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Artifacts Cycle I: The Magic: The Gathering Omnibus by Jeff /Grubb

For collectors and players who love the mechanical depth and historical significance of Magic: The Gathering, the 

Artifacts Cycle I omnibus edition is a treasure trove. Compiled by the legendary designer Jeff /Grubb, this collection 

brings together the first wave of artifact cards that helped shape the game’s early strategy and design philosophy. 

Whether you’re a veteran of the original releases, a modern deck �builder looking for timeless pieces, or a collector 

eager to own a piece of MTG lore, this article will guide you through the history, design, and lasting impact of the 

Artifacts Cycle I Omnibus.
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Historical Context: The Dawn of Artifacts in Magic

When Wizards of the Coast released the original Magic: The Gatheringin 1993, it was a groundbreaking card

game that introduced a rich tapestry of mechanics. Among the foundational categories—creatures, sorceries,

instants, and lands—artifacts emerged as a versatile class that could be tapped, activated, and even sacrificed for

powerful effects. The early artifact cards were simple, yet they opened up new strategic layers: token generation,

mana acceleration, and equipment-based combat.

During the first few years of MTG’s existence, the artifact list grew rapidly. Designers experimented with “cycling,” 

“equip,” and “transmute” abilities, laying the groundwork for future sets. By the late 1990s, the community was eager 

to see these cards bundled together for easier access and collection. This demand led to the creation of Artifacts 

Cycle I, an omnibus that consolidated the most influential early artifacts into one volume.

Jeff /Grubb: The Architect Behind the Omnibus

Jeff /Grubb is a name synonymous with Magic’s early development. Before joining Wizards of the Coast, he was a 

prominent game designer in the tabletop community, having worked on titles such as Lord of the Rings and 

Dungeons & Dragons. At Wizards, he was one of the original designers of Magic, contributing to the game’s core

mechanics and card design guidelines.

Grubb’s design philosophy emphasizes balance, flavor, and playability. He has a knack for turning abstract 

concepts into tangible card mechanics that feel both fun and strategic. When it came to compiling the Artifacts 

Cycle I Omnibus, Grubb applied his deep knowledge of the early artifact list to curate a selection that represented



the most iconic and influential cards of that era.

His involvement lent the omnibus a level of authenticity that collectors appreciate. Grubb’s editorial hand ensured

that the cards were not only balanced but also presented with consistent artwork, flavor text, and card back design.

Artifacts Cycle I: Card Overview

The omnibus contains 45 cards that span the first two sets where artifacts were prominent: Alpha, Beta, and 

Unlimited. Below is a breakdown of the key cards, grouped by type and mechanic.

Equipment

•  Armory – A simple equip that boosts a creature’s power and toughness.

•  Silverblade – Grants a +1/+1 bonus and a triggered ability when equipped.

•  Ironhide – An early artifact that can be sacrificed for a creature token.

Mana Acceleration

•  Mana Crypt – Provides two mana at a cost of one life.

•  Mana Vault – A more powerful version with a higher mana output.

•  Sol Ring – A staple in many decks, offering instant mana acceleration.

Utility & Control

•  Golem's Heart – A card that creates a 3/3 Golem creature when tapped.

•  Phantom Coin – Grants a creature a flying ability.

•  Artifact of Progress – Provides card draw and a life gain effect.

Token Generation

•  Steel Golem – Creates a token when it enters the battlefield.

•  Bronze Golem – Similar to Steel Golem but with a different power/toughness balance.

•  Iron Golem – A late �game token generator that can become a game �changer.

Other Notable Cards

•  Arcanist's Lens – Allows a player to draw a card when a spell is cast.

•  Rite of the Golem – A spell that creates a Golem token.

•  Silversteel Golem – A powerful creature that can be turned into a 0/0 artifact token.

These cards represent a cross �section of the early artifact mechanics: equip, mana acceleration, token 

generation, and utility. They remain relevant in modern play, especially in formats that embrace artifact synergies

such as Modern and Commander.

The Omnibus Edition: Production & Packaging

Unlike the original set releases, the Artifacts Cycle I Omnibuswas produced as a single, deluxe collector’s edition.

The production process involved the following key steps:

1.  Card Selection – Jeff /Grubb curated a list of 45 cards that best represented the early artifact list.

2.  Artwork Revisions – Artists were asked to create updated artwork that maintained the original flavor while 

providing a modern aesthetic.

3.  Printing Quality – The cards were printed on high �grade cardstock with a matte finish, giving them a premium 

feel.

4.  Packaging – The set was enclosed in a sturdy cardboard sleeve with a foil-embossed title panel and a 

custom insert that included card descriptions and lore.



5.  Special Inclusions – Each omnibus came with a numbered certificate of authenticity and a small booklet 

detailing the design history and trivia.

The result was a product that appealed to both collectors and players. The packaging emphasized the historical

importance of the artifacts, while the card quality ensured that the set would stand the test of time.

Design Philosophy & Mechanics

Artifacts in Magic serve multiple purposes: they can be used as mana sources, combat modifiers, token generators,

or even as a form of resource management. Jeff Grubb’s design approach to artifacts in this cycle was to create

cards that were:

•  Balanced – No single artifact could dominate the metagame, but each had a distinct role.

•  Flavorful – The cards had lore that tied them to the world of MTG, making them more engaging.

•  Synergistic – Many artifacts worked well together, encouraging deck �building creativity.

•  Accessible – The mechanics were simple enough for new players but deep enough for veterans.

Take Sol /Ring as an example. Its simple mechanic—tap to add two mana—has become a staple in many decks. Yet 

it also interacts with other artifact cards like Mana /Crypt or Mana /Vault, creating powerful mana acceleration

combos that can swing games in a single turn.

Another key mechanic introduced in this cycle is equip. The ability to attach an artifact to a creature and give it

abilities or bonuses opened up a new layer of strategy. Players could build decks that focused on equipping multiple

creatures or using equipment as a resource to power up a single creature.

How the Cards Shape Modern Decks

Even though the Artifacts Cycle I Omnibuswas released decades ago, many of its cards remain relevant in modern

formats. Below are some examples of how these artifacts influence current deck archetypes:

Modern

•  Sol /Ring and Mana /Crypt are essential for Esper Stax and Uro �Lurrus decks.

•  Golem's Heart and Steel /Golem provide a reliable token strategy for Golem decks.

•  Silverblade is often used in Delver decks to give a creature a flying boost.

Commander

•  Artifacts such as Silversteel Golem and Iron /Golem fit well into commander decks that focus on artifact 

synergy.

•  Arcanist's Lens is a powerful card draw engine for any commander that can cast spells.

•  Equipment cards are frequently used in Uro �Lurrus or Golem themed decks.

Legacy & Vintage

•  Artifacts that generate tokens or provide mana acceleration are staples in Legacy's Affinity and Delver decks.

•  Cards like Mana /Vault are prized for their high mana output, especially in Vintage's Time Spiral decks.

These examples demonstrate that the Artifacts Cycle I Omnibusoffers a foundation for many modern strategies,

proving its timelessness.

Collector’s Guide & Value Assessment

For collectors, the Artifacts Cycle I Omnibus is a coveted item. Its value depends on several factors:
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