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_Masters Edition_ booster packs go on sale at the _Magic Online_(R) store at 9 a.m. (PST) on September 10, 2007.
The _Masters Edition_ set becomes legal for play in the Classic, Classic (Vanguard), Freeform, Prismatic, Singleton, and Tribal Wars (Classic) formats on the day it goes on sale.
_Masters Edition_ release events begin September 14, 2007. Go to http://www.wizards.com/default.asp?x=magic/magiconline/article082707b for more information.
The _Masters Edition_ set is a collection of _Magic_(TM) cards that were originally printed before the _Mirage_(TM) set was released. It's a 195-card, black-bordered set featuring 60 rares, 60 uncommons, 60 commons, and 15 basic lands. The _Masters Edition_ set is nonredeemable: Online cards from the _Masters Edition_ set can't be exchanged for physical cards.

No physical cards will exist with the _Masters Edition_ expansion symbol.

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

The first section ("General Notes") explains the new mechanics and concepts in the set. The second section ("Card-Specific Notes") contains answers to the most important questions players might ask about a given card.

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

-----

GENERAL NOTES

***Rules Changes***

The rules of the _Magic_ game have evolved over the years since the cards reprinted in the _Masters Edition_ set were originally released. Many card wordings, including creature types, have also significantly changed. All _Masters Edition_ cards have been reworded in the Oracle card reference, which contains up-to-date text for all tournament-legal cards. Although the rules team has done its best to maintain cards' functionality, some changes are inevitable. We recommend that you select the "Show Oracle text" option in your Display Settings window when playing with _Masters Edition_ cards online. (The "printed text" has been updated for this release, but some last-minute changes may have been missed.)

See the _Masters Edition_ update bulletin for information about significant changes to the cards in this set.
http://www.wizards.com/default.asp?x=mtgcom/feature/420a
-----

***Rarity Changes***

Design philosophy regarding the kinds of cards that are appropriate for each commonality, in terms of both power level and complexity, have also evolved over the past decade. In order to create a set that's both balanced and exciting for Limited play, many of the cards in the _Masters Edition_ set appear at a different rarity than they did in their original sets.

-----

***Keyword Ability: Banding***
Banding is a creature ability that does very different things when the creature is attacking than when it's blocking. The official rules for the banding ability are as follows:

502.10. Banding

502.10a Banding is a static ability that modifies the rules for declaring attackers and assigning combat damage.

502.10b As a player declares attackers, he or she may declare that any number of those creatures with banding, and up to one of those creatures without banding, are all in a "band." (Defending players can't declare bands but may use banding in a different way; see rule 502.10h.)

502.10c A player may declare as many attacking bands as he or she wants, but each creature may be a member of only one of them.

502.10d Once an attacking band has been announced, it lasts for the rest of combat, even if something later removes the banding ability from one or more creatures. However, creatures in a band that are removed from combat are also removed from the band.

502.10e If an attacking creature becomes blocked by a creature, each other creature in the same band as the attacking creature becomes blocked by that same blocking creature.

     Example: A player attacks with a band consisting of a creature with flying and a creature with swampwalk. The defending player, who controls a Swamp, can block the flying creature if able. If he or she does, then the creature with swampwalk will also become blocked by the blocking creature(s).

502.10f Banding doesn't cause attacking creatures to share abilities, nor does it remove any abilities. The attacking creatures in a band are separate permanents.

502.10g If one member of a band would become blocked due to an effect, the entire band becomes blocked.

502.10h A player who controls an attacking creature with banding chooses how combat damage is assigned by creatures blocking that creature. A player who controls a blocking creature with banding chooses how combat damage is assigned by creatures it blocks. If the creature had banding when it attacked or blocked but the ability was removed before the combat damage step, damage is assigned normally.

502.10i Multiple instances of banding on the same creature are redundant.

More simply:

* If a creature with banding attacks, it can team up with any number of other attacking creatures with banding (and up to one nonbanding creature) and attack as a unit called a "band." The band can be blocked by any creature that could block a single creature in the band. Blocking any creature in a band blocks the entire band. If a creature with banding is blocked, the attacking player chooses how the blockers' damage is dealt.

* A maximum of one nonbanding creature can join an attacking band no matter how many creatures with banding are in it.

* If a creature with banding blocks, the defending player chooses how the blocked creature deals its combat damage. Creatures don't form "bands" on defense.

* Creatures in the same band must all attack the same player or planeswalker. This rule will be added in the _Lorwyn_(TM) update to the _Magic_ Comprehensive Rules.

-----

***Keyword Ability: Cumulative Upkeep***

Cumulative upkeep is a mechanic that makes it increasingly expensive to keep a permanent in play.

502.13. Cumulative Upkeep

502.13a Cumulative upkeep is a triggered ability that imposes an increasing cost on a permanent. "Cumulative upkeep [cost]" means "At the beginning of your upkeep, put an age counter on this permanent. Then you may pay [cost] for each age counter on it. If you don't, sacrifice it." If [cost] has choices associated with it, each choice is made separately for each age counter, then either the entire set of costs is paid, or none of them are paid. Partial payments are not allowed.

