502.55. Experience

502.55a  An experience ability is a triggered ability of creatures. “Experience” means “Whenever this creature deals or is dealt combat damage, put an experience counter on it.”

502.55b Some creatures have a value after the keyword. “Experience N” means “Whenever this creature deals or is dealt combat damage, put an experience counter on it. Treat this creature as though it has the text following this ability only if it has N or more experience counters on it.”

502.55c If a creature has multiple instances of experience, each one triggers separately.

502.56. Arcana

502.56a Arcana is a special keyword for instants. It is a restriction on when the card is playable. “Arcana” means “You may play this card only during your upkeep. When this spell resolves, end the turn.”

502.56b Only if the spell with Arcana resolves does the turn end. See rules on “Ending the Turn,” rule 509.
502.57. Spirit link
502.56a Spirit link is a triggered ability of creatures. “Spirit link” means “Whenever this creature deals damage, you gain that much life.”
502.56b If you have 0 or less life when the ability triggers, you lose the game as a state-based effect.

Notes on Experience

· Experience is a triggered ability. It triggers when combat is dealt to OR dealt by a creature.

· When a creature blocks or is blocked by a creature, it both deals and receives damage, so after damage is dealt, it triggers twice.

· When two creatures with experience are engaged in combat, after they both deal and are dealt combat damage, they each trigger in APNAP order. Players may play in response to the triggers.

· If a creature is dealt lethal combat damage, it dies after its trigger is put onto the stack, as state-based effects are checked before and after a spell or trigger is put on the stack. Players can do nothing while SBEs are checked.

· A creature with a static Experience N ability should be treated as though it has the text following it only if it has N or more counters on it.

· A creature with an activated ability following Experience N can only use that ability if it has N or more counters on it when the ability is played. If it has fewer counters after the ability is put on the stack, it still resolves.

· Experience counters on a creature that doesn’t have or loses experience are useless, but they remain on the creature.

· Combat damage is a special type of damage; it is dealt only during combat, unless otherwise specified on a card. Some cards in Academy deal combat damage outside of combat. See rule 310 for more on the Combat Damage Step.

· Only after combat damage is dealt does experience trigger. Not when combat damage is assigned.

· Triggers for experience all take place during the Combat Damage step.

· A creature with more than one instance of experience gets 2 triggers each time it deals or is dealt damage.

· Also, keep in mind the Golden Rule, rule 103.

Notes on Arcana

· There are only 5 cards in Academy with Arcana.

· Arcana cards can only be played from your hand during your upkeep. If played through another means (Power Word, Reversal of Fortune), the ‘end the turn’ clause doesn’t take effect.
· If the spell is countered, the turn doesn’t end.

· Players may play instants and activated abilities in response to an Arcana card.

· The Arcana card removes all spells and abilities from the stack when it resolves, including itself.

· If an Arcana spell somehow loses its Arcana ability, it can be played at any time and doesn’t end the turn when it resolves.

Notes on Spirit link

· This is a replacement keyword. All creatures that have the ability ‘Whenever this creature deals damage, you gain that much life.’ Retroactively have spirit link.

· This is different from some creatures who have the ability ‘Whenever this creature deals combat damage, you gain that much life.’ It’s a different ability.

Individual Card Rulings

(Taken directly from the spoiler)

Breaking Silence
1W

Instant

Prevent all damage that would be dealt this turn. Untap all creatures and remove them from combat.

· This card prevents not only combat damage, but all damage that would be dealt.

· If creatures aren’t in combat, they’re just untapped.

Conclave Evangel
2WW

Creature - Human Cleric

2/4

Experience 2--T: Put two experience counters on target creature. Remove them at end of turn.

· Play the activated ability only if the creature has 2 or more experience counters on it. See Experience, above.
· If it’s not possible to remove two counters, ignore the remove clause. If there’s only one counter on the creature, remove it at end of turn.
Conclave Trumpeter
2W

Creature - Human Soldier

2/2

T: Put an experience counter on target creature. Remove it at end of  turn.

· If it’s not possible to remove the counter, ignore the remove clause. 

Crown of Light
WW

Enchantment - Aura

Enchant creature

W: Tap enchanted creature

W: Return Crown of Light to its owner's hand.

· If you play the return ability in response to the tap ability, the tap ability will be countered because it’s no longer enchanting the creature.

Elena's Apprentice
1WW

Creature - Human Cleric

2/3

Experience 3--W, Discard a white card: The next time a source of your choice would deal damage to Elena's Apprentice this turn, prevent that damage.

· Play the activated ability only if the creature has 3 or more experience counters on it. See Experience, above.

Elena's Barrier

2W

Instant

Prevent all damage that would be dealt to and dealt by target creature this turn.

· This includes noncombat damage.

Elena's Embrace
WW

Enchantment - Aura

Enchant creature

Enchanted creature has vigilance.

W, Tap enchanted creature: Regenerate target creature.

· This ability may be used by a creature with ‘summoning sickness’, as it doesn’t include the tap symbol. The creature may regenerate itself.

Elena's Guardian
5WW

Creature - Dragon Guardian

3/3

Flying, vigilance

Elena's Guardian can block any number of creatures.

Experience 5--Elena's Guardian is indestructible.

· The last line is ignored unless the creature has 5 or more experience counters on it. See Experience, above.

Halo of Protection
1WW

Enchantment - Aura

Enchant creature

As Halo of Protection comes into play, choose a color.

Enchanted creature has protection from the chosen color. This effect doesn't remove Halo of Protection.

W: Choose a different color.

· This card doesn’t grant protection from more than one color. The activated ability changes the color chosen; it doesn’t add a new protection.

Omna's Gift
2W

Sorcery

Reveal a card from your hand. An opponent may have you gain life equal to that card's converted mana cost. If he or she doesn't, put that many experience counters on target creature. Remove that many counters at end of turn.

