Esparand
Set 3 Eternity

The third set of the Esparand block for Magic: Th&athering, created by Atares.

Cards: 120/120
Release Date: May 2014

Themes & Mechanics

Eternity retaindour mechanicérom Esparand:

Epitaph {cost} (When this is put into your graveyard from anywhere, you may pay {cost} and reimennit.
Otherwise, exile it.)

Consign {cost} (Pay {cost} and exile this card from your hand consigned to target creature you control. That
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Scry X(To scryX, look at the topX cards ofyour library. Put any number of them on the bottom of your library in

any order ard the rest on top in any order.)

Oases
Oasis is a new land subtype. Some cards care about you controlling an Oasis.

Eternity introduces one new keyword ability:

Eternal {cost} (You may cast this spell for its eternal cost. If you do, change its text by removing all
ET OOAT AAO T &£ OO1 OEl AT A T &£ 00016 AT A AGEI A EO A
On Esparand, time has ceased to exist and only memories remain, and these last eternallgpptamsabnly on
instants and sorceries and changes their effect to last for the rest of the game. Each spell with eternal only affects

target at the maximum, so for purposes of convenience, you may exile the card underneath the affected permane
aplicable.However, if the card with eternal is removed from exile, its effect does not end.



A PLANESWALKERSESar&ét|l DE
Chapter lll | Eternity

Niusha ventureéhto the center of the Storm of Timén its eye, she found theourglass thafieedsthe Storm of Time
with energy Using the artifact Mirza created, she destrojtecand subsequentlthe storm collapsed. However,
instead of returning to normal, the flow of time on Esparand suddenly stopipeglane was frozen into one eternal
moment and time ceased to exist.

Meanwhile, Auria, the ancient guardian of Esparavels called backo her home plane, now théite Storm of Time

and its dark master, who forced her into exile, ceased to exist. But although she is a planeswalker powerful bey
mortal comprehension, she is but a light of hope for her people trapped imtiatural state. Too severe was the
damage inflicted on th&bric of time. Now, aeonpassand aly the stars rapidly mog across the skygnd then
diminish one by one.



(Arakk Nullifier d )

Bask in Light

(Creature — Griffin

(Creature — Bird Cleric “?‘)l

Instant

Flying

Epitaph 1 % (When this is put into your
graveyard from anywhere, you may pay ‘1 %
and remember it. Otherwise, exile it.)

At the beginning of combat on your turn, if
Ageless Griffin is remembered, you may have
target creature gain flying until end of turn.

4

<= Vuk Kostic 3
T & © 1993-2013 Wizards of the Coast LLC 1/197

1 %, Sacrifice Arakk Nullifier: Counter
target instant or sorcery spell unless its
controller pays 3.

‘Never question the reason of things. Not
because freethinking is forbidden, but
because it is pointless to do so.”
—Kaluhl, high priest of ankhal

<= Vuk Kostic
& © 1993-2012 Wizards of the Coast LLC 3151

‘lel

Creatures you control get +1/+2
until end of turn.

Unlike those trapped in an everlasting
night, Khelan was fortunate enough to
admire the dawn of the last day.

<= Ignacio Bazan Lazcano
T & © 1993-2013 Wizards of the Coast LLC 4/189

(Bestow Honor v )
. -4

l Disembody

Dune Wanderer

(lnstant

(lnstant

Creature — Elephant ~T‘)

{

Target creature gets +2/+2 and
gains first strike until end of turn.

Eternal 5 % (You may cast this spell

for its eternal cost. If you do, change its
text by removing all instances of “until
end of turn™ and exile it as it resolves.)

Destroy target attacking creature.
Put a 1/1 white Spirit creature token
with flying onto the battlefield.

Criminals are banished to the end of
time, where they dwell as soulless ghosts
among the remnants of civilization.

When Dune Wanderer enters the
battlefield, you may search your
library for a Plains or Oasis card,
reveal it, and put it into your hand.
If you do, shuffle your library.

Undeterred, they seek the eternal haven.

<= Jason Engle
™ & © 1993-2013 Wizards of the Coast LLC 8195

<= Lorenz Hideyoshi Ruwwe
™ & © 1993.2013 Wizards of the Coast LLC 9/189
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<= Walid Feghali
™ & © 19932013 Wizards of the Coast LLC 12/195

4 Redemption

Vigilant Qutrider

(Creature — Cat Cleric

( Instant

Creature — Human Warrior

Epitaph % (When this is put into your
graveyard from anywhere, you may pay %
and remember it. Otherwise, exile it.)
Whenever a creature dies, if Healer of
Scars is remembered, you may gain 1 life.

“Let go of the thoughts that forge your
prison.” o

—<= XsilverleenX.deviantart.com ‘ l/ 1
T & © 1993-2013 Wizards of the Coast LLC 14/195

Exile target creature card from a
graveyard. You gain life equal to
that card’s toughness.