     Example: A creature has "Cumulative upkeep {W} or {U}" and two age counters on it. When its ability next triggers and resolves, the creature's controller puts an age counter on it and may then pay {W}{W}{W}, {W}{W}{U}, {W}{U}{U}, or {U}{U}{U} to keep the creature in play.

502.13b If a permanent has multiple instances of cumulative upkeep, each triggers separately. However, the age counters are not linked to any particular ability; each cumulative upkeep ability will count the total number of age counters on the permanent at the time that ability resolves.

     Example: A creature has two instances of "Cumulative upkeep--Pay 1 life." The creature currently has no counters but both cumulative upkeep abilities trigger. When the first ability resolves, the controller adds a counter and then chooses to pay 1 life. When the second ability resolves, the controller adds another counter and then chooses to pay an additional 2 life.

* Paying cumulative upkeep is always optional. If it's not paid, the permanent with cumulative upkeep is sacrificed. Partial payments of the total cumulative upkeep cost can't be made. For example, if a permanent with "cumulative upkeep {1}" has three age counters on it when its cumulative upkeep ability triggers, it gets another age counter and then its controller chooses to either pay {4} or sacrifice the permanent.

-----

CARD-SPECIFIC NOTES

Animate Dead

{1}{B}

Enchantment -- Aura

Enchant creature card in a graveyard

When Animate Dead comes into play, if it's in play, it loses "enchant creature card in a graveyard" and gains "enchant creature put into play with Animate Dead." Return enchanted creature card to play under your control and attach Animate Dead to it. When Animate Dead leaves play, that creature's controller sacrifices it.

Enchanted creature gets -1/-0.

* This is a new wording. Animate Dead is now an Aura. You target a creature card in a graveyard when you play it. It comes into play attached to that card. Then it returns that card to play, and attaches itself to that card again (since the card is treated as a new object in play).

* Once the creature is returned to play, Animate Dead can't be attached to anything other than it (unless Animate Dead somehow manages to put a different creature into play). Attempting to move Animate Dead to another creature won't work.

* If the creature card you target has protection from black, Animate Dead will return it to play, but won't be able to become attached to it. Animate Dead will be put into your graveyard because it will be an unattached Aura. Then the creature will be sacrificed because Animate Dead left play. This is a change from recent functionality.

-----

Animate Wall

{W}

Enchantment -- Aura

Enchant Wall

Enchanted Wall can attack as though it didn't have defender.

* This is a change from the most recent wording. As was the case in the past, Animate Wall can now enchant only a Wall.

-----

Arcane Denial

{1}{U}

Instant

Counter target spell. Its controller may draw up to two cards at the beginning of the next turn's upkeep.

You draw a card at the beginning of the next turn's upkeep.

* At the beginning of the next turn's upkeep, both delayed triggered abilities trigger. You put them on the stack in either order.

* The controller of the countered spell doesn't choose how many cards to draw until the relevant ability resolves. The player may draw 0, 1, or 2 cards. He or she chooses the number before drawing any cards.

-----

Ashnod's Transmogrant

{1}

Artifact

{T}, Sacrifice Ashnod's Transmogrant: Put a +1/+1 counter on target nonartifact creature. That creature becomes an artifact in addition to its other types.

* The creature remains an artifact even if the +1/+1 counter is removed.

-----

Autumn Willow

{4}{G}{G}

Legendary Creature -- Avatar

4/4

Shroud

{G}: Until end of turn, Autumn Willow can be the target of spells and abilities controlled by target player as though it didn't have shroud.

* "Shroud" means "This permanent can't be the target of spells or abilities."

-----

Baron Sengir

{5}{B}{B}{B}

Legendary Creature -- Vampire

5/5

Flying

Whenever a creature dealt damage by Baron Sengir this turn is put into a graveyard, put a +2/+2 counter on Baron Sengir.

{T}: Regenerate another target Vampire.

* Although Baron Sengir is now a Vampire, it still can't regenerate itself.

-----

Berserk

{G}

Instant

Play Berserk only before the combat damage step.

Target creature gains trample and gets +X/+0 until end of turn, where X is its power. At end of turn, destroy that creature if it attacked this turn.

* If the creature attacked but stops being a creature before the end of the turn, it will still be destroyed.

-----

Chains of Mephistopheles

{1}{B}

Enchantment

If a player would draw a card except the first one he or she draws in his or her draw step each turn, that player discards a card instead. If the player discards a card this way, he or she draws a card. If the player doesn't discard a card this way, he or she puts the top card of his or her library into his or her graveyard.

* A player's normal card draw on his or her turn is exempt from this effect. All other draws will be affected.

* Here's what happens when Chains of Mephistopheles replaces a player's draw:

-- If that player has at least one card in his or her hand, he or she discards a card and then draws a card.

-- If that player's hand is empty, he or she puts the top card of his or her library into his or her graveyard. The player doesn't draw a card at all.

