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Land

Dungeon Descent enters the battlefield
tapped.

®: Add ©.
O, @, Tap an untapped legendary

creature you control: Venture into the
dungeon. Activate only as a sorcery.
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sendary Creature — Dragon Go

M When Tiamat enters the battlefield, if

{ you cast it, search your library for up to
five Dragon cards not named Tiamat that
each have different names, reveal them,
put them into your hand, then shuffle.

“My children will rule over all!”
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AFR + EN % CHRIS RAHN M & © 2021 Wizards of the Coast




¢ 2021 Wizards of the Coast

e:Add ¢.

3, ¢: Venture into the dungeon.
Activate only as a sorcery. (Enter the
first room or advance to the next room.)

[T S T

AR TUTH VYT

“Wait, is that a secret door? I can’t tell for
sure . . . there’s some blood in the way.”
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Dungeon Descent
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|

=

e:Add <.

| 4, @, Tap an untapped legendary
d creature you control: Venture into the
| dungeon. Activate only as a sorcery.
| (Enter the first room or advance to the next |

R
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DUNGEON OF THE MAD MAGE
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i Creature — Dragon

M Flying, lifelink, haste

[l Gold dragons are the greatest of

4 the metallic dragons in size, power,
and wisdom, and often take 1t upon

| themselves to safeguard mortal

M communities from evils that might
threaten them.
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hromatic Dragons

Chromatic dragons were a type of dragon distinguished typically by a solid, non-reflective coloring of their scales,
hence the name. They were generally evil, greedy, and predatory, and usually worshiped Tiamat, whom they regarded
as their queen. It was believed by scholars from Candlekeep that all species of chromatic dragons evolved from the
proto-dragon species of the inficedraco genus.

WHITE DRAGONS, also called ice
dragons or glacial wyrms, were the
smallest and weakest of the classic
chromatic dragons. However, they
were by no means harmless. White
dragons were extremely well-suited
to their arctic habitat and had
excellent memories. They were
. | more feral than other dragons,
S IR | though, and always chaotic evil.

“*l enters the battlefield, tap t t | :
P e | | They breathed a cone of ice or frost.

" | creature doesn’t untap during its
controller’s next untap step.
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BLUE DRAGONS, or storm dragons,
were manipulative, lawful evil
chromatics who were infamous for
their skill at creating halluci-
nations, and their cruel use of such
things. They preferred aerial
combat, which allowed them to use
their electrical breath weapon most
ez efficiently. Blue dragons most often
s e el | lived in  arid wastelands and

enters the battlefield, until your next

turn, target creature an opponent | deserts. They were the second most

controls gets -3/-0, up to one other

ek e Al | powerful of the chromatic dragons.

other target creature gets -1/-0.
5/5
289 -

u
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Creature — Dragon




Creature — Dragon

Flying

Acid Breath — When Black Dragon
enters the battlefield, target creature
an opponent controls gets -3/-3 until
end of turn.

291 4/4
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Red Dragon

e
i -
L

Creature — Dragon

Flying
Fire Breath — When Red Dragon

enters the battlefield, it deals 4
damage to each opponent.
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Green D”ra;g’oh'

-

Creature — Dragon

Flying

Poison Breath — When Green Dragon
enters the battlefield, until end of
turn, whenever a creature an opponent
controls is dealt damage, destroy it.
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BLACK DRAGONS, or skull
dragons, were the most vile-
tempered and cruel of all
chromatic dragons. Excellent
swimmers who normally lived in
swamps and marshes, they
preferred ambush attacks. They
had a corrosive acid breath
weapon.

RED DRAGONS were greedy,
chaotic evil creatures, interested
only in their own well-being,
vanity, and the extension of their
treasure hoards. They were
supremely confident, being the
largest and most powerful of the
chromatic dragons. Typically
found living in mountainous
regions, they breathed a cone of
fire.

GREEN DRAGONS were highly
territorial, deceptive, forest-
dwelling creatures who loved
secrets and intrigue. Although
lawful  evil, they  were
duplicitous and cunning foes
who loved combat. They were
the third most powerful of the
chromatic dragons. Their breath
weapon was a cone of poisonous
green gas.




Feqendary Dragons

/

( Icingdeath, Frost Tyrant )

(Legendary Creature — Dragon @

4
Flying, vigilance
When Icingdeath, Frost Tyrant dies,
create Icingdeath, Frost Tongue, a
legendary white Equipment artifact
token with “Equipped creature gets
+2/40,” “Whenever equipped creature
attacks, tap target creature defending
player controls,” and equip 2.
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INGELOAKASTIMIZILIAN, also known as Icingdeath, was a white dragon who lived in
a region of the Reghed Glacier known as Evermelt in Icewind Dale. He spent most of
his time sleeping on a bed of ice that covered his hoard. Icingdeath was killed by Drizzt
Do'Urden and Wulfgar, after Wulfgar threw his warhammer Aegis-fang into an icicle
that fell and impaled the dragon in the heart. They slew Icingdeath so Wulfgar could
fulfill the unfinished quest of his father Beornegar, and claim a trophy that would enable
him to challenge the leader of his tribe to a duel. The dragon's horns served as this
trophy. Even a century after he was slain, Icingdeath's frozen corpse remained within
his lair in Evermelt. It became a site of veneration by cultists of Auril led by Bjami
Tengervaald, who worshiped them as a manifestation of their goddess. Eventually, the
Ice Witch Hedrun Arnsfirth directed her simulacrum to animate Icingdeath's remains as
an undead, skeletal dragon to fight off a band of adventurers within Evermelt.




Y eqendary Dragons

| Legendary Creature — Dragon

Flying
§l Iymrith, Desert Doom has ward 4 as
[} long as it’s untapped.

Whenever Iymrith deals combat damage
to a player, draw a card. Then if you

| have fewer than three cards in hand,
draw cards equal to the difference.
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IYMRITH, also known as the Doom of the Desert and the Dragon of the Statues, was a
powerful blue dragon sorcerer that dwelled within an abandoned amphitheater in the
ruined Netherese city of Anarath in the Anauroch desert. lymrith was manipulative and
cunning, as shown by her ongoing deception of Serissa, daughter of the storm giant King
Hekaton, for an extended duration of time. Her ultimate goal was to shed her physical
form and achieve godhood. To get their revenge for all the chaos Iymrith had caused, the
monarch of the Storm Giants ventured across the desert to [ymrith's domain, protected
by their four bodyguards Nimir, Orlekto, Shaldoor, and Vaasha, to confront the villainous
dragon. While it was unknown if they traveled alongside one another, the same
adventurers that had thwarted Iymrith twice before were also present. Faced with
overwhelming odds, [ymrith was slain in the battle—too prideful to abandoned the home
she had fought so hard to claim centuries before.




Feqendary Dragons

CHARDANSEARAVITRIOL, known as Ebondeath, was a black dragon who became a
dracolich. Ebondeath was the first dragon to settle in the Mere of Dead Men in the
Sword Coast North, making his home in Uthtower and ruling all of the surrounding
area. Ebondeath became a dracolich at the behest of Strongor Bonebag, a priest of
Myrkul and member of the Cult of the Dragon. The Ebondeath Sect of the Cult of the
Dragon began worshiping him at the Mausoleum of the Ebondeath created at the
: Uthtower. Under the Eye of Myrkul, Ebondeath's body disintegrated into dust due to
the god Myrkul's influence, although his spirit was still tethered to his remains.
B < Worshipers from the Ebondeath Sect traveled to the Mere of Dead Men to see the

£ p remains and the sect grew. However, the Ebondeath Sect collapsed when Myrkul was

Ebondeath, Dracolich enters the battlefield § . .
tapped. ~ destroyed. The location of Ebondeath's remains was subsequently lost.

You may cast Ebondeath, Dracolich from
B your graveyard if a creature not named
Ebondeath, Dracolich died this turn.

100/281 M
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Feqendary Dragons

- R >

f inferrioof the Star Mounts., 4 @@ J IMVAERNARHRO, also known as Inferno of the Star Mounts or simply Inferno, was an
ancient red wyrm that laired within the Star Mounts, the range of peaks in the High
Forest of the North. He was famous for his mastery of fire magic and a massive treasure
hoard, legends about which have spread far across the North. Imvaernarho took delight
in observing events of the world as they unfolded around him, interpreting the goings-
on as some manner of play or performance created for his own personal amusement.
While other dragons may be domineering or condescending in their pride, the wyrm
y colloquially known as Inferno acted more like a noble lord that was entitled to
T e entertainment at the expense of others. He thoroughly enjoyed manipulating lesser
Bk beings into carrying out his wills, especially when carrying out attacks against others.

@: Inferno of the Star Mounts gets +1/+0
until end of turn. When its power becomes
20 this way, it deals 20 damage to any target.

e T

~ ATEINTAUNGIY 2T

The ancient dragon Imvaernarhro has earned
his fiery nickname.
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Feqendary Dragons

Legendary Creature — Dragon

14 Flying
|4 Whenever a creature you control deals

ombat damage to a player, create that
|4 many Treasure tokens.

[} The ancient green dragon Claugiyliamatar &

1s often seen with a mangled corpse
dangling from her mouth.
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CLAUGIYLIAMATAR was a green dragon who tried to influence the politics of Waterdeep
and Neverwinter through her own criminal gang. Claugiyliamatar was always fascinated
by powerful elven and human females and the spells that transformed dragons into
humans. Her main aspiration was to be one of those powerful women, living in the hustle
and bustle of city life. However, finding a way in which to do so without risking her
safety proved problematic. Claugiyliamatar employed a large number of agents to
manipulate events in the City of Splendors and Neverwinter known as the Gnawbones.
She also sponsored adventuring parties, like the female nobles of the Bloodred Crown
company.




Fandg of Adbenture

Dungeon Module R11
Cave of the

Frost Dragon
AN ADVENTURE FOR CHARACTER LEVELS 17-20 AN ADVENTURE FOR CHARACTER LEVELS 17-20

G e

Dungeon Module U4
Temple of the

Dragon Queen
AN ADVENTURE FOR CHARACTER LEVELS 5-10

Land

If you control two or more other lands, & i / If you control two or more other lands,

Cave of the Frost Dragon enters the ) - Lair of the Hydra enters the battlefield
battlefield tapped. ; # ’ tapped.

©: Add . / ' : 5 ®: Add G.

A: Cave of the Frost Dragon becomes PN C.: Until end of turn, Lair of the Hydra
a 3/4 white Dragon creature with flying U3y becomes an X/X green Hydra creature.
until end of turn. It’s still a land. It's still a land. X can’t be 0.
As Temple of the Dragon Queen enters the
350 R @ G o Wisaris f e Coun battlefield, you may reveal a Dragon card from 356 R @ ™ 0 %021 Wisacts of the Coust
AFR + EN %> LARRY ELMORE your hand. Temple of the Dragon Queen enters AFR + EN %> WAYNE REYNOLDS
the battlefield tapped unless you revealed a
Dragon card this way or you control a Dragon.