“Time heals all wounds. Then without
it, how can we heal?”
—Shara Adun, ankhal priestess

Vigilance

When Vigilant Outrider enters the
battlefield, scry 2. (To scry 2, look at the
top two cards of your library. Put any
number of them on the bottom of your
library in any order and the rest on top in
any order.)

d

—<= Lucas Graciano
& © 1993-2013 Wizards of the Coast LLC 21/185

—<=Alan Lathwell ‘ 2/2
™ & © 1993-2012 Wizards of the Coast LLC 33220




(Guardian of Mortal Remains 3 % |

Into the Stars

(Creature — Human Knight "?")

(Creature — Elemental

( Instant

First strike, vigilance, lifelink

“I protect the light of Auria in her
absence. As long as it still shines, all is
not lost.”

<= Laura Sava
™ & © 1993.2013 Wizards of the Coast L1C 9/186

1 2/3

Flying

Whenever Guardian of Mortal Remains
deals combat damage to a player, you
may exile target card from that player’s
graveyard.

It would rather see the boneyard burned to

ashes than it be desecrated.
‘ 2/4

<= Sam Verdegaal
& © 1993-2013 Wizards of the Coast LLC 111219

Exile target creature until end of turn.
(It returns to the battlefield under its
owner’s control.)

Eternal 2 % % (You may cast this spell for
its eternal cost. If you do, change its text by

removing all instances of “until end of turn™
and exile it as it resolves.)

—<=alecyl.deviantart.com
™ & £ 19932013 Wizards of the Coast LLC 137120

Lost Caravan

Templar’s Resolve

All Alone

(Creature — Human Soldier

(lnstant

(Sorcery

Lost Caravan’s power and toughness are
each equal to the number of creatures
you control.

When Lost Caravan dies, put X 1/1
white Spirit creature tokens with flying
onto the battlefield, where X is Lost
Caravan’s power.

—= Oaktreetea.deviantart.com ‘ */ *

™ & © 1993-2013 Wizards of the Coast LLC 19195

Target creature you control gets
+0/+3 and gains hexproof until end
of turn. (It can’t be the target of spells
or abilities your opponents control.)

Choose a creature. Exile the rest.

“Even the stars would not keep me
company. Slowly, they fade one by
one.”

—Manda Alkir, astronomer

<= Tiago Silvério
™ & £ 1993-2013 Wizards of the Coast LLC 30/220

—<=idiacanthus.deviantart.com
™ & © 1993-2013 Wizards of the Coast LLC 21211

1

( Immortal Blessing ¥ ]

(Creature — Human Cleric “J”)

( Instant

(Creature — Angel

/

Lifelink

Epitaph 2 %% (When this is put into your
graveyard from anywhere, you may pay

2 % % and remember it. Otherwise, exile it.)

When you remember Jailer of the Wicked,
you may exile target creature for as long as
Jailer of the Wicked remains remembered.

J

<= Remainaery.deviantart.com l 3/ 4
™ & ¢ 1993-2013 Wizards of the Coast LLC 15211

Target permanent gains
indestructible until end of turn.

Eternal 3 %% (You may cast this spell
for its eternal cost. If you do, change its
text by removing all instances of “until
end of turn™ and exile it as it resolves.)

Flying

Whenever Memoria Angel attacks, put
two 1/1 white Spirit creature tokens with
flying onto the battlefield tapped and
attacking.

When Memoria Angel dies, put a +1/+1
counter on each creature you control.

4

<= Michael C. Hayes
™ & © 1993-2013 Wizards of the Coast LLC 15195

—=zaknafeiny7.deviantart.com ‘ 4/4 (
™ & © 1993-2013 Wizards of the Coast LLC 16120




[(Auria, Guardian of Worlds 3

Until your next turn, Auria becomes a 4/4
: Angel creature with flying, vigilance and
indestructible. She’s still a planeswalker.

You get an emblem with “At the beginning of
: your end step, return target permanent card
from your graveyard to the battlefield.”
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Creature — Human Wizard

| Whenever you cast an instant or
sorcery spell, Azshadi Windsage
gains flying until end of turn.

Some magi study how the elements can
serve them. Others study how they can
serve the elements.

(Ad Infinitum =T

Draw two cards, then discard two cards.

Consign 2 ¢ (Pay 2 & and exile this

N card from your hand consigned to target
creature you control. That creature gains
“e: You may cast a copy of the exiled card

) 2 : :

'f} Creature — Human Wizard o

H Whenever Blind Augur becomes
tapped, scry 1. (To scry 1, look at the top

N card of your library, then you may put that
card on the bottom of your library.)

Target creature gets -3/-0 until end of
turn.

Eternal 2 & (You may cast this spell for its
eternal cost. If you do, change its text by
removing all instances of “until end of turn”
and exile 1t as it resolves.)

“1

Put target creature on top of its owner’s
library. Scry 1. (To scry 1, look at the top
card of your library, then you may put that

” card on the bottom of your library.)