·  ‘An opponent’ means that, starting in turn order, each opponent is given the option to make a choice. If he or she doesn’t, it goes to the next opponent, until an opponent decides to choose. If no opponent wants to choose, the option continues around to each opponent. An opponent MUST make a choice. If you only have one opponent, that player must make a choice.
Presence of Beauty
2WW

Enchantment

When Presence of Beauty comes into play, choose a color.

All creatures have protection from the chosen color.

· This includes your opponents’ creatures.

Pyre of Light
1WW
Enchantment

As you play Pyre of Light, choose a player.

Whenever the chosen player plays a spell, you gain 1 life.

· If the chosen player leaves the game, this card has no effect. You can’t choose another player.

Recall Valor
W
Instant

Put an experience counter on target creature. Remove a counter from that creature at end of turn.

Draw a card.

· If it’s not possible to remove the counter, ignore the remove clause. 
Rescue Rider
WW

Creature - Knight

1/1

Flying

T: Untap another target creature you control and remove it from combat.

· This creature can’t ‘save’ itself.

Spirit Link
W

Enchantment - Aura

Enchant creature

Enchanted creature has spirit link. (Whenever enchanted creature deals damage, you gain that much life.)

· See spirit link, above.

State of Grace
3W

Enchantment

At the beginning of your upkeep, if you have 20 or more life, you may draw a card.

· This card’s ability triggers during each of your upkeeps. When it resolves, it checks to see if you have 20 or more life.

Glory of Valor:
XW
Sorcery

Put X experience counters on target creature. Remove that many counters at end of turn.

· If there are fewer than X counters on that creature at end of turn, remove them all.

Trained Sniper

3W

Creature - Human Soldier

2/2

Experience

T: Trained Sniper deals damage equal to the number of experience counters on it to target attacking or blocking creature. Put an experience counter on Trained Sniper.

· The creature’s ability may be used even if there are 0 counters on it, though it will have no effect unless it has at least one counter on it when the ability resolves. See Experience, above.
Wisdom's Embrace
3W

Sorcery

You gain 2 life for each experience counter on target creature.

· This card checks the number of counters when it resolves, not when it’s announced.

· You can target a creature with no experience counters on it, but this card would have no effect.

Alacar Leoricar
2UU

Legendary Creature - Elf Wizard

2/2

Whenever you play a spell, draw a card.

· Even if the card is countered, you must draw a card. The point is that you played the card; Alacar doesn’t check to see if it resolved.

· You must draw a card; there is no option not to.

· Alacar does not trigger when you play it.

Alacar's Defiance
1U

Instant

Counter target creature spell with experience.

Draw a card.

· The creature spell must have experience both when this card is announced and when it resolves, or it’s countered.

Augury
U

Enchantment

Players play with the top card of their libraries revealed.

2: Put the top card of your library on the bottom of your library. Any player may play this ability.

· If you have no cards in your library, the ability does nothing.
Copy Aura
2U

Enchantment

As you play Copy Aura, choose an aura in play. 

Copy Aura comes into play as an exact copy of that aura.

· If there are no auras in play, this card can’t be played.

Crown of Stars
UU

Enchantment - Aura

Enchant creature

U: Untap enchanted creature.

U: Return Crown of Stars to its owner's hand.

· If you play the return ability in response to the untap ability, the untap ability will be countered because it’s no longer enchanting the creature.

Djinn Apprentice
2U

Creature - Djinn

2/2

Flying

Experience 4--Djinn Apprentice gets +3/+4.
· This creature only gets +3/+4 if it has 4 or more experience counters on it. This is a static ability. See Experience, above.

Flickering Faerie
U

Creature - Faerie

1/2

Flying, experience

When an experience counter is put on Flickering Faerie, return it to its owner's hand.

· If this creature is dealt lethal damage, it dies long before its ability triggers.

· Only after this creature’s experience trigger resolves does its ability trigger.

Fog Sentry
2UU

Creature - Mistfolk

1/3

Experience 2--Prevent all noncombat damage.

· Noncombat damage is prevented only if this creature has 2 or more experience counters on it. It’s a static ability. See Experience, above.

Impulsive Research
1U

Instant

Draw three cards, then put two cards from your hand on the bottom of your library.

· You can’t do anything between drawing the cards and putting them on the bottom of your library.

Insight into Wisdom
3U

Sorcery

Draw cards equal to the number of experience counters on target creature you control, then return that creature to its owner's hand.

· This card counts the number of counters on the creature after it resolves, not when it is announced.

· You can target a creature with no experience counters, but you will draw no cards and the creature will return to your hand.

Lleywen's Apprentice
1UU
Creature - Human Wizard
1/3

Experience 2--U, Discard a blue card: Counter target spell unless its controller pays 1.

· Play the activated ability only if this creature has 2 or more experience counters on it. See Experience, above.

Lleywen's Guardian
1U

Creature - Illusion Guardian

1/2

Flying

Experience 1--1U: Return Lleywen's Guardian to its owner's hand.

T: Draw a card, then discard a card.

· Play the first activated ability only if this creature has 1 or more experience counters on it. See Experience, above.

· The second activated ability may be played even if there are no experience counters on this creature.

Mirror Mask
2U

Enchantment - Aura

Enchant creature

You may play Mirror Mask any time you could play an instant.

Whenever enchanted creature is the target of a spell or ability, you may change the target of that spell or ability to another creature or player.

· If this card enchants a ‘Flagbearer’ creature, then the Flagbearer ability overrules this card’s and the spell or ability must target enchanted creature.

Mistral Drake
UU

Creature - Drake

2/2

Flying

Mistral Drake can only attack or block alone.

· This card only checks to see if it is attacking or blocking alone when you declare it as an attacker or blocker. If you do, then you can’t declare any more attackers or blockers. If it’s the only attacker or blocker, it can attack or block.
Mocking Slime
4UU

Creature - Shapeshifter

0/0

As you play Mocking Slime, you may choose a nonlegendary permanent in play.

