OO

Al rbender's Rever sal

OO

Al rbender's Rever sal

Instant -- Lesson

Instant -- Lesson

Choose one --

* Destroy target attacking creature.
* Airbend target creature you
control. (Exile it. Wile it's
exiled, its owner may cast it for
{2} rather than its mana cost.)

Choose one --

* Destroy target attacking creature.
* Airbend target creature you
control. (Exile it. Wile it's
exiled, its owner nmay cast it for
{2} rather than its mana cost.)

Esper Origins 0C]

Esper Origins 0C]

Sorcery Sorcery
Surveil 2. You gain 2 life. If this spell Surveil 2. You gain 2 life. If this spell
was cast froma graveyard, exile it, then was cast froma graveyard, exile it, then

put it onto the battlefield transforned
under its owner's control with a finality
counter onit. (If a creature with a
finality counter on it would die, exile
it instead.)

Fl ashback {3}{G (You nay cast this card
fromyour graveyard for its flashback

put it onto the battlefield transforned
under its owner's control with a finality
counter onit. (If a creature with a
finality counter on it would die, exile
it instead.)

Fl ashback {3}{G (You nay cast this card
fromyour graveyard for its flashback

cost. Then exile it.) cost. Then exile it.)

"""""" e L
Summon: Esper Maduin Summon: Esper Maduin

Enchant nent Creature -- Saga El enental Enchant nent Creature -- Saga El enental

(As this Saga enters and after your draw step,
add a lore counter. Sacrifice after 111.)

I -- Reveal the top card of your library. If it's
a pernmanent card, put it into your hand.

Il -- Add {G{G.

Il -- Cher creatures you control get +2/+2 and

gain tranmple until end of turn.

(As this Saga enters and after your draw step,
add a lore counter. Sacrifice after 111.)

I -- Reveal the top card of your library. If it's
a pernmanent card, put it into your hand.

Il -- Add {G{G.

Il -- Cher creatures you control get +2/+2 and

gain tranmple until end of turn.
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Esper Origins ®© Esper Origins ®©
For est For est
Sor cery Sor cery - -
Basic Land -- Forest Basic Land -- Forest

Surveil 2. You gain 2 life. If this spell Surveil 2. You gain 2 life. If this spell

was cast froma graveyard, exile it, then was cast froma graveyard, exile it, then ({T}: Add {G.) ({T}: Add {G.)

put it onto the battlefield transforned put it onto the battlefield transforned

under its owner's control with a finality under its owner's control with a finality

counter onit. (If a creature with a counter onit. (If a creature with a

finality counter on it would die, exile finality counter on it would die, exile

it instead.) it instead.)

Fl ashback {3}{G (You nay cast this card Fl ashback {3}{G (You nay cast this card

fromyour graveyard for its flashback fromyour graveyard for its flashback

cost. Then exile it.) cost. Then exile it.)

__________ - L T

Sunmon: Esper Maduin Sunmon: Esper Maduin

Enchant nent Creature -- Saga El emental Enchant nent Creature -- Saga El emental

(As this Saga enters and after your draw step, (As this Saga enters and after your draw step,

add a lore counter. Sacrifice after 111.) add a lore counter. Sacrifice after 111.)

I -- Reveal the top card of your library. If it's I -- Reveal the top card of your library. If it's

a pernmanent card, put it into your hand. a pernmanent card, put it into your hand.

Il -- Add {G{G. Il -- Add {G{G.

Il -- Cher creatures you control get +2/+2 and Il -- Cher creatures you control get +2/+2 and

gain tranple until end of turn. gain tranple until end of turn.
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For est For est For est Gat hering Pl ace

Basi ¢ Land -- Forest Basi ¢ Land -- Forest Basi ¢ Land -- Forest Land
({T}: Add {G.) ({T}: Add {G.) ({T}: Add {G.) {T}: Add {C}.

{T}: Add {G or {W. Activate only
if this land entered this turn or if
you control a basic |and.
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. . . I shgard, the Holy See

Gat hering Pl ace Gat hering Pl ace Gat hering Pl ace SR, y
Land -- Town

Land Land Land
This land enters tapped.

