Chapter Four: Dream Creatures

LEVEL 1 DREAM CREATURES

Alaban Kit (Arderial)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  May throw itself in front of another one of your creatures that is being attacked. The Kit is defeated and the attacking creature is unsummoned.

Cloud Narth (Arderial)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  May defeat itself to create a healing rain cloud, moving all of its power to another creature. It may also defeat one of your summoned Pharrans with it to move both it and the Pharran's power, plus 30, to the target creature.

Cloud Orshaa (Arderial)

Summon Cost:  0

Slots Needed:  1
Power:  0

Built-in Ability:  When you summon Cloud Orshaa, you may pay EP.  For every 5 EP you pay, to a maximum of 20, add 20 power to Cloud Orshaa.

Flutter Yup (Arderial)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Any creature with more than 30 power deals no damage to the Flutter Yup in attacks.

J'lith (Arderial)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  You may not have a J'lith unless you own an Item of Power.  Whenever an opposing Magi uses an Item of Power, J'lith gains 20 power.

Shock Vashp (Arderial)

Summon Cost:  8

Slots Needed:  2
Power: 30

Built-in Ability:  The Shock Vashp may, as it's action, pay 10 power to deal 20 damage to an opposing creature.  This damage cannot be altered by opposing effects.

Thunder Vashp (Arderial)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Thunder Vashp may defeat itself to defeat an opposing creature with 30 or less power.

Vellup (Arderial)
Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When you summon a Vellup, you may immediately summon another Vellup, paying all costs.  You may do this as many times as you have Vellups.

Xyx Minor (Arderial)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Xyx Minor may pay 20 power to add 40 power to any one Xyx currently summoned.

Ainjer (Bograth)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Ainjer may defeat itself to deal 10 damage to a creature for every Bograth creature you have summoned. 

Bleph (Bograth)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Whenever Bleph attacks, before damage is dealt, Bleph gains 10 power for each creature the defending Magi has summoned.

Bolobog (Bograth)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Bolobog may defeat itself to add 10 power per Bograth creature you have summoned to any one creature.

Flame Trulb (Bograth/Cald)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When Flame Trulb is summoned, add 10 power per Bograth or Cald creature summoned, whichever is less.  Flame Trulb may pay 10 power to deal 10 damage to any one creature in play.

Glablit (Bograth)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  All your Core and Bograth creatures are considered to be both Core AND Bograth while the Glablit is summoned. Glablit is not affected by the Effects of opposing creatures.

Green Stuff (Bograth)

Summon Cost:  0

Slots Needed:  1
Power:  0

Built-in Ability:  Green Stuff gains 10 power when it is summoned.  Green stuff energizes 10 power per turn.

Gremble (Bograth/Paradwyn)

Summon cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Gremble may defeat itself to allow one of your creatures to use a power an extra time this round.

Gwaeg (Bograth)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  If Gwaeg is attacked and defeated by an opposing creature, Gwaeg may be resummoned this combat.  Bograth and Core Magi may use Bograth and Core spells and creatures without penalty or restriction.

Looph (Bograth)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  If Looph attacks and is defeated, you may immediately summon another Bograth creature, paying all costs.

Makoor (Bograth)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Defeat all of your summoned Bograth creatures.  For each one defeated, deal 30 damage to one opposing creature. Makoor loses no energy from Effects on opposing creatures and spells.

Mirago (Bograth/d'Resh)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  While Mirago is in play, whenever you summon a Bograth or d'Resh creature, you may pay 4 EP to add 20 power to that creature.  Mirago loses no energy from Effects on opposing creatures and spells.

Moob (Bograth)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Moob may pay 30 power and defeat itself to add EP to your Magi equal to 3 times the number of Bograth creatures you have summoned.

Muck Vinoc (Bograth)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Defeat Muck Vinoc to target a creature with more than 70 power.  The creature is defeated.  Vinoc loses no energy from Effects on opposing creatures and spells.

Muggum (Bograth/Underneath)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Defeat Muggum to burrow two other Bograth or Underneath creatures you have summoned until the end of the next round.

Ooze Arboll (Bograth)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Defeat Ooze Arboll to 10 power to all of your summoned Bograth creatures.

Pyder (Bograth)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  When Pyder is summoned, it takes all but 4 of your EP.  Pyder may summon creatures as if it were you, and all

Bograth creatures cost 3 EP less to summon.  If you take an energize action, Pyder recieves any EP earned from that.

Quido Swarm (Bograth/Paradwyn)

Summon Cost:  X times 4


Slots Needed:  1


Power:  X times 10

Built-in Ability: X is equal to the number of Bograth and Paradwyn creatures you have summoned.  At the start of each round, reset Quido Swarm's power to X times 10. 

Ruid (Bograth)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  While Ruid is summoned, you Energize an extra 5 EP when you take an Energize action.  You may choose to have your Bograth spells and creatures be Core when used/summoned.

Swamp Weebo (Bograth)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Swamp Weebo may pay 50 power and defeat itself to target X creatures, where X is the number of Bograth creatures you have summoned.  Deal X times 10 damage to each creature.

Treepsh (Bograth/Paradwyn)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Treepsh may defeat itself to cancel a spell or power that deals damage to your creatures.

Trulb (Bograth)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Trulb may defeat itself to immediately summon another creature that is not a Trulb.  That creature may not attack this round and starts with only 10 power.

Umbu (Bograth)
Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  When Umbu is defeated, it instead covers the opposing Magi.  That Magi loses 3 EP a round until he spends a full round cleaning it off. Umbu loses no energy from Effects on opposing creatures and spells.

Vard (Bograth)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When you summon Vard, if your Magi is Bograth and your opponent has more creatures summoned, Vard's cost is ignored.

Zungg (Bograth/Core)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Zungg may deal 10 damage to a creature.  If it does so, add 10 power to Zungg.  Only Bograth and Core Magi may have a Zungg.

Arbolit (Cald)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Defeat Arbolit to add 20 power to another summoned creature.

Fire Chogo (Cald)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Defeat Fire Chogo to have it deal 10 damage to all non-Cald creatures.

Lava Arboll (Cald)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Defeat Lava Arboll to either add 30 power to a creature, or heal 20 HP on a Magi.

Primat (Cald)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Defeat Primat to defeat any creatures in play with 10 power or less and any Naroom creatures with 20 power or less.

Quor Pup (Cald)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When Quor Pup attacks, your Magi may pay 4 EP, to a maximum of 8, to add up to 20 power to Quor Pup.

Spark Chogo (Cald)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When Spark Chogo attacks, it deals an extra 20 damage.  Defeat Spark Chogo to deal 30 damage to a creature.  This damage cannot be altered by opposing Effects.

Shryque (Core)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  At the beginning of the round, if you did not play a spell last round, Shryque gains 20 power.

Wudge  (Core)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Whenever any other creature is summoned, Wudge gains 10 power.

Beeb (d'Resh)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When Beeb is in an attack with a creature with more than double Beeb's power, Beeb deals an extra 30 damage

to that creature.

Izmer (d'Resh)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Izmer may deal 10 damage to an opposing creature.

Lesser Darbok (d'Resh)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When Lesser Darbok is summoned, choose another of your creatures.  That creature cannot be attacked while Lesser Darbok is summoned.  If Lesser Darbok is defeated in an attack, the creature that defeated it cannot attack for the rest of this combat.

Obsis (d'Resh)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  You may only summon Obsis if no other creatures are in play.  Obsis may defeat itself to defeat all summoned creatures.  You may not prevent your creatures from being defeated.

Olum (d'Resh)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When you summon Olum, add 10 power to each other Olum in play.  Defeat Olum to add 10 power to each Olum in play.

Thrybe (d'Resh)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Defeat Thrybe to name one of your spells and pick a creature.  That creature may cast the spell as if it were

a power, paying all costs.  You cannot cast the spell while the creature can.

Uban (d'Resh)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Uban may pay 10 power to deal 30 damage to a creature.  If Uban does this, you may not cast any spells next

round. Uban may be resummoned once per battle. Uban is Recurring.

Venger (d'Resh)
Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When one of your d'Resh creatures is attacked, choose a creature other than the attacker.  Deal 20 damage to

that creature.  Venger may be resummoned once per battle.  Venger is Recurring.

Rock Yajo (Kybar's Teeth/Weave)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Defeat Rock Yajo to target one of your Weave creatures and one of your Kybar's Teeth creatures.  The two

creatures may each use the other's powers.  Rock Yajo takes 10 less damage when it is attacked.  Rock Yajo may Weave 10 power to any other Kybar's Teeth or Weave creature.

Ice Arboll (Nar)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  If Ice Arboll is frozen, defeat it to add 20 power to all of your other frozen creatures.

Rask (Nar)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Defeat Rask to make all creatures above starting Power unable to attack until after your next round.  When Rask attacks, it deals an extra 20 damage.

Sarf (Nar)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Sarf may, as it's full action, defeat itself to disable an opposing Relic.  Sarf may defeat itself to damage a Magi a number of HP equal to his/her energize rate.

Baby Furok (Naroom/Weave)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Baby Furok takes no damage the first time it is damaged each round.

Bikneets (Naroom)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Defeat Bikneets to target another Naroom creature of yours.  That creature cannot take damage until the start of your action next round.

Bungaloo (Naroom/Weave)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When Bungaloo is defeated in an attack, it heals 20 points of damage on a Magi or adds 20 power to a creature.  Bungaloo may Weave 10 power to a Naroom or Weave creature.

Eebit (Naroom)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When Eebit is defeated in an attack, it may be resummoned this combat.

Fird (Naroom)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Whenever you summon a Furok, you may immediately summon a Fird, including defeated ones, paying all costs.

Tree Hinko (Naroom)

Summon Cost:  8
Slots Needed:  2
Power:  20

Built-in Ability:  Tree Hinko may spend 10 power to make your next Energize action add an additional 10 EP.

Twee (Naroom)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  After Twee is defeated, you may resummon one of your other defeated creatures this combat.

Weebo (Naroom)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Weebo may pay 20 power to restore one other creature to its starting power.

