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Ba Sing Se

Land

This land enters tapped unless you
control a basic land.
{T}: Add {G}.
{2}{G}, {T}: Earthbend 2. Activate
only as a sorcery. (Target land you
control becomes a 0/0 creature with
haste that's still a land. Put two
+1/+1 counters on it. When it dies
or is exiled, return it to the
battlefield tapped.)
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haste that's still a land. Put two
+1/+1 counters on it. When it dies
or is exiled, return it to the
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Ba Sing Se

Land

This land enters tapped unless you
control a basic land.
{T}: Add {G}.
{2}{G}, {T}: Earthbend 2. Activate
only as a sorcery. (Target land you
control becomes a 0/0 creature with
haste that's still a land. Put two
+1/+1 counters on it. When it dies
or is exiled, return it to the
battlefield tapped.)
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Beastie Beatdown GR

Sorcery

Choose target creature you control
and target creature an opponent
controls.
Delirium -- If there are four or
more card types among cards in your
graveyard, put two +1/+1 counters on
the creature you control.
The creature you control deals
damage equal to its power to the
creature an opponent controls.
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Beastie Beatdown GR

Sorcery

Choose target creature you control
and target creature an opponent
controls.
Delirium -- If there are four or
more card types among cards in your
graveyard, put two +1/+1 counters on
the creature you control.
The creature you control deals
damage equal to its power to the
creature an opponent controls.
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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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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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Burst Lightning R

Instant

Kicker {4} (You may pay an
additional {4} as you cast this
spell.)
Burst Lightning deals 2 damage to
any target. If this spell was
kicked, it deals 4 damage instead.
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Burst Lightning R

Instant

Kicker {4} (You may pay an
additional {4} as you cast this
spell.)
Burst Lightning deals 2 damage to
any target. If this spell was
kicked, it deals 4 damage instead.
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Bushwhack G

Sorcery

Choose one --
* Search your library for a basic
land card, reveal it, put it into
your hand, then shuffle.
* Target creature you control fights
target creature you don't control.
(Each deals damage equal to its
power to the other.)
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Bushwhack G

Sorcery

Choose one --
* Search your library for a basic
land card, reveal it, put it into
your hand, then shuffle.
* Target creature you control fights
target creature you don't control.
(Each deals damage equal to its
power to the other.)
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Cenote Scout G

Creature -- Merfolk Scout

1/1

When this creature enters, it
explores. (Reveal the top card of
your library. Put that card into
your hand if it's a land. Otherwise,
put a +1/+1 counter on this
creature, then put the card back or
put it into your graveyard.)
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Creature -- Merfolk Scout

1/1

When this creature enters, it
explores. (Reveal the top card of
your library. Put that card into
your hand if it's a land. Otherwise,
put a +1/+1 counter on this
creature, then put the card back or
put it into your graveyard.)
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Cenote Scout G

Creature -- Merfolk Scout

1/1

When this creature enters, it
explores. (Reveal the top card of
your library. Put that card into
your hand if it's a land. Otherwise,
put a +1/+1 counter on this
creature, then put the card back or
put it into your graveyard.)
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Cenote Scout G

Creature -- Merfolk Scout

1/1

When this creature enters, it
explores. (Reveal the top card of
your library. Put that card into
your hand if it's a land. Otherwise,
put a +1/+1 counter on this
creature, then put the card back or
put it into your graveyard.)
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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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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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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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Forest

Basic Land -- Forest

({T}: Add {G}.)
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Basic Land -- Forest

({T}: Add {G}.)
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Basic Land -- Forest

({T}: Add {G}.)
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Forest

Basic Land -- Forest

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

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Mountain

Basic Land -- Mountain

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

Basic Land -- Mountain

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

Basic Land -- Mountain

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

Basic Land -- Mountain

({T}: Add {R}.)
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Overprotect G1

Instant

Target creature you control gets
+3/+3 and gains trample, hexproof,
and indestructible until end of
turn.
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Overprotect G1

Instant

Target creature you control gets
+3/+3 and gains trample, hexproof,
and indestructible until end of
turn.
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Patchwork Beastie G

Artifact Creature -- Beast

3/3

Delirium -- This creature can't
attack or block unless there are
four or more card types among cards
in your graveyard.
At the beginning of your upkeep, you
may mill a card. (You may put the
top card of your library into your
graveyard.)
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Artifact Creature -- Beast

3/3

Delirium -- This creature can't
attack or block unless there are
four or more card types among cards
in your graveyard.
At the beginning of your upkeep, you
may mill a card. (You may put the
top card of your library into your
graveyard.)
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Patchwork Beastie G