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

{T}: Add {G or {W. Activate only {T}: Add {G or {W. Activate only {T}: Add {G or {W. Activate only

if this land entered this turn or if if this land entered this turn or if if this land entered this turn or if

you control a basic |and. you control a basic |and. you control a basic |and.
__________ S AoventoRe - - - T T T
Faith & Gief @AWW
Sorcery -- Adventure
Return up to two target artifact
and/ or enchantment cards from your
graveyard to your hand. (Then exile
this card. You nay play the land | ater
fromexile.)
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Joshua, Phoeni x's Dom nant

ORW

Joshua, Phoeni x's Dom nant

ORW

Joshua, Phoeni x's Dom nant

Legendary Creature -- Human Noble Wzard

Legendary Creature -- Human Noble Wzard

Legendary Creature -- Human Noble Wzard

When Joshua enters, discard up to two
cards, then draw that many cards.

{3} {R{W, {T}: Exile Joshua, then
return it to the battlefield
transformed under its owner's control.
Activate only as a sorcery.

- BACK FACE - - -

Phoeni x, Warden of Fire

When Joshua enters, discard up to two
cards, then draw that many cards.

{3} {R{W, {T}: Exile Joshua, then
return it to the battlefield
transformed under its owner's control.
Activate only as a sorcery.

- BACK FACE - - -

Phoeni x, Warden of Fire

When Joshua enters, discard up to two
cards, then draw that many cards.

{3} {R{W, {T}: Exile Joshua, then
return it to the battlefield
transformed under its owner's control.
Activate only as a sorcery.

- BACK FACE - - -

Phoeni x, Warden of Fire

Legendary Enchantnent Creature -- Saga Phoeni x

Legendary Enchantnent Creature -- Saga Phoeni x

Legendary Enchantnent Creature -- Saga Phoeni x

(As this Saga enters and after your draw step, add a lore
counter.)

I, Il -- Rising Flanes --
opponent .

Il -- Flames of Rebirth -- Return any nunber of target
creature cards with total mana value 6 or |ess from your
graveyard to the battlefield. Exile Phoenix, then return it

to the battlefield (front face up).

Phoeni x deal s 2 damage to each

Flying, lifelink

(As this Saga enters and after your draw step, add a lore
counter.)

I, Il -- Rising Flanes --
opponent .

Ill -- Flames of Rebirth -- Return any nunber of target
creature cards with total mana value 6 or |ess from your
graveyard to the battlefield. Exile Phoenix, then return it

to the battlefield (front face up).

Phoeni x deal s 2 damage to each

Flying, lifelink

(As this Saga enters and after your draw step, add a lore
counter.)

I, Il -- Rising Flanes --
opponent .

Ill -- Flames of Rebirth -- Return any nunber of target
creature cards with total mana value 6 or |ess from your
graveyard to the battlefield. Exile Phoenix, then return it

to the battlefield (front face up).

Phoeni x deal s 2 damage to each

Flying, lifelink

Ll anowar El ves ©
Creature -- EIf Druid
(T}: Add {G.
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LI anowar El ves @ ||| LI anowar El ves @ ||| LI anowar El ves @© || Mountain

Creature -- EIf Druid Creature -- EIf Druid Creature -- EIf Druid Basic Land -- Muntain