Mocking Slime comes into play as an exact copy of the chosen permanent.

· You don’t have to choose a permanent to copy.

Overthink
1U

Instant

Counter target spell unless its controller pays 1 for each experience counter on a creature you control.

· This card targets 2 things; a spell to counter and a creature you control. If you control no creatures, you can’t play this card.

· You can target a creature with no experience counters, but an opponent may pay 0 mana to prevent the spell from being countered.

Posessed Portrait
2U

Enchantment

Whenever a creature attacks you, Posessed Portrait becomes a 1/3 flying Spirit creature until end of turn. It's still an enchantment.

· The trigger takes place after all attacking creatures are declared.

Power Word
UU

Instant

Choose a word. Shuffle your library and reveal the top card of your library. If the chosen word is in the revealed card's name or rules text, remove it from the game. You may play that card this turn without paying its mana cost. Otherwise, put the revealed card into your hand.

· If you reveal a card that you normally could not play at that time, you may still play it.

· If you reveal a card with Arcana, you may play it outside of your upkeep. If you do, the ‘end the turn’ clause doesn’t take effect.

· If you choose a word and reveal a card with the word as part of a word, you may play it. (For example: If you choose ‘Lleywen’ and reveal Lleywen’s Embrace, you may play it without paying its mana cost.)
Siren of the Seas
1UU

Creature - Merfolk

1/1

You may choose not to untap Siren of the Seas during your untap step.

T: Gain control of target blue creature as long as you control Siren of the Seas and Siren of the Seas is tapped.

· This card only checks to see if the creature is blue on announcement and resolution. If during either point it’s not, the ability is countered.

Wandering Wizard
U

Creature - Wizard

1/1

Experience

T: Look at the top X cards of your library, where X is the number of experience counters on Wandering Wizard, then put them back on top in any order.

· You may play this creature’s ability even if it has 0 experience counters, but it has no effect.

· If the Wizard is dealt lethal damage, it dies long before its experience trigger lets you use its ability. See Experience, above.
Herald of Fear
3BBB

Creature - Spirit

4/4

Experience 3--Whenever you play a black creature spell, all nonblack creatures get -1/-1 until end of turn.

· This creature doesn’t have its triggered ability unless it has 3 or more experience counters on it. See Experience, above.

Seething Imp
4B

Creature - Imp

7/3

When Seething Imp comes into play, you lose 6 life.

Pay 1 life: Seething Imp gains flying until end of turn.

· If you are put down to 0 or less life as a result of its triggered ability, you lose the game as a state-based effect.

Collective Loss
1BB

Sorcery

Remove all experience counters from all creatures.

· You can play this card even if there are no creatures in play or none have any experience counters on them, but it will have no effect.

Consume Memories
XB

Sorcery

Remove X experience counters from target creature. You gain 1 life for each counter removed this way.

· If the creature has fewer than X experience counters on it, remove them all and gain 1 life for each counter removed.

Crown of Thorns
BB

Enchantment - Aura

Enchant creature

B: Enchanted creature gets -1/-1 until end of turn.

B: Return Crown of Thorns to its owner's hand.

· If you play the return ability in response to the -1/-1 ability, the -1/-1 ability would be countered because it’s no longer enchanting the creature.

Dark Necropolis
3BB

Enchantment

Whenever a non-Zombie creature you control is put into a graveyard from play, you may pay 4B. If you do, return that creature to play under your control. That creature is a Zombie in addition to its types.

· If the creature’s type changes before the ability resolves, it still returns to play. The card only checks if it’s a non-Zombie when it is put into your graveyard from play.

Diving Prowler
2B

Creature - Imp

1/2

Flying, experience

2B, Sacrifice Diving Prowler: Target player loses X life, where X is the number of experience counters on Diving Prowler.

· You can play the activated ability even if this creature has 0 experience counters, but the player will lose 0 life. See Experience, above.

Elowyn's Apprentice
1BB

Creature - Human Witch

2/1

Experience 1--B, Discard a black card: Elowyn's Apprentice gains fear until end of turn.

· Play the activated ability only if this creature has 1 or more experience counters on it. See Experience, above.

Elowyn's Banishing
1B

Instant

Destroy target creature. It can't be regenerated. If that creature is black or an artifact, you lose 4 life.

· The card only checks if the creature is black and/or an artifact when it resolves.

· If this card puts you at 0 or less life when it resolves, you lose the game as a state-based effect.

Elowyn's Guardian
2BB

Creature - Demon Guardian

2/2

Fear

Experience 3--When Elowyn's Guardian deals combat damage to a player, that player discards his or her hand.

2BB: Regenerate Elowyn's Guardian.

· The triggered ability is ignored unless this creature has 3 or more experience counters on it.

· The activated ability may be played regardless of the number of experience counters on it. See Experience, above.

Elowyn's High-Guard
1BB

Creature - Knight

2/2

Experience 1--Elowyn's High-Guard has first strike and "1B: Regenerate Elowyn's High-Guard."

· This creature has first strike and the activated ability only if there is 1 or more experience counter on it. See Experience, above.

Elowyn's Tutor
1B

Sorcery

You lose 4 life. Search your library for a card and put that card into your hand. Then shuffle your library.

· If this card puts you to 0 or less life when it resolves, you lose the game after searching for the card as a state-based effect.

Failed Wisdom
2B

Sorcery

Destroy target creature with at least one experience counter on it. That creature's controller gains life equal to the number of experience counters on that creature.

· This card can’t be played if there are no creatures with at least 1 experience counter in play.

· This card only checks to see if the creature has at least one counter on it when it resolves. If it doesn’t, this card has no effect.
Forced Extraction
2BB

Sorcery

Sacrifice a nonland permanent. Look through target opponent's hand, graveyard, and library for a card of the same type as the sacrificed permanent and remove that card from the game. That player then shuffles his or her library.

