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Your minimum deck size is +5, Begin the game with
S different 1-cost Spells removed From your deck.
Set them aside. These are your Research Notes.
Pay 1 action >>> Reveal a random card from your Research
Notes and play it for free. (Limit: Once per tuen.)
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SnnJ,Lnan Creature
FLOOP >>> Gain 1 action this tuen.

SnnJ,Laan Creature
FLOOP >>> Gain 1 action this tuen.

SnnJ,Laan Cereature
FLOOP >>> Gain 1 action this tuen.
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SandyLands Spell

Draw a card For each of your
empty Lanes.

Deaw 2 cacds.
You may shutfle up to 2 Spells
From your discard pile into your
Research Notes.
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SandyLands Spell

Draw a card For each of your
empty Lanes.

Rainbow SPe"
Draw 2 cacds.
You may shutfle up to 2 Spells

From your discard pile into your
Research Notes.
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SmndyLnan Sfe"

Draw a cacd ¥or each of your
empty Lanes.

Rainbow Spell
Draw 2 cacds.
You may shutfle up to 2 Spells
From your discard pile into your
Research Notes.



SandylLands Creatuce

When Bottlebeard enters play,

you may put up to 2 cards with

Potion” in their name into your
hand From your discard pile.

Sandylands Creatuce

When Bottlebeard enters play,

you may put up to 2 cards with

‘Potion” in their name into your
hand from your discard pile.

| damage to an opposing Creature.
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SandylLands Creature
Atter you play a Spell, deal 2

SandylLands Ccreatuce

After you play a Spell, deal 2
| Jamage to an opposing Creatuce.

SandylLands Cereatuce

After you play a Spell, deal 2
| Jamage to an opposing Creature.
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Rainbow Sre"

Draw a card.
The next 2 cards you play
with 'Potion” in their name cost
1 less this tuen.

Rainbow Sre"

Draw a cacd.
The nextt 2 cacds you play
with Potion” in their name cost
1 less this tuen.
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Rainbow Sre"

Draw a cacd.

The next 2 cards you play
with "Potion” in their name cost
1 less this tuen.

SnnJ,Laan Creature
The second Spell you play each

turn costs 1 less.




San,Laan Creatvre
The second Spell you play each

turn costs 1 less.

San’Lans Sre"
Deal 1 Jamage to target

Creature for each Spell in your
discard pile.

SnnJ,Losz Sfell

Deal 1 Jamage to target
Creature for each Spell in your
discacd pile.

Rainbow Sre“

Draw 3 cards, then put 1 card
€rom your hand on top of
your deck.
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SnJ,’GI\JS Spell
Deal 3 Jamage to target
Creature or player.
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Rainbow Sre“

Draw 3 cards, then put 1 card
from your hand on top of
your deck.

SandyLands Spell

Deal 3 dJamage to target
Creature or player.
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Rainbow Sre“

Draw 3 cards, then put 1 card
From your hand on top of
your deck.

nnJ,Laan Srell

Deal 3 Jamage to target
Creature or player.
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SanJyLaan Creature
When you play your first Spell

each fuen, you may resolve its
effects a second time.

(You may choose different targets.)

Snl\Jyl_aan Creatvre
When you play your First Spell

each turn, you may resolve its
effects a second time.

(You may choose Jifferent targets.)

SnnJyl_aan Creatuce
When you play your Ffirst Spell

each fuen, you may resolve its
effects a second time.
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NiceLaan Sre"
Heal 2 dJamage from target
~ Creature and put 2 (1) on it.
Then, it that Creature has at
least 5 ATK, draw a card.
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NicelLands Spell
Heal 2 dJamage from target ‘
Creature and put 2 P onit. [,

Then, if that Creatuce has at
least S ATK, draw a cacd.

NiceLands Gpell
Heal 2 damage from target
~ Creature and put 2 () on it.

Then, it that Creature has at
least 5 ATK, draw a card.

NicelLands Creature

When Canopic enters play, put
a Spell From your discard pile on
top of your deck.

NicelLands Creatuvre

When Canopic enters play, put
a Spell from your discard pile on
top of your deck.

; V HEP‘l' Potion
g W

J 1

Ni(.@La_lle Sre"

Heal S damage from target ]

Creature or have target player [l

heal S HP. Then, if that Creature ||

has no dJamage or that playeris
at max HP, Jraw a card.
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NicelLands Sre"

Heal 5 damage from target
Creature or have target player
heal 5 HP. Then, it that Creature
has no damage or that player is
at maX HP, draw a card.

NicelLands Sfell

Heal 5 damage from target '
Creature or have target player .
heal 5 HP. Then, if that Creature ||
has no damage or that playeris |
at max HP, draw a card. ‘
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NicelLands Spe"

When a friendly Creature is
destroyed this turn, retuen it to
its owner's hand.
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Sandylands Building

| When you play a Spell, Jeal 1 Jama ge to

each opposing Creature in this Lane.
If there are no opposing Creatures in
this Lane, deal 1 Jamage to target
player instead.
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| When you play a Spell, Jeal 1 Jamage to

Selll’ire Conduit G

Sandylands Building

each opposing Creature in this Lane.
If there are no opposing Creatures in
this Lane, deal 1 Jamage to target
player instead.

SandyLands Building

| When you play a Spell, Jeal 1 damage to

each opposing Creature in this Lane.
If there are no opposing Creatures in
this Lane, deal 1 Jamage to target
player instead.

‘NiceLands Creature

Each time you play a Spell, gain
2 HP. If you are already at
maXimum HP, Jeal 2 Jamage to
target opponent.

Each time you play a Spell, gain
2 HP. If you are already at
maXimum HP, deal 2 Jamage to
target opponent.

NiceLands Creature

Each time you play a Spell, gain
2 HP. If you are already at
maXimum HP, deal 2 Jamage to
target opponent.




