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Welcome to Magic: The Gathering!

Object of the Game

Magic: The Gathering®, or Magic, is a trading card game
in which you and your opponent are rival wizards dueling
Jor control of a magical plane. Reduce your opponent’s
score from 20 to 0 before he or she does the same to you!

Summary of Play
Each player builds a deck of at least forty cards from his or
her collection and plays that deck against the opponent’s.

Each player begins by shuffling his or her deck and drawing
seven cards. Players alternate taking turns. Your turn is made
up of a series of actions, such as playing cards and attacking
your opponent.

There are several types of cards you can play. Lands are the
most basic, providing the magical energy you need to play all
other cards. Creature cards represent creatures in play to
fight for you, either by attacking your opponent or by fighting
off her creatures. Other cards represent spells you can cast to
hurt your opponent or help your creatures.

The basic strategy of Magic lies in choosing when 1o play
your cards and when to use your creatures to attack your
opponent or protect yourself. More complex strategies
involve combining your cards to make them more powerful
and choosing which cards to use in your deck to make it
most effective.
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Rulebook Construction
This rulebook is divided into four sections.

Section I: Learning the Game is intended as a tutorial, to
bring the new player 1o the point where she can usually play
without having to consult the rulebook. The first half of this
section teaches the basics of the game: how creatures work,
how to bring them into play, and how to fight with them. The
second half of this section expands the rules, addressing the
other types of spells, describing how less basic game
mechanics work, and so on. Once a player is familiar with
Section 1, she should be able 1o understand most common
and uncommon cards,

However, Section I often omits minor details of the rules
it presents and occasionally contradicts the normal rules
in the interests of Accustoming new players to the game,
Section II: Expanding Your Knowledge details most of
the rules that are actually needed during play and cor-
rects the omissions and simplifications in Section 1. This
section is presented more for rules reference than as g
tutorial,

Section 1II: Exploring the Rules describes some of the
nooks and crannies of the rules, Only the advanced player
needs to know all of the rules in this section.

In Section IV: Game Support, you'll find the contact
information for questions regarding rules, tournaments,
and so on.

Following Section 1V is 4 glossary of common terms. The
first time any of these terms Appedars in the text, it's printed
in red,

2 Introduction
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The First Rule of Magic
Occasionally, a card contradicts the rules. In these cases, the
card text always takes precedence.

The Very Basics

Take a few moments to glance at the cards in your deck.
You'll notice that their backgrounds are white, blue, black,
red, or green. These are the colors of Magic, and each one
has its own strengths and weaknesses, Understanding these
characteristics can help you build more powerful decks as
you become a more advanced player. As a beginner, however,
you'll find that the colors will serve mostly to help you orga-
nize your hand and determine which cards you can play at
any given time.

Any card with a background of one of the five colors is a spell:
the remaining colorless cards are either artfacts (another type
of spell) or lands. Take a closer look at your cards and sepa-
rate the spells from the lands. (To determine which colorless
cards are lands and which are artifacts, read the card type
printed just below the artwork.) Lands are important, because
they create the energy you need to play spells. The only spells
you should be concerned with right now are summon spells,
which produce creatures. You'll use creatures (o attack your
opponent, in an effort to reduce her life w1l to 0 o less and
therefore win. Creatures are easily identified; each has a pair of
numbers (written in an Xy format) in the bottom right corner
of the card. A sample creature is shown on p. 5.

Section I: Learning the Game 3



Throughout a duel, you can cast summon spells that
become creatures like the Hurloon Minotaur. Once you have
them in play, you can use creatures to attack your opponent.
If you launch enough successful attacks, you can drive your
opponent’s life total to 0 or less and win the duel. Winning a
Magic duel often depends on the strategies you build with
creatures like this Minotaur,

Of course, your opponent isn't going to just sit there
while your creatures attack. She's going to put her own
creatures into play and use them to attack you or to hlock
your attackers. If she chooses to block, your attacking
creatures fight her blocking creatures instead of damag-
ing her.

Putting creatures into play is a litle more complicated than
just deciding you want to. You have to pay for them with
man, which is typically produced by lands. Not much can
happen in the game if you don't have the mana to pay for your
creatures (or, later, other spells).