· This card only lets you search for one card of the same type, not 4 cards of the same name and/or type.

· If you can’t find a card of the same type, then there is no additional effect.

Honored Revival
1B

Sorcery

Return target creature card from your graveyard to your hand. You may put an experience counter on a creature you control.

· You don’t have to put a counter on a creature.
Jukar's Presence
1BBB

Enchantment

Nonblack creatures get -1/-1.

· Multicolor creatures that are black don’t get -1/-1. Multicolor creatures that aren’t black only get -1/-1.

Jukar's Will
2BB

Instant

Until end of turn, you may play up to two cards in your graveyard.

If a card would be put into your graveyard this turn, remove it from the game.

· The replacement effect applies to all cards put into a graveyard this turn, not just the ones you play from your graveyard.

Jukar, Herald of Blood
3BB

Legendary Creature - Demon Angel

5/5

Flying, vigilance

At the beginning of your upkeep, you may discard a card. If you don't, you lose 4 life.

· You may choose to lose 4 life in order to keep from discarding a card.

Loaming Shade
XB
Creature - Shade

1/1

When Loaming Shade comes into play, remove X lands in your graveyard from the game. If you can't, sacrifice Loaming Shade.

B: Loaming Shade gets +X/+1 until end of turn.

· X can be 0.

Necrotic Essence
2BB

Enchantment

1B: Target creature you control gets -1/-1 until end of turn. Another target creature you control gets +1/+1 until end of turn.

· Both creatures must be in play when the ability resolves, or it is countered.

Seal of Uncertainty
1BB

Enchantment

Sacrifice Seal of Uncertainty: Look at target opponent's hand and choose a nonland card from it. That player discards that card.

· You may only play this card’s ability during another player’s turn if you have priority.

Silent Shadow
2BB

Creature - Abomination

2/3

Defender, experience

Whenever Silent Shadow blocks a creature, that creature gets -1/-1 until end of turn for each experience counter on Silent Shadow.

· The triggered ability occurs even if there are 0 experience counters on this creature, but to no effect, unless a counter is added before it resolves. See Experience, above.

Steal Resolve
1B

Sorcery

Remove an experience counter from target creature. Put that many experience counters on another target creature.

Draw a card.

· Both creatures must be in play when the spell resolves, or it is countered.

· You may target to remove a counter from a creature with no counters on it, but to no effect.

· You may target to add that many counters to a creature without experience, but to little effect. See Experience, above.
· There must be a counter to remove for there to be a counter to add.

Strike Panic
2BB

Instant

Target creature gets -1/-1 until end of turn for each experience counter on it.

· This card counts the number of experience counters on the creature when it resolves. See Experience, above.

· You may target a creature without counters on it, but to no effect.

Tethers of Death
3B

Enchantment - Aura

Enchant creature

Enchanted creature has spirit link. (When enchanted creature deals damage, you gain that much life.)

Whenever enchanted creature is dealt damage, you lose that much life.

· If the creature both deals and is dealt damage, you choose the order in which the two triggers resolve.

· If you lose down to 0 or less life before the spirit link trigger can resolve, you lose the game as a state-based effect.

Twisted Minds
2BB

Enchantment

Twisted Minds comes into play with a charge counter on it for each card in each player's hand.

At the beginning of each upkeep, that player removes a counter from Twisted Minds and discards a card at random.

· This card triggers at the beginning of each upkeep. If there are no counters on it, there is no effect and the card stays in play.

Wandering Undead
B

Creature - Zombie

1/1

Experience

Whenever Wandering Undead blocks or is blocked by a creature, that creature gets -1/-1 for each experience counter on Wandering Undead.

· The trigger counts the number of experience counters on this creature when it resolves. See Experience, above.

· The trigger is played if there are no counters on this creature, but to no effect.

Agonizing Assault
3R

Instant

Agonizing Assault deals 3 damage to target creature. Remove three experience counters from that creature.

· If there are fewer than three experience counters on the creature, remove them all.

Battle-Worn Blacksmith
4R

Creature - Dwarf Mercenary

3/4

Experience

T: Destroy target artifact with converted mana cost equal to or less than the number of experience counters on Battle-Worn Blacksmith.

· You can play the activated ability even if there are no experience counters on this creature, but you can only target artifacts with converted mana cost 0 or artifact lands.

Channeled Bolt
RR

Instant

As you play Channeled Bolt, you may pay any amount of life.

Channeled Bolt deals damage equal to two plus the amount of life paid to target creature.

· You can’t pay more life than you have.

· This card can only target creatures, not players.

Crown of Flames
R
Enchantment - Aura

Enchant creature

R: Enchanted creature gets +1/+0 until end of turn.

R: Return Crown of Flames to its owner's hand.

· If you play the return ability in response to the +1/+0 ability, the +1/+0 ability would be countered because it’s no longer enchanting the creature.
Dancing Giant
3R

Creature - Giant

3/3

When Dancing Giant deals or is dealt combat damage, you may remove an experience counter from target creature.

· You don’t have to remove a counter from the creature.

· You may target a creature with no counters.

Fingers of Flame
2RR

Enchantment - Aura

Enchant creature

Enchanted creature has "T: This creature deals 1 combat damage to target creature."

· This card allows combat damage to be dealt outside of combat.

· You can’t target players with the ability.

Flame Lash
2R

Sorcery

As an additional cost to play Flame Lash, reveal your hand and discard a nonland card of target opponent's choice.

Flame Lash deals 5 damage to that player.

· The target for the cost is the same as the target for the damage.

· You can’t play this card if you don’t have a card in hand to discard.

Hollow Victory
R

Instant

Remove an experience counter from target creature.

Draw a card.

· The creature doesn’t have to have a counter on it.

Glare of the Sorceress

4RRR

Enchantment

Whenever a source you control deals damage, it deals double that damage instead.

· This is a replacement effect.

