
Source: http://mtgsalvation.gamepedia.com/Temur

One of the �ve Clans of Tarkir, the Temur Frontier admires the 
ancient dragons' aspect of savagery. �ey are symbolized by the 
claw of the dragon.  �eir color “wedge” is primarily green, 
with blue and red as secondary colors.

�e Temur are �erce, rugged survivors that live in the harsh 
arctic environments of Tarkir. �e Temur are o�en forced to 
�ght as feral animals would, doing anything they can to survive.

Primary mechanic is “Ferocious,” which is similar to the 
mechanic from Naya (Alara block).

2014Tarkir Block

Temur

Source: http://mtgsalvation.gamepedia.com/Mardu

One of the �ve Clans of Tarkir, the Mardu Horde clan admires 
the ancient dragons' aspect of speed. �eir swi�ness is 
symbolized by the wing of the dragon.  �eir color “wedge” is 
primarily red, with white and black as secondary colors.

�e Mardu Horde are fearsome warriors that live for the heat of 
battle and thrive on the rocky wastes of Tarkir.

Mechanics include “Raid” (Khans of Tarkir) and “Dash” (Fate 
Reforged).

2014Tarkir Block

Mardu

Source: http://mtgsalvation.gamepedia.com/Sultai

One of the �ve Clans of Tarkir, the Sultai Brood admires the 
ancient dragons' aspect of ruthlessness. �e fang of the dragon is 
its symbol  �eir color “wedge” is primarily black, with blue and 
green as secondary colors.

�e Sultai Brood is a decadent and merciless clan which lurks in 
ancient palaces in the steaming jungles of Tarkir. �ey employ 
necromancy to fuel their schemes of dominating the other clans.

Primary mechanic is “Delve” and “milling” (putting cards from 
the top of the library directly into the graveyard).

2014Tarkir Block

Sultai

Source: http://mtgsalvation.gamepedia.com/Jeskai

One of the �ve Clans of Tarkir, the Jeskai Way admires the 
ancient dragons' aspect of cunning. �e dragon's eye is their 
symbol.  �eir color “wedge” is primarily blue, with white and 
red as secondary colors.

�e Jeskai Way is a clan of martial artists, mystics and monks. 
�e clan focuses on strategy over strength, planning battles 
against the other clans from their remote monasteries.

Primary mechanic is “Prowess”, though they utilize “Morph” 
and “Delve” (See Sultai) very e�ectivly also.

2014Tarkir Block

Jeskai

Source: http://mtgsalvation.gamepedia.com/Abzan

One of the �ve Clans of Tarkir, the Abzan clan admires the 
ancient dragons' aspect of endurance, and their symbol is the 
“Scale of the Dragon.” �eir color “wedge” is primarily white, 
with black and green as secondary colors.

�e Abzan Houses are resilient warriors that �ght in tight-knit 
groups. �ey are adept war strategists, relying on disciplined 
troops, high forti�cation and ample resources. 

Mechanics include “Outlast” (Khans of Tarkir), and “Bolster” 
(Fate Reforged).

2014Tarkir Block

Abzan

Source: http://mtgsalvation.gamepedia.com/Naya

Naya is one of �ve “shards” of the plane of Alara. It is primarily 
green-aligned, with red and white as secondary colors.

Naya is mostly covered in fertile jungles and forests. It is 
inhabited by gargantuan beasts, humans, elves who worship the 
beasts, a feline race called nacatl, and minotaurs that stalk the 
canyons.

Naya doesn’t have a speci�c keyword ability, however it has 
notable synergy with creatures with power greater than 5. It 
functions similarly to Temur’s “Ferocious” mechanic (See Temur).

2008Alara Block

Naya

Source: http://mtgsalvation.gamepedia.com/Jund

Jund is one of �ve shards of Alara. It is primarily red-aligned, 
with black and green as secondary colors.

Most of Jund is covered with active volcanoes that add di�culty 
to the lives of its human, crocodillian viashino and rat-like 
goblin inhabitants, but are of great advantage to the dragons 
that dominate it. Life on Jund is a never-ending struggle of 
survival of the �ttest, expressed through the devour mechanic.

Primary mechanic is “Devour,” and is supplemented with small 
“eatable” creatures that have abilities when they are devoured.

2008Alara Block

Jund

Source: http://mtgsalvation.gamepedia.com/Grixis

Grixis is one of �ve shards of Alara. It is primarily black-aligned, 
with blue and red as secondary colors. 

Grixis is a world of death, darkness, undead, hatred, envy, and a 
lot of other things. Before Grixis split o� from the mega-plane of 
Alara, white and green mana still �ourished there. �e land was 
called Vithia, a white-aligned empire of humans and other races, 
a land proud of its dynasty of wise and honorable monarchs.

Primary mechanic is “Unearth,” though e�ects that cause your 
opponent to discard cards are common as well.

2008Alara Block

Grixis

Source: http://mtgsalvation.gamepedia.com/Esper

Esper is one of �ve Shards of Alara. It is primarily blue-aligned, 
with white and black as secondary colors.

Esper primarily inhabited by humans, vedalkens, and sphinxes, 
and a small race of blue-skinned sentient beings called the 
homunculi, among others. An important feature of Esper is the 
prevalance of a highly sought a�er metal known as "etherium." 
Esper's inhabitants use it to improve their skills and life spans.

Esper does not have a speci�c keyword ability, though it has 
notable synergy with artifacts.

2008Alara Block

Esper

Source: http://mtgsalvation.gamepedia.com/Bant

Bant is one of the �ve shards of Alara. It is primarily 
white-aligned with green and blue as secondary colors.

It is inhabited by humans, aven, rhoxes, the semi-intelligent 
leotau mounts, and the angels that watch over the plane. It is a 
plane of peace, exploration, and commerce; though formidable 
knights and heroes have emerged.