As Temple of the Dragon Queen enters the
battlefield, choose a color.
Dungeon Module R14 ®: Add one mana of the chosen color. Dungeon Module R12

Hall of e— e e Den of the

Storm Giants 2R« N o A e Bugbear
AN ADVENTURE FOR CHARACTER LEVELS 17-20 AN ADVENTURE FOR CHARACTER LEVELS 17-20

4
by
Dungeon Module R15 LN {
= = Hive of the
If you control two or more other lands, Eye Tvrant If you control two or more other lands, Den of

N

g;lrl) i sion (lania enters the hnflidlield AN ADVENTURE FOR CHARACTER LEVELS 17-20 :;‘.e:::iear cos e inl ol Db

®: Add O. ) ©¢: Until end of turn, Den of the Bugbear
©0y: Until end of turn Hall of Storm e ) ; becomes a 3/2 red Goblin creature with

Gl b 7/7 blue Giant : = “Whenever this creature attacks, create a 1/1
lants becomes a / ue Giant creature - ¢ red Goblin creature token that’s tapped and
with ward ©. It’s still a land. attacking.” It’s still a land.

354 R oy & © 2021 Wizards of the Coast . v ¢ 351 R QMW)
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QS

If you control two or more other lands, Hive of
the Eye Tyrant enters the battlefield tapped.
@: Add ©&.

Until end of turn, Hive of the Eye Tyrant
becomes a 3/3 black Beholder creature with
menace and “Whenever this creature attacks,

exile target card from defending player’s
graveyard.” It’s still a land.

355 R éw) ™ & © 2021 Wizards of the Coast
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Clags: Barbarian

BARBARIANS are mighty warriors who rely on their strength and incredible
toughness, and characterized by a bestial rage empowered either by ancestral totems
and nature spirits or an inner passion for violence. Barbarians are less versatile than

fighters but are tougher and capable of dealing heavy damage to their foes much more
quickly.

P e N SH S S St MO SO T TaT o St

il Hobgoblin Captain e

b
b

- T v ¢
‘. Creature — Human Barbarian @ -,

4 Pack tactics — Whenever Hobgoblin
Captain attacks, if you attacked with

i creatures with total power 6 or greater this

4 combat, Hobgoblin Captain gains first

4 strike until end of turn.

4| Hobgoblins do not fear death, for those who fall § ]

N in battle have gained glory eternal.

148/281 C
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ST 2T 0y

- ATE

Trample

Pack tactics — Whenever Tiger-Tribe
Hunter attacks, if you attacked with
creatures with total power 6 or greater
this combat, you may sacrifice another

creature. When you do, Tiger-Tribe Hunter ]

deals damage equal to the sacrificed
creature’s power to target creature.

163/281 U

AFR * EN %> GRZEGORZ RUTKOWSKI ™ & ¢ 2021 Wizards of the Coa:

st

|\ Barbarian Class

3

(Gain the next level as a

2

sorcery to add its ability.) [P

If you would roll
one or more dice,
instead roll that
many dice plus

one and ignore the [§

lowest roll.

1@: Level 2

Whenever you roll
one or more dice,

target creature you [
control gets +2/+0 [

and gains menace
until end of turn.

2@: Y Level3

Creatures you

control have haste. [

N Erichantment.= Class &

#

e
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— - 2

P
S

i When Plundering Barbarian enters the
P} battlefield, choose one —

Fd » Smash the Chest — Destroy target

artifact.

il * Pry It Open — Create a Treasure token.

(It’s an arufact with “e, Sacrifice this
artifact: Add one mana of any color.”)

158/281 C
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Plundering Barbarian 2@ )

b )

Creature — Dwarf Barbarian Q ’




Clasgs: Bard

BARDS are versatile arcane spellcasters, capable in combat, art, and magic alike. Bards
practice magic as they would art or song, using their artistic talents to induce magical
effects that either bolster their allies or hinder their enemies, typically through charms
and illusions. In addition to their magical skills, bards are artistically talented and
extraordinarily well-learned, possessing knowledge in a wide range of fields. Bards
are among the most versatile of adventurers, capable of learning from practically any
trade.

l{ Enchantment — Class

e - o AR - -t 2R ?‘.".‘.—A;‘n-;t_...&a;...c_m.&;1.1-..4‘,3,_._.“;‘:.,_.;;“.‘.,7'
il Inspiring Bard 3 y il Valor Singer 2e
i 2 “ - 279 itf .‘ ﬁ

! AW

i When Inspiring Bard enters the

4 battlefield, choose one —

[ - Bardic Inspiration — Target creature

(4 gets +2/+2 until end of turn.

[l + Song of Rest — You gain 3 life.
“Wake up, my friends! There are deeds to
be done and treasures to be won!”

189/281 C
AFR + EN % EELIS KYTTANEN

- 3
a Creature — Tiefling Bard Q

4 Combar Inspiration — At the

I beginning of combat on your turn,
Pl target creature you control gets

'3 +1/+0 until end of turn.

4 “There 1s only one way forward: into
N legend.”

165/281 C
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(Gain the next level as a
sorcery to add its ability.)

M Legendary creatures

@l you control enter
the battlefield with
an additional +1/+1
counter on them.

% R Level 2

Legendary spells you § |

cast cost @# less 3

to cast. This effect

reduces only the

amount of colored
Sl mana you pay.

32%: b Level 3

Whenever you cast a
legendary spell, exile
the top two cards of

217/281 R
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H you had a land enter the battlefield

4l under your control this turn, venture £}
[ into the dungeon. (Enter the first room ?
4 or advance to the next room.) :

“There’s a new ballad waiting to be
born around every corner.”

210/281 U
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Clags: Cleric

CLERICS are divine servants of one or more gods, serving them with martial might
and divine magic fueled by their own strength of faith. As agents of a divine authority,
clerics are empowered both by ritual training and their god's particular favor.
Relatively rare, clerics inspire both reverence and terror, depending on their aims and

whom they serve.

(‘ Creature — Human Cleric

When Dawnbringer Cleric enters the

battlefield, choose one —

» Cure Wounds — You gain 2 life.

* Dispel Magic — Destroy target
enchantment.

» Gentle Repose — Exile target card
from a graveyard.

009/281 C
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(

Moon-Blessed Cleric V) ,)
*{ S

( Creature — Human EIf Cleric

Divine Intervention — When Moon-Blessed
Cleric enters the battlefield, you may
search your library for an enchantment
card, reveal it, then shuffle and put that
card on top.

Seliine guides her devotees with majestic
wisdom and grace.

026/281 U
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Cleric Class

(Gain the next level as a
sorcery to add its abiliry.)

If you would gain
il life, you gain that
much life plus 1

instead.

3%: Level 2

Whenever you gain
life, put a +1/+1
counter on target

| When this Class
. g§becomes level 3,
return target
f|creature card from
your graveyard to
'8 \ R the battlefield. You
4 ] WW | cain life equal to its
’ H toughness.

N

Enchantment )

006/281 U
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( Creature — Dwarf Cleric Q)

When Priest of Ancient Lore enters
the battlefield, you gain 1 life and
draw a card.

“We are a product of our ancestors, the
apotheosis of countless noble generations.
Speak their names with reverence, and
they will guide your path.”

035/281 C
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your control, you gain
1 life.

’ [ E ’ I TP ; :
= : 1l Whenever a land enters
‘ 3 S| the battlefield under E

l22: 7 Level2[f§

You may play an
additional land on each
of your turns.

DRUIDS are primal spellcasters of considerable power and versatility, who gain their b o this;as:“"“

power through being at one with nature or through a connection to a powerful deity : el fna g
or nature spirit. Guardians of the wilderness, druids see themselves less as masters of L
the natural order and more as an extension of its will. , S S

lands you control.” It’s &
still a land.

180/281 U
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creature — fumanDrud Q)
] Vigilance
Il Whenever Sylvan Shepherd attacks,
i} roll a d20.
by 1-9 | You gain 1 life.

10-19 | You gain 2 life.

20 | You gain 5 life.

4 Circle of the Moon Druid is a Bear
1§ with base power and toughness 4/2.
I (1t loses all other creature types.)

¢:You may put a land card from
il your hand onto the battlefield.

| Druids of the Circle of the Moon are &
fierce guardians of nature who haunt the ¥
deepest parts of the wilderness.

177/281 C 204/281 C
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Class: Fighter

FIGHTERS are warriors skilled with a variety of weapons and trained in the arts of

war. A skilled fighter defines the front line of any battle, breaking through enemy
ranks and holding the line while their allies maneuver. All fighters are trained to use
virtually any armor or weapon the situation requires; a fighter can use an axe, a rapier,
or a greatsword with roughly equivalent skill. As well as being combat generalists,
most fighters also specialize in a particular skillset, such as archery or combat magic.

(Creature — Human Warrior Q)

4

When Veteran Dungeoneer enters the |
battlefield, venture into the dungeon. |
(Enter the first room or advance to the
next room.)

Her tales of glory light a fire in the souls ‘
of the next generation of adventurers.

3/4

040/281 C
AFR * EN %> SEBASTIAN GIACOBINO

Armory Veteran
2 ; {3

§ = ‘ 3
il Creature — Orc Warrior QJ
i 3

As long as Armory Veteran is equipped,
A it has menace. (It can’t be blocked except ¥

¥4 by two or more creatures.)

o “This one is for goblins, this one is for
3 owlbears, this one s for toast, this one is

i for. .

130/281 C
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{( Creature — Dwarf Warrior

As long as Dwarfhold Champion is
equipped, it gets +0/+2.

Courage is neither a shield nor an axe,
but the will to wield both in defense of

the innocent.

014/281 C
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Fighter Class

(Gain the next level as a
sorcery to add its abiliry.)

When Fighter Class
|enters the battlefield,
\search your library
N for an Equipment

M| card, reveal it, put it
into your hand, then
il shuffle.

1@%: Level 2 |

Equip abilities you
activate cost 2 less
B to activate.

= EEFLH Level 3 ||

i Vi

R i SR 4

222/281 R
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4 When Jaded Sell-Sword enters the
i battlefield, if mana from a Treasure

4 was spent to cast it, it gains first
i strike and haste until end of turn.

M| “Today? That’ll cost you extra.”’

152/281 C
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Clags: Monk

MONKS are spiritual ascetics and practitioners of a mystical energy known as ki, the
magical essence which flows through all living things. Monks utilize this energy to
augment their own physical abilities, granting them extraordinary speed and strength.
Monks can also use their own ki to alter the energy flow in other living creatures, for
both defensive and offensive purposes. Monks' ability to manipulate ki is often (but
not always) mediated by their own psionic ability.

Monk Class 0

(Gain the next level as a
sorcery to add its ability.)

The second spell you
cast each turn costs 1
less to cast.

When this Class
becomes level 2,

|nonland permanent to
its owner’s hand.

| % ¢: Level 2 §

return up to one target §

1%6¢: Level 3

8%

(‘ Creature — Human EIf Monk

Vigilance

Stunning Strike — 1 %, @ : Tap target
creature.

This fight was over the moment you
picked up that clumsy cleaver of a sword.