· If you have two of these in play, the damage is multiplied by 4. If you have 3, 6. If you have 4, 8.

Mana Spike
RR

Enchantment

Whenever you play an instant or sorcery spell, you may add R to your mana pool.

· This is not a mana ability, and uses the stack.

· You don’t have to add the mana.

Mana Trove
R

Enchantment

Whenever a red card comes into play under you control, sacrifice it and Mana Trove to add RRRR to your mana pool.

· This is not a mana ability, and uses the stack.

· You must sacrifice the red card and this card.

Mantle of Ice
3RR

Enchantment - Aura

Enchant creature

Whenever enchanted creature attacks, it deals damage to target creature equal to its power.

· If the creature is the only creature in play, it targets itself.

Myrael's Apprentice
1RR

Creature - Human Shaman

2/1

Experience 1--R, Discard a red card: Myrael's Apprentice deals 2 damage to target creature.

· Play the activated ability only if the creature has 1 or more experience counters on it. See Experience, above.

Myrael's Guardian
2RRR

Creature - Elemental Guardian

3/2

Trample, haste

Experience 1--Myrael's Guardian gets +3/-1.
3RR: Return Myrael's Guardian from your graveyard to play. Play this ability only during your upkeep.

· The creature only gets +3/-1 if it has 1 or more experience counters on it. See Experience, above. This is a static ability.

Myrael's Spark
XR

Sorcery

Myrael's Spark deals X damage to target player.

A player dealt damage by Myrael's Spark can't play creature spells during his or her next turn.

· If somehow you play this as an instant in response to the opponent’s creature spell, the creature is still played.

· If somehow you play this during that player’s turn, that player can’t play creature spells during his or her next one.

Pyrolapse
2RR

Sorcery

Pyrolapse deals 2 damage to each creature. Remove one experience counter from each creature damaged this way.

· If there are fewer than two experience counters on a creature dealt damage, remove them all.
Pyromancer
2RR

Creature - Human

1/1

R, T: Pyromancer deals 1 combat damage to target creature.

· This creature deals combat damage outside of combat.

· This creature can’t deal combat damage to players.

Raging Minotaur
3RR

Creature - Minotaur Berserker

4/3

Experience

When Raging Minotaur attacks or blocks, it deals damage equal to half the number of experience counters on it, rounded up, to target creature.

· This creature’s triggered ability checks the number of experience counters on it when it resolves.

Slatehide Dragon
3RRR

Creature - Dragon

4/4

Flying

Experience 1--Slatehide Dragon gets +2/+2 and has "R: Slatehide Dragon gets +1/+0 until end of turn."

· This creature gets +2/+2 and has the activated ability only if it has 1 or more experience counter on it. See Experience, above.

Slip of Chaos
R

Instant

If target spell or ability has a single target, reselect its target at random.

· Reselecting a target does not cause abilities that trigger on the "choosing of targets" to trigger. 

· If there are multiple legal targets, it may still choose the original one. 

· If there are no other legal targets, it keeps its target.

· The spell or ability still retains its original target until this card resolves, at which time the set of legal targets may have changed.

Static Barrier
3RR

Enchantment

Whenever a creature attacks you, Static Barrier deals 1 damage to target creature.

· You don’t have to target the creature attacking you.

Shift the Skies
2RR

Sorcery

Each player discards his or her hand and draws that many cards. Then, each player draws or discards cards until he or she has seven cards in his or her hand. For each extra card a player draws this way, he or she loses 1 life.

· If a player loses enough life to be at 0 or less life when this card resolves, he or she loses the game as a state-based effect.

Sulphur Mage
1R
Creature - Wizard

2/2

T: Remove an experience counter from target creature.

· This creature can target creatures with no experience counters, to no effect.

Words of Flame
1RR

Instant

Add R to your mana pool for each experience counter on target creature you control.

· You may target a creature with no experience counters on it, to no effect.

Xerror's Cunning
R
Instant

Flip a coin. If you win the flip, Xerror's Cunning deals 3 damage to target creature or player. Otherwise, it deals 3 damage to you.

· You must choose the target on announcement; you can’t change the target when it resolves.

Xerror's Minion
RCreature - Goblin Minion
2/2

Xerror's Minion can't attack or block.

Experience 1--Xerror's Minion can attack.

· This creature can’t attack or block unless it has 1 or more experience counters on it. If so, it can attack. See Experience, above.

Call of Nature
3GG

Sorcery

Put a creature card from your hand into play. If that creature's converted mana cost is less than five, it comes into play with a +1/+1 counter on it. If its converted mana cost is greater than five, it comes into play tapped.

· If the creature’s converted mana cost is five, it comes into play untapped with no counters.

· If the creature gains experience counters, distinct the difference between the +1/+1 counter and the experience counters.

Chattering Wilderness

4G

Sorcery

Put a 1/1 green Squirrel creature token into play for each experience counter on target creature.

· You may target an opponent’s creature.

· You may target a creature with no experience counters, to no effect.

Cry of the Clouds
3GG

Sorcery

Cry of the Clouds deals 4 damage to target creature with flying.

Draw a card.

· If there are no creatures with flying in play, this card can’t be played.

Crown of Vines
1GG

Enchantment - Aura

Enchant creature

G: Regenerate enchanted creature.

G: Return Crown of Vines to its owner's hand.

· If you play the return ability in response to the regenerate ability, the regenerate ability is countered because it’s no longer enchanting the creature.

Enriched AEther
3GGG

Enchantment

Whenever a creature comes into play under your control, if it has experience, put an experience counter on it. Otherwise, put a +1/+1 counter on it.

· If a creature with a +1/+1 counter gains experience, distinct between the +1/+1 counter and experience counters.

Instilled Strength
GG

Instant

Choose one -- Put two experience counters on target creature; or target creature gets +3/+3 until end of turn.

· You may put experience counters on a creature without experience, but to little effect.