Abaquist (Orothe)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Defeat Abaquist to gain control of a creature that has less power than Abaquist.

Bwill (Orothe)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  If a creature attacks and defeats Bwill, that creature is defeated as well.

Phrup (Orothe)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  You may defeat Phrup when an opposing Magi summons a creature or casts a spell.  The summoning or casting is cancelled and no EP is used.  The creature or spell cannot be cast/summoned next round.

Sphor (Orothe)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Whenever another creature is defeated, Sphor gains 10 power.

Weethan (Orothe)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When Weethan is summoned, choose an opposing Magi.  That Magi's spells cost an extra 3 EP while Weethan remains summoned.  

Wellisk Pup (Orothe)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When Wellisk Pup is attacked, Roll a d6.  If the roll is 4 or higher, it takes 30 less damage from the attack.  If not, it is automatically defeated.

Dasia (Paradwyn/Weave)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  If your Magi loses EP from an opposing action, Dasia gains 10 Power for each 5 EP lost.  Dasia may Dreamwarp up to 10 power. Dasia may Weave.

Grass Eitiki (Paradwyn/Weave)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  All your other Paradwyn creatures may Weave.  All your other Weave creatures may Dreamwarp up to 10 power.

Hardshell Weebo (Paradwyn)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Hardshell Weebo may add 10 power to a creature.  It may Dreamwarp up to 10 power.

Lahalou (Paradwyn)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Lahalou may add 10 power to itself.  Lahalou may Dreamwarp up to 10 power.

Scarletsong Hwit (Paradwyn)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  All of your other Paradwyn creatures lose 10 less power in attacks and do 10 extra damage in attack.  It may

Dreamwarp up to 10 power.

Brub (Underneath)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Choose a summoned Korrit and defeat it.  If the Korrit was yours, Brub gains power equal to the Korrit's power.

Crystal Arboll (Underneath)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Defeat Crystal Arboll to add 20 power to a creature.  If that creature was Underneath, it gains an additional

20 power.

Ghost Bwisp (Underneath)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  All of your burrowed creatures may attack while Ghost Bwisp is summoned.

Gum-Gum (Underneath)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When Gum-Gum is attacked, it may choose of your creatures to hide behind.  The other creature is now the target of the attack.

Hubram (Underneath)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  When you cast a spell, you may defeat Hubram to regain half of the EP spent on the spell, round down.

Pack Korrit (Underneath)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Pack Korrit may, pay 10 power to give every other Korrit 10 power.

Baby Hyren (Universal)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  Baby Hyren gains 20 power at the start of each round.  Baby Hyren cannot attack. If Baby Hyren is attacked, choose another of your creatures. That creature is the new target of the attack. Baby Hyren may defeat itself to let you summon another Hyren you control, reducing the cost by 4 EP for every 10 power on Baby Hyren. The summoned Hyren cannot attack this turn.

Frusk (Weave)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Whenever an opposing Magi plays a spell while Frusk is in play, the next action you take that requires EP requires 2 less EP. This effect is cumulative.  Frusk may Weave 10 power.

Osatch (Weave)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  While Osatch is summoned, your items cannot be disabled and your creatures cannot be directly defeated or unsummoned.  At the  end of the round, defeat Osatch.  Osatch may Weave 10 power.


Pagajack (Weave)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  When Pagajack is summoned, it gains 20 power for each other Pagajack you have summoned.  Pagajack may Weave 10 power.

Speag (Weave)

Summon Cost:  8

Slots Needed:  2
Power:  20

Built-in Ability:  Speag cannot attack.  Whenever one of your other creatures is attacked, Speag gains 20 power.  Speag can Weave 10 power.

Tweave (Weave)

Summon Cost:  4

Slots Needed:  1
Power:  10

Built-in Ability:  You may summon Tweave at the beginning of a round for 8 EP.  If you do this, Tweave gains 20 power when it is summoned.  Tweave may Weave 10 power.
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LEVEL 2 DREAM CREATURES

Aerial Flist (Arderial/Paradwyn)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When Aerial Flist attacks, add 10 power to it before damage is dealt.  Aerial Flist may Dreamwarp up

to 10 power.

Bubble Xyx (Arderial/Orothe)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Bubble Xyx may pay 20 power.  If it does so, your Magi may pay 8 EP to be able to cast a second spell next round.

Cyclone Vashp (Arderial)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Cyclone Vashp may pay 10 power to target one of your creatures and an opposing creature.  Defeat your creature to deal damage to the opposing creature equal to the power on your defeated creature.

Epik (Arderial)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Epik may defeat itself to target an opposing Magi.  That Magi may not use 2 of his spells, his choice, for the rest of this combat.

Flying Darbok(Arderial/d'Resh)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Defeat Flying Darbok to target another of your creatures.  That creature gains 30 power and can attack Magi directly this round.  You can only use this power before your creatures attack.

Flying Hinko (Arderial/Naroom)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Whenever a Arderial or Naroom spell or power adds energy to one of your creatures, your Magi gains 4 EP.

Lovian (Arderial)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Non-Arderial spells do not affect Lovian.

Orish (Arderial)

Summon Cost:  112
Slots Needed:  3
Power:  30

Built-in Ability:  Orish may pay 10 power to target an opposing Magi who makes a Soul check.  If he fails, he may not cast

spells or summon creatures next round.

Pharan (Arderial)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Pharan may defeat itself to either add it's power to another of your creatures, or give your Magi 15 EP.

Spray Narth (Arderial/Orothe)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  If you have an Arderial and Orothe creature already summoned, Spray Narth's summon cost is 0.  Spray Narth may defeat itself and a Pharan you control to either add 50 power to another creature or add 20 EP to your Magi.

Vemment (Arderial)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Vemment may pay 10 power to target an opposing creature.  The creature takes 10 damage, or takes 30 damage if it is an Orothe creature.

Warlum (Arderial)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Warlum may defeat itself to steal an opposing Item and put it under your control for this combat.

Wyle (Arderial)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Anytime a Magi gains EP outside of energi-zing, add 20 power to Wyle. Wyle may pay X power to add X power to any other creature in play. X must be a multiple of 10.

Xyx (Arderial)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Xyx may pay 30 power to target a Magi, who must make a defense check.  The Magi takes 15 damage if he fails the check.

Bog Wellisk (Bograth/Orothe)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When an oppsing Magi uses an Item of Power, you may immediately summon Bog Wellisk for free.  You may only do this once per combat.

Jile (Bograth)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  While Jile is in play, all other Jiles and Bograth creatures you have summoned gain 10 power on your action of the round. Jile loses no power from opposing effects.

Moss Quido (Bograth)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Moss Quido may defeat itself to reduce the cost of the next spell you cast by 2 times the number of Bograth creatures you have currently summoned in EP, to a minimum of 0 EP.

Mydra (Bograth/Paradwyn)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Mydra can never take more than 10 damage from an attacking creature.  Mydra can Dreamwarp up to 10 power.

N'kala (Bograth/Paradwyn)
Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  N'kala may give your Magi 4 EP.  N'kala may Dreamwarp up to 10 power.

Poison Baloo Root (Bograth/Paradwyn)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Poison Baloo Root may pay 10 power to deal 10 damage to all opposing creatures.  It may Dreamwarp up to 10 power.

Rous(Bograth/Core)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Rous may deal 10 damage to an opposing creature and add 10 power to itself.  Rous may not be attacked.  If Rous is the only type of creature you have summoned, Rous is defeated.

Sarazen Outcast (Bograth)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When Sarazen Outcast is summoned, you must name a Creature type.  When Sarazen Outcast attacks or is attacked by a creature of the chosen type, it gains 40 power before damage is dealt.

Slarnath (Bograth)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Slarnath may pay 10 power.  If you have 4 or more Bograth creatures in play, you may summon a Level 1 creature for free next round.

Torpar(Bograth/Paradwyn)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Whenever one of your spells or powers adds energy to all of your creatures, add an extra energy to Torpar.  Whenever an opposing spell or power deals damage to one of your creatures, the damage is dealt to Torpar instead.

Braggle (Cald)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Braggle takes no damage from creatures of the same region.  It may pay 10 power to change its region until the start of your action next round.

Charg (Cald)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Whenever Charg attacks a creature, before damage is dealt, deal 10 damage to all the defending Magi's creatures, then deal an extra 10 damage to each of the defending Magi's Orothe creatures.

Coal Ergar (Cald)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Deal 10 damage to each opposing creature with more power than Coal Ergar, then deal 10 extra damage to each opposing Orothe creature, then deal 20 damage to Coal Ergar.  Opposing effects cannot alter the amount of damage dealt.

Ergar (Cald)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  While Ergar is summoned, all your Cald-creatures may pay 10 power to either deal 10 damage to an opposing creature, or target an opposing Magi who must make a defense check.  The Magi takes 5 damage if he fails the check..

Flambit (Cald)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Defeat Flambit to choose an opposing Magi and one of your creatures.  The Magi loses 12 EP while the creature gains 30 power.

Flame Rudwot (Cald/Naroom)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Flame Rudwot may pay 20 power to target a creature. If that creature is Naroom or Cald, Flame Rudwot adds 30 power. If the creature is not, Flame Rudwot deals 30 damage to it.

Ithapher (Cald)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Ithapher may pay 20 power to make all spells and powers you use that deal damage to a single target deal an extra 10 damage until the end of the round.

Kelthet (Cald)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Kelthet may pay 30 power to target an opposing creature.  The creature loses half its power, while Kelthet gains power equal to the amount lost by the opposing creature.

Lava Aq (Cald)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Lava Aq may pay 20 power to defeat one of your other creatures.  It then deals 10 damage to all opposing non-Cald creatures and non-Cald Magi must make a defense check.  They take 5 damage if they fail the check.

Magma Hyren (Cald)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Magma Hyren may pay 10 power either deal 10 damage to an opposing creature or add 20 power to one of your creatures.

Magma Parmalag (Cald/Underneath)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Defeat Magma Parmalage to deal 10 points of damage to each of your creatures.  Until the end of your action, your creatures take no damage from opposing creatures.

