Avengers Disassenbled W®® || Bl ood Crypt Cori Mountain Mnastery Day of Black Sun XE®

Sorcery Land -- Swanp Mountain Land Sorcery

Choose one or both -- ({T}: Add {B} or {R}.) This land enters tapped unless you Each creature with mana val ue X or

* Avengers Disassenbl ed deals 3 As this land enters, you nay pay 2 control a Plains or an Island. less loses all abilities until end

danmage to each creature. life. If you don't, it enters {T}: Add {R}. of turn. Destroy those creatures.

* Destroy target land. Its t apped. {3}{R}, {T}: Exile the top card of

controller may search their library your library. Until the end of your

for a basic land card, put it onto next turn, you nay play that card.

the battlefield tapped, then

shuffle.

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

Deadl y Cover-Up ®®® || Deadly Cover-Up ®®® ||| Deserted Beach Fl ashback ®

Sorcery Sorcery Land I nst ant

As an additional cost to cast this As an additional cost to cast this This land enters tapped unless you Target instant or sorcery card in

spell, you may col |l ect evidence 6. spell, you may col |l ect evidence 6. control two or nore other |ands. your graveyard gains flashback until

Destroy all creatures. If evidence Destroy all creatures. |If evidence {T}: Add {W or {U}. end of turn. The flashback cost is

was collected, exile a card from an was collected, exile a card from an equal to its mana cost. (You nay

opponent's graveyard. Then search opponent's graveyard. Then search cast that card fromyour graveyard

its owner's graveyard, hand, and its owner's graveyard, hand, and for its flashback cost. Then exile

library for any nunmber of cards with library for any number of cards with it.)

that nane and exile them That that nane and exile them That

pl ayer shuffles, then draws a card pl ayer shuffles, then draws a card

for each card exiled fromtheir hand for each card exiled fromtheir hand

this way. this way.

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
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CGodl ess Shrine
Land -- Plains Swanp

({T}: Add {W or {B}.)

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

t apped.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

color. Spend this nana only to cast
an instant or sorcery spell.

{5}: If this land isn't a creature,
it becomes a 2/4 Wzard creature

wi th "Whenever you cast an instant
or sorcery spell, this creature gets

+1/+0 until end of turn." It's still
a | and.
PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

color. Spend this nana only to cast
an instant or sorcery spell.

{5}: If this land isn't a creature,
it becomes a 2/4 Wzard creature

wi th "Whenever you cast an instant
or sorcery spell, this creature gets

+1/+0 until end of turn." It's still
a | and.
PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Geat Hall of the Biblioplex G eat Hall of the Biblioplex G eat Hall of the Biblioplex
Land Land Land

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

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

color. Spend this nana only to cast
an instant or sorcery spell.

{5}: If this land isn't a creature,
it becomes a 2/4 Wzard creature

wi th "Whenever you cast an instant
or sorcery spell, this creature gets

+1/+0 until end of turn." It's still
a | and.
PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

G eat Hall of the Biblioplex
Land

{T}: Add {C}.

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

color. Spend this nana only to cast
an instant or sorcery spell.

{5}: If this land isn't a creature,
it becomes a 2/4 Wzard creature

wi th "Whenever you cast an instant
or sorcery spell, this creature gets
+1/+0 until end of turn." It's still
a | and.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Hal | owed Fount ai n

Hal | oned Fount ai n

Haunt ed R dge

Land -- Plains Island Land -- Plains Island Land

({T}: Add {W or {U}.) ({T}: Add {W or {U}.) This land enters tapped unl ess you
As this land enters, you nay pay 2 As this land enters, you nay pay 2 control two or nore other |ands.
life. If you don't, it enters life. If you don't, it enters {T}: Add {B} or {R}.

t apped. t apped.

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

| | |
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Haunt ed Ri dge I nevitabl e Defeat W®RMW®) || | nevitabl e Defeat WR®WE® ||| | nevitabl e Def eat ORW®

Land I nst ant I nst ant I nst ant

This land enters tapped unl ess you This spell can't be countered. This spell can't be countered. This spell can't be countered.

control two or nore other |ands. Exile target nonland permanent. Its Exile target nonland permanent. Its Exile target nonland permanent. Its

{T}: Add {B} or {R}. controller loses 3 life and you gain controller loses 3 life and you gain controller loses 3 life and you gain
3life. 3life. 3 life.

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

I nevitabl e Defeat W®RMW® ||| sl and Jeskai Revel ation @OEMW ||| Jeskai Revel ati on @WOQRMW

I nst ant Basic Land -- Island I nst ant I nst ant
This spell can't be countered. ({T}: Add {U}.) Return target spell or permanent to Return target spell or permanent to
Exile target nonland permanent. Its its owner's hand. Jeskai Revel ation its owner's hand. Jeskai Revel ation
controller loses 3 life and you gain deal s 4 danmage to any target. Create deal s 4 danmage to any target. Create
3life. two 1/1 white Monk creature tokens two 1/1 white Monk creature tokens
with prowess. Draw two cards. You with prowess. Draw two cards. You
gain 4 life. gain 4 life.
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
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Revel ati on @WORMW

Jeskai

Revel ati on @WORERMW

Jeskai

®W

Li ght ni ng Hel i x

Q00

Mat hemagi cs

I nst ant

I nst ant

I nst ant

Sorcery

Return target spell or permanent to
its owner's hand. Jeskai Revel ation
deal s 4 danmage to any target. Create
two 1/1 white Monk creature tokens
with prowess. Draw two cards. You
gain 4 life.