* If a spell or ability would cause a player to draw multiple cards, this is treated as a number of individual "draw one card" actions. Apply the effect of Chains of Mephistopheles to each one.

-----

Clockwork Beast

{6}

Artifact Creature -- Beast

0/4

Clockwork Beast comes into play with seven +1/+0 counters on it.

At end of combat, if Clockwork Beast attacked or blocked this turn, remove a +1/+0 counter from it.

{X}, {T}: Put up to X +1/+0 counters on Clockwork Beast. This ability can't cause the total number of +1/+0 counters on Clockwork Beast to be greater than seven. Play this ability only during your upkeep.

* This is a change from the most recent wording. Now, if some other spell or ability causes +1/+0 counters to be put on Clockwork Beast, it can wind up with more than seven such counters on it.

* When Clockwork Beast's last ability resolves, you can choose to put fewer than X +1/+0 counters on it.

* If Clockwork Beast has seven or fewer +1/+0 counters on it when its last ability resolves, it can wind up a maximum of seven such counters on it. If it has seven or more +1/+0 counters on it, the ability will have no effect.

-----

Crookshank Kobolds

{0}

Creature -- Kobold

0/1

Crookshank Kobolds is red.

* This is a characteristic-defining ability. It works in all zones. If Crookshank Kobolds loses all abilities (due to a card like Ovinize), it will still be red because the effect from this ability is applied before the "lose all abilities" effect is applied.

-----

Cuombajj Witches

{B}{B}

Creature -- Human Wizard

1/3

{T}: Cuombajj Witches deals 1 damage to target creature or player and 1 damage to target creature or player of an opponent's choice.

* As this ability is played, the controller of Cuombajj Witches chooses the first target and an opponent, then the chosen opponent chooses the second target.

* The two targets may be the same.

* The chosen opponent may or may not be the first target (if a player was targeted) or its controller (if a creature was targeted).

-----

Cursed Rack

{4}

Artifact

As Cursed Rack comes into play, choose an opponent.

The chosen player's maximum hand size is four.

* A player's "maximum hand size" is the number of cards that player must discard down to during his or her cleanup step. (The maximum hand size is normally seven.) The chosen opponent may have more than four cards in hand at other times while Cursed Rack is in play.

* If multiple effects modify a player's hand size limit, apply them in "timestamp order." For example, if Cursed Rack came into play followed by a creature that reduced the player's maximum hand size by one, that player's maximum hand size would be three. But if they came into play in the other order, that player's maximum hand size would be four.

* If Cursed Rack changes controllers, its effect continues to apply to the chosen player, even if that player is not an opponent of Cursed Rack's new controller.

-----

Diminishing Returns

{2}{U}{U}

Sorcery

Each player shuffles his or her hand and graveyard into his or her library. You remove the top ten cards of your library from the game. Then each player draws up to seven cards.

* First the player whose turn it is chooses how many cards to draw, then each other player in turn order chooses. Then the cards are drawn, first by the player whose turn it is, then by each other player in turn order.

* Each player may choose to draw any number of cards from zero to seven.

-----

Dwarven Catapult

{X}{R}

Instant

Dwarven Catapult deals X damage divided evenly, rounded down, among all creatures target opponent controls.

* For example, if X is 5 and the targeted opponent controls three creatures, Dwarven Catapult deals 1 damage to each of those creatures.

* Because Dwarven Catapult divides damage evenly, the distribution of damage isn't determined until the spell resolves.

-----

Eater of the Dead

{4}{B}

Creature -- Horror

3/4

{0}: If Eater of the Dead is tapped, untap it and remove target creature card in a graveyard from the game.
* You can play the ability whether or not Eater of the Dead is tapped. However, if Eater of the Dead is untapped when the ability resolves, the ability won't do anything.

-----

Elder Land Wurm

{4}{W}{W}{W}

Creature -- Dragon Wurm

5/5

Defender, trample

When Elder Land Wurm blocks, it loses defender.

* It loses defender for the rest of the game.

* Another effect can give Elder Land Wurm defender after it has lost it. Blocking again will cause it to lose that instance of defender too.

-----

Energy Arc

{W}{U}

Instant

Untap any number of target creatures. Prevent all combat damage that would be dealt to and dealt by those creatures this turn.

* Energy Arc can target untapped creatures. The second part of the effect will still affect them.

* The number of target creatures may be zero.

-----

Eureka

{2}{G}{G}

Sorcery

Starting with you, each player may put a permanent card from his or her hand into play. Repeat this process until no one puts a card into play.

* A "permanent card" is a card that would be a permanent once it's in play. Specifically, it's an artifact, creature, enchantment, land, or (starting with the _Lorwyn_ set) planeswalker card.

* In a game of N players, the process ends when all N players in sequence (starting with you) choose not to put a card into play. It doesn't end the first time a player chooses not to put a card into play. If a player chooses not to put a card into play but the process continues, that player may put a card into play the next time the process gets around to him or her. 

