Mrrodin (TM Frequently Asked Questions
Conpi |l ed by Paul Barclay, David DelLaney, and Jeff Jordan

This FAQ has two sections, each of which serves a different purpose.

The first section ("General Notes") explains the new nechanics and
concepts in the set. The second section ("Card-Specific Notes") contains
answers to the nost inportant questions players m ght ask about a given
card.

Itens in the "Card-Specific Notes" section include full rules text for
your reference. Not all cards in the set are |isted.

GENERAL NOTES
Equi pnent

Artifacts that have the subtype "Equi pment” are a special kind of
artifact. Generally, an Equi prent doesn't do anything unless it's
attached to a creature.

Equi pnrent works in much the same way as | ocal enchantments, but there are
some inportant differences. The biggest differences are (1) an Equi prment
doesn't equi p anything when it conmes into play, and (2) an Equi pnent
stays in play when the creature it's equi pping | eaves play.

The official rules for Equi pment are as foll ows:

212.2g Sone artifacts have the subtype "Equi prent." An Equi pnent can be
attached to a creature. It can't legally be attached to an object that
isn't a creature.

212.2h An Equi pnent is played and comes into play just |ike any other
artifact. An Equi pnent doesn't conme into play attached to a creature. The
equi p keyword ability noves the Equi prment onto a creature you contro

(see rule 502.33, "Equip"). Control of the creature natters only when the
equip ability is played and resol ved.

212.2i An Equipnent that's also a creature can't equip a creature.

Equi pnent that | oses the subtype "Equi pnent” can't equip a creature. An
Equi prent can't equip itself. An Equi pnent that equips an illegal or
nonexi st ent pernmanent stops equi ppi ng that permanent, but remains in
play. (This is a state-based effect. See rule 420.)

212.2j The creature an Equi pnent is attached to is called the "equi pped
creature." The Equi pnent is attached to, or "equips," that creature.

212. 2k An Equi pnent's controller is separate fromthe equi pped creature's
controller; the two need not be the sane. Changing control of the
creature doesn't change control of the Equipment, and vice versa. Only
the Equi pnment's controller can play its abilities. However, if the

Equi pnrent adds an ability to the equi pped creature (with "gains" or
"has"), the equipped creature's controller is the only one who can play
that ability.

The official rules for the equip ability are as foll ows:



502.33. Equip

502.33a Equip is an activated ability of artifact Equi pment cards. The
phrase "Equip [cost]" means "[cost]: Mowve this Equi pnent onto target
creature you control. Play this ability only any tine you could play a
sorcery."

502. 33b For nore information about Equi pnent, see rule 212. 2,
"Artifacts."

502.33c If an artifact has nmultiple instances of equip, any of its equip
abilities may be used.

The followi ng rule has been added the protection ability:

502.7d A permanent with protection can't be equi pped by Equi pnent that
have the stated quality. Such an Equi prent stops equi ppi ng that
permanent, but remains in play. (See rule 420, "State-Based Effects.")

Several other rules have been nodified to cover Equi pnment cards; those
rules are not listed here.

Bonesplitter

{1}

Artifact -- Equi pnent

Equi pped creature gets +2/+0.

Equip {1} ({1}: Attach to target creature you control. Equip only as a
sorcery. This card cones into play unattached and stays in play if the
creature | eaves play.)

* Equi pnent spells aren't targeted. An Equi pment cones into play just
like any other artifact -- it doesn't equip anything until you play its
equip ability.

* Each Equi pnment has the "equip" ability. This ability allows the
Equi prent to be noved onto a creature, and noved fromone creature to
anot her. The equip ability can target only a creature you control

* Equi prent can be attached only to creatures.

* An Equi prment that's also a creature or that | oses the subtype Equi pnent
can't be attached to a creature.

* An Equi prent that equips an illegal or nonexistent pernmanent stops

equi ppi ng that permanent, but remains in play. This is different from how
| ocal enchantnments work (a local enchantnent that's not enchanting a

| egal permanent is put into the graveyard).

* | f an Equipnent is being noved (attached) to a creature and the
creature it's noving (being attached) to can't be equi pped, the Equi pnent
stays where it is. If the Equi pnent was attached to a creature when the
equip ability was played, the Equi pnent doesn't become unattached. (In
this case, an Equi prment works in the same way as a | ocal enchantnent.)

Affinity



The official rules for the affinity ability are as foll ows:
502.31. Affinity

502. 31a Affinity is a static ability that functions while the card is on
the stack. "Affinity for [text]" nmeans "This spell costs you {1} less to
play for each [text] you control."

502. 31b The affinity ability reduces only generic mana costs; it doesn't
reduce how nmuch col ored nmana you have to pay for a spell. Affinity can't
reduce the cost to play a spell to less than O.

502.31c If a spell has multiple instances of affinity, each of them
appl i es.

Frogmte

{4}

Artifact Creature

2/ 2

Affinity for artifacts (This spell costs {1} less to play for each
artifact you control.)