Kazary's Apprentice
1GG

Creature - Human Druid

2/1

Experience 1--G, Discard a green card: Kazary's Apprentice gets +2/+2 until end of turn.

· Play the activated ability only if this creature has 1 or more experience counters on it. See Experience, above.

Kazary's Guardian
2GG

Creature - Cat Guardian

3/3

Experience 6--G: All creatures able to block Kazary's Guardian this turn do so.

Kazary's Guardian gets +1/+1 for every two experience counters on it.

· Play the activated ability only if this creature has 6 or more experience counters on it. See Experience, above.

· This creature gets +1/+1 for every two counters on it, regardless of the first ability.

Seal of Memory
G

Enchantment

Sacrifice Seal of Memory: Put an experience counter on target creature.

· You can target a creature without experience, to little effect.

Rallying Cry
1GG
Enchantment

Whenever a creature you control deals combat damage to a player, if that creature has experience, put an experience counter on it.

· This is an additional trigger to when a creature with experience deals combat damage to a player. It triggers for each creature that damages a player, but only adds a counter if it has experience.

Remember the Past
G
Sorcery

Put an experience counter on target creature.

Draw a card.

· You may target a creature without experience, to little effect.

Ring to the Past
3GG

Instant

Return any number of auras from your graveyard to play enchanting legal permanents you control. Shuffle all other auras in your graveyard into your library.

· You may return zero auras, to shuffle all auras in your graveyard into your library.

Skittering Spider
3GG

Creature - Spider

2/4

Skittering Spider can block as though it had flying.

Experience 4--1G: Regenerate Skittering Spider.
· Play the activated ability only if this creature has 4 or more experience counters on it. See Experience, above.

Spread the Teachings
XG
Instant

Put an experience counter on each of X target creatures.

· You may target creatures without experience, to little effect.

Thicket of Memories
2G
Enchantment - Aura

Enchant land

Enchanted land has "1, T: Put an experience counter on target creature."

· You may target a creature without experience, to little effect.

Vinelasher
3G

Creature - Elf Shaman

1/1

Whenever an experience counter is put on a creature you control, put a +1/+1 counter on Vinelasher.

Remove two +1/+1 counters from Vinelasher: Vinelasher deals 1 combat damage to target creature.

· If this creature gains experience, you must distinguish between the +1/+1 counters and experience counters.

Wandering Elf

G

Creature - Elf

1/2

Experience 1--T: Add G to your mana pool.

· Play the activated ability only if there is 1 or more experience counters on it. See Experience, above

Wandering Wisdom
3G

Sorcery

Search your library for a card with a basic land type, put it into play, then shuffle your library. If that land is a Forest, you may put an experience counter on a creature you control.

· The land doesn’t have to be a basic land.

Welcome Discovery
GG

Enchantment

When Welcome Discovery comes into play, choose a basic land type.

You may play an additional land of the chosen type each of your turns.

· If you have 2 of these, you can choose the same type to be able to play 2 additional lands, or a different type.

Worldly Instructor
1G

Creature - Elf Advisor

1/3

Experience

T: Target creature with power less than the number of experience counters on Worldly Instructor gets +2/+2 until end of turn. Put an experience counter on Worldly Instructor.

· You can’t play the ability if there are no experience counters on the creature; there is no number less than 0.

Arguas Kinneley:
WU

Legendary Creature - Human Warrior

1/3

Double strike

WU: If you control a creature named Omna, remove target creature you own from the game. Return it to play under your control at end of turn.

· There is only one card in Magic with the name Omna. Cards with the word Omna in the name don’t count.

· The ability checks to see if Omna is under your control when it resolves.

· You can play the ability even if Omna isn’t under your control, to no effect.

Arguas' Touch
1WU

Instant

Put an aura card from your hand into play enchanting a legal permanent. That aura gains substance until end of turn and when it loses substance, sacrifice it. Shuffle your library afterwards.

· This card can’t be played if you have no auras in hand.
· This card can’t be played if there are no legal permanents for auras in your hand to enchant.

Blinding Memories
BR

Sorcery

Sacrifice a creature. Blinding Memories deals damage equal to the number of experience counters on it to target creature or player.

· When this card resolves, it counts the number of counters on the creature and deals the damage.

· You sacrifice the creature on resolution, not as a cost.

· You can play this card if you control no creatures, to no effect.

· You can sacrifice a creature with no counters, to deal 0 damage.

Conclave Wayfarer
1G/W

Creature - Human Druid Nomad

2/2

(G/W can be paid with either G or W.) 
Whenever Conclave Wayfarer deals combat damage to a player, if that player controls more lands than you, you may put a basic land card from your hand into play tapped.

· The ability counts the number of lands you control and the number of lands the opponent controls on resolution.

Destined Encounter
GW

Enchantment

GW, Remove an experience counter from a creature you control: Put an experience counter on target creature you control.

· The ability can target the same creature twice.

Elena's Wish
2GWU

Instant

Arcana (This spell may only be played during your upkeep. When it resolves, end the turn.)

Your life total becomes 20.

· See Arcana, above.

Elowyn's Wish
1UBR

Instant

Arcana (This spell may only be played during your upkeep. When it resolves, end the turn.)

Return all creatures your opponents control to their owners' hands. Each opponent discards a card for each creature returned to his or her hand this way.

· See Arcana, above.

Final Conclusion
WUBRG

Sorcery

Each player sacrifices all nonbasic lands he or she controls, then all but one nonland permanent he or she controls.

· The card works as follows: Each player sacrifices all lands except basic lands, then chooses one nonland card and sacrifices the rest, so each player should have only basic lands and one nonland permanent.

Gorilla Tactics

2RG

Instant

Target creature gets +X/+X until end of turn, where X is one plus the number of experience counters on it.

· The card counts the number of counters on resolution.

· You can target a creature with 0 counters, to no effect.

Kazary's Bane
WUBR

Creature – Zombie
3/2

Other creatures you control can't attack.