{T}: Add {G. {T}: Add {G. {T}: Add {G. ({T}: Add {R}.)
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Mount ai n Mount ai n Pl ai ns Pl ai ns
Basi ¢ Land -- Mountain Basi ¢ Land -- Mountain Basi ¢ Land -- Plains Basi ¢ Land -- Plains
({T}: Add {R}.) ({T}: Add {R}.) ({T}: Add {W.) ({T}: Add {W.)
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Pl ai ns Restoration Magic W ||| Restoration Magic W ||| Scout the City ®©
Basi ¢ Land -- Plains I nst ant I nst ant Sorcery
({T}: Add {W.) Ti ered (Choose one additional cost.) Ti ered (Choose one additional cost.) Choose one --
* Cure -- {0} -- Target pernanent * Cure -- {0} -- Target pernanent * Look Around -- MII three cards.
gai ns hexproof and indestructible gai ns hexproof and indestructible You may put a permanent card from
until end of turn. until end of turn. anong theminto your hand. You gain
* Qura -- {1} -- Target pernanent * QCura -- {1} -- Target pernanent 3life. (To mll three cards, put
gai ns hexproof and indestructible gai ns hexproof and indestructible the top three cards of your library
until end of turn. You gain 3 life. until end of turn. You gain 3 life. into your graveyard.)
* Curaga -- {3}{W -- Permanents you * Curaga -- {3}{W -- Permanents you * Bring Down -- Destroy target
control gain hexproof and control gain hexproof and creature with flying.
i ndestructible until end of turn. i ndestructible until end of turn.
You gain 6 life. You gain 6 life.
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Scout the City

®©E

Scout the City

®©E

Scout the City

Snakeski n Vei | ®©

Sorcery

Sorcery

Sorcery

I nst ant

Choose one --

* Look Around -- MII three cards.
You may put a permanent card from
anong theminto your hand. You gain
3life. (To mll three cards, put
the top three cards of your library
into your graveyard.)

* Bring Down -- Destroy target
creature with flying.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Choose one --

* Look Around -- MII three cards.
You may put a permanent card from
anong theminto your hand. You gain
3life. (To mll three cards, put
the top three cards of your library
into your graveyard.)

* Bring Down -- Destroy target
creature with flying.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Choose one --

* Look Around -- MII three cards.
You may put a permanent card from
anong theminto your hand. You gain
3life. (To mll three cards, put
the top three cards of your library
into your graveyard.)

* Bring Down -- Destroy target
creature with flying.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Put a +1/+1 counter on target
creature you control. It gains
hexproof until end of turn. (It
can't be the target of spells or
abilities your opponents control.)

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

OO

Spect acul ar Tactics

OO

Spect acul ar Tactics

Starting Town

Starting Town

I nst ant

I nst ant

Land -- Town

Land -- Town

Choose one --

* Put a +1/+1 counter on target
creature you control. It gains
hexproof until end of turn.

* Destroy target creature with power
4 or greater.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Choose one --

* Put a +1/+1 counter on target
creature you control. It gains
hexproof until end of turn.

* Destroy target creature with power
4 or greater.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

This land enters tapped unless it's

your first, second, or third turn of
the gane.
{T}: Add {C}.

{T}, Pay 1 life: Add one nmana of any
col or.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

This land enters tapped unless it's

your first, second, or third turn of
the gane.
{T}: Add {C}.

{T}, Pay 1 life: Add one nmana of any
col or.
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Summon: Bahanut ®

Summon: Bahanut ®

Summon: Bahanut ®

@@

Summon: Fenrir

Enchant ment Creature -- Saga Dragon

Enchant ment Creature -- Saga Dragon

Enchant ment Creature -- Saga Dragon

Enchant ment Creature -- Saga Wl f

(As this Saga enters and after your
draw step, add a lore counter.
Sacrifice after 1V.)

I, Il -- Destroy up to one target
nonl and per manent.

Il -- Draw two cards.

IV -- Mega Flare -- This creature
deal s damage equal to the total nena
val ue of other permanents you
control to each opponent.

Fl yi ng

(As this Saga enters and after your
draw step, add a lore counter.
Sacrifice after 1V.)

I, 1l -- Destroy up to one target
nonl and per manent.

Il -- Draw two cards.

IV -- Mega Flare -- This creature
deal s damage equal to the total nena
val ue of other permanents you
control to each opponent.

Fl yi ng

(As this Saga enters and after your
draw step, add a lore counter.
Sacrifice after 1V.)

I, Il -- Destroy up to one target
nonl and per manent.

Il -- Draw two cards.

IV -- Mega Flare -- This creature
deal s damage equal to the total nana
val ue of other permanents you
control to each opponent.

Fl yi ng

(As this Saga enters and after your
draw step, add a lore counter.
Sacrifice after II11.)

| -- Crescent Fang -- Search your
library for a basic land card, put

it onto the battlefield tapped, then
shuffle.
Il -- Heavenward Howl -- \Wen you

next cast a creature spell this
turn, that creature enters with an
addi tional +1/+1 counter on it.