Quor (Cald)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  If Quor attacks and damages a creature, that creature's Magi takes 5 points of damamge.

Raxis (Cald)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Raxis may pay 10 power to target an opposing Item.  If the owner of that Item does not pay 16 EP, the Item is disabled for this combat.

Smoke Xyx (Cald)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Smoke Xyx may pay 20 power to target an opposing creature.  Until the end of the round, that creature deals no damage in attacks.  

Vaal (Cald)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Vaal may pay 10 power to take no damage in attacks until the end of the round.

Arboll Stalker (Core)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Arboll Stalker may pay 20 power and defeat itself to deal 30 damage to any other creature.

Dark Ayebaw (Core)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Dark Ayebaw may defeat itself to drain X HP from you and X + 5 EP from an opposing Magi.

Drush (Core)

Summon Cost:  16
Slots Needed:  4
Power: 40

Built-in Ability:  If Drush is attacked and defeated, you may immediately defeat an opposing creature of your choice.  Weave Magi may use Drush.

Grubble (Core)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Defeat this Grubble and another Grubble to immediately summon another creature of yours for free.

Gumph (Core)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Once per round, when a creature is defeated, deal 20 damage to any one creature.  Naroom Magi may use Gumph.

Koil (Core)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability: When Koil is summoned, deal 10 damage to any one creature. When Koil is defeated, choose one of your defeated creatures. You may resummon that creature this combat.

Rabid Wasperine (Core)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  When one of your creatures is attacked, you may summon Rabid Wasperine, paying all costs.  Rabid Wasperine immediately attacks the attacking creature.

If your Magi is Naroom Shadow, add 10 power to it when you play it.  Naroom Magi may use Rabid Wasperine.

Raveled Drush (Core)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Raveled Drush may add 10 power to itself.  It may defeat itself to deal damage to a creature equal to its power.  Raveled Drush may weave 10 power to Core or Weave creatures.

Shadow Vinoc (Core)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  When Shadow Vinoc is summoned, it gains 10 power per Item of Power present.

Szalak (Core)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Szalak may have you make a Soul check.  If you pass by 4 or more, Szalak gains 30 power and you gain 12 EP.  If you pass, Szalak gains 50 power. If you fail, Szalak is defeated.

Trask (Core)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Whenever a spell or power adds power to one or more creatures, add 10 power to Trask.  Orothe Magi may use Trask.

Ugger (Core)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When Ugger attacks, before damage is dealt, you may move any amount of power from another of your creatures to Ugger.  Underneath Magi may use Ugger.

Vrill (Core)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  At the end of each of your actions, you lose 8 EP and Vrill gains 20 power.  Vrill may pay 80 power to have all of your other Core creatures gain power equal to thier starting power.

Ababila (d'Resh)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  When Abablia is summoned, your opponent must choose one of his unsummoned creatures or one of his spells.  He cannot use that creature or spell while Abablia

is in play.  Abablia takes 20 less damage from creatures of the same region as the chosen spell or creature.

Bone Grag (d'Resh)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Bone Grag is an Oracle.  When one of your creatures is defeated by an opponent, add 10 power to Bone Grag.  If the defeated creature was an Oracle, add another 10

power to Bone Grag.  Bone Grag may add 20 power to another Oracle.

Cactus Dryte (d'Resh)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  When a Magi gains EP outside of Energizing, they take 5 damage per 4 EP gained.  Shadow Magi must pay an additional 4 EP for each creature and spell while Cactus Dryte is in play.

Chasm Jile (d'Resh/Weave)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When Chasm Jile is attacked, defeat it to summon a d'Resh or Weave creature for free.  That creature is now the target of the attack.

Nemsa (d'Resh)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When you play a creature you have at least 2 of, or play a spell that you have at least 3 more of the same level, you may immediately summon one of your Nemsas for free.

Olum Digger (d'Resh)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Olum Digger may pay 10 power to be able to attack a Magi directly.  If Olum Digger attacks a Magi, deal 20 damage to one of that Magi's creatures.

Olum Mystic (d'Resh)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  At the end of each Magi's action, that Magi must choose a non-Olum creature.  That creature takes 10 damage.

Quanjel (d'Resh)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Quanjel may pay 30 power and defeat itself to let you resummon any of your Recurring creatures for this round only.

Sandsinger (d'Resh)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Sandsinger is an Oracle.  Defeat Sandsinger and any one other creature to immediately summon one creature of Level 3 or less, or play any spell of Level 3 or less, for free.

Sandstorm Xyx (d'Resh)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Once per opposing turn, when a power is used, Sandstorm Xyx gains 20 power.  Sandstorm Xyx may pay 80 power to target two creatures and reduce them to 10 power.

Sareb (d'Resh)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When Sareb is summoned, you may give control of it to an opposing Magi.  All of the controller's creatures take 10 more damage in attacks.

Skullek (d'Resh)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  All of your creatures deal 10 extra damage in attacks.  When one of your illusions is defeated, Skullek may pay 10 power to let you resummon that illusion this combat.

Chogus (Kybar's Teeth)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  All of your spells and powers that target the strongest creature now target the weakest creature and vice-versa.  Chogus takes 10 less damage in attacks.

Gargagnor (Kybar's Teeth)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Effects that normally resolve or end at the end of either the round or your action now resolve or end on your action next round. Gargagnor takes 10 less damage in attacks.

Gratch (Kybar's Teeth)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  At the beginning of the round, if your weakest creature has more power than the strongest opposing creature, all your other Kybar's Teeth creatures add 10 power.

Moga Pup (Kybar's Teeth)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Moga Pup may pay 20 power to target another of your creatures.  That creature's next attack on a creature does an extra 40 damage if it hits.

Mosp (Kybar's Teeth)

Summon Cost: 16 
Slots Needed:  4
Power:  40

Built-in Ability:  Mosp cannot attack.  Mosp takes 30 less damage in attacks.  None of your other Kybar's Teeth creatures can be attacked while Mosp is summoned.

Pebble Hinko (Kybar's Teeth)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Choose one of your unsummoned creatures.  Defeat that creature to add 12 EP and 15 HP to your Magi.

Rock Arboll (Kybar's Teeth)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Defeat Rock Arboll to add 4 EP to your Magi per 10 power on the smallest opposing creature.

Sagawal (Kybar's Teeth)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Sagawal may take the place of a creature about to be defeated by an opposing spell.  Sagawal takes 10 less damage in attacks.

Vopok (Kybar's Teeth)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  When Vopok is summoned, it gains 60 power.  It cannot attack unless you choose to do nothing this round.

Aegris (Nar)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability: If Aegris is frozen, it may attack Magi directly.  If Aegris attacks a Magi, choose one of that Magi's creatures.  Aegris may defeat itself instead of dealing damage to defeat the target creature.

Djarmander (Nar)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  While Djarmander is summoned, Items of Power are frozen.  It costs 4 extra EP to use any powers on them.  When an opposing Item of Power is disabled, add 20 power to Djarmander. 

Frost Raxis (Nar)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability: Frost Raxis may pay 10 power to choose an Item of Power.  The owner of said Item must disable one of his Items.  If it is not the one you chose, add 20 power to Frost Raxis.

Furok Protector (Nar)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability: When Furok Protector is summoned, choose an opposing Magi.  Furok Protector gains power equal to that Magi's level of Enerize Mastery.  Furok Protector is immune to Core spells and Powers.

Iceberg Hyren (Nar/Orothe)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability: The first time Iceberg Hyren is attacked, you may pay 4 EP to add 90 power to Iceberg Hyren before damage is dealt.  This power cannot be copied.

Icefield Ashryte (Nar)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability: Icefield Ashryte may pay 40 power to choose an opposing creature or Item not of their region.  Either defeat the creature or disable the Item.

Ice Furok (Nar)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  When Ice Furok attacks a frozen creature, it takes no damage. 

Kintor (Nar)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability: When Kintor attacks, you must make a Mind check.  If you pass by 4 or more, Kintor deals 50 damage.  If you pass, Kintor deals 30 damage. If you fail, Kintor deals 10 damage.

Krenkrajak (Nar)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  While Krenkrajak is summoned, all Magi are fozen.  Spells cost an extra 4 EP to play.  Krenkrajak is not affected by opposing Powers.

Mombak (Nar)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Mombak may add 10 power to another creature, plus another 20 if the creature is frozen.

Saitorr (Nar)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  If, at the start of your turn, you are a Nar Magi, you may defeat Saitorr to play an extra spell for each creature you have summoned, to a maximum of two extra spells.

Snow Barl Pup (Nar)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  When an opponent reduces the cost of a spell or creature, you may summon Snow Barl Pup, paying all costs unless you are a Nar Magi.  You may only summon one Snow Barl Pup like this per turn.

Sunglare Celphet (Nar)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When an opposing spell or power deals damage to one of your creatures, you may defeat Sunglare Celphet to target another creature and deal an equal amount of damage to it.

Vrak (Nar)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  When Vrak is summoned, it gains 60 power.  If Vrak is your only Nar creature, it is defeated.

Wasperine Stalker (Nar/Naroom)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  If you are Nar or Naroom, Wasperine Stalker can and must attack a Magi directly the turn it is summoned.

Worgle (Nar)

Summon Cost:  16
Slots Needed:  4
Power:  40


Built-in Ability:  Defeat Worgle to choose a number of creatures up to the number of frozen creatures you have.  Deal 20 damage to each creature.

Yaw (Nar)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Unsummon Yaw to choose one of your frozen creatures.  Restore that creature to its starting power.

Zyavu (Nar)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  While Zyavu is in play, all creatures are frozen.  Powers cost an extra 10 power.  After Zyavu is defeated, all creatures remain frozen until the end of the round.

Arboll (Naroom)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Arboll may defeat itself to add 16 EP or 20 HP to any Magi.

Balamant Pup (Naroom)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Balamant Pup may pay 20 power to give a creature 20 power.  If the creature is a Balamant, it gains an

additional 10 power. 

Carillion (Naroom)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  If Carillion attacks a creature with 30 power or less, it takes no damage.