* The affinity ability reduces only the anount of generic nana you pay.
It can't reduce how rmuch col ored mana you pay.

* Affinity can't reduce the cost to play a spell to less than O.

* Affinity doesn't change the spell's mana cost or converted nana cost.
It just changes how rmuch rmana you pay to play the spell

* Suppose you control five artifacts. A spell with a nana cost of
{6}{U{U} and affinity for artifacts would cost you {1}{U{U} to play. A
spell with a mana cost of {4} and affinity for artifacts would cost {0}
to play.

* The cost reduction is set before you have to pay any costs for the

spell. If you sacrifice an artifact while paying the spell's costs, that
artifact still counts toward the cost reduction.
Ent wi ne

Spells with the entwine ability are nodal spells (that is, they say
"Choose one --"). Normally, you can choose only one of a spell's nodes (a
nmode is one of the abilities listed after "Choose one --"). If you pay
the entw ne cost, you choose *all* nodes. The official rules for the
entwine ability are as foll ows:

502. 32. Entw ne

502.32a Entwine is a static ability that functions while the card is on
the stack. The phrase "Entwi ne [cost]" means "You may choose to use al
nodes of this spell instead of just one. If you do, you pay an additiona
[cost]." Using the entwine ability follows the rules for choosing nodes
and paying additional costs in rules 409.1b and 409. 1f-h



502.32b If the entwi ne cost was paid, follow the text of each of the
nmodes in the order witten on the card when the spell resolves.

Betrayal of Flesh

{5}{B}

I nst ant

Choose one -- Destroy target creature; or return target creature card
fromyour graveyard to play.

Entwi ne--Sacrifice three lands. (Choose both if you pay the entw ne
cost.)

* You deci de whether you're paying the entwi ne cost as you play the
spel | .

* | f you choose not to pay the entwi ne cost, you can choose only one
node. |f you choose to pay the entw ne cost, you choose both nodes.

* | f you pay the entw ne cost, choose targets for both nodes as you pl ay
the spell. Wen the spell resolves, follow the instructions in the order
they're witten.

* For all nodal spells that don't have entw ne, you can choose only one
nmode. Only the entwine ability allows you to choose nore than one node.

| mprint

A card with the inprint ability renoves other cards fromthe gane and
then uses the inprinted cards' characteristics to power its other
abilities. The official rules for the inprint ability are as foll ows:

502. 34. Inprint

502.34a Inprint is a static ability, witten "Inprint -- [text]." The
phrase "Inprint -- [ability]" nmeans "As long as a card renoved fromthe
game by this ability remains in the renoved-fromgane zone, that card is
imprinted on this permanent.”

502. 34b The phrase "inprinted [type] card" neans the card of that type
that's currently inprinted on the pernmanent. If a pernanent has nore than
one card of that type inprinted on it, each of those cards is an
"imprinted [type] card.”

Chr ome Mox

{0}

Artifact

Imprint -- When Chronme Mox cones into play, you may renove a nonartifact,
nonl and card in your hand fromthe game. (The renoved card is inprinted
on this artifact.)

{T}: Add one nana of any of the inprinted card' s colors to your mana

pool

* Most inprint abilities, such as the one on Chrone Mx, are optional
Sone inprint abilities don't use "you may"; these abilities are not
opti onal

* The inprinted cards are in the renoved-fromthe-gane zone.



* |f a permanent has no inprinted card, its abilities that refer to an
i mprinted card do not hi ng.

* |f an inprinted card is returned to the gane (with a Wsh fromthe
_Judgnent (TM) set, for exanple), the inprint ability loses track of it
and that card is no | onger inprinted.

* Many abilities of permanents with inprint refer to the type of the
imprinted card. These abilities don't work if the inprinted card is of
the wong type.

Artifact Lands

A cycle of five cards in the Mrrodin set have the types artifact and

| and: Ancient Den, Geat Furnace, Seat of the Synod, Tree of Tales, and
Vault of Wispers. An artifact land is treated in all zones (including
the in-play zone) both as an artifact and as a | and.

G eat Furnace
Artifact Land
(Great Furnace isn't a spell.)
{T}: Add {R} to your nmna pool.

* An artifact |and conbines the characteristics of both the | and and
artifact types and is subject to spells and abilities that affect either
or both types.

* Artifact |ands can only be played as |ands. They can't be played as
spells, and they don't use the stack; they're played just the sane as
nor mal | ands.

* An effect that says "artifacts can't be played" prevents artifact |ands
from bei ng pl ayed.

* An effect that says "lands can't be played" prevents artifact |ands
from bei ng pl ayed.

Activated Abilities with Two Different Costs

* Acycle of five cards in the Mrrodin set have activated abilities with
two different costs: Crystal Shard, Granite Shard, Heartwood Shard, Pearl
Shard, and Skel et on Shard.

Hear t wod Shard

{3}

Artifact

{3}, {T} or {G, {T}: Target creature gains tranple until end of turn.