Mana

Just as there are five colors in Mnszic. there are five colors of
mana, each with its own mana svmbol: white (%) blue (o),
black (®), red (@), and green (), Mana can also be col-
orless, though colorless mana doesn't have 2 symbol associ-
ated with it.

The cost of playing a creature is called its casting cost. This
cost includes one or more of the mana symbols and appears
in the top right corner of the card. Each time a colored mana
symbol appears as part of a cost, it means that you have to pay
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Card Name: Fach cres-  Art: The anwork depicts what  Casting Cost: This is the cost
tre has 2 name. This cres- — the cand represents. associated with plaving this
fure bs u Murdoon Minotaur creature

Card Type: This descrip-
tion indicates the specific
category of creature being
summoned by the spell. In

Card Background: The col
ored  background s 2
reminder that creatures are
spells. The Minotaur has a

this example, a Minotaur is red background and is there.
being summoned fore 4 red ereature

Text Box: The abilities of

the card are described Power/Toughness: This ks a

rating undque o creatures, It
denotes  numerically  how
strong a creature bs for atuck

Ing or defending. A creatures
power represents how effec

e it ks at killing your oppo-
fent, and its oughness repre
sents how hard it is 1o kill it

here. The text box might
also have flavor tet, print F RN
od in italics; flavor text sim
ply provides background
on the cand and doesn't
impact play The Hurloon
Minotaur's text box has
only flawvor text in it

one mana of that color to satisfy the cost. Thus, a cost of
“@@" can be paid only with two red mana.

A casting cost may also include generic mana, which can be
paid with any type of mana, including colorless mana.
Generic mana costs are shown as numbers inside a gray
circle. For example, in order to play a spell with a casting cost
of 2 &, you must pay one blue mana and two generic mana.

So what does this mean for the Hurloon Minotaur? The top
right corner of the card lists its casting costas 1 @ @, 50 you
know you have to pay two red mana and one generic mana in
order to play it. Of course, you have to get mana from some-
where, and lands are the usual source.

Section I: Learning the Game 5



Producing Mana from Lands

In Magic, there are five hasic land types, each producing a
different color of mana. Plains make white (%), islands
make blue ( & ), swamps make black (®), mountains make
red (@), and forests make green (#). Pull out a few lands
from your deck. Note that although a land's background
doesn’t match any of the five colors, its tex! box is shaded to
match the color of mana it produces. The ability of a land is
to produce mana, so it's considered a mana source.

When you use a land to produce mana, you tap it, or turn
it sideways; this is signified by the tap symbol (&). A
tapped card can't be used to do anything that requires
tapping it. Thus, a land can produce only one mana each
turn. At the beginning of your turn, untap all your cards in
play (that is, turn them back upright) so that you can use
them again.

For example, each mountain you play allows you to gener-
ate one red mana each turn. However, you can't store up
mana for several trns by using your lands every turn. When
aland produces mana, that mana is added to your mana pool
and is stored there until you spend it. At the end of every turn,
both players lose any mana they haven't spent. You may play
only one land each turn, so building up your mana potential
takes several turns.

The amount and type of mana available in your pool deter-
mines which spells you can cast. To demonstrate, let's return
(o the Hurloon Minotaur, which has a casting cost of 1 @ @.
Suppose that after three turns you've played three lands: two
forests (green mana) and one mountain (red mana). Even
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though you have three lands in play, you can't afford to cast
the Minotaur until you play another mountain.

Throughout the game, you continue to play lands, increas-
ing your mana potential. Remember, any type of mana can be
used to pay generic mana costs; the color associated with a
land is important only when you have to pay mana of a cer-
tain color. In other words, if your hand is full of green spells,
playing mountains can still help you play the more expensive
ones even though mountains produce red mana.