Forest Wudge (Naroom)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Whenever an opposing creature is summoned, Forest Wudge gains 10 power.  If the summoned creature is Naroom, it gains an extra 10 power. When you summon Forest Wudge, if your opponent is Naroom or Naroom Shadow, reduce the cost by 8 EP.

Furok (Naroom)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  When Furok attacks a creature, you gain 2 EP for every 10 damage dealt to Furok.

Jip (Naroom)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When another summoned creature gains power, Jip gains an equal amount.

Leaf Chogo (Naroom)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Leaf Chogo is immune to Core spells and Powers.  After Leaf Chogo attacks, you may defeat it to add 10 power to each of your creatures and deal 10 damage to each opposing Core creature.

Leaf Hyren (Naroom)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Leaf Hyren may drain X of its power to add X power to another creature.

K'teeb Cub (Naroom/Paradwyn)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  K'teeb Cub may pay 10 power to target another of your creatures.  The next time that creature uses a power, its cost is 0.  K'teeb Cub may Dreamwarp up to 10 power.

K'teeb Thumper (Naroom/Paradwyn)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  K'teeb Thumper may target a creature who used a power this round or last round.  K'teeb Thumper deals 30 damage to the creature.  K'teeb Thumper may Dreamwarp up to 10 power.

Scout Bungaloo (Naroom/Weave)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Just before Scout Bungaloo is defeated by a creature attack, you may move all of Scout Bungaloo's power, plus 20, to another of your creatures.  Scout Bungaloo may weave 10 power to Naroom and Weave creatures.

Plith (Naroom)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Whenever Plith is attacked, you gain 4 EP.

Rabbage (Naroom)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Rabbage energizes for 20 power at the start of your action.

Rudwot (Naroom)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Whenever Rudwot attacks a creature with less than 30 power, it gains 20 power before damage is dealt.

Stagadan (Naroom)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Stagadan may always attack an opposing Magi, even if there are creatures in the way.

Twunk (Naroom)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  When one of your Naroom creatures with less power than Twunk is attacked, deal 20 damage to the attacking creature before damage is dealt.

Vinoc (Naroom)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When Vinoc is summoned, you may choose not to cast spells for X number of rounds.  Vinoc gains X times 10 power.

Wasperine (Naroom)
Summon Cost:  12
Slots Needed:  3
Power:  30


Built-in Ability:  If you are Naroom or Naroom Shadow, Wasperine may immediately attack the turn you summon it.

Coral Hyren (Orothe)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Whenever you cast an Orothe spell, Coral Hyren gains 10 power.

Corf (Orothe)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Corf may pay 30 power to target a creature that was attacked by one of your creatures this round.  That creature

is defeated.

Deep Wellisk (Orothe)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  When an opposing Magi uses an Item of Power, Deep Wellisk can pay 20 power to disable that Item for this combat.  Deep Wellisk cannot be directly defeated.

Husp (Orothe)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Husp may defeat itself as an action to prevent an opposing Magi from casting any 3 of his known spells, his choice,  until your next action.

Iximin (Orothe)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  If Iximin is defeated in an attack, the creature that defeated him takes 30 damage.

Nalo (Orothe)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Nalo may pay 40 power and defeat itself to deal 20 damage to all creatures and Magi.  This power cannot be countered and the damage cannot be prevented.

Orpus (Orothe)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  If one of your Items is about to be disabled, Orpus may pay 10 power to prevent the Item from being disabled.

Paralit (Orothe)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Paralit may pay 10 power and defeat itself to

add 20 EP and HP to your Magi.  All of your summoned creatures take 10 damage.

Parathin (Orothe)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Parathin may pay 30 power and defeat one of your summoned creatures to summon any of your other creatures with no cost.  That creature starts with half its starting power, rounded up.

River Abaquist (Orothe/Paradwyn)
Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  River Abaquist may defeat itself as an action to target a creature with power less than 10 times the number of creatures you have summoned.  You gain control of that creature for this combat. River Abaquist may Dreamwarp up to 10power.

Sea Barl (Orothe)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Sea Barl may pay 30 EP to let you play an additional spell next round.

Wellisk (Orothe)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Wellisk may defeat itself when an opposing creature is summoned to immediately defeat that creature.

Bagala Cub (Paradwyn)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When Bagala Cub is defeated, you may immediately summon a Bagala, paying all costs.

Janx (Paradwyn)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Whenever Janx attacks, after damage is dealt, deal 20 damage to each of the defender's stalked creatures.

Jungle Jile (Paradwyn)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Jungle Jile may pay 20 power to make all opposing creatures stalked until the start of your next action.  When a stalked creature is attacked, it takes 10 damage before damage is dealt. 

Kwup (Paradwyn)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Kwup may pay 10 power to target a stalked creature and deal 30 damage to it.

Rala (Paradwyn)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  While Rala is summoned, all of your creatures may use their powers twice a round.  If they do, they are defeated at the end of your opponent's action.  Rala may Dreamwarp up to 10 power.

T'kanzam (Paradwyn)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Once every round, after an opposing creature uses a power, T'kanzam may use an exact copy of that power, paying all costs.

Tropical Vinoc (Paradwyn)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  You may pay 4 EP to have Tropical Vinoc stalk a creature.  When a stalked creature is attacked, it takes 10 damage before damage is dealt.  Tropical Vinoc deals an additionial 10 damage to a stalked creature.

Terkoz (Paradwyn)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  If Terkoz was the only creature you summoned this round, all your other creatures gain 10 power.

Tropical Plith (Paradwyn)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  If, at the end of your action, you played a creature with the ability to Dreamwarp, gain 4 EP.

Agovo (Underneath)

Summon Cost:  14
Slots Needed:  4
Power:  40

Built-in Ability:  Agovo may, as an action, pay 20 power to give you 12 EP.

Bisiwog (Underneath)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Bisiwog may attack while burrowed.

Cave Rudwot (Underneath)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When a creature attacks Cave Rudwot, Cave Rudwot gains 20 power before damage is dealt.

Giant Vulbor (Underneath)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Giant Vulbor may pay 20 power to deal 40 damage to a creature.  That creature's Magi may instead take up to 10 damage. For each 5 damage he took, reduce the damage dealt to the creature by 20.

Jore (Underneath)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Jore may pay 10 power to add 10 power to each of your other burrowed creatures.

Korrit (Underneath)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Instead of its normal attack, Korrit may attack with another creature.  Korrit deals its damage to the target creature, but takes no damage from the defending creature.

Parmalag (Underneath)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Parmalag may pay 10 power to take no damage in attacks until the end of your action.

Rabid Bisiwog (Underneath)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  When Rabid Bisiwog attacks, it attacks and damages two creatures at once, and then takes damage from both of them.  If Rabid Bisiwog is burrowed, it is defeated.

Spore Vashp (Underneath)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Spore Vashp may pay 30 power and defeat itself to choose two of your defeated creatures.  Your opponent picks one to be summoned
for free, coming in with half its starting power.

Syre (Underneath)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Syre may deal 10 damage to one of your burrowed creatures to add 10 HP and 4 EP to your Magi.

Striped Korrit (Underneath/Weave)

Summon Cost:  16
Slots Needed:   4
Power:  40

Built-in Ability:  When one of your other creatures is attacked, Striped Korrit may defend with that creature.  It deals damage to the attacking creature, but takes no damage in the attack.

Vulbor (Underneath)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Vulbor may pay 30 power to drain 16 EP from an opposing Magi.

Weebat (Underneath)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When Weebat is attacked, it gains 10 power.  If the attacking creature is Naroom, it gains an additional 30power.

Flugg (Weave)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Flugg is immune to Core spells and Powers.  When one of your other creatures is attacked by a Core creature, add 40 power to the defending creature before damage is dealt.  Flugg can weave 10 power to any of your creatures.

Heppeswip (Weave)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  When an opposing creature or Item of Power uses a power that affects one or more of your creatures, Heppeswip may pay 10 power to either defeat the creature or disable the Item.  Heppeswip can weave 10 power to any of your Weave creatures.

Pajick Pet (Weave)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When one of your other creatures is attacked, you gain 4 EP.  When Pajick Pet is attacked, before damage is dealt, move 10 power between Pajick Pet and one of your other Weave creatures.

Paradar (Weave)

Summon Cost:  16  
Slots Needed:  4
Power:  40

Built-in Ability:  If, at the end of your action, Paradar did not attack, gain 8 EP.

Pody (Weave)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Pody may pay 10 power to deal 30 damage to a creature that attacked during its controller's last turn.  Pody may Weave 10 power to any of your Weave creatures.

Quallon (Weave)

Summon Cost:  16
Slots Needed:  4
Power:  40

Built-in Ability:  Whenever you use an effect that moves power between two of your creatures, you may move an additional 10 power.  Quallon may weave 10 power to any of your Weave creatures.

Sagaweave (Weave)

Summon Cost:  12  
Slots Needed:  3
Power:  30

Built-in Ability:  At the start of your action, you may move 10 power from one of your Core or Weave creatures to another.  Sagaweave may weave 10 power to any of your Weave or Core creatures.

Thresh (Weave)

Summon Cost:  16  
Slots Needed:  4
Power:  40

Built-in Ability:  When one of your Weave creatures is defeated on an opposing turn, Thresh gains 10 power.  Thresh may Weave 10 power to any of your Weave creatures.

Uwamar (Weave)

Summon Cost:  12  
Slots Needed:  3
Power:  30

Built-in Ability:  Uwamar cannot attack.  When you summon another Weave creature, add 20 power to Uwamar.  Uwamar can weave 10 power to any of your Weave creatures.

Weggit (Weave)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Defeat Weggit to gain 8 EP for each Item of Power you have.  Weggit can weave 10 power to any of your Weave creatures.

Yajo (Weave)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  Yajo cannot attack.  Yajo may pay 10 power to add 30 power to any one of your creatures that attacked this turn.  Yajo may weave 10 power to any of your Weave creatures.