* Anything that triggers during Eureka's resolution waits to be put on the stack until everything is put into play and the resolution of the spell is complete.

-----

Feast or Famine

{3}{B}

Instant

Choose one -- Put a 2/2 black Zombie creature token into play; or destroy target nonblack, nonartifact creature and it can't be regenerated.

* If there are no legal targets for the second mode, you can't choose that mode.

-----

Fire Covenant

{1}{B}{R}

Instant

As an additional cost to play Fire Covenant, pay X life.

Fire Covenant deals X damage divided as you choose among any number of target creatures.

* If X is 0, the number of targets must also be 0. If X is greater than 0, the number of targets must be at least 1 and at most X. You must distribute at least 1 damage to each target.

* You divide the damage as you play the spell. You can't redistribute the damage if any of the target creatures becomes illegal before the spell resolves.

-----

Forcefield

{3}

Artifact

{1}: The next time target unblocked creature would deal combat damage to you this turn, prevent all but 1 of that damage.

* This is a new wording.

-----

Gargantuan Gorilla

{4}{G}{G}{G}

Creature -- Ape

7/7

At the beginning of your upkeep, sacrifice Gargantuan Gorilla unless you sacrifice a Forest. If you sacrifice Gargantuan Gorilla this way, it deals 7 damage to you. If you sacrifice a snow Forest this way, Gargantuan Gorilla gains trample until end of turn.

{T}: Gargantuan Gorilla deals damage equal to its power to target creature. That creature deals damage equal to its power to Gargantuan Gorilla.

* If Gargantuan Gorilla leaves play before its activated ability resolves, it will still deal damage to the targeted creature. On the other hand, if the targeted creature leaves play before the ability resolves, the ability will be countered and no damage will be dealt.

-----

Ghazbán Ogre

{G}

Creature -- Ogre

2/2

At the beginning of your upkeep, if a player has more life than any other, that player gains control of Ghazbán Ogre.

* If there is a tie for highest life total, Ghazbán Ogre doesn't change controllers.

-----

Goblin Chirurgeon

{R}

Creature -- Goblin Shaman

0/2

Sacrifice a Goblin: Regenerate target creature.

* It can sacrifice itself. It can also regenerate itself. If it sacrifices itself in an attempt to regenerate itself, the ability will be countered for having an illegal target.

-----

Hydroblast

{U}

Instant

Choose one -- Counter target spell if it's red; or destroy target permanent if it's red.

* Note that Hydroblast can target any spell or permanent, not just a red one. It checks the color of the target only on resolution.

* If there are no legal targets for either of the modes, you can't choose that mode.

-----

Island of Wak-Wak

Land

{T}: The power of target creature with flying becomes 0 until end of turn.

* Island of Wak-Wak is not an Island.

* If the targeted creature has had any one-time effects that modified its power or toughness (such as Giant Growth) applied to it earlier in the turn, Island of Wak-Wak's effect overrides those effects. The creature's power will be 0.

* If there's a permanent in play with a static ability that modifies the target creature's power or toughness, it still affects the creature after its power becomes 0. For example, if you control Glorious Anthem (which gives all creatures you control +1/+1), its power will be 1.

* If the target creature has any counters on it that modify its power, those counters continue to affect the creature after its power becomes 0. For example, if the creature has a +1/+1 counter on it, its power will be 1.

-----

Ivory Tower

{1}

Artifact

At the beginning of your upkeep, you gain X life, where X is the number of cards in your hand minus four.

* If you have four or fewer cards in your hand when Ivory Tower's ability resolves, the ability has no effect.

-----

Jacques le Vert

{1}{R}{G}{W}

Legendary Creature -- Human Warrior

3/2

Green creatures you control get +0/+2.

* Jacques le Vert gives itself +0/+2.

-----

Juxtapose

{3}{U}

Sorcery

You and target player exchange control of the creature you each control with the highest converted mana cost. Then exchange control of artifacts the same way. If two or more permanents a player controls are tied for highest cost, their controller chooses one of them.

* First creatures are exchanged, then artifacts are exchanged. It's possible that the same artifact creature may be involved in both exchanges.

* No permanents are targeted by this effect, so permanents with shroud may be exchanged this way.

* If one of the players doesn't control a creature at the time the exchange would be made, that part of the effect does nothing, but the exchange of artifacts will still happen. Similarly, if one of the players doesn't control an artifact at the time the exchange would be made, that part of the effect does nothing.

-----

Khabál Ghoul

{2}{B}

Creature -- Zombie

1/1

At end of turn, put a +1/+1 counter on Khabál Ghoul for each creature put into a graveyard from play this turn.

* The effect counts all creatures put into all graveyards from play during the turn. This includes creature tokens put into a graveyard as well as creatures put into a graveyard before Khabál Ghoul entered play.

-----

Lim-Dûl's Vault

{U}{B}

Instant

Look at the top five cards of your library. As many times as you choose, you may pay 1 life, put those cards on the bottom of your library, then look at the top five cards of your library. Then shuffle your library and put the last cards you looked at this way on top of it in any order.