* You can pay either of the costs to play an ability that has two
different costs, separated by "or." For these Mrrodin cards, the options
are to pay three colorless mana and tap the artifact, or pay one mana of
the appropriate color and tap the artifact.



CARD- SPECI FI C NOTES

Al'tar of Shadows

{7}

Artifact

At the begi nning of your preconmbat main phase, add {B} to your nana poo
for each charge counter on Altar of Shadows.

{7}, {T}: Destroy target creature. Then put a charge counter on Altar of
Shadows.

* You put the counter on Altar of Shadows even if the creature
regener at es.

* The "preconbat main phase" is the first nmain phase of the turn. Al
other main phases are "postconbat nmin phases."

Banshee's Bl ade

{2}

Artifact -- Equi pnent

Equi pped creature gets +1/+1 for each charge counter on Banshee's Bl ade.
Whenever equi pped creature deals conbat damage, put a charge counter on
this card.

Equip {2} ({2}: Attach to target creature you control. Equip only as a
sorcery. This card cones into play unattached and stays in play if the
creature | eaves play.)

* The counters stay on Banshee's Blade even if it becones unattached, or
noves from one creature to another.

Bl i nknot h Urn

{5}

Artifact

At the beginning of each player's preconbat main phase, if Blinknoth Un
i s untapped, that player adds {1} to his or her mana pool for each
artifact he or she controls.

* The "preconbat main phase" is the first main phase of the turn. Al
other main phases are "postconbat nmi n phases."

Chalice of the Void

{XH{X}

Artifact

Chalice of the Void comes into play with X charge counters on it
Whenever a player plays a spell with converted nmana cost equal to the
nurmber of charge counters on Chalice of the Void, counter that spell.

* A mana cost of {X}{X} neans that you pay twice X. If you want X to be
3, you pay six mana to play Chalice of the Void.

* The nunber of counters on Chalice of the Void matters only at the tine
the spell is played. Changing the nunber of charge counters on Chalice of
the Void after a spell has been played won't change whether the ability
counters the spell. If the Chalice had the correct nunber of counters



when the spell was played, it counters the spell. If the Chalice had too
many or too few counters when the spell was played, the Chalice's ability
didn't trigger.

* |f there are zero charge counters on Chalice of the Void, it counters
each spell with a converted nmana cost of O.

* Chalice of the Void has to be in play at the end of playing a spell for
the ability to trigger. If you sacrifice Chalice of the Void as a cost to

play a spell, its ability can't trigger

Chrone Mx

{0}

Artifact

Imprint -- Wen Chrone Mbx cones into play, you nmay renove a nonartifact,

nonl and card in your hand fromthe game. (The renoved card is inprinted
on this artifact.)

{T}: Add one nana of any of the inprinted card's colors to your mana
pool

* |f no card is inprinted on Chrome Mdx, the Mox can't add mana to your
mana pool. It can't add colorless mana to your mana pool

* |f you inprinted a nulticolored card, you choose one of that card's
colors each tine the Mox's ability resol ves.

Confusion in the Ranks

{3SH{RH{R

Enchant nent

Whenever an artifact, creature, or enchantnent conmes into play, its
control |l er chooses target permanent another player controls that shares a
type with it. Exchange control of those pernmanents.

* The pernmanents have to share a pernanent type both when the target is
chosen and when the ability resol ves.

* Even though Confusion in the Ranks triggers only when an artifact,
creature, or enchantnment cones into play, the ability can target a | and
if the permanent conming into play is an artifact |and.

* The permanents are exchanged only if they're both in play when the
ability resol ves

* Be sure to keep track of which player owns which pernanents.

* Confusion in the Ranks triggers on itself conming into play. If an
opponent controls an enchantment, exchange Confusion in the Ranks for
t hat enchant ment.

Cul l'i ng Scal es

{3}
Artifact



At the beginning of your upkeep, destroy target nonland pernanent with
the | owest converted mana cost anong nonl and permanents in play. (If two
or nore permanents are tied for | owest cost, target any one of them)

* You choose the target. If there's nore than one nonl and pernanent tied
for | owest converted mana cost, you choose which one to target.

* |f the targeted permanent doesn't have the | owest converted nmana cost
when the ability resolves, the ability is countered and the pernanent
isn't destroyed.

* Mbst tokens have a converted mana cost of 0. A token that's a copy of
anot her permanent or card has a converted nmana cost equal to that
permanent or card's converted mana cost. See al so "Soul Foundry."

* |f the | owest converted mana cost is 3, Culling Scal es can destroy
itself.

Di sarm

{U

I nst ant

Unattach all Equi pnrent fromtarget creature.

* The Equi pnent remains in play under its controller's control, but is no
| onger attached to that creature.

Doni neer

{1H{Uu{y

Enchant Artifact Creature

You control enchanted artifact creature.

* The enchanted permanent nust be both an artifact and a creature.

Domi neer can be played only on an artifact creature. Donineer "falls off"
and is put into the graveyard if the artifact creature it's enchanting
stops being an artifact or stops being a creature.

