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Legal information 

This book is for entertainment purposes only.  This book does not make any guarantee, 
warranty, promise, or assurance as to the factual accuracy of any information contained 
herein or the efficacy of any method described herein.  This book does not make any 
guarantee, warranty, promise, or assurance about the contents of any card product, 
gaming product, or collectible product.  All of the information in this book, including 
valuations of cards, has been compiled from sources determined by the author to be 
reliable at the time of writing or under other criteria if so indicated, and efforts have been 
made to eliminate errors or questionable data.  Nevertheless, the possibility of error, in a 
work of such immense scope as this, always exists.  The author, publisher, and other 
pertinent parties are not responsible for losses that may occur in the purchase, sale, or 
other transaction of items because of the information contained herein.  Readers who 
believe they have discovered an error are encouraged to write and inform us, so that the 
errors, if verified, can be corrected in a subsequent edition or editions.  This book is not 
intended to provide legal advice.  The information in this book may not be suitable for all 
consumer or collector situations.  For legal advice, consult an attorney licensed in your 
jurisdiction.  The author and publisher of this book are not responsible for the use of its 
contents and do not advocate the improper use of its contents in any manner whatsoever.  
This book is produced independently and is not endorsed, sponsored, or approved by 
Wizards of the Coast, Inc., Decipher, Inc., Upper Deck, Inc., or any other publisher or 
manufacturer of trading cards, trading card games, trading-card-game-related products, or 
affiliates of any such entity. 

Magic: the Gathering and all associated trademarks, copyrights, and related intellectual 
property are the sole and exclusive property of Wizards of the Coast, Inc., a subsidiary of 
Hasbro, Inc., in the United States and other countries, including, but not limited to, 
trademarks of the following product names: Magic: the Gathering, Limited Edition, 
Unlimited Edition, Revised Edition, Fourth Edition, Chronicles, Fifth Edition, Sixth 
Edition Classic, Seventh Edition, Eighth Edition, Ninth Edition, Core Set, Tenth 
Edition, Eleventh Edition, Starter, Starter 1999, Starter 2000, Portal, Portal: 
Second Age, Portal: Three Kingdoms, Renaissance, Rinascimento, Unglued, 
Unhinged, Arabian Nights, Antiquities, Legends, The Dark, Fallen Empires, Ice 
Age, Homelands, Alliances, Mirage, Visions, Weatherlight, Tempest, 
Stronghold, Exodus, The Rath Cycle, Urza’s Saga, Urza’s Legacy, Urza’s 
Destiny, Mercadian Masques, Nemesis, Prophecy, Invasion, Planeshift, 
Apocalypse, Odyssey, Torment, Judgment, Onslaught, Legions, Scourge, 
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Mirrodin, Darksteel, Fifth Dawn, Champions of Kamigawa, Betrayers of 
Kamigawa, Saviors of Kamigawa, Ravnica: City of Guilds, Guildpact, Dissension, 
Coldsnap, Time Spiral, Timeshifted, Planar Chaos, Future Sight, Lorwyn, 
Morningtide, Shadowmoor, Eventide, Shards of Alara, Conflux, and Alara 
Reborn; and copyrights including, but not limited to, the following names and terms: 
Dominaria, Planeswalker, Mythic, all Magic: the Gathering card names and titles, and all 
Magic: the Gathering characters whether or not represented on cards. 

Star Wars Customizable Card Game and all associated trademarks, copyrights, and 
related intellectual property are the property of Decipher, Inc., under license previously in 
effect from Lucasfilm Ltd, including, but not limited to, all product names, titles, and terms, 
and all card or character names or descriptions or contents. 

World of Warcraft Trading Card Game and all associated trademarks, copyrights, and 
related intellectual property are the property of Upper Deck, Inc., under license from 
Blizzard Entertainment, Inc., including, but not limited to, all product names, titles, and 
terms, and all card or character names or descriptions or contents. 

Netrunner and all associated trademarks, copyrights, and related intellectual property are 
the property of Wizards of the Coast, Inc., a subsidiary of Hasbro, Inc., including, but not 
limited to, all product names, titles, and terms, and all card or character names or 
descriptions or contents. 

Star Trek Customizable Card Game and all associated trademarks, copyrights, and 
related intellectual property are the property of Decipher, Inc., under license from 
Paramount Pictures, Ltd., including, but not limited to, all product names, titles, and terms, 
and all card or character names or descriptions or contents. 

Pokemon Trading Card Game and all associated trademarks, copyrights, and related 
intellectual property are the property of Nintendo, Co. Ltd. of Japan, and were previously 
licensed to and produced by Wizards of the Coast, Inc., a subsidiary of Hasbro, Inc.  This 
includes, but is not limited to, all product names, titles, and terms, and all card or character 
names or descriptions or contents. 