019/281 C
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At the beginning of

™ your upkeep, exile
the top card of your
library. For as long as
it remains exiled, it

as you’ve cast another
spell this turn.”

has “You may cast this §
card from exile as long §'

. Enchantment — Class

Monk of the Open Hand

‘ Creature — EIf Monk

Flurry of Blows — Whenever you cast
your second spell each turn, put a +1/+1
counter on Monk of the Open Hand.

His mind is a tranquil meadow, his fists a
raging storm.

025/281 U
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Paladin Class *)

[ G | (Gain the next level as a
’ sorcery to add its abiliry.)
‘ a a I I I N Spells your

during your turn
cost 1 more to cast.

2 % : Level 2

Creatures you

control get +1/+1.

PALADINS are holy crusaders, sworn to an oath to promote and fight for their beliefs 2N vy Tevel3
and values. As paragons of their beliefs, paladins are granted the ability to wield divine Pl eve: yon

§attack, until end

magic by deities or similar powers. So long as a paladin stays true to their oath, they e RO

§ attacking creature
gets +1/+1 for each

retain the ability to wield these powers. The life of a paladin more commonly attracts otier stacking

good persons to it than those with malice in their heart, but evil paladins are not SOMblE see

unheard Of ( Enchantment — Class

029/281 R

AFR + EN %> CAMPBELL WHITE

( Devoted Paladin &k ,) Steadfast Paladin ¥ /)

g‘ Creature — Orc Knight @ /} q Creature — Dwarf Knight @ )

/

Beacon of Hope — When Devoted Paladin ‘ 1
enters the battlefield, creatures you 1 Lifelink
control get +1/+1 and gain vigilance until ‘

i
end of turn. i “When I made my oath to Moradin, I left |
“I swore a sacred oath to protect the weak 1 ‘;)eéflit ;hn[ess a;ezdl;‘zoul)ardzce _l;ehmd. Ever};)z
and punish those who threaten them. As long &2 marce thal comnuhnens el
as I draw breath, I will protect you.”

011/281 C
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»,

3: (Gain the next level as a 3
’ | (8 sorcery to add its ability.) |

J | When Ranger Class b4
‘ E enters the battlefield, §

create a 2/2 green
Wolf creature token.

e |
18 Level 2 [§

Whenever you
attack, put a +1/+1

counter on target

RANGERS are warriors who excel at exploring the fringes of civilization and hunting W e Z‘ff“i“g e
down deadly monsters. Hunters, scouts, trappers, and assassins, rangers can be found N nldobiou;
wherever civilization borders the wilderness. To aid them in their outback treks, ibrary any e,
rangers are trained in a number of combat techniques, survival skills, and even magic. creature spel

from the top of
your library.

Enchantment — Class

s a1 o = s s
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il Elturgard Ranger 48 c Intrepid Outlander e

, :

=5 Z ’ - ,\

Creature — Human EIf Ranger ¥
H{ Reach
[§ When Elturgard Ranger enters the

4 battlefield, create a 2/2 green Wolf
(4 creature token.

| Since the fall of Elturel, they’ve walked
the Sword Coast from Tethyr to Icewind
Dale, eyes always on their prey.

182/281 C
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Pack tactics — Whenever Intrepid

Outlander attacks, if you attacked

b with creatures with total power 6

or greater this combat, venture into
the dungeon. (Enter the first room or
advance to the next room.)

191/281 U
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Clags: Rogue

ROGUES are versatile masters of stealth, nimble combat, and various skillful tricks.
Where other adventurers have the power to defeat their enemies, rogues use their wits
and their natural resourcefulness to exploit their foes' vulnerabilities as well as to lead
their allies safely through dangerous environments, disarming traps and opening locks

along the way.

|7,
Ve

' SES-

[l Whenever Guild Thief deals combat

4 damage to a player, put a +1/+1 counter

[l on it.

|l Cunning Action — 3 ¢ : Guild Thief can’t
be blocked this turn.

e puts some coin in the Guild’s pocket and |

sends a message at the same time.

061/281 U
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_ —oard er . i )

&/

Bl Whenever Hoard Robber deals
combat damage to a player, create a
Treasure token. (It’s an artifact with
“e, Sacrifice this artifact: Add one
mana of any color.”)

H “And to think, a year ago I was picking
pockets in Waterdeep.”

110/281 C
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Whenever Soulknife Spy deals combat §
[ damage to a player, draw a card. v

“My psychic blade cuts the mind and

Al severs thoughts. Even if you survive,
\| vou’ll never remember I was here.”

075/281 C
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Rogue Class 0%

(Gain the next level as a
sorcery to add its ability.)

Whenever a creature
you control deals
combat damage to a
player, exile the top card
of that player’s library
face down. You may
look at it for as long as
it remains exiled.

1e®: Level 2

Creatures you control
have menace.

26%: Level 3 d

You may play cards #
exiled with Rogue Class,
and you may spend )
mana as though it were
mana of any color to
cast those spells.

Enchantment — Class R

Lightfoot Rogue l& )

8 Sneak Attack — Whenever Lightfoot

Rogue attacks, roll a d20.

1-9 | Lightfoot Rogue gains deathtouch
until end of turn.

10-19 | It gets +1/+0 and gains
deathtouch until end of turn.

i 20 | It gets +3/+0 and gains first strike

and deathtouch until end of turn.

11/281 U
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Sorcerer Class @

’ Y (Gain the next level as a
¥ sorcery to add its ability.)
TN When Sorcerer Class 3
‘ ", enters the battlefield,
draw two cards, then

discard two cards.

& ¢ Level 2 ff

Creatures you control
have “e: Add ¢ or @.
Spend this mana only

SORCERERS are wielders of arcane magic that taps into the Weave in ways bound Socery el or o g
only by their own willpower. Unlike most other arcane spellcasters, particularly the \ - 0o Ll
wizards they are often compared with, sorcerers have innate magical ability and are TN e
noted for their lack of study in obtaining such power. A sorcerer prefers to unleash . Eh[h%"gfpbli'zgl s
their full power, without restraint, blasting their enemies into oblivion. As a result, the : Jouve cast this torn.

magic a sorcerer wields is intensely powerful though often somewhat unpredictable. R itent — Class <)

P

Aberrant Mind Sorcerer 0 l |\ Brazen Dwarf ey | Scion of Stygia 2¢ |
! - : : \

K

f R - j
: 4 |
q !

2

1
|

K6 o3 Sy i

Ay £

|

a ; & ¢

{l Creature — Human EIf Shaman Py x . Creature — Dwarf Shaman Q)
f
y

SN

£ 89

Psionic Spells — When Aberrant Mind ' Wild Magic Surge — Whenever Chaos

Y Channeler attacks, roll a d20. ‘

i{| 1-9 | Exile the top card of your library. You §
may play it this turn. 3

4 10-19 | Exile the top two cards of your

Sorcerer enters the battlefield, choose J Flash

il target instant or sorcery card in your
graveyard, then roll a d20.
1-9 | You may put that card on top of
your library.
Ml 10-20 | Return that card to your hand.

e,

Cone of Cold — When Scion of Stygia enters
the battlefield, choose target creature an
i opponent controls, then roll a d20.

1-9 | Tap that creature.

10-20 | Tap that creature. It doesn’t untap
during its controller’s next untap step.

| t\»\\\\ . 3

f creature — Teting shaman____ Q)
!
’\

SRSk

il 20 | Exile the top three cards of your
library. You may play them this turn.

044/281 U 134/281 C 070/281 C 136/281 U
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T T T AT e T C e AT

{ aro Class @

. (Gain the next level as a |8
0 sorcery to add its abiliry.) |

< At the beginning of #

Y your end step, if a )
‘ creature died this turn,

each opponent loses
1 life.

1®: Level 2 ¥

When this Class
becomes level 2, look
at the top three cards

WARLOCKS are arcane spellcasters who gain power through pacts with powerful : ?ghmm‘btti["yi"d :
entities, most commonly devils, elder evils of the Far Realm, fey, or demons. These : R <<y

pacts allow warlocks to channel powerful abilities of arcane might that would g
otherwise be closed to them. Those abilities aren't limited to those striking pacts with ot yg"f‘[didtffﬂihy

lost this turn. (Damage

magical entities. Some are born with them because they belong to a powerful magical ! “ causs s o/ )
bloodline and those who master that power are also called warlocks. Efichiitedb SRS e

125/281 U
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{Grim Wanderer 1 &)

L
Y

{ Creature — ElfWarlock Q]

Creature — Goblin Warlock &)

Q3 Circle of Death — 5 ®: Roll a d20.
1-9 | Each opponent loses 2 life.

10-19 | Each opponent loses 2 life and you ‘

gain 2 life.

20 | Each opponent loses 2 life and you
@l cain 2 life. Create two Treasure tokens.
W (They’re artifacts with “e, Sacrifice this

artifact: Add one mana of any color.”)

108/281 C
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§ Flash

Tragic Backstory — Cast this spell only

if a creature died this turn.

There 1s a stillness that walks with him,
the quiet that follows great tragedy, when

H coen the mourners are too exhausted to

weep.

107/281 U
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ll When Hired Hexblade enters the
battlefield, if mana from a Treasure
was spent to cast it, you draw a card §
and you lose 1 life.

B “I’ll take care of it. You just be sure to

hold up your end of the deal.”

109/281 C
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Clags: Wizard

WIZARDS are arcane spellcasters that learn to practice the Art through research and
learning. They draw upon the Weave through a broad range of magical spells and
abilities learned through years of practice and training. Through the spells they
prepare and memorize, powerful wizards can take control over a battlefield,
commanding fire and lightning as easily as others wield sword and shield. They can
learn and perform intricate rituals of arcane power that draw in entities from across
the multiverse or peer into future potentialities that have not yet come to pass.

l Arcane Investigator e il Eccentric Apprentice 2¢ '

-4 T T

Creature — EIf Wizard Creature — Tiefling Wizard B
Flying

| Search the Room — 5 é: Roll a d20. [§ When Eccentric Apprentice enters the
battlefield, venture into the dungeon. (Enter
| il the first room or advance to the next room.)

At the beginning of combat on your turn, if

you’ve completed a dungeon, up to one target [
|l creature becomes a Bird with base power and §§

toughness 1/1 and flying until end of turn.

{ 1-9 | Draw a card.

{ 10-20 | Look at the top three cards
of your library. Put one of them into
your hand and the rest on the bottom
of your library in any order.

L
J
|
I
:
y

TN
TTEET M

t
|

~ —
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il Wizard Class ¢ ‘

(Gain the next level as a
sorcery to add its ability.)

You have no
maximum hand

f
"{
size. h
t
i

2¢: R Level 2 §5

When this Class
becomes level 2,
draw two cards.

46¢:

Whenever you
draw a card, put a
+1/+1 counter on
target creature you
control.

081/281 U
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| permanent not named Clever
[§ Conjurer. Activate only as a sorcery.

051/281 C
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Inbentory

¥l Equipped creature gets +4/+0.

 Equip 5 ('5:Attach to target creature
you control. Equip only as a sorcery.)