Other attacking creatures get -3/-1 until end of turn.

· The -3/-1 effect triggers whenever a creature besides this one attacks.

Kazary's Wish
2RGW

Instant

Arcana (This spell may only be played during your upkeep. When it resolves, end the turn.)

Destroy all artifacts, enchantments, and nonbasic lands. They can't be regenerated.

· See Arcana, above.

Lleywen's Bane
BRGW

Creature - Shaman

2/2

Lleywen's Bane can't be countered.

Creature spells you play can't be countered unless an opponent pays 3.

· The payment is an additional cost to play any card that would counter a creature spell directly, not cause a creature spell to be countered by removing legal targets or removing the spell from the stack.

Lleywen's Wish
WUB

Instant

Arcana (This spell may only be played during your upkeep. When it resolves, end the turn.)

Shuffle your hand and graveyard into your library and draw seven cards.

· See Arcana, above.

Lose Self
3WB

Instant

Remove all experience counters from target creature. Put that many experience counters on another target creature.

· Both creatures must be in play when the card resolves, or it is countered.

· You can target a creature with 0 experience counters, to no effect.

Myrael's Wish
1BRG

Instant

Arcana (This spell may only be played during your upkeep. When it resolves, end the turn.)

Discard your hand, draw seven cards, then put a creature card from your hand into play.

· See Arcana, above.

Myriad Golem

X1
Creature - Elemental Golem

1/1

X can't be more than one mana of each color.

Myriad Golem is each color used to pay for it.

Myriad Golem comes into play with X +1/+1 counters on it.

· X can only be only one mana of up to each color, from 0 to 5.

· X can be 0.

Omna
GW
Legendary Creature - Human Druid

3/3

Protection from black

GW: If you control a creature named Arguas Kinneley, target creature has protection from the color of your choice until end of turn.

· There is only one card in Magic with the name Arguas Kinneley. A card with the word Arguas and/or Kinneley in it doesn’t count.

· The ability only checks if Arguas Kinneley is under your control when it resolves.

· You can play the ability even if Arguas Kinneley isn’t under your control, to no effect.

Prismatic Charge
WUBRG

Enchantment

When Prismatic Charge comes into play, put up to 5 charge counters on it.

Sacrifice Prismatic Charge: Destroy each permanent with converted mana cost equal to the number of storage counters on Prismatic Charge.

· X can be any number between 0 and 5, of your choice.

· If X is 0, it destroys all lands and permanents with converted mana cost 0 when activated.

Golden Respite
2WU

Instant

Target player can't play spells or activated abilities this turn.

· A player may still play triggered abilities. Mana abilities are activated abilities. 

Solemn Research
U/BU/B

Sorcery

(U/B can be paid with either U or B.)

Target player discards two cards, then draws two cards.

· First a player discards, then he or she draws. This is opposite of the usual.

· If a player has fewer than two cards in hand, he or she discards his or her hand and draws two cards.

Wind Snare
1W/U

Instant

(W/U can be paid with either W or U.)

Tap or untap target permanent. If it's a creature, remove it from combat.

· This card can be played outside of combat. The removal only happens if it’s in combat.

Academy Monitor
7

Artifact Creature - Drone

4/5

Experience 4--Only one creature may attack or block each turn.

Experience 6--Creatures must attack and block each turn if able.

· This creature gains the Experience 4 text when it has 4 or more experience counters on it.

· This creature gains the Experience 6 text when it has 6 or more experience counters on it. See Experience, above.

Amulet of Restoration

3

Artifact

3, T, Sacrifice Amulet of Restoration: Choose a color. Shuffle all cards of the chosen color you own that are removed from the game into your library.

· You can activate this card even if there are no cards in the removed-from-game zone.

· Activating this card doesn’t shuffle cards in from your sideboard; those are not in the removed-from-game zone.

Inversion Box
3

Artifact

You may choose not to untap Inversion Box during your untap step.

3, T: As long as Inversion Box is tapped, switch target creature's power and toughness. An effect that would alter its power alters its toughness instead, and vice versa.

· When figuring a creature's power and toughness, apply effects in a series of sublayers in the following order: (a) effects from characteristic-setting abilities; (b) all other effects not specifically applied in c, d, or e; (c) changes from counters; (d) effects from static abilities that modify power and/or toughness but don't set power and/or toughness to a specific number or value; and (e) effects that switch a creature's power and toughness. That means this card will always be applied at (e).

Kazary's Filter
3

Artifact

1: Add one mana of any color to your mana pool.

· This is a mana ability.

Knowledge Cube
2
Artifact

2, T: Put an experience counter on target creature.

· You can target a creature without experience, to little effect.

Lleywen's Bauble
1

Artifact

T, Sacrifice Lleywen's Bauble: Look at the top card of your library. You may put that card on the bottom of your library. Draw a card.

· If you have no cards left in your library, you look at none and lose the game as a state-based effect.

Mana Vessel
4

Artifact Creature -- Construct
2/3

Experience

T, Sacrifice Mana Vessel: Add 1 to your mana pool for each experience counter on Mana Vessel.

· This is a mana ability.

· You can sacrifice this creature even if there are no counters on it, to no effect.

Memory Charm
2
Artifact

At the beginning of your upkeep, put a charge counter on Memory Charm.

Sacrifice Memory Charm: Put X experience counters on target creature, where X is the number of charge counters on Memory Charm. Remove those counters at end of turn.

· You can sacrifice this card even if there are no counters on it, to no effect.

· You can target a creature without experience, to little effect.

· If there are fewer than X counters on the creature at end of turn, remove them all.

Mox Opal
0

Artifact


As an additional cost to play Mox Opal, sacrifice an untapped basic land.

T: Add one mana of any color to your mana pool.

· You can’t tap the basic land in response to the announcement of the spell. It’s part of the cost for the land to be untapped.

Ring of Memory
4

Artifact - Equipment

Equipped creature has experience.