No other trading card games are referenced in this text to a greater extent than a brief 
mention.  Any trading card game or card product not attributed explicitly above is presumed 
to be the intellectual property of its publisher and/or or other rights possessor, as 
applicable. 

The misattribution or omission of any intellectual property attribution in this book should not 
be construed to suggest ownership of that intellectual property by the author, publisher, or 
any other entity except that to which the intellectual property rightly belongs.  All of the 
intellectual property attributions in this book have been compiled from sources determined 
by the author to be reliable at the time of writing, and efforts have been made to eliminate 
misattributions or omissions.  Nevertheless, the possibility of misattribution or omission, in a 
work of this scope, always exists.  Intellectual property owners who believe they have 
discovered a misattribution or omission are encouraged to write and inform us, so that the 
misattribution or omission, if verified, can be corrected in a subsequent edition or editions. 
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Foreword 

To utilize this digital module, you may need to purchase The Card Wizard’s Black 
Book: First Edition in print or The Card Wizard’s Black Book: Digital Core Edition in 
ebook format.  That text contains the explanation of how “mapping” a trading card 
game set works and instructions on how to read and use the maps, as well as 
instructions on deriving maps of your own.  This digital module exists solely as an 
“a la carte” product for the map of one TCG expansion, because it could not be 
included in the Digital Core Edition for legal and technical reasons.  This digital 
module is printed in its entirely in First Edition. 

You are, of course, welcome and encouraged to attempt to use this digital module 
independently of any other publications, but if you run into difficulty, now you know 
why.  Good luck with your collecting efforts! 
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Coldsnap 

Once I had broken Time Spiral, I wanted to try my hand at another set, and 
Coldsnap boxes were selling for $35-45 at the time on the secondary market.  This 
was justified to a degree – the Ravnica-block “shocklands” were still Standard-
legal, so the Coldsnap “snow lands” and the mana ramp concept weren’t going to 
be seen for a while yet.  The rest of the set really only offered Scrying Sheets and 
Ohran Viper as playables.  Lorwyn’s “changeling” mechanic eventually made 
Haakon, Stromgald Scourge playable, and there were a few other “sort-ofs” and 
“almost-weres” in the set, but by and large Coldsnap was on the weak side.  The 
designers knew it would be, since it was meant to complete what was, by modern 
standards, an underpowered block: Ice Age/Alliances.  On those grounds, a valid 
decision. 

Coldsnap contained 40 rares, so I suspected three instances per rare on a 121-
card sheet and was not disappointed.  This discovery led to the same mapping 
process that I used for Planar Chaos, except with only one sheet, simplifying 
matters.  This set was the last set for which a foil card replaced a card of the same 
rarity, so every now and again the map would be one slot off because a foil rare 
had appeared.  It was actually possible to go “find” the foil rare because of this, and 
the foil rares followed the map in the case in 6-5-4-3-2-1 sequence, of all things.  
This meant that, for Coldsnap, one could buy a case and literally “map” it in its 
entirety, foil rares and all.  It would not be quite as neat as Tenth Edition and its 
one-rare-one-slot geometry, but it was pretty amazing, and sure beat surfing pack 
after pack for the precious Ohran Vipers. 

A sample recorded box of Coldsnap, then the map: 

Coldsnap, case A, box #4: 

Arcum Dagsson Tamanoa Lovisa Coldeyes 
Thrumming Stone Garza’s Assassin Vexing Sphinx 
Zur the Enchanter Karplusan Minotaur Cover of Winter 
Heidar, Rimewind Master FOIL Haakon, Strom. 

Scourge 
Ohran Viper 

Shape of the Wiitigo Fury of the Horde Herald of Leshrac 
Soul Spike Scrying Sheets Field Marshal 
Cover of Winter Diamond Faerie Arcum Dagsson 
Jokulmorder Ohran Viper Sek’Kuar, Deathkeeper 
Garza’s Assassin Karplusan Minotaur Thrumming Stone 
Phyrexian Etchings Panglacial Wurm Adarkar Valkyrie 
Allosaurus Rider Darien, King of Kjeldor Sek’Kuar, Deathkeeper 
Soul Spike Braid of Fire Scrying Sheets 

 

That “best box ever” and others led to: 



