COMICS . CARDS . MINJATURES

Have you caught the fever?

There are Decks to be built, Armies to be assembled, and Nations to defend. There are Tournaments to
play in, and you are home doing nothing? Get with it and come to Hidden Keep for all your Geek Needs.

Upcoming we have:
8 May 2010 : Magic WPN: San Juan Qualifier
15 May 2010 : Magic Rise of the Eldrazi Game Day
22 May 2010 : Warmachine Coin Tournament
1 June 2010 : Start of Pre-Orders for M 11, available in July.
19 June 2010 : Magic Archenemy Game Day

Keep Gaming!

Visit our website for more information at
www.hiddenkeep.com

Hidden Keep Special Pricing

e Collectible Card booster packs are 3 for $10 every day, and they become 4 for $12 if you participate in a tournament.
Visit our website for the gaming calendar.

o Become a member of your local playing group and receive great discounts at the Hidden Keep.
e Comic book hold boxes receive free service of bags and boards.

o Free tables and chairs for the use of cards, miniatures, and role-playing.



The Magic of Magic By: Magicgeek

Rise of the Eldrazi: From Awesome, to Awesomer, to Awesomerest.

To me, creatures are what make Magic great. When BIG creatures are involved, Magic becomes awe-
some. And when REALLY BIG creatures get summoned to the battlefield, well, that is when Magic becomes
even awesomer. What’s that you say...awesomer is not a word? Think about this: Before RoE released had
you ever heard of Emrakul? Kozilek? Ulamog? That’s what I thought. Now you can add awesomer to your
list of words you never knew existed. And don’t give me that tired argument of how proper nouns can be
introduced to language but adjectives, adverbs and pronouns have rules that must be followed. OMG! You
hater. Don’t be such a tool. Dawg, you know you’re just being redonkulous my nizzle. Point and match!

Enough about grammar, let’s slice up the color pie and talk about RoE’s awesome fatties.

Imagine a 7/7 for 4GGG that gives you seven life when you cast him and lets you [gEtitmrr====0zu3
draw a card when it leaves play. Awesomer. Or how about a trampling 8/8 for eight !

green mana that costs one less G for each green creature you control. For those of you
old enough to remember Craw Wurm and Craw Giant, you now have visual proof of awe-
somer. But my favorite green fatty in RoE is Gigantomancer. A 1/1 for 7G might not
look like a fatty at first blush, but his ability to turn ANY creature you control (including
himself) into a 7/7 for one colorless mana makes him not only a fatty, but quite possibly
the awesomer King of Fatties. Just like Julius Caesar in Bill Shakespeare’s classic play
(yeah, he let his friends call him Bill), when the Gigantomancer speaks he says, “Let me
have men about me that are fat.”

Green play scenario: Summon mana-ramped Gigantomancer on turn six. Make the obligatory obsure
Shakespearean reference to Julius Caesar. While your opponent scratches his head (apologies to female play-
ers for using male pronoun), tap remaining land to make your Snake Umbra equipped Aura Gnarlid a 9/9 and
attack with the basically unblockable Gnarlid and your unequipped 1/1 Bramblesnap. Opponent chump block
the trampling Bramblesnap with a 0/1 Eldrazi Spawn token from a previous Spawning Breath. You then tap
your own Eldrazi Spawn token to give Bramble +1/+1. Sac the spawn for mana and let
Julius make him an 8/8 (7/7 with the +1/+1 until the end of the turn). And then tap Julius
for another +1/+1 to the Bramble making him 9/9 trample. Nerdgasm! Oh, and if all that
damage wasn’t enough to be lethal, don’t forget to draw a card for the Snake Umbra.

White and Red have some fatties, but I don’t know that any from RoE fall into the
‘awesomer’ category. For the most part, the big white and big red cards enter play with a
power or toughness of 5 or less. That is good, maybe great, hardly awesome, and defi-
nitely NOT awesomer. And that, after all, is what we are after. The best creatures from
both colors happen to be levelers. Neither start out as fatties, but both can get deliciously
large. White gives you Transcendent Master. For your 15-mana investment you get a 9/9
indestructible creature with lifelink. Awesome. But because he only becomes indestruc-
tible at level 12 and is subjected to Smother, Terminate, and numerous other removal
cards in the Standard environment, he falls just short of being classified as awesomer.
Red’s Kargan Dragonlord is much the same. A flying, trampling, fire-breathing 8/8 for
ten mana is awesome. But the sorcery speed of leveling and fragile 2/2 non-flying body
of the level 0-3 apprentice Dragonlord make him fall short of reaching awesomer status
like his leveling predecessor: Figure of Destiny.

Kargan Dragonlo




Black’s Pestilence Demon is a 7/6 flier that can deal damage to every creature and
every player for B. Equip him with a Basilisk Collar and he single handedly becomes all
Four Horsemen of the Apocalypse. Now that is awesomer! But it is his little brother, the
Hellcarver Demon, that steals the show for black. For 3BBB you get a 6/6 flier that, upon
dealing combat damage to a player, makes you sacrifice all other permanents you control,
discard your had, exile the top six cards of your library and lets you play them all without
paying any of their mana costs. Hellcarver Demon is essentially a 6-6-6 for those of you
interested in that sort of thing. This guy is the seven deadly sins (Look ‘em up. I can’t
feed you everything.) packed into one demonic terror. If you’re a wee Magic player,
mom and dad might frown at the art work. But the sagging mouth and wide eyes of your
parents will be nothing when compared to the facial expression your opponent will make
once you summon Hellcarver Demon to the battlefield. Black is back, baby. And awe-
somer than ever.

I like to finish strong, that is why I am skipping Blue’s Sphinx of Magosi and go-
ing right to the Eldrazi. I realize Sphinx is getting the short end of my word count. A 6/6

flier that lets you draw a card for 2U and put a +1/+1 counter on him is awesome. Heck,

?l Flying

it might even be awesomer. But it is blue, and I hate blue. So on to the set’s namesake: J Soieron Sonins of Magos.

othing more than a trap
ds, baited with the promise

The Eldrazi Legends.

Kozilek is a 12/12 that enters the battlefield for 10, lets you draw 4 cards, has An-
nihilator 4 and, like the other two Legendary Eldrazi, shuffles himself and your graveyard
back into your library when put into your graveyard from anywhere. Even without the
card draw, saying “Goodbye” to Hedron Crab and Ally Mill decks alone makes this El-

drazi awesomer. (Have I mentioned that I hate Blue?)

The second legendary Eldrazi is Ulamog, the Infinite Gyre. Gyre’s are usually
referred to when discussing rotating oceanic currents, but this indestructible 10/10 with
Annihilator 4 is aptly named for the infinite rotating out of your opponents permanents.
Add a built in Vindicate upon summoning to Ulamog’s repertoire and you see why he de-
serves awesomer status.

Finally, the awesomerest fatty of all: Emrakul, the Aeons Torn. Fifteen mana for a
15/15 uncounterable, flying, protection from colored spells, annihilator 6, lets-you-take-an
-extra-turn-after-summoning monstrosity! Like the previous two legendary Eldrazi, Em-
rakul would love to be summoned along side a kicked Goblin Bushwhacker, but even
without his haste granting goblin buddy Emrakul gets to start annihilating before your op-
ponent gets a turn. With Magic’s biggest creature of all time, all of the 1-800-97-Jenny
decks (Polymorph, Sneak Attack, mana-ramp Rofellos, etc.) will be clamoring to get this
fatty out.

Until next time, Keep Gaming.

-magicgeek