Primary mechanic is “Exalted.”

2008Alara Block

Bant

Source: http://mtgsalvation.gamepedia.com/Simic

20122005 &
�e Simic Combine is a green/blue guild from the plane and city 
of Ravnica. �ey are devoted to the study of life, medicines, and 
biomancy. But just as life can evolve, so did the Combine...

Mechanics include “Gra�” (Dissension), and “Evolve” (Return to 
Ravnica).

"For the Simic Combine, its sigil serves not as an emblem of 
honor but as a trademark. Its familiar image on any biological 
commodity attests to superb cra�smanship, ingenious 
innovation, and higher cost."

Simic

Ravnica Blocks

Source: http://mtgsalvation.gamepedia.com/Selesnya

20122005 &
�e Selesnya Conclave is a green/white guild from the plane 
and city of Ravnica.  the Selesnya Conclave is a decentralized 
collective variably described as a "sel�ess, nurturing, spiritual 
group;" and involves itself in the establishment and 
maintenance of peace, life, and unity in Ravnica.

Mechanics include “Convoke” (Dissension), and “Populate” 
(Return to Ravnica).

"�e symbol of the Conclave is one of unity, with tree 
supporting sun and sun feeding tree.

Selesnya

Ravnica Blocks

Source: http://mtgsalvation.gamepedia.com/Boros

20122005 &
�e Boros Legion is a red/white guild from the plane and city of 
Ravnica. �e Boros Legion functions as the righteous and 
zealous constabulary and standing army of Ravnica, and 
enforces Ravnican laws created by the Azorius Senate (See 
Azorius).

Mechanics include “Radiance” (Dissension), and “Battalion” 
(Return to Ravnica).

"Have you ever held a Boros signet? �ere's a weight to it that 
belies its size — a weight of strength and of pride."

Boros

Ravnica Blocks

Source: http://mtgsalvation.gamepedia.com/Gruul

20122005 &
Before and for a short time a�er the signing of the Guildpact, 
the Gruul Clan was a wild and noble guild charged with 
maintaining the wild places on Ravnica. �ey were supposed to 
keep civilization in check, but as the other guilds grew and 
expanded the Gruul were forced out, enraging their leaders.

Mechanics include “Bloodthirst” (Dissension), and “Bloodrush” 
(Return to Ravnica).

"Gruul territorial markings need not be legible. �e blood, snot, 
and muck used to smear them are unmistakably Gruul."

Gruul

Ravnica Blocks

Source: http://mtgsalvation.gamepedia.com/Golgari

20122005 &
�e Golgari Swarm is a black/green guild from the plane and 
city of Ravnica. �e Golgari Swarm is the embodiment and 
amalgamation of life and death, and as a consequence of their 
necromantic magic, the Golgari are the largest Ravnican guild.

Mechanics include “Dredge” (Dissension), and “Scavenge” 
(Return to Ravnica).

"Depending on your point of view, the seal represents a proud 
guardian of the natural cycle or one who has sold her soul to 
darkness for eternal life."

Golgari

Ravnica Blocks

Source: http://mtgsalvation.gamepedia.com/Cult_of_Rakdos

20122005 &
�e Cult of Rakdos is a black/red guild from the plane and city 
of Ravnica. Founded by the demon Rakdos, the Cult of Rakdos 
attend to menial labor and services industries. However, the 
Cult also places a premium on personal pleasure even if it 
cruelly causes pain and su�ering to others and themselves.

Mechanics include “Hellbent” (Dissension), and “Unleash” 
(Return to Ravnica).

"Made of bone and boiled in blood, a Rakdos signet is not 
considered �nished until it has been used as a murder weapon."

Rakdos

Ravnica Blocks

Source: http://mtgsalvation.gamepedia.com/Izzet

20122005 &
�e Izzet League is a blue/red guild from the plane and city of 
Ravnica. �e Izzet League are charged with attending to 
Ravnican civic works, but are also known to perform magical 
experiments with reckless abandon and sometimes spectacular 
or severe results.

Mechanics include “Replicate” (Dissension), and “Overload” 
(Return to Ravnica).

"�e Izzet signet is redesigned o�en, each time becoming closer 
to a vanity portrait of Niv-Mizzet."

Izzet

Ravnica Blocks

Source: http://mtgsalvation.gamepedia.com/Dimir

20122005 &
House Dimir is a guild of secrecy, manipulation, and 
underhanded deals. A shadowy organization operating behind 
the scenes to twist Ravnica to its own ends.

Mechanics include “Transmute” (Dissension), and “Cipher” 
(Return to Ravnica).

"An emblem of a secret guild, the Dimir insignia is only seen by 
its own members — and the doomed."

Dimir

Ravnica Blocks

Source: http://mtgsalvation.gamepedia.com/Orzhov

20122005 &
�e Orzhov Syndicate is the Ravnican guild of business, where 
the values of white and black meet, where the dead exist solely 
to rule.

Mechanincs include “Haunt” (Dissension), and “Extort” (Return 
to Ravnica).

"�e form of the sigil is just as important as the sigil itself. If its 
carried on a medallion, its bearer is a master. If its tattooed on 
the body, its bearer is a slave."

Orzhov

Ravnica Blocks

Source: http://mtgsalvation.gamepedia.com/Azorius

�e Azorius Senate is a white/blue guild from the plane and 
city of Ravnica. �e Azorius Senate functions as the 
government of Ravnica and creates Ravnican laws.

Mechanics include “Forecast” (Dessension), and “Detain” 
(Return to Ravnica).

"�e maze-like design embodies the core of Azorius law — 
strict structure designed to test wills and stall change."

Azorius

Ravnica Blocks 20122005 &
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