Zassyfer (Weave)

Summon Cost:  12
Slots Needed:  3
Power:  30

Built-in Ability:  When one of your other Weave creatures is attacked, it gains 10 power before damage is dealt.  Zassyfer may weave 10 power to any of your Weave creatures.
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LEVEL 3 DREAM CREATURES

Alaban (Arderial)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Alaban may pay 50 power to unsummon a target creature.

Ayebaw (Arderial)

Summon Cost:  20
Slots Needed:  5
Power:  50  

Built-in Ability:  Ayebaw may attack twice each round.

Ballistic Baldar (Arderia/Kybar's Teeth)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  At the end of every round, Ballistic Baldar takes 50 damage.  If Ballistic Baldar is still alive, the GM rolls

a d6 to determine how many creatures were hit by the thing, and the ones hit is randomly determined, though opposing creatures are always hit first.

Brannix (Arderial)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Brannix adds 10 power when it attacks a creature.  It adds an additional 20 power if it attacks an Arderial

creature.

Elder Vellup (Arderial)

Summon Cost:  20
Slots Needed:  5
Power:  50  

Built-in Ability:  When you summon Elder Vellup, you may immediately summon another of your non-Vellup Arderial creatures, paying all costs.

Galiant (Arderial/Kybar's Teeth)

Summon Cost:  24
Slots Needed:  6
Power:  60  

Built-in Ability: Galiant may pay 30 power to add X power to your strongest creature where X equals the power of the weakest

opposing creature.

Hurricane Orish (Arderial/Orothe)

Summon Cost:  20
Slots Needed:  5
Power:  50 

Built-in Ability: When an opposing Magi uses an Item or casts a Spell, your Magi gains 10 EP while Hurricane Orish is summoned.

Grand Epik (Arderial)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  While Grand Epik is in play, your energize actions give you 5 less EP.  Whenever an Arderial Magi energizes, Grand Epik gains 10 power for every 3 EP your Magi gains.

Lightning Hyren (Arderial)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Lightning Hyren may pay 40 power to deal 10 damage to every non-Arderial creature.

Orathan Flyer (Arderial)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Orathan energizes 20 power at the start of each of your actions.  When you summon creatures, you may pay EP from Orathan Flyer, at a rate of 4 EP per 10 power. Orathan Flyer cannot attack.

Rayalon (Arderial)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  When Rayalon defeats a non-Arderial creature, you gain EP equal to the cost of the last spell you cast.

Xyx Elder (Arderial)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Xyx Elder may pay 60 power to have your Magi perform a Mind check.  IF you pass by 4 or more, deal 50 damage to each non-Xyx creature.  If you pass, deal 30 damage to each non-Xyx creature.  If you fail, deal 10 damage to each non-Xyx creature.

Fog Hyren (Bograth/Paradwyn)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Fog Hyren may pay 20 power to give your Magi 12 EP.  If your Magi is not Bograth, he then takes

10 damage.  Fog Hyren can Dreamwarp up to 20 power.

Swamp Moga (Bograth)

Summon Cost:  20
Slots Needed:  5
Power:  50  

Built-in Ability:  Swamp Moga may pay 20 power to have all of your creatures deal 20 extra damage when attacking this round.

Taglat (Bograth/Paradwyn)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability: Taglat may copy one power or effect of any other creature summoned.  Taglat may Dreamwarp up to

10 power.

Tar Hyren (Bograth/Core ONLY)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  When Tar Hyren is defeated by a creature, the creature and its Magi are covered in tar.  The creature cannot attack and both it and the Magi take 5 damage at the start of every round.

Diobor (Cald)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Diobor may defeat itself to deal 20 damage to a creature.  Diobor may pay X power to add 4 EP for every

10 power paid by Diobor.

Diomant (Cald)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Diomant may defeat itself to drain 15 EP from a Magi.  Diomant may pay X power to add 4 EP to your Magi for every 10 power paid by Diomant.

Drakan (Cald)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Drakan may pay 30 power to target an opposing creature and have you make a Mind check.  If you pass by 4 or more, deal 50 damage to the creature.  If you pass, deal 30 damage to the creature.  If you fail, deal 10 damage to the creature.

Ember Hyren (Cald/Naroom)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  When one of your other creatures attacks, Ember Hyren gains 10 power.  Ember Hyren may pay 20 power to deal 20 damage to a target creature.

Fire Grag (Cald)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Fire Grag may pay 30 power to target one of your creatures and an opposing creature.  Defeat your creature

to deal X damage, where X is 2 times the power of the creature you defeated.

Granas (Cald/Underneath)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Granas is burrowed except when it takes an action.  When it attacks a creature, it deals 10 extra damage.

Greater Vaal (Cald)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Greater Vaal may pay 50 power to target an opposing creature and have you make a Mind check.  If you pass by 6 or more, deal 100 damage to the creature.  If you pass by 3 to 6, deal 60 damage to the creature.  If you pass by 0 to 2, deal 30 damage to the creature.  If you fail, nothing happens.

Inferno Xyx (Cald)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Inferno Xyx may pay 40 power and defeat itself to deal 150 damage to a target creature.

Karkik (Cald/Kybar's Teeth)

Summon Cost:  24
Slots Needed:  6
Power:  60 

Built-in Ability:  Karkik may pay 20 power to target an opponent with more creatuers than you.  That target's weakest creature is defeated.

Krawg (Cald)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Krawg cannot be the target of opposing effects.

Lava Balamant (Cald)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  If Lava Balamant attacks, it gains 10 power before damage is dealt.

Magma Jile (Cald)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  If a creature of 2 or less slots is summoned, Magma Jile gains 20 power.

Saladarit (Cald/Orothe)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Saladarit may pay 20 power  to target another of your creatures.  The next creature that attacks it is defeated.

Yollum (Cald)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Core spells and powers don't affect Yollum. 

Yollum may pay 30 power to deal 60 damage to a Core creature

or 30 damage to a Core Magi.

Black Agovo (Core)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Black Agovo may defeat itself as an action to force an opposing Magi to lose 12 EP.  Underneath Magi may have a Black Agovo.

Chaos Jile (Core)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  If Chaos Jile is attacked by a creature, it takes 30 damage before damage is dealt.  If Chaos Jile attacks a creature, it gains 40 power before damage is dealt.  Naroom Magi may have a Chaos Jile.

Chaos Plith (Core)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  If Chaos Plith defeats a creature, your Magi gains 4 EP.  Naroom Magi may have a Chaos Plith.

Chaos Flugg (Core)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Core and Weave spells and powers don't affect Chaos Flugg.  Chaos Flugg may defeat itself as an action to defeat all summoned Core and Weave creatures.  Weave Magi may have a Chaos Flugg.

Corathan (Core)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Whenever you steal or take control of something, you may resummon one of your defeated creatures this combat.  Orothe Magi may have a Corathan.

Core Grag (Core)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Core Grag may pay 50 power to target an opposing Magi.  That Magi takes 15 damage if he fails a defense check.  His creatures all take 20 damage.  Cald Magi may have a Core Grag.

Core Hyren (Core)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  When you Energize, if Core Hyren has defeated an opposing creature this round, you gain an extra 5 EP.

Dagok (Core)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Opposing spells and powers that deal damage to Dagok instead add power equal to the damage.  Opposing spells and powers that give power to Dagok instead deal that much damage to Dagok.  Naroom Magi may have a Dagok.

Dark Furok (Core)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  When Dark Furok is defeated, choose one creature in play.  That creature takes damage equal to half of Dark Furok's remaining power before he was defeated.  Naroom Magi may have a Dark Furok.

Dryte Fiend (Core)

Summon Cost:  20
Slots Needed:  5
Power:  50  

Built-in Ability:  At the start of each round, choose an opposing creature.  Whenever that creature takes damage this round, it takes an additional 30 damage.  Cald Magi may have a Dryte Fiend.

Grax (Core)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Grax may pay 40 power and reduce one creature's power by half, rounding down.

Harban (Core)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Choose any creature with 10 power. You gain control of the creature for this combat. Arderial Magi may have a Harban.

Orok (Core)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Whenever Orok takes damage, choose a Magi.  That Magi loses 2 EP for every 10 damage Orok took.  Naroom Magi may have an Orok.

Severos (Core)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Severos may pay 20 power to choose an opposing creature that has been defeated this combat.  Severos may summon that creature for you, paying all costs, where 10 power equals 4 EP.  If that creature is defeated, Severos is defeated as well.  Orothe Magi may have a Severos.

Tragan (Orothe)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  When Tragan enters play, it gains 30 power.  Whenver Tragan is attacked, deal 20 damage before damage is dealt.

Bulabantu (d'Resh/Paradwyn)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  When Bulabantu is summoned, immediately deal 30 damage to any one summoned creature.

Habob (d'Resh)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Habob energizes 20 power at the start of your action.  At the end of your action, you may defeat Habob to head 5 HP on you for every 10 power on Habob.  Habob is recurring and may be resummoned once per battle.

Sikra (d'Resh/Underneath)

Summon Cost:  12
Slots Needed:  6
Power:  60

Built-in Ability:  Sikra is Illusionary.  It cannot attack Magi directly.  Sikra takes no damage from opposing Spells and Powers.

Spined Hyren (d'Resh)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Spined Hyren may pay 20 power to target an

opposing creature and Magi.  The target creature takes 10 damage for every spell the opposing Magi has cast this combat.

Swirling Orshaa (d'Resh)

Summon Cost:  12
Slots Needed:  6
Power:  60

Built-in Ability:  When another Spell, Power, or Effect, names a specific Regoin or Type, Swirling Orshaa is considered to be of that Region or Type until the end of the round.  Swirling Orshaa is an Illusion.  It cannot attack Magi directly.

Szhar (d'Resh)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  When Szhar is defeated, your next spell costs 8 EP less.  Szhar is recurring and may be resummoned once per combat.

Warrior Olum (d'Resh)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Warrior Olum may pay 10 power to target an Opposing creature.  Unless that creature's controller takes 15 damage, the creature takes 20 damage.

Agrilla (Kybar's Teeth)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Agrilla may target another one of your creatures.  That creature gains an extra attack this round.

Agrilla takes 10 less damage in attacks.

