Evolve From Evolve

Most evolution happens by Some Pokémon turn over to evolve, increasing their power and
casting higher-stage Pokémon toughness but keeping abilities. The new name on the back face

onto lower-stage Pokémon. allows it to be targeted by higher stage Pokémon with Evolve From.

-

i Pokémon — Fire a)

8 Evolve From Eevee 3 @ (If you cast this spell for
this cost, put it over target Pokémon named Eevee
you own. This Pokémon has all non-evolve abilities |
from under it.)

1 @: Charmeleon gets +1/+0 until

1 @: Charmander gets +1/+0 until end ohtae

¥ end of turn.

Whenever a Pokémon you control evolves, sl If it becomes agitated during battle, it
create a Treasure token. Each opponent

g loses life equal to twice the number of i spouts mr_enseﬂames, macineranng us
Treasures you control. srtmtt:;dt::gs.
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Pokémon — Normal Pokémon — Psychic

&P, o: Scry 2. - i

Lifelink Whenever you scry a number of cards, put 8 Whenever a player Sat_:nﬁccs a

that many mystery counters on Unown. Then permanent, Cyndaquil deals 1

At the beginning of your upkeep, you if it has 26 or more mystery counters on it i ] damage to any target. : i iti

gain 2 life. Then if you have 40 {_;l_ you win the game, Otherwise, investigate. : i 2 y targ : % /| i bau}l)ifgeldnw&_ld'l r:n additional +1/+1
i i i ; [ &: Evi 1 er. 4 counter o em.

more life, you win the game. When Unown dies, put its mystery counters H Pa: lI:\.olvc (Turn this card over. 3

on target Clue you control. That Clue b Evolve only as a sorcery.) 413

b a copy of Unown.

il Pokémon you control enter the

A lot of lifegain and cards that Focuses on cards that scry or  Cares about players Looks for large Pokémon and
trigger when you gain life. interact with scry effects in sacrificing permanents, either ways to make them larger.
There is also a subtheme of some way. It has access to a by forcing the opponent to The archetype has access to
counterspells-matter that is lot of the counterspells in the sacrifice and get beneficial several green ramp spells to
most at home in this set as well as black removal,  triggers or through mutual start dropping large threats
archetype. The deck generally so can play a control role as  sacrifice after sculpting the as soon as possible.

plays as control. well. board with red and black

removal.



Tokens Treasure
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Pokémon — Grass Flying
H Reach

d Whenever an opponent draws a card
i| or a Pokémon an opponent controls
ll dies, you create a Treasure token

Bl unless that player pays 1.

4 Whenever Hoppip enters the battlefield §
or evolves, create a 1/1 green Grass

i Flying Pokémon token with reach

4 named Hoppip.

-. At the beginning of your upkeep, if
bl vou control ten or more Treasures,

1 ®: Evolve (Twm this card over. )
you win the game.

Activare only as a sorcery.)

Creates a lot of Treasure
tokens and has cards that
care about being cast with

Creating token Pokémon and
populating them is the goal
here, with ways to create
vanilla 1/1 tokens all the way
up to 5/5 tokens with

trample. Treasures you control.

_’ Charizard

§ Evolve From Charmeleon | @@ (If you cast this |
pell for this cost, put it over targer Pokémon named B
Charmeleon you eten, This Pokémon has all
non-cvolve abilities fron wnder it.)

Bl Flying
i Whenever a Pokémon you control attacks,

Bl Charizard deals 1 damage to the player or
trainer it's attacking.

Aggressive Pokémon meant

to end the game as quickly as

possible, along with effects
that care about attacking.
First strike, vigilance, and
haste are common here.

Treasure, when you sacrifice
a Treasure, or the number of

-1/-1 Counters

& &: Mantine and up to X target

[§ Pokémon gain flying until end of
turn, where X is the number of card
types among cards you own in exile.

Self-exiles cards and has
cards that trigger off of
things going to exile or care
about the cards you own in
exile.

Landfall

Pokémon — Grass

Landfall — Whenever a land enters
H the battlefield under your control,
fl put a +1/+1 counter on Tangela.

W Its identity is obscured by masses of
thick, blue vines. The vines are said to
never stop growing.

Playing multiple lands per
turn to abuse landfall
triggers. Fetch lands are

prized here, as well as ramp

spells.

; Koffing gets +1/+1 for each -1/-1
counter on all Pokémon.

Its thin, filmy body is filled with gases
that cause constant sniffles, coughs and
g reary eves.

Generates -1/-1 counters and
has various effects that care
about -1/-1 counters in play
or Pokémon dying with -1/-1
counters on them.



