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RETAINERS
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RAVNICA GUILDS

Circle two different guilds
before the game begins.
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At the end of each turn, if a
Commander has been cast this
game, ask the opponent to
your left a yes-or-no question
about their two guilds. If
the answer is yes, choose a
Retainer on the Retainers &
Rewards page. If your question
correctly guesses both guilds,
instead claim the Reward!
You’ve solved the case and no
longer ask questions at the
end of your turn.