* An "enchant artifact creature" is affected by anything that affects
"enchant creatures" (such as the _Onslaught (TM set's Piety Charm and
the Judgnent set's Nomad Myt hmaker) and by anything that affects "enchant
artifacts.”

Dupl i cant

{6}

Artifact Creature -- Shapeshifter

2/ 4

Imprint -- Wen Duplicant conmes into play, you nay renpve target nontoken

creature fromthe gane. (The renoved card is inprinted on this artifact.)
As long as a creature card is inprinted on Duplicant, Duplicant has that
card's power, toughness, and creature types. It's still a Shapeshifter

* |f no creature card is inprinted on Duplicant, it has its normal power,
t oughness, and creature types.



* Duplicant's power and toughness change to the inprinted card' s power
and toughness. Counters and other effects that change Duplicant's power
and toughness still apply.

* |f the inprinted card has a "*" in its power or toughness, the val ue of
* is 0.

* Duplicant keeps all creature types it had when the card was inprinted,
i ncluding any types that Duplicant had gai ned.

Duskwor ker

{4}

Artifact Creature

2/ 2

Whenever Duskwor ker becones bl ocked, regenerate it.
{3}: Duskworker gets +1/+0 until end of turn

* Setting up the regeneration shield doesn't renove Duskworker from
conbat. However, Duskworker is renmoved fromconbat if it would be
destroyed and then regenerates.

Far si ght Mask

{5}

Artifact

Whenever a source an opponent controls deals damage to you, if Farsight
Mask is untapped, you nmay draw a card.

* This triggers each tinme a source an opponent controls deals danmage to
you. |f the sanme source deals danage nore than once in a turn, it
triggers for each of those tines

* You draw no nore than one card each tine a source an opponent controls
damages you, no matter how nuch danage the source deal s.

* Farsight Mask nust be untapped both when the damage is dealt and when
you woul d draw the card.

* Each instance of each creature's conbat damage is counted separately.
If three creatures with double strike attack you and all of themare
unbl ocked, you may draw up to six cards.

Fat espi nner

{1IH{HU{Y

Creature -- Human W zard

1/2

At the begi nning of each opponent's upkeep, that player chooses draw
step, main phase, or conbat phase. The player skips each instance of the
chosen step or phase this turn

* That opponent skips only the phases or steps that are chosen
* |f there are nultiple phases with the same nanme in the turn, your

opponent skips themall. This is true even if a new step or phase is
added to the turn after the ability resol ves.



* |f more than one Fatespinner affects you at the start of your upkeep
you can choose the sane step or phase for each one.

Fiery Ganbit

{2H{R

Sorcery

Flip a coin until you lose a flip or choose to stop flipping. If you |ose
a flip, Fiery Ganbit has no effect. If you win one or nore flips, Fiery
Ganbit deals 3 damage to target creature. If you win two or nore flips
Fiery Ganbit deals 6 damage to each opponent. If you win three or nore
flips, draw nine cards and untap all |ands you control

* You nust choose a target creature when you play Fiery Ganbit. If that
target isn't legal on resolution, Fiery Ganbit has no effect and you
don't even flip a coin.

* You can flip any nunber of coins (you can even flip nore than three),
but Fiery Ganbit has no effect if you lose any of the flips. You can't
continue flipping if you lose a flip.

* |f you win three flips, Fiery Ganbit deals 3 damage to the target
creature and 6 danage to each opponent, and you draw ni ne cards and untap
all lands you control

* After each flip, you choose whether to continue flipping.

dissa Sunseeker

{2H{a{G

Creature -- EHf Legend

3/2

First strike

{T}: Destroy target artifact if its converted nmana cost is equal to the
anount of nmana in your nana pool

* The artifact's converted nana cost nust be exactly equal to the ampunt
of mana in your mana pool when the ability resolves. If there's |less mana
or nore mana, the artifact won't be destroyed.

* The mana has to be in your nmana pool before the ability resolves. The
ability doesn't allow you to play mana abilities while it's resolving

Grab the Reins

{3}{R

I nst ant

Choose one -- Until end of turn, you gain control of target creature and
it gains haste; or sacrifice a creature, then Grab the Reins deal s damage
equal to that creature's power to target creature or player

Entwi ne {2}{R} (Choose both if you pay the entw ne cost.)

* | f you pay the entw ne cost, you can sacrifice the creature you gain
control of with Grab the Reins.



* | f you choose the "sacrifice a creature" node, you nust sacrifice a
creature when Gab the Reins resolves, even if you don't want to. If you
don't control any creatures at that tine, Gab the Reins deals no damage.

Gid Mnitor

{4}

Artifact Creature
4/ 6

You can't play creature spells.
* You can't play creature spells or artifact creature spells.

* You can still put creature cards into play or create creature tokens.

I sochron Scepter

{2}
Artifact
Imprint -- Wen Isochron Scepter cones into play, you may renpve an

instant card with converted nana cost 2 or less in your hand fromthe
game. (The renoved card is inprinted on this artifact.)