Return target spell or permanent to
its owner's hand. Jeskai Revel ation
deal s 4 danmage to any target. Create
two 1/1 white Monk creature tokens
with prowess. Draw two cards. You
gain 4 life.

Li ghtning Helix deals 3 danage to
any target and you gain 3 life.

Target player draws 2? cards. (2? =
1, 2t =2, 22 =4, 28 =38, 2? = 16,
2? = 32, and so on.)

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

Mstrise Village Mount ai n North Wnd Avatar @QWUE®) ||| Qutrageous Robbery ®®

Land Basi ¢ Land -- Muntain Creature -- Dragon Spirit Avatar I nst ant

This land enters tapped unless you ({T}: Add {R}.) Fl yi ng Target opponent exiles the top X

control a Muuntain or a Forest. When this creature enters, if you cards of their library face down.

{T}: Add {U}. cast it, you nmay put a card you own You may | ook at and play those cards

{U}, {T}: The next spell you cast fromoutside the gane into your for as long as they remain exiled.

this turn can't be countered. hand. If you cast a spell this way, you
may spend nmana as though it were
mana of any type to cast it.

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%
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| |
Pl aytest cards - Lightspirit - Four-Color Control (Standard Chal |l enge 32)

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.
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Pl under the Troll shawns WU

Pl under the Troll shawns WU

Sacred Foundry

Sear

O®

I nst ant

I nst ant

Land -- Mountain Plains

I nst ant

Draw a card. If this spell was cast
froma graveyard, draw two cards

i nst ead.

Fl ashback {3}{U} (You namy cast this
card fromyour graveyard for its
flashback cost. Then exile it.)

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Draw a card. If this spell was cast
froma graveyard, draw two cards

i nst ead.

Fl ashback {3}{U} (You namy cast this
card fromyour graveyard for its
flashback cost. Then exile it.)

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

({T}: Add {R} or {W.)

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

t apped.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Sear deals 4 damage to target
creature or planeswal ker.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

O®

Sear

Shi pwr eck Mar sh

Shi pwr eck Mar sh

St eam Vent s

I nst ant

Land

Land

Land -- Island Muntain

Sear deals 4 damage to target
creature or planeswal ker.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

This land enters tapped unless you
control two or nore other |ands.

{T}: Add {U or {B}.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

This land enters tapped unless you
control two or nore other |ands.

{T}: Add {U or {B}.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

({T}: Add {U} or {R}.)

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

t apped.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev
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hori zontal cuts at 0.5", 4", 7.5" fromthe top edge.

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 5/10 - 8 cards - 2.5 x 3.5 in each

10.5" fromthe left edge;



St eam Vent s St ock Up @@ || Stock Up @@ || Stock Up @O
Land -- Island Muntain Sorcery Sorcery Sorcery

({T}: Add {U} or {R}.) Look at the top five cards of your Look at the top five cards of your Look at the top five cards of your
As this land enters, you nay pay 2 library. Put two of theminto your library. Put two of theminto your library. Put two of theminto your
life. If you don't, it enters hand and the rest on the bottom of hand and the rest on the bottom of hand and the rest on the bottom of

t apped. your library in any order. your library in any order. your library in any order.

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

@O

St ock Up

St or ntar ved Coast

Sundown Pass

Sundown Pass

Sorcery

Land

Land

Land

Look at the top five cards of your
l'ibrary. Put two of theminto your
hand and the rest on the bottom of
your library in any order