* In other words:

-- Step 1: Look at the top five cards of your library.

-- Step 2: If you like them, proceed to step 3a. If you don't like them, proceed to step 3b.

-- Step 3a: Shuffle the rest of your library, then put those five cards back on top of your library in the order you want. The spell has finished resolving.

-- Step 3b: Put those five cards on the bottom of your library in the order you want. Pay 1 life. Return to step 1.

* If you pay no life, you shuffle the rest of your library and then put the top five cards back on top in any order.

* If you have five or fewer cards in your library, you can pay 1 life as many times as you like, but you'll keep seeing the same cards.

-----

Lord of Tresserhorn

{1}{U}{B}{R}

Legendary Creature -- Zombie

10/4

When Lord of Tresserhorn comes into play, you lose 2 life and sacrifice two creatures, and an opponent draws two cards.

{B}: Regenerate Lord of Tresserhorn.

* When Lord of Tresserhorn comes into play, if you have zero or one other creature in play, Lord of Tresserhorn itself will be sacrificed as part of its ability's effect. Regeneration won't save it. The rest of the effect still happens.

-----

Mana Flare

{2}{R}

Enchantment

Whenever a player taps a land for mana, that player adds one mana of that type to his or her mana pool.

* The types of mana are white, blue, black, red, green, and colorless.

* If the land produces more than one type of mana at a single time (as Boros Garrison does, for example), the land's controller chooses which one of those types of mana is produced by Mana Flare's ability.

* If the land produces no actual mana because of some condition that sets the amount, such as the number of creatures you control for Gaea's Cradle or the number of storage counters you removed for Bottomless Vault, that land was still "tapped for mana." Mana Flare will add to your mana pool one mana of a type that land could have produced.

-----

Márton Stromgald

{2}{R}{R}

Legendary Creature -- Human Knight

1/1

Whenever Márton Stromgald attacks, other attacking creatures get +1/+1 until end of turn for each attacking creature other than Márton Stromgald.

Whenever Márton Stromgald blocks, other blocking creatures get +1/+1 until end of turn for each blocking creature other than Márton Stromgald.

* For example, if Márton Stromgald and three other creatures attack, those other three attacking creatures each get +3/+3 until end of turn, and Márton Stromgald itself gets no bonus. The other ability works the same way if Márton Stromgald blocks.

-----

Mirror Universe

{6}

Artifact

{T}, Sacrifice Mirror Universe: Exchange life totals with target opponent. Play this ability only during your upkeep.

* When the life totals are exchanged, each player gains or loses the amount of life necessary to equal the other player's previous life total. For example, if Player A has 5 life and Player B has 3 life before the exchange, Player A will lose 2 life and Player B will gain 2 life. Replacement effects may modify these gains and losses, and triggered abilities may trigger on them.

-----

Mishra's Factory

Land

{T}: Add {1} to your mana pool.

{1}: Mishra's Factory becomes a 2/2 Assembly-Worker artifact creature until end of turn. It's still a land.

{T}: Target Assembly-Worker creature gets +1/+1 until end of turn.

* If Mishra's Factory becomes a creature, you can't attack with it or use either of its {T} abilities unless it began your most recent turn in play under your control. In other words, it's affected by summoning sickness while it's a creature.

* If Mishra's Factory is already a land creature when you activate its second ability, the permanent stays a land creature but the ability resets its power, toughness, and creature types. For example, if you turn Mishra's Factory into a 2/2 creature and then an effect gives it -1/-1 until end of turn, activating its ability again will make it 2/2 again. Damage that was dealt to the creature stays on it.

* Mishra's Factory gains the creature type "Assembly-Worker" when it becomes a creature. This means that it ends up with three types (land, artifact, and creature), plus one creature type (Assembly-Worker).

* The last ability of Mishra's Factory can target any creature with the creature type Assembly-Worker.

-----

Mystic Remora

{U}

Enchantment

Cumulative upkeep {1}

Whenever an opponent plays a noncreature spell, you may draw a card unless that player pays {4}.

* First the opponent chooses whether or not to pay {4}. Then, if he or she doesn't pay, you choose whether or not to draw a card.

-----

Nevinyrral's Disk

{4}

Artifact

Nevinyrral's Disk comes into play tapped.

{1}, {T}: Destroy all artifacts, creatures, and enchantments.

* If an effect makes Nevinyrral's Disk indestructible or regenerates it, it won't be destroyed by its ability.

-----

Oubliette

{1}{B}{B}

Enchantment

When Oubliette comes into play, remove target creature and all Auras attached to it from the game. Note the number and kind of counters that were on that creature.

When Oubliette leaves play, return the removed card to play under its owner's control tapped with the noted number and kind of counters on it. If you do, return the removed Aura cards to play under their owner's control attached to that permanent.

* This has a new wording. Oubliette no longer phases the targeted creature out.

* If Oubliette leaves play before its first ability has resolved, its second ability will trigger and do nothing. Then its first ability will resolve and remove the targeted creature from the game forever.