{2}, {T}: You may copy the inprinted instant card and play the copy
wi t hout paying its mana cost.

* | sochron Scepter's second ability creates a copy of the inprinted card
in the renoved-from ganme zone (that's where the inprinted instant card
is), then allows you to play it w thout paying its mana cost.

* You play the copy while this ability is resolving, and still on the
stack. Normally, you're not allowed to play spells and abilities at this
time. Isochron Scepter's ability breaks this rule.

* You don't pay the spell's mana cost. |If the spell has X in its nana
cost, Xis 0. You do pay any additional costs for that spell. You can't
use any alternative costs.

* |f the copied card is a split card, you may choose to play either side
of the split card, but not both. (The split cards Fire/lce,
Illusion/Reality, N ght/Day, Stand/Deliver, and Wax/Wane all have at

| east one side with converted mana cost 2 or |ess.)

* You can't play the copy if an effect prevents you from playing instants
or fromplaying that particular instant.

* You can't play the copy unless all of its targets can be chosen

* | f you don't want to play the copy, you can choose not to; the copy
ceases to exist the next tine state-based effects are checked.

Ji nxed Choker

{3}

Artifact

At the end of your turn, target opponent gains control of Jinxed Choker
and puts a charge counter on it.



At the beginning of your upkeep, Jinxed Choker deals damage to you equa
to the nunmber of charge counters on it
{3}: Put a charge counter on Jinxed Choker or renove one fromit.

* "You" is always Jinxed Choker's current controller

* |f you play Jinxed Choker's activated ability, you choose to either add
or renove a counter when the ability resol ves

Liar's Pendul um

{1}

Artifact

{2}, {T}: Name a card. Target opponent guesses whether a card with that
nane is in your hand. You may reveal your hand. |f you do and your
opponent guessed wrong, draw a card.

* First you nanme a card. Then the targeted opponent guesses whether the
card is in your hand.

* After the opponent has guessed, you may reveal your hand. |f your
opponent was wong, you draw a card. |f your opponent was right, you
don't draw a card.

* You reveal your hand only if you choose to, regardl ess of whether your
opponent guessed right or wong.

* You can't draw a card if you don't reveal your hand.

March of the Machi nes

{3H{Y

Enchant nent

Each noncreature artifact is an artifact creature with power and

t oughness each equal to its converted mana cost. (Equipnent that's a
creature can't equip a creature.)

* |f a noncreature artifact is also aland, it's still a land in addition
to being an artifact creature. If a noncreature artifact is also an
enchantnment, it's still an enchantnent in addition to being an artifact
creature.

* | f an Equi pment becones a creature, it can no longer equip a creature.
If it's currently attached to a creature, it beconmes unattached (but
remains in play). You can play the Equipnent's equip ability, but it
won't do anyt hi ng.

* The five artifact |ands each have a converted mana cost of 0. March of
t he Machi nes nakes them 0/ 0 creatures, which are put into the graveyard
as a state-based effect.

Mesnmeric Ob

{2}

Artifact

Whenever a pernanent becones untapped, that permanent's controller puts
the top card of his or her library into his or her graveyard.



* |f ten permanents you control untap, Mesneric Ob's effect puts the top
ten cards of your library into your graveyard.

* Mesnmeric Orb triggers once for each pernmanent that untaps, so the cards
are put into your graveyard one at a tine. The _Scourge (TM card Stifle
can only prevent one card from being put into your graveyard.

M ndsl aver

{6}

Legendary Artifact

{4}, {T}, Sacrifice Mndslaver: You control target player's next turn
(You see all cards that player could see and neke all decisions for the
pl ayer. He or she doesn't | ose |ife because of mana burn.)

* You can see everything that player can see but you normally could not.
This includes that player's hand, face-down creatures, and any cards in
his or her library that he or she | ooks at.

* You control the entire turn, fromthe untap step to the cleanup step
The ot her player doesn't |ose |ife because of mana burn at any tine
during that turn.

* You could gain control of your own turn using M ndslaver, but gaining
control of your own turn doesn't really do anything and you can stil
lose life to mana burn.

* You don't control any of the other player's permanents, spells, or
abilities.

* You can't mmke the other player concede. A player can choose to concede
at any tine.

* You get to nake every decision the other player would have nade during
that turn. You can't nake any illegal decisions or illegal choices -- you
can't do anything that player couldn't do. You can spend mana in the

pl ayer's mana pool only on that player's spells and abilities. The nana
in your mana pool can be spent only on your spells and abilities.

* You choose which spells the other player plays, and nake all deci sions
as those spells are played and when they resol ve. For exanple, you choose
the target for that player's Shock, and what card that player gets with
Di abolic Tutor.

* You choose which activated abilities the other player plays, and nake
all decisions as those abilities are played and when they resol ve. For
exanpl e, you can have your opponent sacrifice his or her creatures to his
or her Nantuko Husk or have your opponent's Tinberwatch Ef give your

bl ocki ng creature +X/ +X

* You nake all decisions for the other player's triggered abilities,
i ncludi ng what they target and any decisions nmade when they resol ve.