  7 

Magic: the Gathering Coldsnap Map 

Phyrexian Etchings Dark Depths 
Sunscour Allosaurus Rider 
Braid of Fire Brooding Saurian 
Garza Zol, Plague Queen Sunscour 
Allosaurus Rider Haakon, Stromgald Scourge 
Soul Spike Fury of the Horde 
Jokulmorder Garza Zol, Plague Queen 
Lightning Serpent Commandeer 
Woolly Razorback Phyrexian Soulgorger 
Panglacial Wurm Heidar, Rimewind Master 
Zur the Enchanter Shape of the Wiitigo 
Arcum Dagsson Tamanoa 
Thrumming Stone Darien, King of Kjeldor 
Diamond Faerie Lovisa Coldeyes 
Rimescale Dragon Scrying Sheets 
Darien, King of Kjeldor Brooding Saurian 
Brooding Saurian Void Maw 
Herald of Leshrac Field Marshal 
Braid of Fire Fury of the Horde 
Commandeer Commandeer 
Adarkar Valkyrie Garza's Assassin 
Haakon, Stromgald Scourge Heidar, Rimewind Master 
Hibernation's End Jester's Scepter 
Zur the Enchanter Shape of the Wiitigo 
Rimefeather Owl Sunscour 
Void Maw Soul Spike 
Phyrexian Soulgorger Braid of Fire 
Lovisa Coldeyes Scrying Sheets 
Field Marshal Allosaurus Rider 
Ohran Viper Darien, King of Kjeldor 
Dark Depths Sek'Kuar, Deathkeeper 
Jokulmorder Arcum Dagsson 
Rimescale Dragon Tamanoa 
Phyrexian Etchings Lovisa Coldeyes 
Hibernation's End Phyrexian Etchings 
Garza Zol, Plague Queen Panglacial Wurm 
Haakon, Stromgald Scourge Adarkar Valkyrie 
Vexing Sphinx Garza's Assassin 
Woolly Razorback Karplusan Minotaur 
Jester's Scepter Thrumming Stone 
Diamond Faerie Jokulmorder 
Lightning Serpent Ohran Viper 
Void Maw Sek'Kuar, Deathkeeper 
Cover of Winter Cover of Winter 
Rimefeather Owl Diamond Faerie 
Panglacial Wurm Arcum Dagsson 
Herald of Leshrac Soul Spike 
Phyrexian Soulgorger Scrying Sheets 
Rimescale Dragon Field Marshal 
Dark Depths Shape of the Wiitigo 
Hibernation's End Fury of the Horde 
Tamanoa Herald of Leshrac 
Adarkar Valkyrie Heidar, Rimewind Master 
Vexing Sphinx Ohran Viper 
Lightning Serpent Zur the Enchanter 
Rimefeather Owl Karplusan Minotaur 
Jester's Scepter Cover of Winter 
Sek'Kuar, Deathkeeper Thrumming Stone 
Woolly Razorback Garza's Assassin 
Karplusan Minotaur Vexing Sphinx 
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At this point, assuming you have read the preceding chapters, I think you will know 
how to utilize this information fairly well.  Here were the first couple of boxes I 
broke down using the complete map: 

Coldsnap, case B, box #2: 

   
 Ohran Viper  
 Karplusan Minotaur  
 FOIL Soul Spike Adarkar Valkyrie 
   
 Scrying Sheets  
   
 Heidar, Rimewind Master  
   
Scrying Sheets   
   
   
 

Very nice.  Any time you get to double up on one of the best couple of rares in the 
set without much wastage, the mapping session has to be considered successful. 

Coldsnap, case D, box #6: 

Jokulmorder Ohran Viper  
 FOIL Haakon, Strom. 

Scourge 
 

 Braid of Fire  
Garza’s Assassin  Phyrexian Etchings 
  Thrumming Stone 
 Ohran Viper Zur the Enchanter 
Shape of the Wiitigo   
 Scrying Sheets  
 Diamond Faerie Arcum Dagsson 
 Karplusan Minotaur  
Phyrexian Etchings  Adarkar Valkyrie 
  FOIL Sunscour 
 

That box featured two foil rares, two Ohran Vipers, and more of interest.  The 
reason I had so much wastage was because a Viper got caught in the collation 
disruption and relocated to the top of the box.  Unfortunately, that does happen.  
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On the positive side, I made up a lot of ground for set-building purposes at the 
time. 

Coldsnap, case C, box #1: 

 Thrumming Stone Jokulmorder 
Diamond Faerie   
Ohran Viper   
Panglacial Wurm Adarkar Valkyrie  
Lovisa Coldeyes FOIL Sunscour  
 Arcum Dagsson  
Scrying Sheets   
   
   
 Commandeer Garza’s Assassin 
Scrying Sheets   
   
 

That should about cover Coldsnap.  Alas, it appears to be the oldest set that we 
know for a fact can be mapped 1:1 in the Type A format.  Dissension is Type B, 
and the Type B sets continue back to Mercadian Masques, at which point the 
collation shifts to Type C.  