Artifact Creature -- Beast

3/3

Delirium -- This creature can't
attack or block unless there are
four or more card types among cards
in your graveyard.
At the beginning of your upkeep, you
may mill a card. (You may put the
top card of your library into your
graveyard.)
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Patchwork Beastie G

Artifact Creature -- Beast

3/3

Delirium -- This creature can't
attack or block unless there are
four or more card types among cards
in your graveyard.
At the beginning of your upkeep, you
may mill a card. (You may put the
top card of your library into your
graveyard.)
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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
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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.
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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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Summon: Brynhildr R1

Enchantment Creature -- Saga Knight

2/1

(As this Saga enters and after your
draw step, add a lore counter.
Sacrifice after III.)
I -- Chain -- Exile the top card of
your library. During any turn you
put a lore counter on this Saga, you
may play that card.
II, III -- Gestalt Mode -- When you
next cast a creature spell this
turn, it gains haste until end of
turn.
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Summon: Brynhildr R1

Enchantment Creature -- Saga Knight

2/1

(As this Saga enters and after your
draw step, add a lore counter.
Sacrifice after III.)
I -- Chain -- Exile the top card of
your library. During any turn you
put a lore counter on this Saga, you
may play that card.
II, III -- Gestalt Mode -- When you
next cast a creature spell this
turn, it gains haste until end of
turn.
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Summon: Brynhildr R1

Enchantment Creature -- Saga Knight

2/1

(As this Saga enters and after your
draw step, add a lore counter.
Sacrifice after III.)
I -- Chain -- Exile the top card of
your library. During any turn you
put a lore counter on this Saga, you
may play that card.
II, III -- Gestalt Mode -- When you
next cast a creature spell this
turn, it gains haste until end of
turn.
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Summon: Brynhildr R1

Enchantment Creature -- Saga Knight

2/1

(As this Saga enters and after your
draw step, add a lore counter.
Sacrifice after III.)
I -- Chain -- Exile the top card of
your library. During any turn you
put a lore counter on this Saga, you
may play that card.
II, III -- Gestalt Mode -- When you
next cast a creature spell this
turn, it gains haste until end of
turn.

Playtest cards - Sherlock10 - Standard (Australian Open Championships) sheet 6/10 - 8 cards - 2.5 x 3.5 in each
CUT GUIDE (print at 100%, US Letter landscape, 0.5 in margins): follow the dashed lines. vertical cuts at 0.5", 3", 5.5", 8", 10.5" from the left edge;

horizontal cuts at 0.5", 4", 7.5" from the top edge. Every piece is a standard 2.5 x 3.5 in card; sleeve over a basic land for play.



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
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Land

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

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Violent Urge R

Instant

Target creature gets +1/+0 and gains
first strike until end of turn.
Delirium -- If there are four or
more card types among cards in your
graveyard, that creature gains
double strike until end of turn.
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Instant

Target creature gets +1/+0 and gains
first strike until end of turn.
Delirium -- If there are four or
more card types among cards in your
graveyard, that creature gains
double strike until end of turn.
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Instant

Target creature gets +1/+0 and gains
first strike until end of turn.
Delirium -- If there are four or
more card types among cards in your
graveyard, that creature gains
double strike until end of turn.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Violent Urge R

Instant

Target creature gets +1/+0 and gains
first strike until end of turn.
Delirium -- If there are four or
more card types among cards in your
graveyard, that creature gains
double strike until end of turn.
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Wildfire Wickerfolk GR

Artifact Creature -- Scarecrow

3/2

Haste
Delirium -- This creature gets +1/+1
and has trample as long as there are
four or more card types among cards
in your graveyard.
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Artifact Creature -- Scarecrow

3/2

Haste
Delirium -- This creature gets +1/+1
and has trample as long as there are
four or more card types among cards
in your graveyard.
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Artifact Creature -- Scarecrow

3/2

Haste
Delirium -- This creature gets +1/+1
and has trample as long as there are
four or more card types among cards
in your graveyard.
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Wildfire Wickerfolk GR

Artifact Creature -- Scarecrow

3/2

Haste
Delirium -- This creature gets +1/+1
and has trample as long as there are
four or more card types among cards
in your graveyard.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Chandra, Spark Hunter R3

Legendary Planeswalker -- Chandra

L 4

At the beginning of combat on your
turn, choose up to one target
Vehicle you control. Until end of
turn, it becomes an artifact
creature and gains haste.
[+2]: You may sacrifice an artifact
or discard a card. If you do, draw a
card.
[0]: Create a 3/2 colorless Vehicle
artifact token with crew 1.
[-7]: You get an emblem with
"Whenever an artifact you control
enters, this emblem deals 3 damage
to any target."

