
* Destroy target artifact.

[sideboard]
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Authority of the Consuls W

Enchantment

Creatures your opponents control
enter tapped.
Whenever a creature an opponent
controls enters, you gain 1 life.

[sideboard]
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Enchantment
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enter tapped.
Whenever a creature an opponent
controls enters, you gain 1 life.
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Biotech Specialist GR

Creature -- Insect Scientist

1/3

When this creature enters, create a
Lander token. (It's an artifact with
"{2}, {T}, Sacrifice this token:
Search your library for a basic land
card, put it onto the battlefield
tapped, then shuffle.")
Whenever you sacrifice an artifact,
this creature deals 2 damage to
target opponent.

[sideboard]
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Brass's Tunnel-Grinder R2

Legendary Artifact

When Brass's Tunnel-Grinder enters, discard any
number of cards, then draw that many cards plus
one.
At the beginning of your end step, if you
descended this turn, put a bore counter on
Brass's Tunnel-Grinder. Then if there are three
or more bore counters on it, remove those
counters and transform it. (You descended if a
permanent card was put into your graveyard from
anywhere.)

[sideboard]

- - - BACK FACE - - -

Tecutlan, the Searing Rift

Legendary Land -- Cave

(Transforms from Brass's
Tunnel-Grinder.)
{T}: Add {R}.
Whenever you cast a permanent spell
using mana produced by Tecutlan,
discover X, where X is that spell's
mana value.
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Electroduplicate R2

Sorcery

Create a token that's a copy of
target creature you control, except
it has haste and "At the beginning
of the end step, sacrifice this
token."
Flashback {2}{R}{R} (You may cast
this card from your graveyard for
its flashback cost. Then exile it.)

[sideboard]
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Electroduplicate R2

Sorcery

Create a token that's a copy of
target creature you control, except
it has haste and "At the beginning
of the end step, sacrifice this
token."
Flashback {2}{R}{R} (You may cast
this card from your graveyard for
its flashback cost. Then exile it.)

[sideboard]
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Fear of Missing Out R1

Enchantment Creature -- Nightmare

2/3

When this creature enters, discard a
card, then draw a card.
Delirium -- Whenever this creature
attacks for the first time each
turn, if there are four or more card
types among cards in your graveyard,
untap target creature. After this
phase, there is an additional combat
phase.

[sideboard]
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Fear of Missing Out R1

Enchantment Creature -- Nightmare

2/3

When this creature enters, discard a
card, then draw a card.
Delirium -- Whenever this creature
attacks for the first time each
turn, if there are four or more card
types among cards in your graveyard,
untap target creature. After this
phase, there is an additional combat
phase.

[sideboard]
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Ruinous Rampage RR1

Sorcery

Choose one --
* Ruinous Rampage deals 3 damage to
each opponent.
* Exile all artifacts with mana
value 3 or less.

[sideboard]
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