Akkar (Kybar's Teeth/Underneath)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  If an opponent has more creatures than you, than you gain an extra 4 EP when energizing while Akkar is summoned.  Akkar takes 20 less damage in attacks.

Alpine Xamf (Kybar's Teeth/Naroom)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  While Alpine Xamf is summoned, other Kybar's Teeth and Naroom creatures gain 10 power after being summoned.

Baldar (Kybar's Teeth)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  If Baldar attacks a creature with less power, Baldar takes no damage.

Grizzled Moga (Kybar's Teeth)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  When one of your other creatures attacks, the opposing Magi takes 5 damage.  Grizzled Moga takes 10 less damage in attacks.

Moga (Kybar's Teeth)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Moga may pay 20 power to target another of your creatures.  That creature's next attack does double damage.

Rokarum (Kybar's Teeth)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Rokarum may pay 20 power to add 20 power

 to each of your other Kybar's Teeth creatures below their starting power.

Urigant (Kybar's Teeth/Underneath)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Urigant is always burrowed.  He can't attack nor can he take more than 20 damage each round.  Other burrowed creatures are no longer considered burrowed while Urigant is summoned.  Urigant takes 20 less damage in attacks.

Vogo (Kybar's Teeth)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  While Vogo is summoned, once per round when one of your creatures is targeted by a spell or power, change the target to another creature who can be a legal target.  Vogo takes 10 less damage from creature attacks.

Xamf (Kyabar's Teeth)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  While Xamf is in play, if at the the end of the round your weakest creautre has more power than the strongest opposing creature, your Magi gains 12 EP.

Yark (Kybar's Teeth)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  When Yark attacks a creature with more than it's starting power, that creature is reduced to it's starting power before damage is dealt.

Yebed (Kybar's Teeth)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  If, at the start of the round your strongest creature has less power than the weakest opposing creature, all opposing creatures take 10 damage.

Dryte (Nar)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  The first time each round that Dryte attacks a frozen creature, Dryte gains 30 power after damage is dealt and may immediately attack a second creature.

Garlak (Nar)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  At the beginning of your action, choose a creature.  That creature loses 10 power.  That creature loses an additional 20 power if it is frozen. 

Great White Narth (Nar)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Whenever Narth attacks, after damage is dealt, Narth gains 10 power for each opposing frozen creature.  You may defeat Narth. If you do, and it defeated a creature in combat this round, you gain 20 EP.

Korul (Nar)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  When Korul attacks, before damage is dealt, the defending creature loses 10 power for each item of power its controller owns.

Tithragar (Nar)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  When Tithragar is summoned, deal 20 damage to each opposing Core creature and 5 damage to each opposing Core Magi.  When Tithragar attacks, if the opposing Magi is Naroom Shadow, defeat the defending creature before damage is dealt.

Yaromant (Nar)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  While Yaromant is summoned, all creatures are frozen.  Powers on frozen cards cost 10 extra power.  Whenever a frozen creature is defeated, Yaromant gains 10 power.

Balamant (Naroom)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Balamant may pay 20 pwoer to have the opposing Magi make a defense check.  If he/she fails, he/she takes 30 damage.

Bhatar (Naroom)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  When Bhatar attacks, before damage is dealt, it gains 10 power.  It gains 30 power if attacking an Underneath creature.

Elder Weebo (Naroom)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Elder Weebo may defeat itself to either add 20 to the energize rate of a creature, or give a creature an energize rate of 20 until the end of next round.

Forest Jile (Naroom)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Forest Jile may pay 20 power to add 20 power to all of your creatures that attacked this round.

Garan (Naroom)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  While Garan is in play, damage dealt by your creatures in attacks cannot be reduced or negated.  All of your creatures must attack each round, if able.

K'teeb (Naroom/Paradwyn)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Choose any one creature summoned.  While that creature is summoned, K'teeb is considered to have the same built-in abilities as that creature.  K'teeb may Dreamwarp up to 10 power.

Nodj (Naroom)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  At the beginning of every round, if Nodj's power is below its starting power, it is restored to starting power.

Sabertooth Jumbor (Naroom/Weave)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Sabertooth Jumboor may pay 10 power to force all creatures to attack next round.  All your creatures gain 10 power after damage is dealt in an attack.  Sabertooth Jumbor can weave up to 10 power with any of your Naroom or Weave creatures.

Tillant (Naroom)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Core spells and powers do not affect Tiliant.  When Tilliant attacks a Core creature, add 50 power to it before damage is dealt.

Allio (Orothe)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  If Allio is attacked by a Cald creature, it gains 40 power before damage is dealt.

Blue Yajo (Orothe/Weave)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Blue Yajo cannot attack.  Blue Yajo may pay 30 power to add 60 power to another creature.  That creature cannot attack this turn.  You may only use this ability before attacking.  Blue Yajo may Weave up to 10 power with any of your Orothe or Weave creatures.

Deep Barl (Orothe)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Deep Barl may defeat another of your creatures to give your Magi 10 HP and 10 EP.

Deep Hyren (Orothe)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Deep Hyren may pay 60 power to deal 30 damage to each non-Orothe creature and 10 damage to each non-Orothe Magi.

Hunter Jile (Orothe)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Core spells and Powers don't affect Hunter Jile.  Hunter Jile may pay 30 power and defeat itself to target an opposing Magi. That Magi may not summon Core creatures this round or next round.

Karak (Orothe)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Karak may pay 20 power to steal and hold an Item of Power from an opposing Magi.  The Item is unable to be

used by anyone while Karak has it and is summoned.

Orathan (Orothe)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  When Orathan attacks a creature with less than 30 power, add 20 power to Orathan before damage is dealt.

Platheus (Orothe)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  When Platheus may pay 20 power to force a creature to lose its next action.

Reef Hyren (Orothe)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  While Reef Hyren is in play, whenever a creature is summoned, your Magi may pay 5 EP to deal 20 damage to that creature.

Sarazen Keeper (Orothe/Underneath)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  If you have a Hyren in play, you may add 10 power to each of your summoned Sarazen.  If you have two or more Sarazens in play, gain 4 EP.

Seaweed Lascinth (Orothe/Weave)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Seaweed Lascinth may pay 10 to deal damage first in attacks this action.  Seaweed Lascinth may Weave up to

10 power with one of your other Orothe or Weave creatures.

Sylorum (Orothe)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ablility:  Sylorum energizes for 10 power at the start of your actions.  Sylorum may pay the cost for one of your Items of Power, at a rate of 10 power per 4 EP.  If Sylorum pays for the cost, reduce the cost by 4 EP.

Tidal Karak (Orothe)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Tidal Karak may pay 20 power to target a disabled Item of Power.  You may use that Item as long as Tidal Karak is summoned.

Bagala (Paradwyn)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  When Bagala attacks, it gains 10 power for each other Bagala type creature you have summoned, before damage is dealt.

Gwomba (Paradwyn)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Once per turn, as you are playing another Paradwyn creature, change it's starting power to any multiple of 10.  You cannot make the number lower than 10 or higher than Gwomba's current power.  All Bograth creatures take 10 extra damage in attacks while Gwomba is summoned.

Khisp (Paradwyn)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  When Khisp attacks a stalked creature, add 20 power to Khisp before damage is dealt.

K'ly (Paradwyn)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  When an opposing creature is summoned, K'ly may pay 10 power to make it and any other summoned creatures

stalked until the end of your next action.  While stalked, it loses 10 power before damage is dealt in an attack.  When K'ly attacks a stalked creature, add 10 power to K'ly before damage is dealt.

Magor (Paradwyn)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Core spells and power don't affect Magor. 

When an opponent summons a Core creature, you may raise or lower its starting power by 50, though you cannot make it cost more EP than the Magi has.  Magor may Dreamwarp up to 10 power.

Tropical Hyren (Paradwyn)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Tropical Hyren energizes for 10 power at the start of your action.  All of your creatures that can Dreamwarp may Dreamwarp an extra 10 power. Tropical Hyren may Dreamwarp up to 10 power.

Weed Hyren (Paradwyn/Weave)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  If Weed Hyren is not defeated in an attack, you may resummon it this combat.  Weed Hyren may Dreamwarp up to 10 power.  Weed Hyren may Weave up to 10 power with any other Paradwyn or Weave creature of yours.

Athik (Underneath)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Core spells and powers don't affect Athik.  Athik may pay 20 power as an action to target an opposing Core Magi. That Magi loses all but 1 EP.

Cave Hyren (Underneath)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Cave Hyren may pay X EP to add X EP to any other creature in play.  X must be a multiple of 10.

Crystal Jile (Underneath)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability: Crystal Jile may pay 10power to give you 20 EP

Crystal Lascinth (Underneath)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Core spells and Powers don't affect Crystal Lascinth.  When one of your Underneath creatures is attacked, the attacker takes 10 damage before damage is dealt.  It takes an extra 10 damage if it is a Core creature.

Giant Korrit (Underneath)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Giant Korrit may sacrifice its attack this round to attack at the same time as another of your attacking creatures.  It deals its damage to the defending creature, but takes no damage in return.

Giant Parmalag (Underneath)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Giant Parmalag may pay 30 power to make it so that it cannot be attacked by creatures until the end of your next action.

Ormalet (Underneath)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Ormalet may pay 20 power to deal 20 damage to each non-Underneath creature.

Pylofuf (Underneath)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Pylofuf is always burrowed.  It cannot attack and takes no more than 20 damage from attacks, spells, and powers per round.

Trogovo (Underneath)

Summon cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  You may cast a second spell this round, but you Energize for 8 less EP next time.  A Core Magi may pay 12 EP to defeat Trogovo.

Aritex (Weave)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  Aritex may pay 50 EP to defeat another of your summoned creatures.  If it does this, you are restored to full EP

at the start of the next round.  Aritex may Weave up to 10 power with any of your Weave creatures.

Drowl (Weave)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  When you summon Drowl, you may immediately cast a spell as well, paying all costs.  Drowl may Weave up to 10 power with any of your Weave creatures.

Grass Hyren (Weave)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  When Grass Hyren is attacked roll a d6 and multiply by 10.  Grass Hyren takes that much less damage from this attack. Grass Hyren may Weave up to 10 power with your Weave creatures.