Il -- Ecliptic Gow -- Draw a card
if you control the creature with the
greatest power or tied for the

great est power.
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Summon: Fenrir @@ ||| Sunmon: Fenrir @@ ||| summon:_knights of Round (®WM || Summon: Knights of Round (®WW
Enchantment Creature -- Saga Wl f Enchantment Creature -- Saga Wl f Enchantnent Creature -- Saga Kni ght Enchantnent Creature -- Saga Kni ght

(As this Saga enters and after your
draw step, add a lore counter.
Sacrifice after II11.)

| -- Crescent Fang -- Search your
library for a basic land card, put

it onto the battlefield tapped, then
shuffle.
Il -- Heavenward Howl -- Wen you

next cast a creature spell this
turn, that creature enters with an
addi tional +1/+1 counter on it.

Il -- Ecliptic Gow -- Draw a card
if you control the creature with the
greatest power or tied for the

great est power.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

(As this Saga enters and after your
draw step, add a lore counter.
Sacrifice after II11.)

| -- Crescent Fang -- Search your
library for a basic land card, put

it onto the battlefield tapped, then
shuffle.

Il -- Heavenward Howl -- When you
next cast a creature spell this

turn, that creature enters with an
addi tional +1/+1 counter on it.

Il -- Ecliptic Gow -- Draw a card
if you control the creature with the
greatest power or tied for the

great est power.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

(As this Saga enters and after your
draw step, add a lore counter.
Sacrifice after V.)

I, Il, Ill, IV-- Create three 2/2
whi te Kni ght creature tokens.

V -- Utimate End -- O her creatures
you control get +2/+2 until end of
turn. Put an indestructible counter

on each of them
I ndestructible

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

(As this Saga enters and after your
draw step, add a lore counter.
Sacrifice after V.)

I, Il, Ill, IV-- Create three 2/2
whi te Kni ght creature tokens.

V -- Utimate End -- O her creatures
you control get +2/+2 until end of
turn. Put an indestructible counter

on each of them
I ndestructible
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Summon: Kni ghts of Round

Enchant ment Creature --

©WW

Saga Kni ght

(As this Saga enters and after your
draw step, add a lore counter.
Sacrifice after V.)

I, Il, Ill, IV-- Create three 2/2
whi te Kni ght creature tokens.

V -- Utimate End -- O her creatures
you control get +2/+2 until end of
turn. Put an indestructible counter

on each of them
I ndestructible

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

®EO

Summon: Titan

Enchant ment Creature -- Saga G ant

(As this Saga enters and after your
draw step, add a lore counter.
Sacrifice after II11.)

I -- MIIl five cards.

Il -- Return all land cards from
your graveyard to the battlefield
t apped.

Il -- Until end of turn, another
target creature you control gains
tranpl e and gets +X/ +X, where X is
the nunber of lands you control.
Reach, tranple

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Terra, Magical Adept Q@O®QO

Terra, Magical Adept Q@O®QO

Legendary Creature -- Human Wzard WMrri or

Legendary Creature -- Human Wzard Wrri or

When Terra enters, mll five cards.
Put up to one enchantnment card nmilled
this way into your hand.

Trance -- {4}{R{G, {T}: Exile Terra,
then return it to the battlefield
transfornmed under its owner's control.
Activate only as a sorcery.

- BACK FACE - - -

Esper Terra

When Terra enters, mll five cards.
Put up to one enchantnment card nmilled
this way into your hand.

Trance -- {4}{R{G, {T}: Exile Terra,
then return it to the battlefield
transfornmed under its owner's control.
Activate only as a sorcery.

- BACK FACE - - -

Esper Terra

Legendary Enchantnment Creature -- Saga W zard

Legendary Enchantnment Creature -- Saga W zard

(As this Saga enters and after your draw step, add a lore
counter.)

I, I'l, 1l -- Create a token that's a copy of target

nonl egendary enchantment you control. It gains haste. If
it's a Saga, put up to three lore counters on it. Sacrifice
it at the beginning of your next end step.