* You choose which creatures attack and how those attacking creatures
assign their conbat danmage



* You al so nake choices for your own pernanents, spells, and abilities as
usual .

* You can't make any decisions that aren't called for or allowed by the
game rules, or by any cards, pernmanents, spells, abilities, and so on

* | f you make another player play Shahrazad, you don't control any of
that player's turns in the subgane, but you continue to control the
current turn once the subgane is conpl eted.

The follow ng section has been added to the _Magic_ (R) Conprehensive
Rul es to cover M ndsl aver

507. Controlling Another Player's Turn

507.1. One card (M ndslaver) allows a player's turn to be controlled by
anot her player. This effect applies to the next turn that the affected
pl ayer actually takes. The entire turn is controlled; the effect doesn't
end until the beginning of the next turn

507.1a Multiple turn-controlling effects that affect the sanme pl ayer
overwite each other. The |ast one to be created is the one that works.

507.1b If a turn is skipped, any pending turn-controlling effects wait
until the player who would be affected actually takes a turn

507.1c Only the control of the turn changes. Al objects are controlled
by their normal controllers.

507.2. If information about an object would be visible to the player
whose turn is controlled, it's visible to both that player and the
controller of the turn

Exanpl e: The controller of a player's turn can see that player's hand and
the identity of any face-down creatures he or she controls.

507.3. The controller of another player's turn nakes all choices and
decisions that player is allowed to make or is told to nmake during that
turn by the rules or by any objects. This includes choices and deci sions
about what to play, and choices and decisions called for by spells and
abilities.

Exanpl e: The controller of the turn decides which spells to play and what
those spells target, and makes any required deci sions when those spells
resol ve.

Exanpl e: The controller of the turn decides which of the player's
creatures attack, and how those creatures assign their conbat danage
Exanpl e: The controller of the turn decides which card the player chooses
fromoutside the gane with one of the Judgnent Wshes. The player can't
choose a card of the wong type.

507.3a The controller of another player's turn can use only that player's
resources (cards, nmana, and so on) to pay costs for that player

Exanple: If the controller of the turn decides that the player will play
a spell with an additional cost of discarding cards from hand, the cards
are discarded fromthe player's hand.



507.3b The controller of another player's turn can't nmake that player
concede. A player may concede the game at any tine, even if his or her
turn is controlled by another player. See rule 102.7.

507.3c The controller of another player's turn can't nake choices or
decisions for that player that aren't called for by the rules, or by any
objects. The controller also can't nake any choi ces or decisions for the
pl ayer that would be called for by the tournanment rules.

Exanpl e: The player whose turn it is still chooses whether he or she

| eaves to visit the restroom trades a card to soneone el se, takes an
intentional draw, or calls a judge about an error or infraction

507.3d A player who controls another player's turn also continues to nake
his or her own choi ces and deci si ons.

507.4. A player doesn't lose life due to mana burn while another player
controls his or her turn. (Unused mana in players' nana pools is stil
| ost when a phase ends. See rule 300.3.)

M ndst orm Cr own

{3}

Artifact

At the beginning of your upkeep, draw a card if you had no cards in hand
at the beginning of this turn. If you had a card in hand, M ndstorm Crown
deal s 1 danmge to you.

* Mndstorm Crown's ability doesn't have an "intervening 'if' clause." It
al ways goes onto the stack at the start of your upkeep

* M ndstorm Crown cares about the nunber of cards in your hand at the
time the turn started, not as the ability resolves. So if you have nore
than one Crown in play and no cards in your hand at the start of the
turn, you draw a card for each Crown.

Pl at i num Angel

{7}

Artifact Creature -- Angel

4/ 4

Fl yi ng

You can't | ose the gane and your opponents can't win the gane.

* There's no way to | ose while you control Platinum Angel. You can be at
any life total, draw any nunber of cards, have any nunber of poison
counters, or have any nunber of Nefarious Liches |eave play.

* Effects that say the ganme is a draw still work

* |n multiplayer ganes, your teanmates can | ose, but your opponents can't
Wi n using cards such as the Odyssey (TM set's Battle of Wts.

* You can concede a game while Plati num Angel in play. A concession
causes you to | eave the game, which then causes you to | ose the gane
(Once you concede, you no longer control a Platinum Angel, so its ability
can't prevent you fromlosing the gane.)



* | n DCl-sanctioned, single-elimnation play, you can lose a gane if the
"highest life total” rule needs to be used to determ ne the wi nner of an
unfini shed game. Pl atinum Angel only prevents |osing as part of the gane,
not due to parts of the DCl tournament rules. (See the _Mgic: The

Gat hering (R) DCl Floor Rules at

http://ww. wi zards. conf defaul t.asp?x=dci/utr/intro for nore information.)

* |n Magic Online play, Platinum Angel doesn't prevent you fromlosing if
your gane clock runs out.

