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Blazemire Verge

Land

{T}: Add {B}.
{T}: Add {R}. Activate only if you
control a Swamp or a Mountain.
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Blazemire Verge

Land

{T}: Add {B}.
{T}: Add {R}. Activate only if you
control a Swamp or a Mountain.
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Blood Crypt

Land -- Swamp Mountain

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

Land -- Swamp Mountain

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

Land -- Swamp Mountain

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

Land -- Swamp Mountain

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

Sorcery

Boltwave deals 3 damage to each
opponent.
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Boltwave R

Sorcery

Boltwave deals 3 damage to each
opponent.

Playtest cards - hatoa - Standard v3 Group 209665 (Down, Down to Goblin-town, Firdoch Core sheet 1/10 - 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

Boltwave R

Sorcery

Boltwave deals 3 damage to each
opponent.
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Boltwave R

Sorcery

Boltwave deals 3 damage to each
opponent.
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Boros Charm WR

Instant

Choose one --
* Boros Charm deals 4 damage to
target player or planeswalker.
* Permanents you control gain
indestructible until end of turn.
* Target creature gains double
strike until end of turn.
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Boros Charm WR

Instant

Choose one --
* Boros Charm deals 4 damage to
target player or planeswalker.
* Permanents you control gain
indestructible until end of turn.
* Target creature gains double
strike until end of turn.
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Boros Charm WR

Instant

Choose one --
* Boros Charm deals 4 damage to
target player or planeswalker.
* Permanents you control gain
indestructible until end of turn.
* Target creature gains double
strike until end of turn.
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Boros Charm WR

Instant

Choose one --
* Boros Charm deals 4 damage to
target player or planeswalker.
* Permanents you control gain
indestructible until end of turn.
* Target creature gains double
strike until end of turn.
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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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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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Firdoch Core 3

Kindred Artifact -- Shapeshifter

Changeling (This card is every
creature type.)
{T}: Add one mana of any color.
{4}: This artifact becomes a 4/4
artifact creature until end of turn.
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Firdoch Core 3

Kindred Artifact -- Shapeshifter

Changeling (This card is every
creature type.)
{T}: Add one mana of any color.
{4}: This artifact becomes a 4/4
artifact creature until end of turn.
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Firdoch Core 3

Kindred Artifact -- Shapeshifter

Changeling (This card is every
creature type.)
{T}: Add one mana of any color.
{4}: This artifact becomes a 4/4
artifact creature until end of turn.
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Firdoch Core 3

Kindred Artifact -- Shapeshifter

Changeling (This card is every
creature type.)
{T}: Add one mana of any color.
{4}: This artifact becomes a 4/4
artifact creature until end of turn.
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Flashback R

Instant

Target instant or sorcery card in
your graveyard gains flashback until
end of turn. The flashback cost is
equal to its mana cost. (You may
cast that card from your graveyard
for its flashback cost. Then exile
it.)
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Flashback R

Instant

Target instant or sorcery card in
your graveyard gains flashback until
end of turn. The flashback cost is
equal to its mana cost. (You may
cast that card from your graveyard
for its flashback cost. Then exile
it.)
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Inevitable Defeat BWR1

Instant

This spell can't be countered.
Exile target nonland permanent. Its
controller loses 3 life and you gain
3 life.
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Inevitable Defeat BWR1

Instant

This spell can't be countered.
Exile target nonland permanent. Its
controller loses 3 life and you gain
3 life.
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Inspiring Vantage

Land

This land enters tapped unless you
control two or fewer other lands.
{T}: Add {R} or {W}.
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Inspiring Vantage

Land

This land enters tapped unless you
control two or fewer other lands.
{T}: Add {R} or {W}.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Inspiring Vantage

Land

This land enters tapped unless you
control two or fewer other lands.
{T}: Add {R} or {W}.
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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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Lightning Helix WR

Instant

Lightning Helix deals 3 damage to
any target and you gain 3 life.
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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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Lightning Helix WR

Instant

Lightning Helix deals 3 damage to
any target and you gain 3 life.
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Lightning Strike R1

Instant

Lightning Strike deals 3 damage to
any target.
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Lightning Strike R1

Instant

Lightning Strike deals 3 damage to
any target.
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Lightning Strike R1

Instant

Lightning Strike deals 3 damage to
any target.
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Lightning Strike R1

Instant

Lightning Strike deals 3 damage to
any target.
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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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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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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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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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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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Shock R

Instant

Shock deals 2 damage to any target.
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Shock R

Instant

Shock deals 2 damage to any target.
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Slagstorm RR1

Sorcery

Choose one --
* Slagstorm deals 3 damage to each
creature.
* Slagstorm deals 3 damage to each
player.
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Slagstorm RR1

Sorcery

Choose one --
* Slagstorm deals 3 damage to each
creature.
* Slagstorm deals 3 damage to each
player.
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Split Up WW1

Sorcery

Choose one --
* Destroy all tapped creatures.
* Destroy all untapped creatures.
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Split Up WW1

Sorcery

Choose one --
* Destroy all tapped creatures.
* Destroy all untapped creatures.
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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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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.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

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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Sunbillow Verge

Land

{T}: Add {W}.
{T}: Add {R}. Activate only if you
control a Mountain or a Plains.
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Sunbillow Verge

Land

{T}: Add {W}.
{T}: Add {R}. Activate only if you
control a Mountain or a Plains.
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Sunbillow Verge

Land

{T}: Add {W}.
{T}: Add {R}. Activate only if you
control a Mountain or a Plains.
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Unholy Annex B2

Enchantment -- Room

At the beginning of your end step,
draw a card. If you control a Demon,
each opponent loses 2 life and you
gain 2 life. Otherwise, you lose 2
life.
(You may cast either half. That door
unlocks on the battlefield. As a
sorcery, you may pay the mana cost of
a locked door to unlock it.)