1V -- Add {W{W, {U{Y, {BH{B}, {R{R, and {G{G. Exile

Esper Terra, then return it to the battlefield (front face

up) .
|
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(As this Saga enters and after your draw step, add a lore
counter.)

I, I'l, 1l -- Create a token that's a copy of target

nonl egendary enchantment you control. It gains haste. If
it's a Saga, put up to three lore counters on it. Sacrifice
it at the beginning of your next end step.

1V -- Add {W{W, {U{Y, {BH{B}, {R{R, and {G{G. Exile

Esper Terra, then return it to the battlefield (front face

up) .
|
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Trai ni ng Conpound

Trai ni ng Conpound

Trai ni ng Conpound

Trai ni ng Conpound

Land

Land

Land

Land

{T}: Add {C}.

{T}: Add {R} or {G. Activate only
if this land entered this turn or if
you control a basic |and.

{T}: Add {C}.

{T}: Add {R} or {G. Activate only
if this land entered this turn or if
you control a basic |and.

{T}: Add {C}.

{T}: Add {R} or {G. Activate only
if this land entered this turn or if
you control a basic |and.

{T}: Add {C}.

{T}: Add {R} or {G. Activate only
if this land entered this turn or if
you control a basic |and.
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Yuna, Hope of Spira ®©OM ||| Yuna, Hope of Spira ®©@M ||| Yuna, Hope of Spira ®@W ||| Yuna, Hope of Spira ®OW

Legendary Creature -- Human Cleric Legendary Creature -- Human Cleric Legendary Creature -- Human Cleric Legendary Creature -- Human Cleric
During your turn, Yuna and During your turn, Yuna and During your turn, Yuna and During your turn, Yuna and

enchant nent creatures you control enchant nent creatures you control enchant nent creatures you control enchant nent creatures you control
have tranple, lifelink, and ward have tranple, lifelink, and ward have tranple, lifelink, and ward have tranple, lifelink, and ward
{2}. {2}. {2}. {2}.

At the begi nning of your end step, At the begi nning of your end step, At the begi nning of your end step, At the begi nning of your end step,
return up to one target enchantnent return up to one target enchantnent return up to one target enchantnent return up to one target enchantnent
card fromyour graveyard to the card fromyour graveyard to the card fromyour graveyard to the card fromyour graveyard to the
battlefield with a finality counter battlefield with a finality counter battlefield with a finality counter battlefield with a finality counter
onit. (If a permanent with a onit. (If a permanent with a onit. (If a permanent with a onit. (If a permanent with a
finality counter on it would be put finality counter on it would be put finality counter on it would be put finality counter on it would be put
into a graveyard fromthe into a graveyard fromthe into a graveyard fromthe into a graveyard fromthe
battlefield, exile it instead.) battlefield, exile it instead.) battlefield, exile it instead.) battlefield, exile it instead.)
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Airbender's Reversal (@M ||| Airbender's Reversal @M ||| Pi necone Strike @O® ||| Pi necone Strike O®
Instant -- Lesson Instant -- Lesson I nst ant I nst ant
Choose one -- Choose one -- Choose one or both -- Choose one or both --
* Destroy target attacking creature. * Destroy target attacking creature. * Pinecone Strike deals 3 danage to * Pinecone Strike deals 3 danage to
* Airbend target creature you * Airbend target creature you target creature. If that creature target creature. If that creature
control. (Exile it. Wile it's control. (Exile it. Wile it's would die this turn, exile it would die this turn, exile it
exiled, its owner nmay cast it for exiled, its owner nmay cast it for i nst ead. i nst ead.
{2} rather than its mana cost.) {2} rather than its mana cost.) * Destroy target artifact token. * Destroy target artifact token.
[ si deboar d] [ si deboar d] [ si deboar d] [ si deboar d]
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I nst ant

I nst ant

I nst ant

I nst ant

Ti ered (Choose one additional cost.)
* Cure -- {0} -- Target pernanent
gai ns hexproof and indestructible
until end of turn.