* If the targeted creature is a token, it will cease to exist after being removed from the game. Any Auras that were attached to it will remain removed from the game forever.

* If the removed card is returned to play and, for some reason, it now can't be enchanted by an Aura that was also removed by Oubliette, that Aura will remain removed from the game.

-----

Paralyze

{B}

Enchantment -- Aura

Enchant creature

When Paralyze comes into play, tap enchanted creature.

Enchanted creature doesn't untap during its controller's untap step.

At the beginning of the upkeep of enchanted creature's controller, that player may pay {4}. If he or she does, untap the creature.

* This is a change from the most recent wording. As was the case in the past, Paralyze itself has the last triggered ability, rather than granting that ability to the enchanted creature.

-----

Petra Sphinx

{2}{W}{W}{W}

Creature -- Sphinx

3/4

{T}: Target player names a card, then reveals the top card of his or her library. If that card is the named card, that player puts it into his or her hand. If it isn't, the player puts it into his or her graveyard.

* If the targeted player's library is empty, that player still names a card, but nothing further happens.

-----

Pox

{B}{B}{B}

Sorcery

Each player loses a third of his or her life, then discards a third of the cards in his or her hand, then sacrifices a third of the creatures he or she controls, then sacrifices a third of the lands he or she controls. Round up each time.

* The losses, discards, and sacrifices are rounded up. For example, if you have 5 life, you'll lose 2 life, leaving you at 3 life. (Five divided by three is one and two-thirds. Rounding that up to the nearest whole number gives you two.)

* Each part of Pox's effect is processed separately. For each part, first the player whose turn it is makes all necessary choices (such as which cards to discard), then each other player in turn order chooses, then the actions happen at the same time. Then Pox's effect moves to the next stage.

* The number you need to lose, discard, or sacrifice isn't calculated until it's time to perform that part of the effect. For example, if your opponent plays Pox and you discard Dodecapod as part of Pox's discard effect, Dodecapod will be put into play instead of into your graveyard. Then, when determining how many creatures you need to sacrifice, the Dodecapod is taken into account.

-----

Preacher

{1}{W}{W}

Creature -- Human Cleric

1/1

You may choose not to untap Preacher during your untap step.

{T}: Gain control of target creature of an opponent's choice that he or she controls as long as Preacher remains tapped.

* When you play the ability, you choose an opponent, then that opponent chooses the target.

* The target of the ability is a creature the chosen opponent controls. As the ability resolves, if the target isn't a creature controlled by the chosen opponent, the ability will be countered. If the ability's target is changed somehow, the new target must be a creature controlled by the chosen opponent.

* Whether Preacher is tapped is checked continually, starting when the ability is played. If, before the ability resolves, there's any point at which Preacher is untapped, the ability has no effect -- even if Preacher is tapped again by the time the ability resolves.

-----

Pyroblast

{R}

Instant

Choose one -- Counter target spell if it's blue; or destroy target permanent if it's blue.

* Note that Pyroblast can target any spell or permanent, not just a red one. It checks the color of the target only on resolution.

* If there are no legal targets for either of the modes, you can't choose that mode.

-----

Rainbow Vale

Land

{T}: Add one mana of any color to your mana pool. An opponent gains control of Rainbow Vale at end of turn.

* The opponent is chosen when the "at end of turn" triggered ability resolves.

* If control of Rainbow Vale has somehow changed before the "at end of turn" ability resolves, the player who played the mana ability (not the current controller of Rainbow Vale) chooses one of his or her opponents to gain control of it.

* If Rainbow Vale's ability is played during an end step, its "at end of turn" trigger won't trigger until the end step of the next turn. If its ability is played again during that turn, its "at end of turn" ability will trigger twice at the end of that turn. 

-----

Ring of Ma'rûf

{5}

Artifact

{5}, {T}, Remove Ring of Ma'rûf from the game: The next time you would draw a card this turn, instead choose a card you own from outside the game and put it into your hand.

* Ring of Ma'rûf works a little differently than the Wishes from the _Judgment_(TM) set. Rather than letting you simply put a card into your hand from outside the game, this ability replaces your next draw. If you wouldn't draw a card during the rest of the turn, the ability won't have any effect.

* After this ability resolves, if a spell or ability causes you to draw multiple cards, the first draw will be replaced by Ring of Ma'rûf's ability. The rest of the draws will happen as normal.

* In a sanctioned event, a card that's "outside the game" is one that's in your sideboard or one that's been removed from the game. In an unsanctioned event, you may choose a card from either of those places or from your collection.

* The card you get may be the Ring of Ma'rûf you removed from the game.

-----

Seasinger

{1}{U}{U}

Creature -- Merfolk

0/1

When you control no Islands, sacrifice Seasinger.

You may choose not to untap Seasinger during your untap step.

{T}: Gain control of target creature whose controller controls an Island as long as you control Seasinger and as long as Seasinger remains tapped.