 “If you’re so mighty, scaled one, then
why are you dead?”

il Dueling Rapier @) R S e
E / 4

A

CPREGE N\ B N A e P

Artifact — Equipment Q

When Dueling Rapier enters the
battlefield, attach it to target creature
you control.

Equipped creature gets +2/+0.

M\ Equip 4 (4:Aunach to target creature
you control. Equip only as a sorcery.)

L

T GTEG WU B

140/281 C
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{ +2 Mace . *),

( Delver’s Torch Q¥

| Equipped creature gets +2/+2.

4 Equip 3 (3:Autach to target creature
Equipped creature gets +1/+1. ¢ ; g you control. Equip only as a sorcery.)
Whenever equipped creature attacks, ) g : ; 3

venture into the dungeon. (Enzer the first |§ The weight of ll’{ZS magic weapon falls
room or advance to the next room.) 4 heavy on the wicked.

Equip 3 (3:Attach to target creature you |

control. Equip only as a sorcery.) | & 001/281 C

AFR * EN % JAREL THREAT

T YT BTN B

“Not all of us have darkvision, okay?”

010/281 C ™ & € 2021 Wizards of the Coast
AFR * EN % BRAM SELS



A Inbentory

R N N e

e —

o e,

Equipped creature gets +0/+1 and has
ward 1. (Whenever equipped creature
becomes the target of a spell or ability an
opponent controls, counter it unless that P

player pays 1.) 8 7 >

Equip 0. Activate only once each turn. || i ‘ Dancing Sword L&)

£

T WDTS BOTLA B

Lighrweight, flexible, and proteczive.r

248/281 C & © 2021
AFR * EN %> MARTINA PILCEROVA

&

‘ Artifact — Equipment @ )

Equipped creature gets +2/+1.

When equipped creature dies, you
may have Dancing Sword become a
2/1 Construct artifact creature with
flying and ward 1. If you do, it isn’t
an Equipment.

o —

2

o T BTN WO B B
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AFR + EN % WISNU TAN

{(Boots of Speed '-

ENYE

e MO TR

P

Equipped creature gets +1/+0 and
i has haste.

Equip 1 (1:Azttach to target creature
|| you control. Equip only as a sorcery.)

Click your heels and become Vthe wind.

133/281 C
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( Paladin’s Shieid 3 ‘A

HInbentory

4 Flash
When Paladin’s Shield enters the

{ battlefield, attach it to target creature

{ you control.

1 Equipped creature gets +0/+2.
Equip 3 (3: Attach to target creature
you control. Equip only as a sorcery.)

030/281 C ™ & © 2021 Wizards of the Coast
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ward 1. (Whenever equipped creature g
becomes the target of a spell or ability an |8
opponent controls, counter it unless that
player pays 1.)

Equip 3. This ability costs 1 less to
activate for each other Equipment you |
control.

A& TIIOES WO B T,

032/281 U ™ & 0 2021 Wizards of the Coast
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Artifact — Equipment

- e —

- e 1 Equipped creature gets +2/+0 and has
il Ranger’'s Longbow d { deathtouch.

5 ®®®: Until end of turn, Vorpal Sword |
gains “Whenever equipped creature deals
combat damage to a player, that player
loses the game.”

Equip #®

124/281 R - ™ & © 2021 Wizards of the Coast
AFR + EN % CAI0 MONTEIRO

i
4
Artifact — Equipment Q %
Equipped creature gets +2/+1 and has ,
reach.

Equip 3 (3:Auwach to target creature
you control. Equip only as a sorcery.)

T TTRS BTN M BT R R S

With the right weapon, a fearsorhe beholder |
is nothing more than a big floating ¢
bullseye.

igé/czﬁarl C&Mmcn;\ MEDEIROS D 202 Wiemsiel e Coty ’ EqUipped creature gets +1/+0 and haS Yag
“Whenever this creature attacks, you |#
| may sacrifice Spare Dagger. When you |§
do, this creature deals 1 damage to
| any target.”

1 Equip 1 ('1:Azttach to rarget creature
you control. Equip only as a sorcery.)

l Artifact — Equip

L o

When Thieves’ Tools enters the battlefield, ﬁ
create a Treasure token. (It’s an artifact with i
“e, Sacrifice this artifact: Add one mana of

any color.”)

Equipped creature can’t be blocked as long
as its power is 3 or less. ;

Equip 2 ('2:Auach to target creature you
control. Equip only as a sorcery.)

250/281 C
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HInbentory

T RS WU A B U

Whenever you discard a card, exile that / R BHh
card from your graveyard. : \ {(Potion of Healing
2, o: Draw a card, then discard a card. |§ \ ’ -

4, &, Sacrifice Bag of Holding: Return
all cards exiled with Bag of Holding to
their owner’s hand.

Leave no treasure behind.

240/281 U
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When Potion of Healing enters the
battlefield, draw a card.

%, @, Sacrifice Potion of Healing: You
gain 3 life.

2

Magic can knit the body back together,
but the courage to fight on comes only
from within.

034/281 C
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{{ Wizard's Spellbook S¢ ¢

§
!
{
5
é
\

e Wl P

o: Exile target instant or sorcery card from a
graveyard. Roll a d20. Activate only as a sorcery.

1-9 | Copy that card. You may cast the copy.

10-19 | Copy that card. You may cast the copy
by paying 1 rather than paying its mana cost.
20 | Copy each card exiled with Wizard’s
Spellbook. You may cast any number of the
copies without paying their mana costs.

=

S N DTy

tl Climb Over — ¢ : Target Wall can’t block
this turn.

{ Tie Up — 3, e:Target creature doesn’t

1 untap during its controller’s next untap & PRV D € e e ot i G
] step. AFR * EN % IRIS COMPIET

Rappel Down — 4, ¢ : Venture into the
dungeon. Activate only as a sorcery. (Enter
the first room or advance to the next room.)

244/281 U
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turers

ADVENTURES IN THE

FORGOTTEN REALMS'

Legendary Creature - Dwarf Clerlc @

When Barrowin of Clan Undurr enters
the battlefield, venture into the dungeon.

Whenever Barrowin of Clan Undurr
attacks, return up to one creature card
with mana value 3 or less from 1 your
graveyard to the battlefield if you’ve
completed a dungeon. it

336
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Legendary Creature — _'warfw,a'rrior @

BARROWIN UNDURR was a devoted Gold Dwarf Cleric of Gorm Gulthyn. Along with
several other adventurers, she played a vital role in thwarting the schemes of the Cult of
the Dragon in the late 15th century DR. She had a dour outlook on life but would always
stand against evil, especially when it moved against dwarven-kind. Barrowin took
immaculate care of her weapons and armor. She never let them become rusty. She kept
a single gem along with her during her travels, and had regular conversations with it. It
was unknown whether or not the gem ever reciprocated.

Each creatufé yo'u’ control gets 42/+0
for each Equipment attached to it.
' You may pay 0 rather than pay the
equip cost of the first equip éblhty
you activate each turn. S

337
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BRUENOR BATTLEHAMMER was a Shield Dwarf Fighter and the eighth, tenth, and
thirteenth king of Mithral Hall from 1356 DR to 1362 DR and 1370 DR to 1409 DR. He
was the dwarven adoptive father of Catti-brie and Wulfgar, friend to Drizzt Do'Urden
and Regis, crafter of Aegis-fang, and a member of the Companions of the Hall. Bruenor
had wild red hair and beard. He had a large, hawk-like, pointy nose that had been broken
several times. His eyes were blue and he stood 4.5 feet (1.4 meters) tall. In 1357 DR, he
lost his right eye in battle and gained a great scar running from his forehead to his jaw.
However, his eye was later restored. Bruenor was gruff and stubborn, but he showed a
tender side for his daughter, Catti-brie, and even Wulfgar at times. He was somewhat
suspicious of magic. He was willing to put aside his prejudices for other races when
needed, which helped him gain the friendship of Drizzt. He was a strong leader and
equally strong fighter. His legacy of leadership still persisted decades after his death. He
was reincarnated in 1463 DR as Reginald Roundshield of Citadel Felbarr.




Legendary Creature = Elf Shaman

Whenever Delina, Wild Mage attacks, choose
target creature you control, then roll a d20.

1-14 | Create a tapped and artackmg token
‘that’s a copy of that creature, except it’s not
legendary and i it has “Exile thls cregtur e
end of combat.” e

15-20 | Create one of those tokens Rolll
again.

«h
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DELINA was a Moon EIf Sorcerer who decided to travel to Baldur's Gate in order to
find her twin brother, Deniak, whom she sensed was in trouble via their mystic bond.
Inquisitive and fearless, she may have looked vulnerable but she carried a great strength
within. While her wild surges often created chaotic circumstances, Delina often sought
more stability and structure in her life. This desire for safety and control only went so
far however, as Delina came to understand she must embrace her true nature and come
to terms with her abilities. While Delina had tremendous natural ability wielding magic,
she never truly accepted her potential to its fullest extent. The source of her power
originated from emotions and her empathetic nature. It manifested in new and
astounding ways when she or those she cared for were in peril, or their emotions were
too overwhelming to bear. Despite her potential innate power, Delina enjoyed using her
magical abilities to bring joy to others, such as providing entertainment for children.

Legendary Creature — EIf Ranger @

Double strike

When Drizzt Do’Urden enters the battlefield,
create Guenhwyvar, a legendary 4/1 green Cat
creature token with trample.

Whenever a creature dies, if it had power
greater than Drizzt’s power, put a number
of +1/+1 counters on Drizzt equal to the
difference.

338

DRIZZT DO'URDEN (Drizzt Daermon N'a'shezbaernon) was a male Drow Ranger. He
was an atypical drow who had forsaken both the evil ways of his people and their home
in the Underdark, to become the legendary hero of the North. Like other drow, Drizzt's
skin was black and his stark white hair was long, thick, and flowing. Drizzt's favorite
weapon was the scimitar, and he carried two, nicknamed Twinkle and Icingdeath. He
also carried a unique figurine of wondrous power that summoned his black panther
companion Guenhwyvar. He normally wore a necklace attached to a white unicorn
head, the symbol of his goddess, Mielikki, the goddess of rangers. This symbol was
crafted for him by his good friend Regis from scrimshaw (the bone of the knucklehead
trout found in Icewind Dale). Thoughtful and sensitive to others, Drizzt held himself to
the highest ideals but didn't expect the same of others. Drizzt was haunted by the danger
he brought to those he befriended, thanks to the scrutiny of the clerics of Lolth and his
other foes (notably the demon Errtu and the human assassin Artemis Entreri).

N\ }-"\‘ \\g{
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Legendary Creature — Tiefling Warlock @

Dark One’s Own Luck — Whenever
you roll one or more dice, Farideh,
Devil’s Chosen gains flying and
menace until end of turn. If any of
those results was 10 or higher, draw
a card.

