A Short History of Gold Cards 
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Something's been sorely missing from Magic since Stronghold. No, not the uncolored expansion symbol - I'm talking about gold cards, those special spells and creatures that have more than one color of specific mana in their casting cost. The last gold cards printed were the uncommon Slivers and the Sliver Queen from Stronghold - they've been on hiatus for over two years. Finally, with Invasion, Wizards of the Coast brings gold cards back to Magic.
Gold cards first appeared in Legends. Fifty-five gold Legends were created, rares and uncommons, with two or three colors in the casting cost, and with names like Sol'Kanar the Swamp King (Red/Black/Blue), Gwendolyn di Corci (Red/Black/Blue), and Rubinia Soulsinger (Blue/White/Green). Some of the legends didn't have any special abilities beyond their legendary status, like Sivitri Scarzam (Black/Blue) or Lady Orca (Black/Red). Some had impressive special effects with multicolor activation costs, like Adun Oakenshield (Green/Red/Black) or Tetsuo Umezawa (Red/Black/Blue). Legends also included the massive Elder Dragon Legends like Nicol Bolas (Blue/Black/Red) and Palladia-Mors (White/Green/Red).
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The first gold enchantment - one of the first off color golds 


With the next set, The Dark, Wizards decided to test the waters once again with gold cards, this time with only three cards: Marsh Goblins (Black/Red), Scarwood Goblins (Red/Green) and Dark Heart of the Wood (Black/Green), the first gold enchantment. The last two were the first venture into gold cards. The release of Ice Age brought more gold cards. Stormbind (Red/Green), Wings of Aesthir (White/Blue), Altar of Bone (White/Green), and Fire Covenant (Black/Red) proved that gold enchantments, creature enchantments, sorceries, and instants could be balanced and fun to play with. Ice Age also included gold color-hosers, where allied colors paired up against their common enemy on Reclamation (White/Green), Monsoon (Green/Red), Ghostly Flame (Red/Black), Flooded Woodlands (Black/Blue), and Glaciers (Blue/White). Alliances continued the gold card trend with ten new gold cards, including Lim-Dul's Paladin (Black/Red) and the beefy Lord of Tresserhorn (Blue/Black/Red).
The gold cards printed in Mirage had a special distinction, in that this was the first time Wizards printed a full cycle of gold cards comprised of mana from enemy colors. Up until Mirage, all but one of the the two-color gold cards had been made up of allied colors; Mirage changed that with cards like Circle of Despair (White/Black), Malignant Growth (Green/Blue), Frenetic Efreet (Blue/Red), and Reflect Damage (Red/White). Probably the most noteworthy of these new breed of gold cards was the Black/Green Cadaverous Bloom, which soon became the mana engine for a brand-new combo deck.
	Kai Budde - May 1998:
ProsBloom
	

	Main Deck
	Sideboard

	4 Infernal Contract
2 Vampiric Tutor
1 Drain Life

4 Natural Balance
4 Cadaverous Bloom
4 Squandered Resources
	3 Abeyance
3 Prosperity
4 Memory Lapse
4 Impulse
4 Meditate

4 City of Brass
4 Gemstone Mine
5 Swamp
4 Forest
5 Island
1 Plains
	3 Wall of Roots
2 Emerald Charm
2 Perish
2 Pyroblast
3 City of Solitude
2 Power Sink
1 Abeyance



	Mirage also included the first gold X-spells with cards like Prismatic Boon (Blue/White), Savage Twister (Red/Green), and Vitalizing Cascade (Green/White).
Visions had another small batch of gold cards, with cards like Simoon (Red/Green), Breathstealer's Crypt (Blue/Black), and Righteous War (Black/White). Visions also introduced another gold card for the Cadaverous Bloom engine to use, as you can see from the above example. Squandered Resources was in the right colors (Black/Green) for the deck, and provided good synergy with the Bloom and Drain Life, as it allowed players to have a broader mana base and generate even more mana. Squandered Resources also turned up in a new version of Stasis, which used the ability of Squandered Resources to help pay the upkeep on the Stasis.
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Squandered Resources gave Prosbloom an early game mana jump 






	Tommi Hovi - Worlds '97
Squandered Stasis 'Haups
	

	Main Deck
	Sideboard

	4 Arcane Denial
4 Force of Will
2 Counterspell
1 Boomerang
4 Stasis

3 Pyroclasm
1 Kismet
1 Equipoise
4 Enlightened Tutor
1 Gerrard's Wisdom
1 CoP: Red
	4 Squandered Resources
4 Howling Mine
1 Feldon's Cane