* If a creature's controller doesn't control an Island, that creature is an illegal target. Whether that player controls an Island is checked both when Seasinger's ability is played and when it resolves. However, targeting restrictions aren't checked continually while a spell or ability is on the stack.

* Whether you control Seasinger is checked continually, starting when the ability is played. If, before the ability resolves, there's any point at which you don't control Seasinger, the ability has no effect -- even if you control Seasinger again by the time the ability resolves. The same is true regarding whether Seasinger remains tapped.

-----

Seraph

{6}{W}

Creature -- Angel

4/4

Flying

Whenever a creature dealt damage by Seraph this turn is put into a graveyard, put that card into play under your control at end of turn. Sacrifice the creature when you lose control of Seraph.

* If Seraph isn't in play at the time the other creature is put into a graveyard, the ability won't trigger. However, the ability does trigger if Seraph and the other creature are put into the graveyard at the same time.

* Once the ability triggers, you'll return the card to play under your control at the end of the turn even if you no longer control Seraph at that time. In fact, if Seraph leaves play before the card is returned to play, you'll never have to sacrifice it as a result of this ability. If Seraph remains in play but changes controllers before the card is returned, you'll still get the returned card. However, in that scenario, you'll still have to sacrifice it if you later regain control Seraph and then lose control of it once more.

* If the other creature is a token, it will cease to exist after being removed from the game. It won't be returned to play.

* If the other creature ceases to be a creature card after it leaves play (it's an animated Mishra's Factory, for example), it will be returned to play by this ability and you will have to sacrifice it when you lose control of Seraph.

-----

Singing Tree

{3}{G}

Creature -- Plant

0/3

{T}: Target attacking creature's power becomes 0 until end of turn.

* If the targeted creature has had any one-time effects that modified its power or toughness (such as Giant Growth) applied to it earlier in the turn, Singing Tree's effect overrides those effects. The creature's power will be 0.

* If there's a permanent in play with a static ability that modifies the target creature's power or toughness, it still affects the creature after its power becomes 0. For example, if you control Glorious Anthem (which gives all creatures you control +1/+1), its power will be 1.

* If the target creature has any counters on it that modify its power, those counters continue to affect the creature after its power becomes 0. For example, if the creature has a +1/+1 counter on it, its power will be 1.

-----

Stone Calendar

{5}

Artifact

Spells you play cost up to {1} less to play.

* You may choose not to apply Stone Calendar's cost reduction effect.

-----

Su-Chi

{4}

Artifact Creature -- Construct

4/4

When Su-Chi is put into a graveyard from play, add {4} to your mana pool.

* The effect is mandatory. If you don't spend the mana by the end of the phase, you'll incur mana burn.

-----

Sylvan Library

{1}{G}

Enchantment

At the beginning of your draw step, you may draw two cards. If you do, choose two cards in your hand drawn this turn. For each of those cards, pay 4 life or put the card on top of your library.

* The two cards in your hand drawn this turn don't have to be cards drawn as a result of Sylvan Library's ability. For example, one of the cards you choose may be the card drawn as a result of your normal draw during your draw step.

* If you choose to draw two cards, then replace one or more of those draws with some other effect, the rest of Sylvan Library's ability still happens. If you've actually drawn only one card that turn, you must choose that card and either pay 4 life or put it on top of your library. If you haven't actually drawn any cards that turn, the rest of the ability has no effect.

-----

Tawnos's Coffin

{4}

Artifact

You may choose not to untap Tawnos's Coffin during your untap step.

{3}, {T}: Remove target creature and all Auras attached to it from the game. Note the number and kind of counters that were on that creature. When Tawnos's Coffin leaves play or becomes untapped, return the removed card to play under its owner's control tapped with the noted number and kind of counters on it, and if you do, return the removed Aura cards to play under their owner's control attached to that permanent.

* This has a new wording. Tawnos's Coffin no longer phases the targeted creature out.

* If Tawnos's Coffin leaves play before its ability has resolved, it will remove the targeted creature from the game forever, since its delayed triggered ability will never trigger.

* If the targeted creature is a token, it will cease to exist after being removed from the game. Any Auras that were attached to it will remain removed from the game forever.

* If the removed card is returned to play and, for some reason, it now can't be enchanted by an Aura that was also removed by Tawnos's Coffin, that Aura will remain removed from the game.

-----

Telekinesis

{U}{U}

Instant

Tap target creature. Prevent all combat damage that would be dealt by that creature this turn. It doesn't untap during its controller's next two untap steps.

* Telekinesis's ability doesn't lock in who the creature's controller is when it resolves. If the creature changes controllers, it won't untap during its controller's untap step until it has not done so twice, regardless of who its controller was during any of those untap steps.

-----
Thawing Glaciers

Land

Thawing Glaciers comes into play tapped.

{1}, {T}: Search your library for a basic land card, put that card into play tapped, then shuffle your library. Thawing Glaciers gains substance until end of turn. Return Thawing Glaciers to its owner's hand when it loses substance.

* Substance is a static ability with no effect. Thawing Glaciers gains substance as a way to mimic its original (pre-Sixth Edition rules) functionality.