FARIDEH was a Tiefling Warlock who accidentally made a pact with the cambion
Lorcan. She was the adopted daughter of a dragonborn warrior named Mehen and the
twin sister of Havilar. Farideh was tall and thin and had one golden and one silver eye.
Farideh had a love—hate relationship with her master Lorcan. She wanted to get out of
the pact that she never really wanted in the first place but was unwilling to take the
necessary steps. She had at least one occasion to kill Lorcan, which would have ended
the pact but she chose not to. She loved her sister and adopted father although she
frequently argued with both.




2 #® ¢: Draw a card. You may put a
land card from your hand onto the
battlefield. ‘

GRETCHEN TITCHWILLOW was a wandering Halfling Druid in the late 15th century
DR. Gretchen had a love for the tranquility of nature, and a dislike for busy cities. A
capable druid, Gretchen could wild shape into a number of animal forms, including
badger, mouse, owl, and tortoise. Gretchen found her vocation as a druid in a grove of
willow trees near Waterdeep. She visited often, content to enjoy the silence of the
woods. One day, the willow trees began speaking to her. They took her under their
boughs, telling her stories and teaching her many willow-secrets over the course of a
full year. At year's end she was given a huge gem that allowed her to commune with the
willows always, and was sent off to wander under the wise guidance of the trees.
Eventually she was tasked with traveling to the city of Baldur's Gate to put down an
evil presence and plant a willow tree.

| Mer XN W
i %ﬁ“{s\ L

Legendary Creature — Human EIf Bard @

When Kalain, Reclusive Painter enters
the battlefield, create a Treasure token.

Other creatures you control enter the
battlefield with an additional +1/+1
counter on them for each mana from a
Treasure spent to cast them. &

KALAIN was a famously eccentric Half-Elven Bard and painter, the former lover of
Dagult Neverember from Waterdeep. Kalain loved Dagult dearly, and became furious
when he broke their relationship off. After separating from the then-Open Lord, she
started painting monsters meant to be representations of him that, thanks to her ability
to draw upon the Weave, could come to life. After her relationship ended, Kalain
became paranoid, thinking that every stranger she encountered was an assassin sent by
Dagult. The one exception to Kalain's paranoid tendencies was Vhaspar Holmdreg, an
elderly Ilmatari priest who periodically brought her food, firewood, and painting
supplies. He rented a room in the west wing of Kalain's house, and as such was
entrusted with a key to the building. Kalain had earned the loyalty of the rats living in
her home, and they were always ready to defend her from attack.

P b
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Legendary Creature -‘Human EIf Rogue @

Whenever Krydle of Baldur’s Gate
deals combat damage to a player, that
player loses 1 life and mills a card,
then you gain 1 life and scry 1.

Whenever you attack, you may pay
2. If you do, target creature can’t be
blocked this turn.

KRYDLE was a Half-Elf Rogue and poet who lived in Baldur's Gate in the late 15th
century DR, estranged from his father Coran. He hated the politics of the city and the
schism between upper and lower cities. Despite being estranged from his father and his
hatred of the city's nobles' machinations, Krydle was very familiar with politics and
knew its inner workings well. Throughout his life, Krydle was a member of the city's
vast criminal network. In his youth he was a member of the gang known as the Blades
of Burgust, alongside Dorjo, Lily Swift, and Burgust himself. As an adult, he shared his
hidden underground safehouse with his halfling friend and trusted ally Shandie and
formed a group of adventurers with Minsc and Delina. Krydle and Shandie shared a
close bond, both wanting little more than to continue their life of crime. As they saw it,
their lifestyle benefited the poorest and most unfortunate Baldurian citizens.




Minsc, Beloved Ranger

When Minsc, Beloved Ranger enters the
battlefield, create Boo, a legendary 1/1 red
Hamster creature token with trample and
haste.

X: Until end of turn, target creature you
control has base power and toughness X/X
and becomes a Giant in addition to its other
types. Activate only as a sorcery.

344 M
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MINSC was a kind-hearted—but rather addled— Rashemaar Ranger that enjoyed many
adventures across the Sword Coast and beyond. He was a large, bald human. His face
was partially covered in a purple tattoo. He joined many adventuring parties throughout
the 14th and 15th centuries DR, including the Heroes of Baldur's Gate. Minsc was
famously known for his habit of talking to a hamster called Boo, whom he believed was
a miniature giant space hamster, despite no one else ever witnessing any evidence of
this. It was believed that Minsc had suffered significant head trauma sometime in his
past; it was not known what his mental capacities were before that, but he mentioned
that it had happened around the time he befriended Boo, whom he knew had a brilliant
mind and brave heart. Fortunately, he was also kind by nature and was determined to
be a hero. He espoused either a neutral or chaotic version of a morally good outlook on
life. The brave hero even found himself an "arch-enemy" in Krigar the Courageous, an
oni mage that masqueraded as a competing hero in Baldur's Gate.

Magical Tinkering — %, ¢, Sacrifice
an artifact: Search your library
for an artifact card with mana
value equal to 1 plus the sacrificed
artifact’s mana value, put it onto the
battlefield, then shuffle. Activate only
as a sorcery.

2/2
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OSWALD FIDDLEBENDER was a Gnome Artificer of many professions who sold potions
and piloted an airship in the late 13th and early 14th centuries DR. Eccentric, bumbling,
yet brilliant Oswald owned numerous loosely bound tomes and notebooks with spells
and recipes. Some were of his own creation, including Oswald's Mending, penned with
Maralie Fiddlebender's assistance—the spell that patched and fixed his flying ship.
Oswald was a skilled alchemist, especially in producing volatile and dangerous potions.
He could also create different types of armor from beetle shells. As well as producing
armor, he was also able to tailor garments, such as cloaks, gloves, scarves, hats and
boots. Adventurers could purchase any of these items of clothing by providing Oswald
with the materials (such as a yeti pelt) and gold.

Bewitching Whispers — When Shessra,
Death’s Whisper enters the battlefield,
target creature blocks this turn if able.

Whispers of the Grave — At the
beginning of your end step, if a
creature died this turn, you may pay 2
life. If you do, draw a card.
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SHESSRA was a Half-Elf Warlock who was obsessed with plundering the secrets of the
ancient empire of Netheril, a realm ruled by powerful wizards whose fall brought the
vast desert of Anauroch into being. True to her nickname, she spoke only in sibilant
whispers, whether she was using magic to bend the minds of others to her will or draw
out the secrets of the dead.




Trelasarra, Moon Dancer &

\,

- Whenever you gain life, put a +1/+1

| counter on Trelasarra, Moon Dancer

- and scry 1. (e 0
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TRELASARRA ZUIND was an Elf Cleric, priestess of Eilistraee, informal leader of the
newly restored Promenade of the Dark Maiden as of the 1490s DR. Trelasaarra was a
kind and gentle soul. She wished to live engaging in the worship of Eilistraee and putting
her teachings in practice. However, she was also well aware of the threats posed to the
newly restored Promenade, and was ready to fight and take all the measures needed to
protect the people living there. Despite being their leader, Trelasarra didn't claim any
title—a loose hierarchy, with little to no formal titles, was the standard for the Church of
Eilistraee.

Legendary Creature — Human Wizard @

Whenever you cast a creature spell
that doesn’t share a creature type
with a creature you control or a
creature card in your graveyard, copy
that spell. (4 copy of a creature spell
becomes a token.)
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VOLOTHAMP GEDDARM, or Volo for short, was a widely traveled Human Wizard and
Sage. He was a legendary traveler and storyteller, and was most famous for his
guidebook published by Tym Waterdeep Limited. Volo was oft portrayed as the
quintessential "go-to guy" of the Realms even if his information was, at best, half-
accurate. He was too curious for his own good. Volo was a wizard of moderate ability,
specializing in rare and unusual spells. He was believed to have invented several
noteworthy minor spells concerned with finding and documenting information. As a
sage, he was primarily interested in the spells and activities of human wizards; his
secondary expertise was the geography and lore of the known human realms of Faertin.
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Trample, haste
M “Go for the eyes, Boo!”
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The Landgcape

THE TEN TOWNS were a loose confederation of frontier villages found in Icewind Dale in the
western Frozenfar. The communities of the Ten Towns attracted those people of Faertin determined
to find a life for themselves, and those desperate to leave their former lives behind. While life
within each community exemplified diligence and partnership, relations between each of the
communities demonstrated the fierce competitive spirit that was needed to survive in the North.
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You’ve traced the tensions in Ten-Towns | Seeking to learn why the ancestors have |§ Searching for a vanished caravan that Venturing beneath the desert sands,
to the dwindling reindeer populations . . . fallen silent, you’ve made your way to | was bound for Stlverymoon, you’ve you’ve discovered an alien power
but what has been hunting them? their ancient cairns. | come to a bank of mysterious fog. pulsing with inconceivable energy.
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SILVERYMOON was often dubbed "the Gem of the North", for it
resembled and emulated the (formerly) lost elven city of Myth Drannor
in many respects. It was one of the few civilized places in the middle
of the rough and untamed wilderness that was the North of Faertin. It
had a rich cultural life and was renowned as a meeting place for all
races that were morally inclined towards good. Even the occasional
drow with good intentions (most notably the famous ranger Drizzt
Do'Urden) could eventually find hospitality in the city of Silverymoon.
Silverymoon was also famous for its pervading tradition of magic, and
was home to many notable wizards, sorcerers and other mages. One of
its permanent structures, the Moonbridge, was created by magic.




The Landgcape

WATERDEEP, also known as the City of Splendors or the Crown of the North, was the most important
and influential city in the North and perhaps in all Faer(in. It was a truly marvelous cosmopolitan
city of great culture that attracted the most talented artisans, artists, and scholars from across the
Realms, as well as a commercial hub for financial interests along the coast and beyond. It was one
of if not the most powerful and influential member-states of the Lords' Alliance, the coalition of
nations and city-states that sought to maintain order along the Sword Coast and the North.
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In crystal-studded waters far below the § : W As your ship clears the edge of Waterdeep §
surface, you’ve discovered an incubating harbor, you notice pirate sails on the

. .. movement of the planets . . . and they . 5
egg of mysterious origin. will soon CMnce more. horizon. What has made them so bold:

Alarmed by the news you brought, the ¥
storm giant king of the Maelstrom has
called his kin to council.
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MAELSTROM was the main stronghold and seat of power for the storm
giants of the Trackless Sea. The fortress lay on the floor of the Trackless
Sea, 3,000 feet beneath the surface at a point between Ruathym, the
Whalebones, and the Korinn Archipelago. Carved into a gargantuan
reef, the fortress was made up of four rocky towers covered in barnacles
and coral. Between these towers sat a large sinkhole descending into the
fortress's core. The interior of the fortress was made up of air-filled
chambers and corridors. Sized to gigantic standards, ceilings in the
fortress were 50 feet high. Oval windows made of thick, transparent
crystal lined many rooms. The storm giants of the Maelstrom cultivated
giant anemones used for storage and waste disposal. Continual flames
illuminated wall sconces around the fortress.