* Qura -- {1} -- Target pernanent
gai ns hexproof and indestructible
until end of turn. You gain 3 life.
* Curaga -- {3}{W -- Permanents you
control gain hexproof and

i ndestructible until end of turn.
You gain 6 life.

[ si deboard]

Ti ered (Choose one additional cost.)
* Cure -- {0} -- Target pernanent
gai ns hexproof and indestructible
until end of turn.

* QCura -- {1} -- Target pernanent
gai ns hexproof and indestructible
until end of turn. You gain 3 life.
* Curaga -- {3}{W -- Permanents you
control gain hexproof and

i ndestructible until end of turn.
You gain 6 life.

[ si deboard]

Put a +1/+1 counter on target
creature you control. It gains
hexproof until end of turn. (It
can't be the target of spells or
abilities your opponents control.)

[ si deboar d]

Put a +1/+1 counter on target
creature you control. It gains
hexproof until end of turn. (It
can't be the target of spells or
abilities your opponents control.)

[ si deboar d]

hexproof until end of turn. (It
can't be the target of spells or
abilities your opponents control.)

[ si deboar d]
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creature you control. It gains
hexproof until end of turn.

* Destroy target creature with power
4 or greater.

[ si deboar d]
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. . . . Terra, Magical Adept
Snakeski n Vei | © ||| Spectacul ar Tactics (@ ||| Spectacul ar Tactics Q@OW Vg ptORE

Legendary Creature -- Human Wzard Wrri or
I nst ant I nst ant I nst ant

When Terra enters, mll five cards. Put up to
Put a +1/+1 counter on target Choose one -- Choose one -- one enchantment card nilled this way into
creature you control. It gains * Put a +1/+1 counter on target * Put a +1/+1 counter on target JEl; LWEWEL

creature you control. It gains
hexproof until end of turn.

* Destroy target creature with power
4 or greater.

[ si deboar d]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Trance -- {4}{R{G, {T}: Exile Terra, then
return it to the battlefield transformed
under its owner's control. Activate only as a
sorcery.

[ si deboar d]

- BACK FACE - - -

Esper Terra

Legendary Enchantnment Creature --

Saga W zard

(As this Saga enters and after your draw step, add a lore
counter.)

I, I'l, 1l -- Create a token that's a copy of target

nonl egendary enchantment you control. It gains haste. If
it's a Saga, put up to three lore counters on it. Sacrifice
it at the beginning of your next end step.

1V -- Add {W{W, {U{Y, {BH{B}, {R{R, and {G{G. Exile

Esper Terra, then return it to the battlefield (front face

up) .
|

bot box. dev
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Terra, Magical Adept Q@O®QO

Legendary Creature -- Human Wzard Wrrior

When Terra enters, mll five cards. Put up to
one enchantment card milled this way into
your hand.

Trance -- {4}{R{G, {T}: Exile Terra, then
return it to the battlefield transformed
under its owner's control. Activate only as a
sorcery.

[ si deboar d]
__________ SBAKFAE- - - T T T T T T

Esper Terra

Legendary Enchantnment Creature -- Saga W zard

(As this Saga enters and after your draw step, add a lore
counter.)

I, I'l, 1l -- Create a token that's a copy of target

nonl egendary enchantment you control. It gains haste. If
it's a Saga, put up to three lore counters on it. Sacrifice
it at the beginning of your next end step.

1V -- Add {W{W, {U{Y, {BH{B}, {R{R, and {G{G. Exile
Esper Terra, then return it to the battlefield (front face
up) .

®©E

Town G eeter

®©E

Town G eeter

Creature -- Human Citizen

Creature -- Human Citizen

When this creature enters, mll four
cards. You may put a land card from
anong theminto your hand. If you
put a Town card into your hand this
way, you gain 2 life. (To mill four
cards, a player puts the top four
cards of their library into their
graveyard.)

[ si deboard]

When this creature enters, mll four
cards. You may put a land card from
anong theminto your hand. If you
put a Town card into your hand this
way, you gain 2 life. (To mill four
cards, a player puts the top four
cards of their library into their
graveyard.)

[ si deboard]
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