2 Sheltered Valley
4 City of Brass
3 Gemstone Mine
4 Undiscovered Paradise
3 Adarkar Wastes
4 Tundra
1 Plains
4 Island
	4 Pyroblast
2 Hydroblast
2 Disenchant
2 CoP: Black
2 CoP: Red
1 Wall of Air
2 Jokulhaups


Squandered Resources ended up being so powerful in block constructed that the DCI found it necessary to ban Squandered Resources in Mirage/Visions/Weatherlight Constructed.
Despite creating playable gold cards, Wizards eventually decided to slow down and stop production of these cards. Where Mirage had around thirty-five gold cards, Tempest came out with only ten. Cards like Ranger en-Vec (Green/White) and Soltari Guerrilas (Red/White) mostly sat around unused. The exception was Lobotomy (Blue/Black), which was played regularly due to its devastating effect. Mono-blue control decks started splashing black mana just to play Lobotomy.
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A popular search tool for combo decks 


Stronghold would be the last we would see of gold cards, and only six were printed. The multi-color Slivers were popular, and a few decks were built to go with the theme, including a version that pitched multiple Slivers into the graveyard, only to return them with a huge Living Death. But with Exodus and Urza's Saga, Wizards stopped printing gold cards, and haven't released any since then.
Even though gold cards haven't been printed in over two years, that doesn't mean that they aren't being currently played. The Extended format gives great support to gold cards through the presence of dual lands, and as a result, gold cards are likely to be found at Extended tournaments. The breakout deck from last year's Extended season, Necro-Donate (or Trix), used Lim-Dul's Vault, a rarely-played gold uncommon from Alliances, as an extra search tool to find the necessary pieces of the combo. It allows the player to look through their deck, five cards at a time, paying 1 life for each new set of five cards. Because Necro-Donate was capable of gaining such large amounts of life through Illusions of Grandeur, the life payment to keep searching was a small side-effect; and because the deck was already Blue/Black, Lim-Dul's Vault was a perfect fit without having to overly adjust the mana mix.
	Michelle Bush - GP Philadelphia 2000
Necro-Donate
	

	Main Deck
	Sideboard

	4 Illusions of Grandeur
4 Donate
4 Force of Will

4 Dark Ritual
4 Necropotence
4 Demonic Consultation
4 Duress
3 Vampiric Tutor
	2 Lim-Dul's Vault
3 Mana Vault
1 Firestorm
1 Hoodwink

4 Underground River
4 Underground Sea
4 Gemstone Mine
2 Badlands
7 Swamp
1 Island
	2 Firestorm
3 Hydroblast
2 Pyroblast
1 Hoodwink
3 Skittering Horror
4 Phyrexian Negator


Trix isn't the only current Extended deck that uses Gold cards. Since the Rath Cycle block, Countrer-Sliver, an aggressive control deck using the gold uncommon Slivers from Stronghold, has been a viable choice in Extended. The deck is typically Blue/White, using the dual lands for support in other. The ever-present Crystalline Slivers allow the player to ignore targeted creature removal, and instead concentrate their countermagic on the more wide-sweeping global effects like Wrath of God. Muscle Slivers and Winged Slivers help to beef up the offense, and sometimes Victual Slivers or Hibernation Slivers are included to gain life or to protect the creatures. The rest of the deck is rounded out with control cards like Counterspell, Disenchant, and Force of Will. 
	Christian Luhrs - PT Chicago '99 and GP Philadelphia 2000
"DD-Sliver" Counter-Sliver
	

	Main Deck
	Sideboard

	3 Demonic Consultation
4 Counterspell
4 Force of Will
2 Misdirection
4 Winged Sliver

4 Acidic Sliver
4 Crystalline Sliver
4 Hibernation Sliver
	4 Muscle Sliver
2 Disenchant
2 Swords to Plowshares

4 City of Brass
4 Flood Plain
2 Gemstone Mine
2 Scrubland
1 Tropical Island
3 Tundra
4 Underground Sea
2 Undiscovered Paradise
1 Volcanic Island
	2 Disenchant
3 Honor the Fallen
2 Honorable Passage
3 Hydroblast
3 Perish
2 Swords to Plowshares


So what will Invasion bring? Not only gold cards, but ways to make them both fun and competitive. Invasion's gold cards comprise a larger-than-average portion of the set, and include dozens of playable and powerful cards. At Sideboard, we're looking forward to seeing them in the new Standard environment.
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