Jumbor (Weave)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Jumbor may target an opposing Magi.  Next round, all that Magi's creatures must attack if able to.  Jumbor may Weave up to 10 power with your Weave creatures.

Lascinth (Weave)

Summon Cost:  20
Slots Needed:  5
Power:  50

Built-in Ability:  When Lascinth is attacked, it deals its damage first.  Lascinth must attack each turn if able to. Lascinth may Weave up to 10 power with your Weave creatures.

Stumbling Junjertrug (Weave)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  At the end of your turn, divide Stumbling Junjertrug's power by 10.  If this number is even, add 20 power.  If odd, then lose 30 power.  Your creatures take 10 less damage from Cald spells and Powers.

Vuryip (Weave)

Summon Cost:  24
Slots Needed:  6
Power:  60

Built-in Ability:  Whenever Vuryip attacks or is attacked by a creature, you gain 4 EP.  Vuryip may Weave up to 10 power with your Weave creatures.


LEVEL 4 DREAM CREATURES

Cyclone Xyx (Arderial)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  When Cyclone Xyx is attacked, before damage is dealt, deal 10 damage to each of the attacking Magi's creatures.  Cyclone Xyx may pay 10 power to deal 10 damage to each opposing Arderial creature.

Elder Yark (Arderial/Kybar's Teeth)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  When an opposing creature attacks, it deals either its starting power or current power, whichever is less.  Elder Yark takes 10 less damage in attacks. 

Sandstorm Orshaa (Arderia/d'Resh)

Summon Cost:  16
Slots Needed:  8
Power:  80

Built-in Ability:  Sandstorm Orshaa is Illusionary and cannot attack Magi.  Sandstorm Orshaa may pay 20 power to target a lingering spell effect. End the effect and deal 15 damage to the Magi who cast the spell.

Thunder Hyren (Arderial)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  Thunder Hyren may pay 60 power to deal 20 damage to each non-Arderial creature in play.  Thunder Hyren may pay 20 power and defeat itself to add 20 power to each of your Hyren in play.

Wind Hyren (Arderial/d'Resh)
Summon Cost:  28
Slots Needed:  7
Power: 70

Built-in Ability:  If your Magi is Arderial or d'Resh, gain an extra 4 EP when you energize while Wind Hyren is summoned.

Yarothis (Arderial)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  Core spells and powers do not affect Yarothis.  Yarothis may pay 40 power to defeat an opposing Core creature.

Furlosk (Bograth/Naroom)

Summon Cost:  28
Slots Needed:  7
Power:  80

Built-in Ability:  Once per turn, when you play another Bograth creature, the next creature you pay costs 8 EP less.  Once per turn, when you play another Naroom creature, gain 8 EP.  If you do not have at least one other Bograth or Naroom creature summoned, Furlosk is defeated.

Swamp Hyren (Bograth)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  All of your Core and Bograth creatures and spells cost 4 less EP to cast while Swamp Hyren is summoned.  Core Magi may have a Swamp Hyren.

Ash Hyren (Cald)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  Ash Hyren may pay 20 power to target a creature with more than its starting power.  That creature is reduced to its starting power.

Borgor (Core)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  Borgor may pay 60 power to target two creatures.  They each lose half their current power, rounded up.

Darkbreed's Minion (Core)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  Whenever a Magi gains EP other than from energizing, all that Magi's creatures take 10 damage.  Darkbreed's Minion takes no damage from this effect.  Cald Magi may have a Darkbreed's Minion.

Garadan (Core)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  When Garadan attacks a Magi, after any damage is dealt, you may summon one of your other Naroom or Core creatures for free.  The creature has only 10 power on it.  Naroom Magi may have a Garadan.

Shadow Hyren (Core)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  When you summon Shadow Hyren, choose a creature and deal 10 damage to it.  When Shadow Hyren attacks a creature of the same region as the chose creature, it gains 20 power before damage is dealt.  If you are a Shadow Magi, when Shadow Hyren defeats a creature, gain 8 EP.

Mowat (d'Resh)

Summon Cost:  28
Slots Needed:  7
Power:  70

BUilt-in Ability:  Whenever an opposing creature deals damage to Mowat, deal 10 damage to that creature.  If Mowat attacks a creature with 30 or less power, Mowat takes no damage in the attack.

Sand Hyren (d'Resh)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  When Sand Hyren is summoned, choose one of your creatures and one of your spells.  Each costs 8 EP less to either summon or cast. You may play Core spells and creatures as if they were d'Resh.

Shimmering Orshaa (d'Resh)

Summon Cost:  16
Slots Needed:  8
Power:  80

Built-in Ability:  Shimmering Orshaa is illusionary, and cannot attack Magi.  Shimmering Orshaa may pay 40 power to target one of your other summoned illusions. That illusion is defeated and immediately summons one of your other creatures for free.  The summoned creature cannot attack this round.

Xala (d'Resh)

Summon Cost:  16
Slots Needed:  8
Power:  80

Built-in Ability:  Xala is illusionary, and cannot attack Magi.  When an opposing creature uses a power, Xala may pay 30 power to cancel the power.

Crag Quor (Kybar's Teeth)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  If at the start of the round Crag Quor has less 

power than the weakest opposing creature, it gains 40 power.  Crag Quor takes 10 less damage in attacks.

Darge (Kybar's Teeth)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  Core spells and powers don't affect Darge.  Darge takes no damage when it attacks a Core creature.  Darge takes 10 less damage in attacks.

Giant Chogus (Kybar's Teeth)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  Creatures cannot be have more than their starting power while Giant Chogus is summoned.

Granite Parmalag (Kybar's Teeth)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  All of your Parmalag-type creatures take 10 less damage in attacks.  Granite Parmalag takes 10 less damage in attacks.

Kier (Kybar's Teeth/Underneath)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  While you have another Kybar's Teeth and Underneath creature summoned, Kier is burrowed.  It cannot attack and takes no more than 20 damage from opposing spells, powers, and attacks.  When Kier attacks a creature, it does an extra 10 damage.

Rockslide Hyren (Kybar's Teeth)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  Rockslide Hyren may defeat itself to target 3 opposing creatures.  One creature takes 20 damage, one takes 40 damage and the last takes 80 damage.  The opponent chooses which creatures take each amount of damage.  Rockslide Hyren takes 10 less damage in attacks.

Stone Quor (Kybar's Teeth)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  Stone Quor may pay power to target an opposing creature.  That creature loses half its power, rounded up.  For every 10 power lost, you gain 4 EP.  Stone Quor takes 10 less damage in attacks.

Thoughtful Baldar (Kybar's Teeth)

Summon Cost:  28
Slots Needed: 7
Power:  70


Built-in Ability:  Randomly choose one of your creatures.  Any of that creature cost 8 less EP, to a minimum of 4, to summon this round.  Thoughtful Baldar takes 10 less damage in attacks.

Tunnel Parmalag (Kybar's Teeth)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  Tunnel Parmalag may take no more than 10 damage when it attacks.  You may not prevent Tunnel Parmalag from being directly defeated.

Blizzard Hyren (Nar)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  Blizzard Hyren may pay 10 power to deal 10 damage to each opposing frozen creature and 5 points of damage to each opposing frozen Magi per frozen creature that Magi has.  Blizzard Hyren may pay 10 power to allow it to attack twice this action.

Frost Hyren (Nar)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  While Frost Hyren is summoned, all creatures are frozen.  Powers on frozen creatures costs 10 extra power.  Whenever an opposing Magi uses an Item of Power, deal 10 damage to each of that Magi's creatures.

Granasaber (Nar)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  You may defeat one of your other summoned Nar creatures to restore Gransaber to its starting power.  Gransaber deals 20 extra damage in attacks.

Grendile (Nar/Naroom)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  Whenever Grendile attacks a creature, after damage is dealt, deal 2 damage to the creature's Magi for every 10 power on Grendile.

Hunter Furok (Nar)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  When Hunter Furok attacks a Magi, gain 4 EP per Item of Power that Magi has.  Hunter Furok deals 20 extra damage in attacks.

Ice Hyren (Nar)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  If your Energize Mastery is higher than your opponent's, Ice Hyren energizes 10 power at the start of your action.  When Ice Hyren attacks and defeats a creature, choose an opposing Item of Power and disable it.

Kyroll (Nar)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  Kyroll may pay 40 power to defeat a frozen creature.  If Kyroll is defeated in an attack while frozen, you may resummon it this combat.

Snow Hyren (Nar)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  Whenever a frozen creature is attacked, Snow Hyren gains 10 power.  Snow Hyren may pay X power to add X power to another creature.  X must be a multiple of 10.

Giant Carillion (Naroom)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  Giant carillion may pay 60 power to target an opposing creature.  That creature is defeated.

Timber Hyren (Naroom)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  Timber Hyren may drain X EP from your Magi, to a max of 20.  For every 4 EP drained, add 10 power

to Timber Hyren.

Megathan (Orothe)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  If, at the end of the round, Megathan defeated a creature, it gains 10 power.

Sarazen Guard (Orothe)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  When one of your other creatures is being attacked, you may force the attacking creature to attack Sarazen Guard.  If you do so, the attacking creature's Magi loses 4 EP.

Bagala Hunter (Paradwyn)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  Bagala Hunter may choose a creature to be stalked.  Until the end of the next round, the creature loses 10 damage when it is attacked, before damage is dealt.  Bagala Hunter deals an extra 10 damage to stalked creatures.

Inyx (Paradwyn)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  Inyx may pay 10 EP to add 10 power to all creatures in play if there is at least one opposing creature.  Inyx may Dreamwarp up to X EP, where X is equal to 4 times the number of your summoned Paradwyn creatures.  This cannot lower the cost below 4 EP or drop the creature to less than 10 power.

Jungle Hyren (Paradwyn)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  When any creature is summoned while Jungle Hyren is summoned, you may Dreamwarp that creature up to 8 EP.  This cannot lower the cost to less than 4 EP or raise the cost over the amount of EP the Magi has minus 1.