The Landgcape

THE MERE OF DEAD MEN (or Merdelain, meaning "Slow Marching Court" in Elvish) was a cold
saltwater swamp roughly 100 miles (160 km) long by 30 miles (48 km) wide along the shore,
located along the Sword Coast on the Sea of Swords between Neverwinter and Waterdeep. The
name "Mere of Dead Men" referred to the thousands of dwarves, elves, and humans of the Fallen
Kingdom who were slain here during the invasion of an orc army. It was a desolate place full of
monsters and few members of the civilized races. The water was deep enough that it could be
navigated on a flat-bottomed boat, but the dark water and hidden obstructions made that choice
dangerous. The swamp constantly grew over time, swallowing homes and property located close
to its boundaries.
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TR RNTES
Triclta Hills)

BALDUR'S GATE, also called simply the Gate, was the largest metropolis and
city-state on the Sword Coast, within the greater Western Heartlands. It was a
crowded city of commerce and opportunity, perhaps the most prosperous and
influential merchant city on the western coast of Faer(in. Despite its long-
standing presence as a neutral power, the leaders of Baldur's Gate were members
of the Lords' Alliance of powers in the west. The strong peace-keeping force
known as the Watch, along with the presence of the powerful Flaming Fists
mercenary company, kept the city generally peaceful and safe. This inherent
sense of security allowed the Gate to keep a tolerant and welcoming attitude
towards outsiders, whether they were wealthy merchants, poor refugees or, as it
historically attracted, less-scrupulous individuals such as pirates and smugglers.




The Landgcape

THE SPINE OF THE WORLD was a mountain range that stretched across the northwest region of
FaerGin from the Cold Run near the Sea of Moving Ice, to the Ice Spires north of the Silver
Marches. The Spine of the World mountains shielded the civilizations of the North from the
freezing expanse of the Uttermost North that comprised the Reghed Glacier and the Endless Ice
Sea. Folks all across the lands of the Savage Frontier and the Silver Marches, particularly those in
Scornubel, referred to the Spine as "the Wall". On the winter days when the white snow-covered
faces of the peaks met the iron-gray of the sunless winter sky, it appeared as though the peaks
were holding up sky. To others, it simply marked the end of the world as they saw it.
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HUNDELSTONE was a trade town of 1,200 gnomes, dwarves, and humans
located at the western edge of the Spine of the World along the Ten Trail.
The town's buildings were built low to the ground, with the majority of
living space consisting of cellar rooms cut into the rock. There were five
guesthouses that housed visitors and travelers stuck for the winter because
of bad weather in the pass; these guesthouses specialized in dishes made
from the plentiful rock hares in the area, namely jugged hare, hare stew,
curried skewered hare, and fried spiced hare. Most of the dwarves and
gnomes were miners, while most of the humans served as monster slayers
(gaining a monthly salary of 100 gold pieces plus 25 gold pieces per
monster head), guides and guards to the caravans, or hunters (namely of
wolves, raptors, crag cats, and the ever-plentiful rock hares).




The Landgcape

THE NEVERWINTER WOOD, previously called Llewyrrwood by the elves of Illefarn, was a dense
forest located in the North. It possessed a sense of magic within it. The Neverwinter River flowed
down from Mount Hotenow through the Neverwinter Wood. Notable hills and mountains within
included Berun's Hill and the Crags, within which lay the famous Mount Hotenow. The western
region of the Neverwinter Wood was known as the Watcher's Forest, so named for its sacredness
amongst the Helmite priests of the region. It was tended to by his devout followers that lived in
Helm's Hold, and even held an entranceway into the subterranean Crypts of the Vigilant Eye.
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Before the elf queen will aid you, you
must find a way to cure the strange rot
afflicting the roots of the ancient trees.

i As you venture deeper under the boughs §§
of Neverwinter Wood, arrows in a tree
trunk suggest you might not be welcome.

rampage across ¢
delved deep underground to determine
what has driven them upward.

of the solstice, a castle shimmers into
view on the hilltop, just as the ancient
text predicted.
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THE UNDERDARK was the vast network of underground caverns
and tunnels underneath the surface of Abeir-Toril. It was home to a
host of evil beings driven deep into the caverns at the end of the age
of demons. The Underdark was not one giant cavern under Faer(in,
but rather, many huge networks of caverns and caves divided into
several domains that were similar to continents of the world above.
While it was possible to travel from one place to another within a
domain, separate domains tended to have very few passages linking
them. The major domains of the Underdark were the Buried
Realms, the Darklands, the Deep Wastes, the Earthroot, the
Glimmersea, Great Bhaerynden, the Northdark, and Old Shanatar.
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Legendary Planeswalker — Ellywick @

.. Venture into the dungeon. (Enter the first room or
* advance to the next room.)

Look at the top six cards of your library. You may
_ reveal a creature card from among them and put it
g’ « into your hand. If it’s legendary, you gain 3 life. Put
the rest on the bottom of yourlibrary in a random
order.

¢: You get an emblem with “Creatures you control have
trample and haste and get +2/+2 for each differently
named dungeon you’ve completed.”

(Legendary Creature

Vigilance

Whenever Nadaar, Selfless Paladin enters
the battlefield or attacks, venture into the
dungeon. (Enter the first room or advance
to the next room.)

Other creatures you control get +1/+1 as
long as you’ve completed a dungeon.

T o <RI o

ais, Siverymoon Ranger 122

Legendary Creature — Human EIf Ranger ¢ }i

-

Pashar, Ruin r 7

I‘( Reach, ward 1

(4 Whenever you cast a creature or

[ planeswalker spell, venture into the

4 dungeon. This ability triggers only once
[ each turn. (7o venture into the dungeon, enter §
bl the first room or advance to the next room.)

Whenever you complete a dungeon, create §;

a 2/2 green Wolf creature token.

endary Creature — Human Wiza

i Room abilities of dungeons you own
| trigger an additional time.

| “Someone took the time to carve these
| inscriptions. The least we can do is care
W enough to read them.”

[ 3/3 )
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ELLYWICK TUMBLESTRUM, the legendary bard and a gnome whose many journeys began on an unknown world of the
Material Plane, has beguiled a fey prince, calmed the fury of the Nine Hells, twisted the mind of an archmage, won the
love of a dragon-god, and brought a demon queen to tears. The magic of a wish spell granted by a lucky draw from the
Deck of Many Things made her the greatest bard in the Multiverse. Her music bends hearts and minds to her will, draws
animals to her side, and reshapes her environment.

NADAAR, bold and confident, the bronze-scaled dragonborn paladin, leads the adventuring party as they explore ruins
across the Forgotten Realms. Though he never lets his enjoyment of exploration blunt his alertness—as danger certainly
lurks around every corner—he takes a gleeful delight in all the precarious situations he ends up in. He knows his
companions find comfort in having his armored bulk between them and any danger that lies ahead, and he is more than
happy to bear the brunt of any attack.

VARIS, the thoughtful and perceptive half-elf ranger, comes from the northern city of Silverymoon, heart of the Silver
Marches. He is keenly aware of his surroundings and in tune with his wolf companion but can sometimes come across
as aloof with his adventuring friends. Even so, they know that Varis is always covering their backs, ready with an arrow
if danger should arise from any side.

HAMA PASHAR, curious and studious, is more interested in acquiring knowledge than treasure. She comes from the
southern land of Calimshan where she has made extensive study of both ancient and modern cultures across the world.

But she has always been impatient with books when ruins lie scattered across the world, practically begging to be
explored so they can reveal their secrets!
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l You Meet in a Tavern v

The Adbenture

B 4 Choose one —

4 « Form a Party — Look at the top five
cards of your library. You may reveal any
number of creature cards from among
them and put them into your hand. Put
the rest on the bottom of your library in a
random order.

* Start a Brawl — Creatures you control
get +2/+2 until end of turn.

215/281 U ™ & ¢ 2021 Wizards of the Coast
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Instant

Choose one —
* Journey On — Search your library
4 for up to two basic land cards, reveal

them, put them into your hand, then
shuffle.

» Make Camp — Return target
permanent card from your graveyard
to your hand.

A 28N % anwa Fene PHED 2020 Woemserine ot 1} Choose one —
| * Fight the Current — Return target
nonland permanent to its owner’s
hand.
» Find a Crossing — Target creature
gets +1/+0 until end of turn and
can’t be blocked this turn.

You're Ambushed on the Road &)
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( You Hear Something on Watch (@ 3% ,)

Instant

Choose one —

» Make a Retreat — Return target creature
you control to its owner’s hand.

* Stand and Fight — Target creature gets
+1/+3 until end of turn.

i Choose Your p 2

[}
2

o

“Hand over your loot and no one gets hurt!”
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( Instant Q)
4

Choose one —

* Rouse the Party — Creatures you
control get +1/+1 until end of turn.

e Set Off Traps — This spell deals 5
damage to target attacking creature.

042/281 C ) M & ¢ 2021 Wizards of the Coast 4 Choose one —
EREL N ROty Yl + Two-Weapon Fighting — Double target
creature’s power and toughness until end
j of turn.
» Archery — This spell deals 5 damage to
target creature with flying.

“Move it, Varis, or I’ll pick one for you!”
—Ellywick Tumblestrum
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You See a PP

Choose one —
* Intimidate Them — Up to two target
creatures can’t block this turn.

 Fend Them Off — Target creature gets

+3/+1 until end of turn. 4 Choose one —

“Easy now, everyone. I’ll take care of this.” § ‘ By © Charge Them — Creatpres you :
—Nadaar f{ control get +2/+0 until end of turn.
168/281 C e CEE T 3 * Befriend Them — Create two 1/1
AFR ~ EN 1 BiLLy CHRISTIAN S i red Goblin creature tokens.

d “I have the shot. Shall I take it?”
—Varis, Silverymoon ranger
* Hide — Target creature you control 1 e M e b2 &:2021 Wizeret ofithe Coust
gains hexproof until end of turn. (Iz
can’t be the target of spells or abilities your
opponents control.)

- ATELINFAINGS 2K

“Looks like we’ve got company.”
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You Find Some Prisoners de

Choose one —
e Foil Their Scheme — Counter target
1 spell.
4 Choose one — 1 * Learn Their Secrets — Draw two cards,
1l - Smash It — Destroy target artifact. fj then discard two cards.
[ * Lift the Curse — Destroy target :
4 enchantment. 4
[y * Steal Its Eyes — Create a Treasure 4 084/281 C
token and venture into the dungeon. 8 AE BN OARCR SRk
(Enter the first room or advance to the y g
next room.) g
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4 Choose one —

bl © Break Their Chains — Destroy target
artifact.

* Interrogate Them — Exile the top three
cards of target opponent’s library. Choose
one of them. Until the end of your next
turn, you may play that card, and you may
spend mana as though it were mana of any
color to cast it.

“Give me just a moment! I almost have it.”

™ & © 2021 Wizards of the Coast
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Critical Hit lej

Roleplaying

Target creature gains double strike until end 4
of turn.

When you roll a natural 20, return Critical
Hit from your graveyard to your hand. (4
natural 20 is a roll that displays 20 on the die.) ¥

R

“How do you kill what’s already dead? That’s
how.”

AT INTGRINGY 207

Choose target creature an opponent 137/281 U ™ & © 2021 Wizards of the Coast
COntrOlS then I‘Oll a d20 AFR * EN % FRANCISCO MIYARA
5 ;

1-9 | Return it to its owner’s hand.