Equipped creature gets +1/+1 for every two experience counters on it.

Equip 4

· If equipped creature already has experience, each instance of experience works independently.

· See Experience, above.

Stone of Scrying
4
Artifact

2, T, Sacrifice Stone of Scrying: Put your hand on the bottom of your library in any order and draw that many cards.

· You can sacrifice this card even if you have no cards in hand, but to no effect.

Training Doll
2

Artifact Creature -- Construct
0/1

When Training Doll is put into a graveyard from play, it deals 1 combat damage to target creature.

· This card can deal combat damage outside of combat.

Academy Commons

Land

All lands have "T: Add 1 to your mana pool."

· All lands have the ability, including this one.

Academy Directory
Land -- Island
U, T, Sacrifice Academy Directory: Look at the top card of your library. You may put that card on the bottom of your library.

· If you have no cards in your library, the effect does nothing.

· This land is an Island, so it has “T: Add U to your mana pool.” It is nonbasic.

Academy Gardens

Land – Forest

G, T, Sacrifice Academy Gardens: Search your library for a basic land card and put it into play tapped. Then shuffle your library.

· This land is a Forest, so it has “T: Add G to your mana pool.” It is nonbasic.

Academy Portal
Land

Academy Portal comes into play tapped.

At the beginning of each player's upkeep, that player untaps Academy Portal and gains control of it.

T: Add one mana of any color to your mana pool.

· The land is taken control of even if you didn’t use it.

Crystalline Spring

Land – Plains

W, T, Sacrifice Crystalline Spring: You gain 3 life.

· This land is a Plains, so it has “T: Add W to your mana pool.” It is nonbasic.

Elena's Conclave
Legendary Land -- Plains
As you play Elena's Conclave, put it into your graveyard unless you sacrifice a Plains.

WW: Target creature gets +0/+2 until end of turn.

· As lands don’t require costs to play and don’t use the stack, the wording for this land requires you to sacrifice a land when you play it, or you put it directly into your graveyard. This prevents you from using any of the land’s mana abilities before it dies.
· This land is a Plains, so it has “T: Add W to your mana pool.” It is nonbasic.

Elowyn's Keep
Legendary Land -- Swamp
As you play Elowyn's Keep, put it into your graveyard unless you sacrifice a Swamp.

BB: Target creature gets -1/-0 until end of turn.

· As lands don’t require costs to play and don’t use the stack, the wording for this land requires you to sacrifice a land when you play it, or you put it directly into your graveyard. This prevents you from using any of the land’s mana abilities before it dies.
· This land is a Swamp, so it has “T: Add B to your mana pool.” It is nonbasic.

Fighting Pit
Land

3, T: Choose a creature you control. An opponent chooses a creature he or she controls. Tap both creatures. Each of those creatures deals combat damage equal to its power to the other.

· This card allows creatures to deal combat damage outside of combat.

Hermit's Cottage
Land

You may choose not to untap Hermit's Cottage during your untap step.

4, T: Remove target creature you control from the game. If Hermit's Cottage untaps, return it to play tapped under its owner's control.

· If the land leaves play, the removed creatures stay removed.

Kazary's Grove
Legendary Land -- Forest
As you play Kazary's Grove, put it into your graveyard unless you sacrifice a Forest.

GG: Target creature gets +1/+1 until end of turn.

· As lands don’t require costs to play and don’t use the stack, the wording for this land requires you to sacrifice a land when you play it, or you put it directly into your graveyard. This prevents you from using any of the land’s mana abilities before it dies

· This land is a Forest, so it has “T: Add G to your mana pool.” It is nonbasic.

Lleywen's Laboratory
Legendary Land -- Island
As you play Lleywen's Laboratory, put it into your graveyard unless you sacrifice an Island

UU: Tap target creature without flying.

· As lands don’t require costs to play and don’t use the stack, the wording for this land requires you to sacrifice a land when you play it, or you put it directly into your graveyard. This prevents you from using any of the land’s mana abilities before it dies

· This land is an Island, so it has “T: Add U to your mana pool.” It is nonbasic.

Myrael's Forge
Legendary Land -- Mountain
As you play Myrael's Forge, put it into your graveyard unless you sacrifice a Mountain.

RR: Target creature gains haste until end of turn.

· As lands don’t require costs to play and don’t use the stack, the wording for this land requires you to sacrifice a land when you play it, or you put it directly into your graveyard. This prevents you from using any of the land’s mana abilities before it dies

· This land is a Mountain, so it has “T: Add R to your mana pool.” It is nonbasic.

Sewer Tunnel

Land – Swamp

B, T, Sacrifice Sewer Tunnel: Target player loses 1 life and you gain 1 life.

· This land is a Swamp, so it has “T: Add B to your mana pool.” It is nonbasic.

Sisters' Guildhouse
Legendary Land

Sisters' Guildhouse is every basic land type (even if this card isn't in play).

Whenever you tap Sisters' Guildhouse for mana, you lose 1 life.

· Treat this card as though it were a Plains, Island, Swamp, Mountain, and Forest, regardless of what zone it’s in. It’s not basic.

Solitary Enclave
Land

T: Add 1 to your mana pool.

T, Shuffle Solitary Enclave into its owner's library: Add one mana of any color to your mana pool.

· The second ability is a mana ability, and the shuffle is part of the cost.

Steaming Spring

Land – Mountain

R, T, Sacrifice Steaming Spring: Steaming Spring deals 1 damage to target creature.

· This land is a Mountain, so it has “T: Add R to your mana pool.” It is nonbasic.

Training House
Land

4, T: Training House deals 1 combat damage to target creature you control.

· This card deals combat damage outside of combat.

AEther Spring
Land

T, Pay 3 life: Add 1 to your mana pool. If that mana is spent playing a creature spell with experience, that creature comes into play with an experience counter on it.

· You can play a spell without experience with the mana, but you must still pay 3 life.