Nyrex (Paradwyn/Weave)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  When a Weave or Paradwyn creature of yours is defeated either from a creature attack or a direct spell or power, it is absorbed by Nyrex.  When Nyrex is defeated, you may instantly resummon one of the creatures absorbed by Nyrex, ignoring all costs.

Vine Hyren (Paradwyn)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  When one of your other creatures Dreamwarps, Vine Hyren gains 10 power. Vine Hyren may Dreamwarp up to 4 EP.

Crystal Parmalag (Underneath)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  Crystal Parmalag may not be directly defeated by opposing spells, powers, or effect.  You may not prevent Crystal Parmalag from taking damage.

Mushroom Hyren (Underneath)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  Mushroom Hyren may pay 10 power to unsummon another of your creatures.  Your Magi gains 4 EP for every 10 power on the unsummoned creature, to a maximum of the creature's starting power.

Urhail (Underneath)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  You may cast Core spells while Urhail is summoned.

Junjertrug (Weave)

Summon Cost:  28
Slots Needed:  7
Power:  70

Built-in Ability:  Junjertrug does 20 extra damage in attacks.  Junjertrug must attack each round if able to.

Weave Hyren (Weave)

Summon Cost:  32
Slots Needed:  8
Power:  80

Built-in Ability:  Once per round, when an effect adds power 10 Weave Hyren, add 10 power to all your other Weave creatures.


LEVEL 5 DREAM CREATURES

Night Hyren (Arderial)

Summon Cost:  36
Slots Needed:  9
Power:  90

Built-in Ability:  If an opposing Magi has no creatures with more than 50 power, Night Hyren may directly attack that Magi.  Night Hyren adds 20 power before damage is dealt when attacking a Magi.

Mist Hyren (Bograth)

Summon Cost:  60
Slots Needed:  15
Power:  150

Built-in Ability:  Mist Hyren costs 4 less EP per other Bograth creature you have summoned, to a minimum of 0.  Mist Hyren can only be summoned when you normally summon creatures.

Flame Hyren (Cald)

Summon Cost:  36
Slots Needed:  9
Power:  90

Built-in Ability:  Flame Hyren may defeat itself to distribute its power, in multiples of 10, to any of your other summoned creatures.

Rock Silth (Cald/Kybar's Teeth)

Summon Cost:  44
Slots Needed:  11
Power:  110

Built-in Ability:  If an opposing spell or power defeats Rock Silth directly, gain 4 EP per 10 power on Rock Silth, up to its starting power. Rock Silth takes 10 less damage in attacks.

Silth Giant (Cald)

Summon Cost:  40
Slots Needed:  10
Power:  100

Built-in Ability:  Once per turn, when another of your creatures attacks an opposing creature with less power than Silth Giant, Silth Giant may defeat the opposing creature before damage is dealt.  Your creature is still considered to have attacked.

Dark Cragnoc (Core)

Summon Cost:  48
Slots Needed:  12
Power:  120

Built-in Ability:  Dark Cragnoc cannot be directly defeated by opposing spells.  You cannot add power to Dark Cragnoc.  Dark Cragnoc may directly defeat an opposing creature.  Dark Cragnoc takes damage equal to the opposing creature's power.  Kybar's Teeth Magi may have a Dark Cragnoc.

Darkbreed Hyren (Core)

Summon Cost:  44
Slots Needed:  11
Power:  110

Built-in Ability:  Darkbreed Hyren may pay 60 power to target any one summoned Hyren.  You gain control of that Hyren, but it cannot attack this round.

Gorath (Core)

Summon Cost:  40
Slots Needed:  10
Power:  100

Built-in Ability:  Gorath may pay X power to choose any one summoned creature with less than X power.  You gain control of that creature, but it cannot attack this round.  If Gorath is defeated, any captured creatures go back to their owner's control.

Gia Pet (Core)

Summon Cost:  36
Slots Needed:  9
Power:  90

Built-in Ability:  All Magi energize for 4 less EP while Gia Pet is summoned.  Gia Pet may choose one lingering spell effect and gain 10 power per 4 EP used to play the spell.  Only Weave and Core Magi may have a Gia Pet.

Drahkar (d'Resh)

Summon Cost:  24
Slots Needed:  11
Power:  110

Built-in Ability:  Drahkar is illusionary and cannot attack Magi directly.  When Drahkar is defeated, choose a creature with 30 or less power and defeat the chosen creature.

Sandsifter (d'Resh)

Summon Cost:  40
Slots Needed:  10
Power:  100

Built-in Ability:  Sandsifter is the First Oracle.  Sandsifter may pay 10 power to target an opposing Magi and deal 5 damage to him per Oracle. Sandsifter may pay 10 power to let you resummon a defeated Oracle.  You may defeat another Oracle when Sandsifter is being directly defeated to cancel the effect.

Sandstone Hyren (d'Resh/Kybar's Teeth)

Summon Cost:  36
Slots Needed:  9
Power:  90

Built-in Ability:  If Sandstone Hyren is the largest creature in play, any opposing Magi must pay 12 EP to target it with a spell or power.  Sandstone Hyren takes 20 less damage in attacks and loses no power from opposing effects during attacks.

Cliff Hyren (Kybar's Teeth)

Summon Cost:  40
Slots Needed:  10
Power:  100

Built-in Ability:  Opposing spells and powers that target one or more of your creatures instead only affect Cliff Hyren, if Cliff Hyren could be affected by it.  Cliff Hyren takes 10 less damage in attacks.

Cragnoc (Kybar's Teeth)

Summon Cost:  40
Slots Needed:  10
Power:  100

Built-in Ability:  Cragnor may pay 50 power to have you make a Mind check.  If you pass by 4 or more, gain 40 EP.  If you just pass, gain 25 EP. If you fail, gain 10 EP.  Cragnoc takes 10 less damage in attacks.

Giant Baldar (Kybar's Teeth)

Summon Cost:  36
Slots Needed:  9
Power:  90

Built-in Ability:  If Giant Baldar defeats a Magi's last summoned creature, that Magi is knocked down to 10 HP.  Giant Baldar takes 10 less damage in attacks.

Greater Gargagnor (Kybar's Teeth)

Summon Cost:  40
Slots Needed:  10
Power:  100

Built-in Ability:  Greater Gargagnor may not be directly defeated by opposing spells.  While it is summoned, you may pay 12 EP to be able to resummon one of your defeated Kybar's Teeth creatures.  It takes 10 less damage in attacks.

Rock Hyren (Kybar's Teeth)

Summon Cost:  44
Slots Needed:  11
Power:  110

Built-in Ability:  Rock Hyren takes 20 less damage from all sources.  You cannot prevent Rock Hyren from taking damage.

Glacier Hyren (Nar)

Summon Cost:  36
Slots Needed:  9
Power:  90

Built-in Ability:  Opposing Magi must pay 8 extra EP to target Glacier Hyren with spells.  Glacier Hyren may pay 20 power to move 10 power from each other frozen creature to Glacier Hyren.

Forest Hyren (Naroom)

Summon Cost:  36
Slots Needed:  9
Power:  90

Built-in Ability:  Whenever a spell or power adds power to Forest Hyren, it gains an additional 10 power.  Forest Hyren may pay 50 power to add 70 power to one creature.

Furok Guardian (Naroom)

Summon Cost:  40
Slots Needed:  10
Power:  100

Built-in Ability:  When another of your creatures is defeated while Furok Guardian is in play, you may pay 50 power from Furok Guardian.  If you do so, at the end of the round, the defeated creature is resummoned for free.

Cawh (Orothe)

Summon Cost:  60
Slots Needed:  15
Power:  150

Built-in Ability:  Cawh takes 30 less damage in attacks, but you can't prevent it from taking damage.  If Cawh is directly defeated or unsummoned while it has power, lose 60 power.  Opponents cannot take control of Cawh.  Cawh cannot be summoned while you have other creatures summoned and you cannot summon

creatures while Cahw is summoned.

Giant Parathin (Orothe)

Summon Cost:  40
Slots Needed:  10
Power:  100

Built-in Ability:  Giant Parathin may defeat itself as an action to swap you out with another friendly Magi, who begins with full EP and HP.  Any creatures you had summoned remain, and will listen to the new Magi until the end of combat.

Ghazran (Paradwyn)

Summon Cost:  40
Slots Needed:  10
Power:  100

Built-in Ability:  You may defeat 3 of your creatures who can Dreamwarp instead of paying the summon cost when you summon Ghazran.  Ghazran may Dreamwarp up to 4 EP.

Grakanden (Underneath)

Summon Cost:  36
Slots Needed:  9
Power:  90

Built-in Ability:  Once per round, when an opponent is playing a spell, Grakanden may pay 30 power to cancel the spell.

Ormagon (Underneath)

Summon Cost:  40
Slots Needed:  10
Power:  100

Built-in Ability:  Ormagon may pay 100 power to defeat all non-Underneath creatures.

Tunnel Hyren (Underneath)

Summon Cost:  36
Slots Needed:  9
Power:  90

Built-in Ability:  While Tunnel Hyren is summoned, all of your Underneath creatures are burrowed.  They cannot attack and take no more than 20 damage from oppsing spells, powers, and creature attacks.

Colossus (All)

Summon Cost:  48
Slots Needed:  12
Power:  120

Built-in Ability:  Colossus may not be directly defeated.  You cannot heal Colossus, nor prevent it from taking damage.

Monarch Hyren (All)

Summon Cost:  36
Slots Needed:  9
Power:  90

Built-in Ability:  Monarch Hyren may pay 10 power to add 10 power to each of your summoned Hyrens.

Blade Hyren (Weave)

Summon Cost:  40
Slots Needed:  10
Power:  100

Built-in Ability:  When Blade Hyren attacks, you may choose to have each of your Weave creatures move 10 power to Blade Hyren.  If Blade Hyren is directly defeated, move all of Blade Hyren's power to another of your Weave creatures.
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It’s a rare beast indeed, that commands obedience from all hyren, everywhere.

 –saying about the Monarch Hyren
The dam broke and all the dreams flooded through.
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