-----

The Fallen

{1}{B}{B}{B}

Creature -- Zombie

2/3

At the beginning of your upkeep, The Fallen deals 1 damage to each opponent it has dealt damage to this game.

* The Fallen's ability causes it to deal damage only to opponents of its current controller. If The Fallen has dealt damage to you, and then you gain control of it, you won't be damaged during your upkeep.

* The effect isn't cumulative. When it resolves, The Fallen deals 1 damage to each opponent previously dealt damage by it, regardless of how many times The Fallen dealt damage to that opponent before.

* If The Fallen phases out and back in, it remembers which players it has dealt damage to this game.

-----

Thrull Champion

{4}{B}

Creature -- Thrull

2/2

Thrull creatures get +1/+1.

{T}: Gain control of target Thrull as long as you control Thrull Champion.

* Thrull Champion gives itself +1/+1.

* Whether you control Thrull Champion is checked continually, starting when the ability is played. If, before the ability resolves, there's any point at which you don't control Thrull Champion, the ability has no effect -- even if you control Thrull Champion again by the time the ability resolves.

* Unlike many similar creatures, Thrull Champion untaps as normal during your untap step. Whether it's tapped or untapped has no bearing on the control-change effect.

-----

Thrull Retainer

{B}

Enchantment -- Aura

Enchant creature

Enchanted creature gets +1/+1.

Sacrifice Thrull Retainer: Regenerate enchanted creature.

* Thrull Retainer leaves play when you play its activated ability, but the enchanted creature won't be regenerated until the ability resolves. In the intervening time, the creature will no longer have the +1/+1 bonus that Thrull Retainer had been giving it. This may cause the creature to be destroyed before the regeneration shield is created.

-----

Time Elemental

{2}{U}

Creature -- Elemental

0/2

When Time Elemental attacks or blocks, at end of combat, sacrifice it and it deals 5 damage to you.

{2}{U}{U}, {T}: Return target permanent that isn't enchanted to its owner's hand.

* If Time Elemental attacks or blocks, but you no longer control it at end of combat, you can't sacrifice it. However, it will still deal 5 damage to you.

-----

Varchild's War-Riders

{1}{R}

Creature -- Human Warrior

3/4

Cumulative upkeep--Put a 1/1 red Survivor creature token into play under an opponent's control.

Trample, rampage 1 (Whenever this creature becomes blocked, it gets +1/+1 until end of turn for each creature blocking it beyond the first.)

* In a multiplayer game, you can put the Survivor tokens into play under the control of different players.

* The rampage bonus is calculated only once per combat, when the triggered ability resolves. Adding or removing blockers later in combat won't change the bonus.

-----

Vesuvan Doppelganger

{3}{U}{U}

Creature -- Shapeshifter

*/*

As Vesuvan Doppelganger comes into play, you may choose a creature in play. If you do, Vesuvan Doppelganger comes into play as a copy of that creature except for its color and gains "At the beginning of your upkeep, you may have this creature become a copy of target creature except for its color. If you do, this creature gains this ability."

* Although Vesuvan Doppelganger's triggered ability is targeted, its "as comes into play" ability is not.

* When Vesuvan Doppelganger's triggered ability triggers, you must choose a target for it. You determine whether to have the Doppelganger become a copy of that target when the ability resolves.

* Vesuvan Doppelganger copies the mana cost of the creature it's copying but doesn't copy its color.

* If another creature copies Vesuvan Doppelganger, the new creature will become a copy of whatever Vesuvan Doppelganger is copying except for its color, will copy Vesuvan Doppelganger's color, and will gain Vesuvan Doppelganger's triggered ability.

* Vesuvan Doppelganger's triggered ability may cause it to become a copy of itself. A Vesuvan Doppelganger that becomes a copy of a Vesuvan Doppelganger (either itself or a different one) will gain another instance of its triggered ability. Each instance of that ability will trigger during its controller's upkeep. They'll all be put on the stack and resolve one at a time. The last one to resolve determines the Doppelganger's characteristics for the rest of the turn.

* If Vesuvan Doppelganger copies a face-down creature, it becomes a face-up 2/2 blue creature with no name and no abilities other than the one it gives itself.

-----

Winds of Change

{R}

Sorcery

Each player shuffles the cards from his or her hand into his or her library, then draws that many cards.

* Each player draws a number of cards equal to the number of cards he or she shuffled into his or her own library.

-----

Winter Blast

{X}{G}

Sorcery

Tap X target creatures. Winter Blast deals 2 damage to each of those creatures with flying.

* Winter Blast can target untapped creatures. If they have flying, the second part of the effect will still affect them.

-----

Ydwen Efreet

{R}{R}{R}

Creature -- Efreet

3/6

Whenever you're attacked, flip a coin. If you lose the flip, Ydwen Efreet can't block this turn.

* If a creature attacks one of your planeswalkers, but no creatures attack you, Ydwen Efreet's ability won't trigger. It can block that turn.

-----
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