10-19 | Its owner puts it on the top or
bottom of their library.

20 | Gain control of it until the end of
your next turn.

Choose target player. Return half
| the creatures they control to their
owner’s hand, rounded up.

f Don’t.
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8l Target opponent reveals their hand.
076/281 U ™ & © 2021 Wizards of the Coas You choose a nonland card from it.
AC e e Exile that card. If an instant card or
a card with flash is exiled this way,
they lose 1 life. Otherwise, you lose
1 life.

“Relax. I'm a professional.”
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Kick in the Door A Vs ) ; Enchant' land
g s P94 i S o 4 When Find the Path enters the
2 §§ ) 7N / ¥ SN EOPL [ battlefield, venture into the dungeon. §
¥ e v ¢ : : N , E [l (Enter the first room or advance to the §
next room.)

Enchanted land has “e: Add ##.”

)
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Roll a d20.
|| 1-9 | Draw two cards.
10-19 | Scry 2, then draw two cards.
20 | Scry 3, then draw three cards.
[ Put a +1/+1 counter on target creature.
Bl That creature gains haste until end of  § oS eile ™ & © 2021 Wizards of the Coast
turn and can’t be blocked by Walls this AFR < EN K> ALIX BRANWYN

turn. Venture into the dungeon. (Enter
the first room or advance to the next room.)

L AT NN

“We tried your way. Now we do it my way!”
—Fym, barbarian of Baldur’s Gate [
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8 Reach

Whenever Drider deals combat damage § :

to a player, create a 2/1 black Spider
creature token with menace and reach.

Though their forms embody Lolth’s image,
@ driders are those unfortunate drow who
have failed the Spider Queen.
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\
Creature — Horror D)
4 Lurking Roper doesn’t untap during
i your untap step.
(4 Whenever you gain life, untap
4 Lurking Roper.

“You see, stalac-tites grow down from
the ceiling, while stalag-mites reach—
AAHHHHHHHHH—"
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‘Whenever a creature you control dies, put a
loyalty counter on Lolth, Spider Queen.

: You draw a card and you lose 1 life.

. Create two 2/1 black Spider creature tokens
* with menace and reach.

You get an emblem with “Whenever an

. opponent is dealt combat damage by one or

* more creatures you control, if that player lost
less than 8 life this turn, they lose life equal to
the difference.”
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i Underdark Basilisk 1@}
& ‘)“

5

: R N
Creature — Basilisk D
Deathtouch
“See how the statues all have chunks
1Yl bitten out of them? We’re dealing with a

) basilisk, or I’'m a froghemoth.”
—Larissa Kyriln, learned warlock
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i Lolth, Spider Quen @@@
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LOLTH

Gargantuan fiend, chaotic evil

Armor Class 23 (natural armor)
Hit Points 615 (30d20 + 300)
Speed 60 ft., climb 60 ft.

STR: 22 (+6)

DEX: 30 (+10)

CON: 30 (+10)

INT: 26 (+8)

WIS: 26 (+8)

CHA: 30 (+10)

Saving Throws Str +15

Skills Arcana +26, Athletics +24, Deception +19,
History +26, Insight +17, Perception +26,
Persuasion +19, Religion +26, Stealth +19
Damage Resistances fire, damage from spells
Damage Immunities acid, cold, lightning, poison;
bludgeoning, piercing, and slashing from
nonmagical attacks

Condition Immunities blinded, charmed,
deafened, exhaustion, frightened, paralyzed,
poisoned, stunned

Senses blindsight 240 ft., tremorsense 240 ft.,
truesight 240 ft., passive Perception 36
Languages all, telepathy 120 ft.

Challenge 30 (155000 XP)

LOLTH is an ancient goddess who spins webs of
deceit and feeds on destruction and chaos. The
Spider Queen maintains a stranglehold over her
Underdark cult of drow elves, severing them from
the rest of the world. Millennia ago, Lolth ignited
a divine war between elven gods, sundering the
elven peoples forever. She then convinced a group
of drow elves to follow her to the Underdark—
where they remain her fanatical worshippers to
this day. Known as the Spider Queen or the
Demon Queen of Spiders, Lolth commands the
absolute loyalty of her cultists. Whatever she
demands, they do.
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ACERERAK Acereralche Archich___ 2.2

Medium undead, neutral evil

Armor Class 21 (natural armor)
Hit Points 285 (30d8 + 150)
Speed 30 ft.

STR: 13 (+1)

& When Acererak the Archlich enters the

DEX: 16 (+3) battlefield, if you haven’t completed Tomb of
Annihilation, return Acererak the Archlich
CON: 20 (+5) to its owner’s hand and venture into the
h dungeon.

INT' 27 (+8) Whenever Acererak the Archlich attacks, for
WIS: 21 (+5) @l cach opponent, you create a 2/2 black Zombie

| creature token unless that player sacrifices a
CHA: 20 (—I—S) creature. ,
Saving Throws Con +12, Int +15, Wis +12 e o s e iy Creatue —Homor ®
Skills Arcana +22, History +22, Insight +12, | Whenever a creature you control

. .. becomes blocked, you may return it to

Perception +12, Religion +15 i its owner’s hand.

- Mind Flayer 3¢ ¢ \ b? Whenever one or more creatures you

control deal combat damage to a player,
f| draw a card.

Damage Resistances cold, lightning
Damage Immunities necrotic, poison;
bludgeoning, piercing, and slashing from
nonmagical attacks

Condition Immunities blinded, charmed,
deafened, exhaustion, frightened, paralyzed,
petrified, poisoned, stunned

Senses truesight 120 ft., passive Perception 22
Languages Abyssal, Common, Draconic,
Dwarvish, Elvish, Giant, Infernal, Primordial,
Undercommon

Challenge 23 (50000 XP)

N “You studied hard. How delicious!”
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|

-
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\4 Dominate Monster — When Mind
| Flayer enters the battlefield, gain

control of target creature for as long
[ as you control Mind Flayer.

ACERERAK is a powerful lich known and feared “Shed your thoughts and let my will
throughout the Multiverse. Much of his past is glow through ot
forgotten, but ancient texts assert that he comes &3 - en Boansaen

from the world of Greyhawk. Acererak travels the
planes in search of artifacts. When he finds

o g 5 2 Thi 11 costs & less t t for each instant
something useful or interesting, he locks it away. e conid s Bl o o it 4
Although he's powerful enough to pursue et B = ll Whenever Demilich attacks, exile up to one |1

. Mantlcore @@ | J| target instant or sorcery card from your
godhood as other liches have done, Acererak has ’ ~ graveyard. Copy it. You may cast the copy.
1 1 1 g g ~ 2 You may cast Demilich from your graveyard
no interest in being a god or being worshiped. He - ; J by exiling four instant andlor sorcery cards f
prefers to create evil gods and unleash them on : \ — Seaklcedigaie kUL e

mortals and immortals who oppose him. Although : g oss/zmim
he has lived on many worlds and crafted countless / ’

demiplanes, Acererak spends most of his time
building tombs. He fills each one with treasure to
attract powerful adventurers. He then kills them : :
off in terrible fashion, using deadly traps and : \

monsters while baiting and ridiculing them. The _
terror he evokes scars their. souls, wlhlich‘ he traps Y Flash .
in his phylactery, the location of which is one of B e

the Multiverse's greatest secrets. Tail Spikes — When Manticore enters f§
the battlefield, destroy target creature

8 an opponent controls that was dealt
damage this turn.
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i{ Froghemoth 8L ﬁ

| Creature — Frog Horror

4 Trample, haste

[§ Whenever Froghemoth deals combat

(¥ damage to a player, exile up to that

L4l many target cards from their graveyard.

(4l Put a +1/+1 counter on Froghemoth
for each creature card exiled this way.

184/281 R
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\ o < o

| The Tarasque . © \;

D\

THE TARRASQUE

Gargantuan monstrosity, unaligned

Armor Class 25 (natural armor)
Hit Points 676 (33d20 + 330)
Speed 40 ft.

Hd The Tarrasque has haste and ward 10 &

as long as it was cast.

bl Whenever The Tarrasque attacks,

Y it fights target creature defending

i}l player controls.

When 1t rises, nations fall.

207/281 M
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il At the beginning of your end step, if
4 a creature died this turn, put a +1/+1
(¥ counter on Bulette.

Capable of moving swiftly through even

tightly-packed earth and leaping surprising

distances above ground, bulettes are difficult to §

escape once they’ve caught scent of prey.

173/281 C
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STR: 30 (+10)

DEX: 11 (+0)

CON: 30 (+10)

INT: 3 (-4)

WIS: 11 (+0)

CHA: 11 (+0)

Saving Throws Int +5, Wis +9, Cha +9
Damage Immunities fire, poison; bludgeoning,
piercing and slashing from nonmagical attacks
Condition Immunities charmed, frightened,
paralyzed, poisoned

Senses blindsight 120 ft., passive Perception 10
Languages —

Challenge 30 (155000 XP)

THE TARRASQUE is possibly the most dreaded
monster of the Material Plane. It is widely
believed that only one of these creatures exists,
though no one can predict where and when it will
strike. The destructive potential of the tarrasque
is so vast that some cultures incorporate the
monster into religious doctrine, weaving its
sporadic appearance into stories of divine
judgment and wrath. Legends tell how the
tarrasque slumbers in its secret lair beneath the
earth, remaining in a dormant state for decades or
centuries. When it awakens in answer to some
inscrutable cosmic call, it rises from the depths to
obliterate everything in its path.




e

ASMODEUS \

Large fiend, lawful evil # Mf\ X

Armor Class 30 (natural armor)
Hit Points 736 (20d20 + 400)
Speed 60 ft., fly 120 ft.

il Legendary Creature — Devil God

STR: 29 (+9)

. W Binding Contract — If you would draw :
DEX: 20 (+5) a card, exile the top card of your library » s — — N——

CON: 30 (+10 (Famesial 1 20)

INT: 30 (4(_10) ) ®®®: Draw seven cards. 3 A Slame s = @@ .
: &: Return all cards exiled with Asmodeus ’ / - Y

WIS: 27 (+ 8) & the Plxrchi?li:nd to t}};eli'} owner’s hand and %

CHA: 28 (+9) you lose at muc 11e.

Saving Throws Str +18, Con +19, Int +19, Wis BRI BascsiBrictor | ™&02021 Wisadsofthe Cons

+17, Cha +18

Skills Arcana +25, Deception +25, Perception

+30, Religion +20, Insight +30, Intimidation +25

Damage Vulnerabilities radiant

Damage Resistances acid; lightning; psychic;

slashing, piercing, and bludgeoning from

nonmagical weapons

Damage Immunities fire, poison, necrotic, cold

Condition Immunities charmed, deafened,

blinded, frightened, poisoned, petrified you may play one of those cards. (If you

.. . cast Flameskull this way, you can’t play the

Senses darkvision 240 ft., truemght 120 ft., ; other card, and vice versa.) F

paSSiVe Perception 32 ' . ? X‘FZR‘/'ZEE;I‘J M&XAVI[R RIBEIRO ™ & © 2021 Wizards nu.xq

Languages Common, Abyssal, Celestial, Infernal ;

(can understand all languages, telepathy 1 mile)

Challenge 30 (155,000 XP)

3
a
8

Creature — Skeleton

Flying
Flameskull can’t block.