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

This land enters tapped unless you
control two or nore other |ands

{(T}: Add {U or {R}.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

This land enters tapped unless you
control two or nore other |ands

{T}: Add {R or {W.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

This land enters tapped unless you
control two or nore other |ands

{T}: Add {R or {W.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

| | |
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Swanp Tabl et of Discovery (@@ || Tablet of Discovery @® || Tablet of Discovery @®
Basi ¢ Land -- Swanp Artifact Artifact Artifact
({T}: Add {B}.) When this artifact enters, mll a When this artifact enters, mll a When this artifact enters, mll a
card. You may play that card this card. You may play that card this card. You may play that card this
turn. (To mll a card, put the top turn. (To mll a card, put the top turn. (To mll a card, put the top
card of your library into your card of your library into your card of your library into your
graveyard.) graveyard.) graveyard.)
{T}: Add {R}. {T}: Add {R}. {T}: Add {R}.
{T}: Add {R}{R}. Spend this mana {T}: Add {R}{R}. Spend this mana {T}: Add {R}{R}. Spend this mana
only to cast instant and sorcery only to cast instant and sorcery only to cast instant and sorcery
spel | s. spel I s. spel I s.
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
Tabl et of Discovery (@@ || The Gold Saucer Theorist's Sanctum Thor, God of Thunder G®®R®
Artifact Land -- Town Land -- Island Legendary Creature -- God Warrior Hero
Wien this artifact enters, nill a {T}: Add {C}. ({T}: Add {U}.) Flying
card. You may play that card this {2}, {T}: Flip a coin. If you win As this land enters, you may behol d Wien Thor enters, exile target
turn. (To mill a card, put the top the flip, create a Treasure token. a Jace. If you don't, this Iand Equi pment, instant, or sorcery card
card of your library into your {3}, {T}, Sacrifice two artifacts: enters tapped. (To behold a Jace, fromyour graveyard. Until the end
graveyard.) Draw a card. choose a Jace you control or reveal of your next turn, you may play that
{T}: Add {R}. a Jace card fromyour hand.) card.
{T}: Add {R}{R}. Spend this nmana {2}{U, {T}: Enpower Jace 2. Wenever you cast a noncreature
only to cast instant and sorcery spel |, Thor deals danamge equal to
spel | s. that spell's mana value to any
target.
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Three Steps Ahead @ ||| Three Steps Ahead @ ||| Three Steps Ahead @ ||| Toget her as One ®
I nst ant I nst ant I nst ant Sorcery
Spree (Choose one or nore additional Spree (Choose one or nore additional Spree (Choose one or nore additional Converge -- Target player draws X

costs.)

+ {1}{U} -- Counter target spell.

+ {3} -- Create a token that's a
copy of target artifact or creature
you control .

+ {2} -- Draw two cards, then

di scard a card.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

costs.)
+ {1}{U} -- Counter target spell.
+ {3} -- Create a token that's a

copy of target artifact or creature
you control .

+ {2} -- Draw two cards, then

di scard a card.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

costs.)
+ {1}{U} -- Counter target spell.
+ {3} -- Create a token that's a

copy of target artifact or creature
you control .

+ {2} -- Draw two cards, then

di scard a card.

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

cards, Together as One deals X
damage to any target,
life, where X is the nunber of
colors of mana spent to cast this
spel | .

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY

and you gain X

bot box. dev

Abr ade @O® ||| Abr ade O® || Day of Black Sun ®®® ||| Di sdai nful Stroke OO
I nst ant I nst ant Sorcery I nst ant
Choose one -- Choose one -- Each creature with mana val ue X or Counter target spell w th mana val ue

* Abrade deals 3 damage to target
creature.
* Destroy target artifact.

[ si deboard]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

* Abrade deals 3 damage to target
creature.
* Destroy target artifact.

[ si deboard]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

less loses all abilities until end
of turn. Destroy those creatures.

[ si deboard]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

4 or greater.

[ si deboard]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY

bot box. dev
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®00O

Eneritus of |deation

Creature -- Human W zard

Flying, ward {2}

This creature enters prepared.

Whenever this creature attacks, you may
exile eight cards fromyour graveyard. |f
you do, this creature becones prepared.

[ si deboar d]

5/ 5
Cooooooeoooaoooooooooo oo
Ancestral Recall O)
| nst ant
Target player draws three cards.
PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Fl ashfreeze

OO

Fl ashfreeze

OO

Preci se Redaction

OO

I nst ant

I nst ant

I nst ant

Counter target red or green spell.

[ si deboard]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Counter target red or green spell.

[ si deboard]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Counter target white or black spell.

[ si deboard]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

OO

Preci se Redaction

OO

Rest in Peace

OO

Rest in Peace

®®

Return the Favor

I nst ant

Enchant nent

Enchant nent

I nst ant

Counter target white or black spell.

[ si deboard]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Wien this enchantnent enters, exile

al | graveyards.

If a card or token would be put into
a graveyard from anywhere, exile it

i nst ead.

[ si deboar d]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Wien this enchantnent enters, exile

al | graveyards.

If a card or token would be put into
a graveyard from anywhere, exile it

i nst ead.

[ si deboar d]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Spree (Choose one or nore additional

costs.)
+ {1} -- Copy target instant spell,
sorcery spell, activated ability, or

triggered ability. You may choose
new targets for the copy.

+ {1} -- Change the target of target
spell or ability with a single
target.

[ si deboard]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev
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abilities to trigger.

[ si deboard]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY

bot box. dev

abilities to trigger.

[ si deboard]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev

Torpor Orb @ ||| Torpor Ob @ || Utinma AWW
Artifact Artifact Sorcery
Creatures entering don't cause Creatures entering don't cause Destroy all artifacts and creatures.

End the turn. (Exile all spells and
abilities fromthe stack, including
this card. The player whose turn it
is discards down to their maxi num
hand size. Damage wears off, and
"this turn" and "until end of turn"
effects end.)

[ si deboard]

PLAYTEST CARD - NOT FOR TOURNAMENT PLAY bot box. dev
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