- - - RIGHT HALF - - -

Ritual Chamber BB3

Enchantment -- Room

When you unlock this door, create a
6/6 black Demon creature token with
flying.
(You may cast either half. That door
unlocks on the battlefield. As a
sorcery, you may pay the mana cost of
a locked door to unlock it.)
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Unholy Annex B2

Enchantment -- Room

At the beginning of your end step,
draw a card. If you control a Demon,
each opponent loses 2 life and you
gain 2 life. Otherwise, you lose 2
life.
(You may cast either half. That door
unlocks on the battlefield. As a
sorcery, you may pay the mana cost of
a locked door to unlock it.)

- - - RIGHT HALF - - -

Ritual Chamber BB3

Enchantment -- Room

When you unlock this door, create a
6/6 black Demon creature token with
flying.
(You may cast either half. That door
unlocks on the battlefield. As a
sorcery, you may pay the mana cost of
a locked door to unlock it.)
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Unholy Annex B2

Enchantment -- Room

At the beginning of your end step,
draw a card. If you control a Demon,
each opponent loses 2 life and you
gain 2 life. Otherwise, you lose 2
life.
(You may cast either half. That door
unlocks on the battlefield. As a
sorcery, you may pay the mana cost of
a locked door to unlock it.)

- - - RIGHT HALF - - -

Ritual Chamber BB3

Enchantment -- Room

When you unlock this door, create a
6/6 black Demon creature token with
flying.
(You may cast either half. That door
unlocks on the battlefield. As a
sorcery, you may pay the mana cost of
a locked door to unlock it.)
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Unholy Annex B2

Enchantment -- Room

At the beginning of your end step,
draw a card. If you control a Demon,
each opponent loses 2 life and you
gain 2 life. Otherwise, you lose 2
life.
(You may cast either half. That door
unlocks on the battlefield. As a
sorcery, you may pay the mana cost of
a locked door to unlock it.)

- - - RIGHT HALF - - -

Ritual Chamber BB3

Enchantment -- Room

When you unlock this door, create a
6/6 black Demon creature token with
flying.
(You may cast either half. That door
unlocks on the battlefield. As a
sorcery, you may pay the mana cost of
a locked door to unlock it.)
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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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Case of the Crimson Pulse R2

Enchantment -- Case

When this Case enters, discard a
card, then draw two cards.
To solve -- You have no cards in
hand. (If unsolved, solve at the
beginning of your end step.)
Solved -- At the beginning of your
upkeep, discard your hand, then draw
two cards.

[sideboard]
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Case of the Crimson Pulse R2

Enchantment -- Case

When this Case enters, discard a
card, then draw two cards.
To solve -- You have no cards in
hand. (If unsolved, solve at the
beginning of your end step.)
Solved -- At the beginning of your
upkeep, discard your hand, then draw
two cards.

[sideboard]
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Cosmogrand Zenith W2

Creature -- Human Soldier

2/4

Whenever you cast your second spell
each turn, choose one --
* Create two 1/1 white Human Soldier
creature tokens.
* Put a +1/+1 counter on each
creature you control.

[sideboard]
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Cosmogrand Zenith W2

Creature -- Human Soldier

2/4

Whenever you cast your second spell
each turn, choose one --
* Create two 1/1 white Human Soldier
creature tokens.
* Put a +1/+1 counter on each
creature you control.

[sideboard]
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Cosmogrand Zenith W2

Creature -- Human Soldier

2/4

Whenever you cast your second spell
each turn, choose one --
* Create two 1/1 white Human Soldier
creature tokens.
* Put a +1/+1 counter on each
creature you control.

[sideboard]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Cosmogrand Zenith W2

Creature -- Human Soldier

2/4

Whenever you cast your second spell
each turn, choose one --
* Create two 1/1 white Human Soldier
creature tokens.
* Put a +1/+1 counter on each
creature you control.

[sideboard]
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High Noon W1

Enchantment

Each player can't cast more than one
spell each turn.
{4}{R}, Sacrifice this enchantment:
It deals 5 damage to any target.

[sideboard]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY botbox.dev

Inevitable Defeat BWR1

Instant

This spell can't be countered.
Exile target nonland permanent. Its
controller loses 3 life and you gain
3 life.

[sideboard]
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Intimidation Tactics B

Sorcery

Target opponent reveals their hand.
You choose an artifact or creature
card from it. Exile that card.
Cycling {3} ({3}, Discard this card:
Draw a card.)

[sideboard]
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Rest in Peace W1

Enchantment

When this enchantment enters, exile
all graveyards.
If a card or token would be put into
a graveyard from anywhere, exile it
instead.

[sideboard]
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Rest in Peace W1

Enchantment

When this enchantment enters, exile
all graveyards.
If a card or token would be put into
a graveyard from anywhere, exile it
instead.

[sideboard]
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Strategic Betrayal B1

Sorcery

Target opponent exiles a creature
they control and their graveyard.

[sideboard]
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Strategic Betrayal B1

Sorcery

Target opponent exiles a creature
they control and their graveyard.

[sideboard]
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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.

[sideboard]
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