[sideboard]
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Chandra, Spark Hunter R3

Legendary Planeswalker -- Chandra

L 4

At the beginning of combat on your
turn, choose up to one target
Vehicle you control. Until end of
turn, it becomes an artifact
creature and gains haste.
[+2]: You may sacrifice an artifact
or discard a card. If you do, draw a
card.
[0]: Create a 3/2 colorless Vehicle
artifact token with crew 1.
[-7]: You get an emblem with
"Whenever an artifact you control
enters, this emblem deals 3 damage
to any target."

[sideboard]
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Fire Magic R

Instant

Tiered (Choose one additional cost.)
* Fire -- {0} -- Fire Magic deals 1
damage to each creature.
* Fira -- {2} -- Fire Magic deals 2
damage to each creature.
* Firaga -- {5} -- Fire Magic deals
3 damage to each creature.

[sideboard]
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Keen-Eyed Curator GG

Creature -- Raccoon Scout

3/3

As long as there are four or more
card types among cards exiled with
this creature, it gets +4/+4 and has
trample.
{1}: Exile target card from a
graveyard.

[sideboard]
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Keen-Eyed Curator GG

Creature -- Raccoon Scout

3/3

As long as there are four or more
card types among cards exiled with
this creature, it gets +4/+4 and has
trample.
{1}: Exile target card from a
graveyard.

[sideboard]
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Keen-Eyed Curator GG

Creature -- Raccoon Scout

3/3

As long as there are four or more
card types among cards exiled with
this creature, it gets +4/+4 and has
trample.
{1}: Exile target card from a
graveyard.

[sideboard]
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Obliterating Bolt R1

Sorcery

Obliterating Bolt deals 4 damage to
target creature or planeswalker. If
that creature or planeswalker would
die this turn, exile it instead.

[sideboard]
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Obliterating Bolt R1

Sorcery

Obliterating Bolt deals 4 damage to
target creature or planeswalker. If
that creature or planeswalker would
die this turn, exile it instead.

[sideboard]
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Origin of Metalbending G1

Instant -- Lesson

Choose one --
* Destroy target artifact or
enchantment.
* Put a +1/+1 counter on target
creature you control. It gains
indestructible until end of turn.
(Damage and effects that say
"destroy" don't destroy it.)

[sideboard]
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Origin of Metalbending G1

Instant -- Lesson

Choose one --
* Destroy target artifact or
enchantment.
* Put a +1/+1 counter on target
creature you control. It gains
indestructible until end of turn.
(Damage and effects that say
"destroy" don't destroy it.)

[sideboard]
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Pick Your Poison G

Sorcery

Choose one --
* Each opponent sacrifices an
artifact of their choice.
* Each opponent sacrifices an
enchantment of their choice.
* Each opponent sacrifices a
creature with flying of their
choice.

[sideboard]
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Soul-Guide Lantern 1

Artifact

When this artifact enters, exile
target card from a graveyard.
{T}, Sacrifice this artifact: Exile
each opponent's graveyard.
{1}, {T}, Sacrifice this artifact:
Draw a card.

[sideboard]

Playtest cards - Sherlock10 - Standard (Australian Open Championships) sheet 9/10 - 8 cards - 2.5 x 3.5 in each
CUT GUIDE (print at 100%, US Letter landscape, 0.5 in margins): follow the dashed lines. vertical cuts at 0.5", 3", 5.5", 8", 10.5" from the left edge;

horizontal cuts at 0.5", 4", 7.5" from the top edge. Every piece is a standard 2.5 x 3.5 in card; sleeve over a basic land for play.



PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Soul-Guide Lantern 1

Artifact

When this artifact enters, exile
target card from a graveyard.
{T}, Sacrifice this artifact: Exile
each opponent's graveyard.
{1}, {T}, Sacrifice this artifact:
Draw a card.

[sideboard]
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Torch the Tower R

Instant

Bargain (You may sacrifice an
artifact, enchantment, or token as
you cast this spell.)
Torch the Tower deals 2 damage to
target creature or planeswalker. If
this spell was bargained, instead it
deals 3 damage to that permanent and
you scry 1.
If a permanent dealt damage by Torch
the Tower would die this turn, exile
it instead.

[sideboard]
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Torch the Tower R

Instant

Bargain (You may sacrifice an
artifact, enchantment, or token as
you cast this spell.)
Torch the Tower deals 2 damage to
target creature or planeswalker. If
this spell was bargained, instead it
deals 3 damage to that permanent and
you scry 1.
If a permanent dealt damage by Torch
the Tower would die this turn, exile
it instead.

[sideboard]
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