Rejuvenation — When Flameskull dies, .
exile it. If you do, exile the top card of your &
library. Until the end of your next turn, :

I ST

- ATE AT

ASMODEUS, the Lord of the Nine Hells, wants to
rule the cosmos. Under his watch, he believes, the

universe would take on a pristine, perfect state, | Creaiibe = Zonibie Salir <)

with every living creature assigned a place in the | Wight enters the battlefield tapped.
i 1 hi hy. W 1d d d Life Drain — Whenever a creature dealt §§
Inierna 1erarcny. ars wou €nd, and cvery damage by Wight this turn dies, create a §ig
creature would have a purpose to fulfill. The fappecisl biack ZombisicieaturCees st
R L and exile that card.

universe would be a utopia, at least as Asmodeus B _

. o 5 M Wights want the world to resound with
views such a thing. Of course, as he sees it, echoes of their own cruel hatred.
Asmodeus is the only being with the charisma, 127/21 R

AFR « EN % SLAWOMIR MANIAK ™ & © 2021 Wizards of the Coast

strength, and insight necessary to shepherd in this
ideal future. His rivals among the devils are
inferiors who, if left to their own devices, would
turn the cosmos into a demon-infested maelstrom.
The powers of good are sentimental fools, too
delicate and soft to do what must be done. In his
mind, Asmodeus has been chosen by the universe
to protect it from annihilation.




Targ Nar, Demonl—‘ang Gnoll

Legendary Creature — Gnoll Gy

4 Pack tactics — Whenever Targ Nar,
4 Demon-Fang Gnoll attacks, if you
||| attacked with creatures with total
4 power 6 or greater this combat,
attacking creatures get +1/+0 until
{ end of turn.

2 @%: Double Targ Nar’s power and
toughness until end of turn.

234/281 U
AFR + EN %> TYLER JACOBSON ™ & © 2021 Wizards of the Coast

il Creature — Elemental

F4 If you would create one or more Treasure 4
Bl tokens, instead create those tokens plus
B4 an additional Treasure token.

Xorns are native to the Elemental Plane
B of Earth, where gems and rare stones are
A plentiful. When summoned elsewhere they can ¥
N be quite destructive in search of food.

3/2
167/281 R
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 Orcus, Prince of Undeath 3 2&& ,

il Legendary Creature — Demon

'S
|4 Flying, trample
i When Orcus, Prince of Undeath enters the
[ § battlefield, choose one —
» Each other creature gets -X/-X until end of
turn. You lose X life.
* Return up to X target creature cards
with total mana value X or less from your
graveyard to the battlefield. They gain haste
until end of turn.

229/281 R
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4| Pack tactics — Whenever Gnoll Hunter

attacks, if you attacked with creatures
with total power 6 or greater this combat, §

put a +1/+1 counter on Gnoll Hunter.

¢ Yipping and cackling, the hunters tore

through the village, leaving nothing but
snapped bones and burning homes in their
wake.

185/281 C
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ORCUS
Huge Fiend (Demon), Chaotic Evil

Armor Class 17 (natural armor)
Hit Points 405 (30d12 + 210)
Speed 40 ft., fly 40 ft.

STR: 27 (+8)

DEX: 14 (+2)

CON: 25 (+7)

INT: 20 (+5)

WIS: 20 (+5)

CHA: 25 (+7)

Saving Throws Dex +10, Con +15, Wis +13
Skills Arcana +12, Perception +12

Damage Resistances cold, fire, lightning
Damage Immunities necrotic, poison;
bludgeoning, piercing, and slashing that is
nonmagical

Condition Immunities charmed, exhaustion,
frightened, poisoned

Senses truesight 120 ft., passive Perception 22
Proficiency Bonus +8

Languages all, telepathy 120 ft.

Challenge 26 (90000 XP)

ORCUS is the Demon Prince of Undeath, known
as the Blood Lord. He takes some pleasure in the
sufferings of the living but far prefers the
company and service of the undead. His desire is
to see all life quenched and the Multiverse
transformed into a vast necropolis populated
solely by undead creatures under his command.
Orcus rewards those who spread death in his
name by granting them a small portion of his
power. The least of these become ghouls and
zombies who serve in his legions, while his
favored servants are the cultists and necromancers
who murder the living and then manipulate the
dead, emulating their dread master. Orcus is a
bestial creature of corruption with a diseased,
decaying look. He has the lower torso of a goat
and a humanoid upper body with a corpulent belly
swollen with rot. Great bat wings sprout from his
shoulders, and his head is like the skull of a goat,
the flesh nearly rotted from it. In one hand, he
wields the legendary Wand of Orcus.
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XANATHAR Xanathar, Guild Kingpin

Large aberration, Lawful Evil

Armor Class 21
Hit Points 213 (25d10 + 76)
Speed 0 ft., fly 30 ft. (hover)

STR: 12 (+1)

. a At the beginning of your upkeep, choose
DEX: 14 (+2) [l target opponent. Until end of turn,

. [dl that player can’t cast spells, you may
CON: 18 (+4) il look at the top card of their library any
INT: 17 (+3) | f_ilr)ne, you ijnay play the to;:l card of their

. ibrary, and you may spend mana as ]
WIS: 15 (+2) {l though it were mana of any color to cast BBk -
CHA: 17 (_|_3) spells this way. Baleful Beholder ; dee \

Saving Throws Con +6, Int +8, Wis +7, Cha +8 AR N W Kucman Yanne P 8¢ © 2021 Wizardsof the Coss
Skills Perception +12

Damage Resistances bludgeoning, piercing, and
slashing from nonmagical attacks, fire
Condition Immunities prone

Senses darkvision 120 ft., passive Perception 22
Languages Common, Deepspeech,

Undercommon il Displacer Beast 2¢) : e 2 :
|
Challenge 20 (25000 XP) i F il Creature — Beholder Q
8 When Baleful Beholder enters the :
battlefield, choose one —
. X : : | » Antimagic Cone — Each opponent

XANATHAR is the name given to the beholder | e sacrifices an enchantment.

g g 2 v » Fear Ray — Creatures you control
crime lord that lives in the dungeons . unde?r g e iedtionnn (4
Waterdeep. It isn't the first beholder to claim this | g d creature with menace can’t be blocked

except by two or more creatures.) —)
6/5
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mantle, nor will it be the last. Like all beholders,
Xanathar is a paranoid tyrant that charms and
bullies its minions into servitude. The Xanathar

o g O Creature — Cat Beast
Guild is made up of some of Waterdeep's most

disreputable folk, as well as monsters forced into i When Displacer Beast enters the battlefield,
. [ § venture into the dungeon. (Enter the first
subservience or drawn to the beholder by the | room or advance to the next room.)

. ; — 3 ¢: Return Displacer B
promise of treasure, food, or power. Treachery L el e e
within th§ ranks of the guild is common as N
servants vie for the beholder's favor and affection. wherever it appears to be.

Such boons are fleeting, though, as the beholder 05a/28 Y

is quick to distrust those who finagle their way
into its good graces. The only creature Xanathar
truly cares about aside from itself is a fish, named
Sylgar, that it keeps in a large glass tank. Xanathar
has minions that look after the fish constantly, but
even their ministrations can't keep such a creature
alive forever. Whenever the fish dies, panic
spreads through the occupants of the lair as
minions try to replace the fish before Xanathar
realizes what has happened. Luckily for them, the
beholder can't tell one fish from another.
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i | DUKE ZALTO
Huge giant, Lawful Evil

Armor Class 18 (plate armor)
Hit Points 221 (13d12 + 78)

ZRAL TN

] Speed 30 ft.
i Legendary Creature — Giant Barbarian @ X
g STR: 25
: Whenever Zalto, Fire Giant Duke is dealt § DEX: 9
Py damage, venture into the dungeon. (Enter §§ CON: 23
Bl the first room or advance to the next room.)
: . INT: 10
;»3 Fire giants love to fight on a large scale, and 4 .
M Duke Zalto is one of the greatest warmongers WIS: 14
of his age. ’ CHA: 13
YF‘R/?BE‘N F:v'ZU.uou CHEN ™ & © 2021 Wizards of the Coast SaViIl Thl‘OWS DeX +3 COH +10 Cha +5
g ) )

Skills Athletics +11, Perception +6
Damage Resistances lightning

: Damage Immunities fire

| T Goblin Rogue ; Senses passive Perception 16

Other Goblins you control get +1/+1. Languages Common, Elvish, Giant
@, : Hobgoblin Bandit Lord deals : Challenge 9 (5000 XP)

AT

damage equal to the number of Goblins
that entered the battlefield under your
control this turn to any target.

IR

- ATE:

In a hobgoblin’s view of the world, the weak
owe tribute and fealty to the strong.

DUKE ZALTO is one of the greatest warmongers
of his age, and fire giants love to fight on a large
scale. Zalto has set into motion a plot to wage war
on dragon-kind for the glory of Surtur (the god of
a2 e fire giants) and the divine favor of Annam the All-
\ ﬂ Father. It begins with the reconstruction of the
g Vonindod, a dragon-slaying colossus built by his
ancient ancestors. Duke Zalto has a nagging wife,

147/281 R
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b = —— ! Y Brimskarda, and two ill-tempered children—a
; ‘s v belligerent daughter named Cinderhild and a

i . 3 - N sadistic son named Zaltember. The children
distract him from his enterprise while his wife

chastises him for not acting quickly enough.

b )

S

Haste

Bugbears move with surprising speed for
their size and bulk, a fact that has led to

g
i ;
‘ the demise of many unwary adventurers.

Creature — Kobold @ :
Menace A

il Pack tactics — Whenever Minion of the §
/4 Mighty attacks, if you attacked with N AEH < N> FiLtp BURBURAN
£§ creatures with total power 6 or greater ¥
¥ this combat, you may put a Dragon
creature card from your hand onto the
i battlefield tapped and attacking.

< ATE INTERANE
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Treasure

4, Sacrifice Treasure Chest: Roll a d20.

1 | Trapped! — You lose 3 life.

2-9 | Create five Treasure tokens.

10-19 | You gain 3 life and draw three cards.

20 | Search your library for a card. If it’s
an artifact card, you may put it onto the

battlefield. Otherwise, put that card into your ;

hand. Then shuffle.

252/281 R
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e

Ll the Bards.

P P>
At the begmmng of yO\ll‘ upkee you may
ut a harmony counter on Instr ument of

your library the number

o
value equa
nters on Instrumen: gg :‘k‘;e
it into you 5
and put 1t 10 u .
reasur
If that card is legendary, create 2

N (oken. Then shuflle.

Bards, reveal it

< © 2021
21 Wizards of g, C
Coast

e, Sacrifice this artifact: Add one
\ mana of any color.
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