Proni se of Power

{2}{B}{B}{B}

Sorcery

Choose one -- You draw five cards and you lose 5 |ife; or put a black
Denon creature token with flying into play with power and toughness each
equal to the nunmber of cards in your hand as the token conmes into play.
Entwi ne {4} (Choose both if you pay the entw ne cost.)

* The power and toughness of the Denon token are set when Prom se of
Power resolves. They're unaffected if the nunber of cards in your hand
changes | ater.

* |f you pay the entwi ne cost, you draw five cards, then lose five life,
then put the Denon token into play. The five cards you draw count toward
the Denon's power and toughness.

Qui cksil ver El enental

{3H{Uy{Y

Creature -- Elenental

3/4

{U}: Quicksilver Elemental gains all activated abilities of target
creature until end of turn. (If any of the abilities use that creature's
nane, use this creature's nane instead.)

You nmay spend bl ue mana as though it were mana of any color to pay the
activation costs of Quicksilver Elenental's abilities.

* Qui cksilver Elemental gains only activated abilities. It doesn't gain
keyword abilities (unless those keyword abilities are activated),
triggered abilities, or static abilities.

* Quicksilver Elemental can gain the activated abilities of any creature
in play that you can target with its ability, even if you don't contro
that creature

* The granted abilities effectively use "this permanent," rather than
"<that card's nanme>" so you treat the abilities as if they were printed
on Quicksilver Elemental. For exanple, you treat an ability that says
"Sacrifice a creature: Nantuko Husk gets +2/+2 until end of turn" as
"Sacrifice a creature: Quicksilver Elenental gets +2/+2 until end of
turn.”

Qui cksil ver Fountain

{3}
Artifact



At the beginning of each player's upkeep, that player puts a flood
counter on target non-Island |land he or she controls. That land is an
Island as long as it has a flood counter on it.

At end of turn, if all lands in play are Islands, renove all flood
counters fromthem

* The land stays an Island until the flood counter is renpoved, even if
Qui cksil ver Fountain | eaves play.

* The tinestanp of the |and-type-changing ability is set when the
triggered ability resolves (so each one has a different tinestanp).

Rust El enent al

{4}

Artifact Creature -- Elenenta

4/ 4

Fl yi ng

At the begi nning of your upkeep, sacrifice an artifact other than Rust
El emental. If you can't, tap Rust Elenmental and you lose 4 life.

* Sacrificing an artifact isn't optional. If you control an artifact

other than Rust El enental, you must sacrifice it. Qtherw se, you nust tap
Rust El enental and lose 4 life.

Scythe of the Wetched

{2}

Artifact -- Equi prent

Equi pped creature gets +2/+2.

Whenever a creature dealt danmge by equi pped creature this turn is put
into a graveyard, return that card to play under your control. Attach
Scythe of the Wetched to that creature

Equi p {4}

* The Scythe's ability triggers even if sonething other than the danmage
dealt by the equipped creature causes the creature to be put into a
graveyard that turn.

* Scythe of the Wetched needs to equip your creature when the other
creature goes to the graveyard for the ability to trigger, but it doesn't
matt er whet her the Scythe equi pped your creature when the damage was
actually dealt.

* |f the card isn't a creature when it cones back into play, then Scythe
of the Wetched won't nove onto it.

Shared Fate

{4H{ U

Enchant nent

If a player would draw a card, that player renpbves the top card of an
opponent's library fromthe gane face down instead.

Each player may | ook at and play cards he or she renoved fromthe gane
with Shared Fate as though they were in his or her hand.



* You need to pay the costs of any cards you play fromthe renoved-from
game zone. This could be a problemif you don't have the right col ors of
mana avai |l abl e.

* Repl acing your draws isn't optional. You can't draw cards from your own
library, even if all your opponents' libraries are enpty.

* |f nmore than one Shared Fate is in play, you choose which one repl aces
each card draw, but you can replace a draw only once

* The cards are renoved fromthe gane, not put into players' hands.

Pl ayers can | ook at and play the renmoved cards, but can't do anything
else with them (the renoved cards can't be discarded or cycled, for
exanpl e).

Soul Foundry

{4}
Artifact
Imprint -- Wen Soul Foundry cones into play, you nay renpove a creature

card in your hand fromthe gane. (The renoved card is inprinted on this
artifact.)

{X}, {T}: Put a creature token into play that's a copy of the inprinted
creature card. X is the converted mana cost of that card.

* Soul Foundry puts a token copy of the inprinted card into play. The
token is put into play, not played.

* The token is an exact copy in every way, except that it's a token, not
a card.

* Mbst creature tokens have mana cost and converted mana cost 0, but a
creature token put into play by Soul Foundry has the sanme mana cost and
converted nana cost as the card it copies.

Spel | weaver Heli x

{3}
Artifact
Imprint -- Wen Spellweaver Helix cones into play, you nay renpve two

target sorcery cards in a single graveyard fromthe gane. (The renoved
cards are inprinted on this artifact.)

