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In preparation for my Betrayers of Kamigawa preview card, I'd like to take a trip over a year
backwards in time. Mirrodin was the fresh-faced new set and Randy Buehler was still writing the
Latest Developments column now helmed by Aaron Forsythe. Randy took the opportunity to share the
story of how hard it was to find a good wording for Krark's Thumb. In his own words, “Mirrodin has a
card that we turned into a legend mostly just because we couldn't figure out what would happen if
there were two of them in play at the same time.” Randy elaborated:

As the templating team carefully navigates a new card set through the rules minefield,
R&D frequently … walks right up to what the rules experts know is the most suspicious-
looking bump and prod it with our pointy sticks. BOOM! And that's what happened with
Krark's Thumb. … What we really cared about was making sure players would know what
to do if there were two of these in play at the same time. … The tricky bit was making
the card both unambiguous and compatible with the Magic rules system.

All kinds of somewhat obscure rules issues kept cropping up to cause problems for all of
our elegant wordings (which either "went infinite" or did nothing at all), and all of our
rules-tight wordings seemed clunky and hard to parse. After banging our heads against
this problem for quite a while, I remembered that the creative team kind of preferred
that this card be a legend anyway, so I proposed that we make it a legendary artifact
and then there could never be two of them in play at the same time anyway. Thus we no
longer needed to solve that particular puzzle.

I added the italics to the passage above. Why? Because that's the important bit. Why? Because now
this card exists:
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Rules system, schmules system.

Remember when it was impossible—impossible!—to have two of the same legendary permanents in
play at the same time? Y'know, like yesterday? Those days are gone forever. And while most of the
time it makes no difference (no one really cares if you have four Gosta Dirks out—those creatures
with islandwalk ain't gettin' any less islandwalky), when it does make a difference, it can be huge.
The first use that struck me was Krark's Thumb because I still remember all the conversations, both
internally and then among the public after Mirrodin was released, about how to get two of those in
play and what happened if you did. The duck-the-issue answer was that there was no way to have
two Krark's Thumbs out at once, even if you had Karn and Artificial Evolution and some duct tape and
a Ouija board. Well, things change. (That's why they make Ouija boards.)

Soooo… what does happen with two Krark's Thumbs in play? Randy actually answered this over a
year ago. You get to flip four coins instead of one.

Let's Reflect…

OK, I guess you're bored of Mirror Gallery by now. That's fine; I'll just think of something else to write
about. Wait—you say you're not tired of Mirror Gallery? You say you want to hear more about the
ridiculous things it does? You say those voices aren't really you because you won't be reading this
column for another couple of days, and they must just be inside my own head as I'm writing this?
Interesting, interesting.

Clearly, Mirror Gallery won't break every legendary permanent ever printed. Your second Ambassador
Laquatus doesn't do anything special for you since the milling ability of your first one can be used
multiple times. In fact, it's a bit dangerous—just as Upwelling is risky because a Naturalize might
disrupt your plans and cause you mana burn, Mirror Gallery is risky because a Naturalize might



disrupt your plans and cause all your duplicate legendary dealies to annihilate each other. You
potentially set yourself up to be on the bad end of a 3-for-1 (or worse) trade. But, like most crazy
cards, it can be worth it.

What does Mirror Gallery work its mojo on?

Shrines. This is the $1,000,000 answer. Johnny, tell them what they've won: Brokenness! You've
built the Shrine deck. You've played with it. You've hated having those extra Hondens stuck in your

hand. You've wished that you could have two red Shrines in play at once because while one
Honden of Infinite Rage = 1 damage a turn, a pair of them = 4 damage a turn. Quadrupling a
perennial damage source is often a good idea. Two Hondens of Cleansing Fire gain you 8 life a

turn. It gets silly fast.
Night of Souls' Betrayal. Fitting for a Betrayers of Kamigawa card, no? Giving all creatures -2/-2
or worse will put a serious cramp in their dancin' legs. Doubling or tripling up on Ascendant Evincar

might even be more fun than that.
Brothers Yamazaki. Sure, the second one gets a free pass anyway. But the third one gives each

of your other two Brothers +2/+2, and it receives a total of +4/+4 from them. Counting its 2/1
body, the third twin gives you a total power/toughness increase of +10/+9 for 2R.

Clone. Do I have to explain this one?
Braids, Cabal Minion. For double destructive goodness. I mean evilness.

Captain Sisay. Anything that enables legendary permanents interacts well with Sisay. Sisay can
either benefit from Mirror Gallery by bringing in her twin or use it to enable some of the other

combos listed here.
Seshiro the Anointed. Is it fair that you can only have one copy of a card that, in your Snake

deck, acts as a double Crusade and turns all your creatures into super Ophidians? Of course it is!
That's why it's so much fun to have extra Seshiros. Since when did Snakes play by the rules?

Sliver Overlord. Fetch and play more Sliver Overlords. Sliver Queen had the ability “2: Put a 1/1
creature into play.” With Mirror Gallery, Sliver Overlord has the ability “3WUBRG: Put a 7/7

creature into play.” And the cost can be split nearly in half over two turns by paying 3 now and
WUBRG later.

Bladewing the Risen. Oh, but Sliver Overlord is not the multicolored legendary Scourge creature
you want to fetch. Buried Alive three Bladewing the Risens into your graveyard. Put Mirror Gallery

into play. Zombify B-the-R #1, and it chains into #2 and #3. Speed your progress with a Talisman,
and you could be attacking with three 7/7 flying Dragons on turn 6.

There Goes the Cemetery

Future Online Extended Mirror Gallery deck

Interestingly, Mirror Gallery hurts Kokusho by shutting off the “legend rule.” One of the best moves
you can make is to hit your opponent with a Kokusho a couple of times, then play a second one. The
“legend rule” sends them both to the graveyard, your opponent loses 10 life, and you gain 10 life
(which rarely matters because the game is probably over). Without the “legend rule” to help you out,
the only thing playing the second Kokusho does for you is give you another 5/5 flyer that's nearly
impossible to remove safely. Oh well. Tough breaks.

Sisay's Mood Ring

Online Extended Mirror Gallery deck

It seems odd to include legendary singletons in a deck featuring Mirror Gallery as one of its
centerpieces, but Mirror Gallery is in there to support the Shrines and Sisay. Sisay can still do her own
thing without needing to conform to the “I can have four of the same legendary permanent in play, so
I guess I should” line of thinking.



And now is the time for the obligatory plug for the Prerelease. The problem with being all sarcastic
about doing it, though, is that I'm actually earnest about the Prerelease. When I was a player,
Prereleases were always my favorite sanctioned events. It wasn't just that the cards were new and
exciting (though that had a lot to do with it). It was that Prereleases felt so much more communal
than any other event. Sure, you were competing against the other people that showed up. But you
were also sharing with them—sharing the experience, the excitement, the love of the game, and all
the cool new stuff. Even if you're not competitive and have no interest in the tournament scene (and I
know that's a lot of you), a Prerelease is a great way to kick off a new set with other pure fans of the
game. Check one out near you; they're as casual as tournaments can get.

Until next week, enjoy the Betrayers of Kamigawa Prerelease! 
Mark
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