Whenever a card is played, if it has the same nanme as one of the

i mprinted sorcery cards, you may copy the other and play the copy w thout
paying its nmana cost.

* |f there's only one inprinted sorcery card, nothing happens.

* If the two inprinted sorcery cards have the sane nane and a card with
that nane is played, only one copy is created, not two.

* Spel | weaver Helix's second ability creates a copy of the inprinted card
in the removed-from game zone (that's where the inprinted sorcery card
is), then allows you to play it w thout paying its mana cost.

* You play the copy while this ability is resolving, and still on the
stack. Normally, you're not allowed to play spells and abilities at this



time. Spellweaver Helix's ability breaks this rule. (The card that
triggered this ability is also still on the stack.)

* You don't pay the spell's mana cost. If a spell has X in its mana cost,
X is 0. You do pay any additional costs for that spell. You can't use any
al ternative costs.

* Asplit-card spell's name is only half the card' s nanme, so Spel |l weaver
Hel i x never triggers when a split card is played.

* You can't play the copy if an effect prevents you from pl ayi ng
sorceries or fromplaying that particul ar sorcery.

* You can't play the copy unless all of its targets can be chosen

* | f you don't want to play the copy, you can choose not to; the copy
ceases to exist the next tinme state-based effects are checked.

Tel -Jilad Stylus

{1}

Artifact

{T}: Put target pernmanent you own on the bottom of your library.

* Tel-Jilad Stylus's ability nmay target a pernanent you own but do not
control

* Tel-Jilad Stylus's ability can put tokens on the bottom of your library
(where they then cease to exist).

* You own all cards that started the gane in your deck, and all cards
that you "Wshed" into the gane (with one of the Judgnent Wsh cards or
Ring of Maruf). You also own all tokens created by spells and abilities
you control

Thirst for Know edge

{2H{Y

I nst ant

Draw three cards. Then discard two cards fromyour hand unl ess you
discard an artifact card from your hand.

* You can discard either one artifact card or two cards which nay or nay
not be artifacts. (If you really want to, you can discard two artifact
cards.)

Thought Prison

{5}
Artifact
Imprint -- Wen Thought Prison cones into play, you may have target

pl ayer reveal his or her hand. If you do, choose a nonland card fromit
and renove that card fromthe gane. (The renoved card is inprinted on
this artifact.)

Whenever a player plays a spell that shares a color or converted nana
cost with the inprinted card, Thought Prison deals 2 damage to that

pl ayer.



* The second ability triggers only once per spell. If the spell shares
both a color and a converted mana cost with the inprinted card, Thought
Prison deal s 2 danage, not 4.

Timesifter

{5}

Artifact

At the beginning of each player's upkeep, each player renoves the top
card of his or her library fromthe gane. The player who renoved the card
with the highest converted nmana cost takes an extra turn after this one.
If two or nore players' cards are tied for highest cost, the tied players
repeat this process until the tie is broken

* Each player nust renove the top card of his or her library fromthe
game at the start of each upkeep step

* Each tine there's a tie for the highest cost, only the players invol ved
in the tie continue.

* |f a player fails to renmove a card fromthe gane, he or she can't take
the extra turn.

* |f multiple extra turns are created in a gane, the nost recently
created extra turn is taken first.

* Remenber which player would have taken the next turn if Timesifter's
ability hadn't triggered the first time. After Tinesifter |eaves play and
all extra turns have been taken, that player takes the next turn

* |f two or nore Tinesifters are in play, keep a careful record of which
pl ayers get which extra turns. Wth two Tinmesifters in play, two extra
turns are created for each turn taken

* A land card has a converted nmana cost of O.

Vul shok Battl enmast er

{4H{R

Creature -- Human Vrrior

2/ 2

Hast e

When WVul shok Battl enaster conmes into play, attach all Equi prent in play
toit. (Control of the Equi pnent doesn't change.)

* The cones-into-play effect noves all Equi pment onto the Battl emaster
regardl ess of whether that Equi prent was attached to other creatures.

* Other players' Equipnent is noved onto the Battlemaster as well as your
own. This doesn't change who controls the Equi pnent or who can play its
equip ability to nove it onto another creature.

* |f an Equi pnent can't equip Vul shok Battlemaster, it isn't attached to
the Battlemaster, and it doesn't becone unattached (if it's attached to a
creature).



Wench M nd

{B}{B}

Sorcery

Target player discards two cards fromhis or her hand unless he or she
di scards an artifact card fromhis or her hand.

* You can discard either one artifact card or two cards which rmay or may
not be artifacts. (If you really want to, you can discard two artifact
cards.)

Yoti an Sol di er

{3}

Artifact Creature -- Sol dier

1/4

At t acki ng doesn't cause Yotian Soldier to tap

* Yotian Sol dier now has the creature type "Soldier." Previously, it had
no creature type

Al'l trademarks, including character names, are property of Wzards of the
Coast, Inc., in the U S A and other countries. (Copr.)2003 W zards.