Here, Critter, Critter!
Now, pull a few creature cards out of your deck. They're easy
to find because each one has two numbers (a power and
(oughness rating) in its bottom right corner. Creatures have a
variety of power and toughness ratings. These numbers
reflect a creature’s effectiveness in comba. When a creature
attacks, it deals combar damage equal to its power, whether
(0 your opponent or to creatures that block it. A creature’s
toughness represents how much damage is required to kill it.
If one of your creatures takes an amount of damage equal to
or exceeding its toughness over the course of a turn, it's taken
lethal damage and is put into your gravevard, or discard pile.
EXAMPLE: If you use the Hurloon Minotaur to attack Yyour
opponent, it attacks with a power of 2. If she doesn't block the
Minotaur, your opponent suffers 2 damage, which is deduct-
ed from ber life total. If she blocks the attack with a Benalish
Hero, the attacker confronts the blocker with its power and
vice versa. Thus, the Minotaur deals 2 damage to the Hero,
which exceeds the Hero's toughness of 1, so the Hero dies. The
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1 damage dealt by the Hero isn't enough to kill the Minotaur,
though, so the Minotaur survives. Because the Minotaur was
blocked, it didn’t damage your opponent al all, even though it
dealt more damage to the Hero than was needed to kill it.

Creatures tap when they attack, and tapped creatures can't
block. Therefore, committing a creature (0 an attack prevents
you from blocking with it on your opponent’s next turn, when
she can attack you. Remember, though, that all your cards
untap at the start of your turn, so you can attack with a crea-
ture numerous turns in a row, or attack with it now and block
with it later on in the game.

The Flow of the Game

Before a duel begins, players randomly determine who goes

first. Each player starts the game with 20 life and draws a

hand of seven cards from his or her deck. The players then

aliernate taking turns, beginning with the “first” player.

During a turn, 2 player can do any or all of the following: play

a land, play creatures, and attack with creatures already in

play. The following outlines the basic turn structure:

Untap: At the beginning of every turn, untap any creatures or
lands that were tapped during the previous turn. Untapping
a card makes it available for use.

Draw: Draw a card from your library,

Land: Play a land, if you have any in your hand.

Attack: You may attack with any or all of your creatures. (1f
you don’t attack, skip ahead to “Play Creatures.”) You can
attack only with your creatures, and they can attack only
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your opponent. If you want (0 kill one of your opponent’s
creatures, you'll have to attack and hope he blocks with it.
Attacking with a creature taps it.

Defense: When attacked, your opponent may block with
some, all, or none of his creatures. Each creature can block
only a single attacker, but more than one creature can gang
up to block the same attacker. Blocking doesn't tap creatures,
but tapped creatures can't block (so a creature that attacked
during your opponent’s last turn can’t block this turn).

Damage Dealing: Each attacking creature that wasn't
blocked deals its power in damage to your opponent. If this
reduces his life total to 0 or less, you win. A creature that's
blocked deals its damage to whatever blocked it and vice
versa. If a creature has more than one blocker, you can dis-
tribute its damage among them as you like. For example, if
your Hurloon Minotaur (2/3) is blocked by three Mons's
Goblin Raiders (1/1), you can divide its 2 damage between
wo of the Raiders, killing them both, but the three Raiders
will kill the Minotaur in return.

”ﬂ Creatures: You can play as many creatures as you can

ord. Remember, you have to pay a creature’s casting cost
to play it, which requires tapping your lands for mana.

Discard: If you have more than seven cards in your hand at
the end of your turn, discard down to seven.

Game Setup

During a game, it's easy to build up quite 2 few cards in play.
For this reason, you'll want to find a dry, flat surface to use as
a playing area. You'll also need something to help you keep
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track of your life total, such as spare change or a pencil
and paper.

Each player begins the game with a deck of at least forty
cards, which compose his or her library. Before play begins,
each player shuffles his or her deck and offers it to the oppo-
nent, who may shuffle and/or cut it. Next, one player decides
who will play first and who will draw first; whoever takes the
first turn of the game doesn't draw a card that rn. If you and
your opponent have just finished a game, the player who lost
that game decides who plays first; if the game was a draw,
whoever decided who went first that game does so again. If
this is your first game in a series, determine randomly
who decides.

Now, play a few games to get a feel for what you've learned.
The point of these games is to become familiar with how
lands and mana work and with the basics of creature combat.
Whether you win a game isn't very important. In your first few
games, if you draw a card that's not a basic land or a crea-
ture, set it aside and draw another card. When you play a
creature, pay attention only to its power and toughness; for
now, ignore its text box.

When you play these games you might want to leave the
rulebook open to the turn sequence above or to the tipsheet
on the next two pages.

Expanding the Game

The first few games you just played were probably rather sim-
ple. During your turn, you drew a card, played a land if you
had any, attacked if you wanted to, and played creatures if you
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had any. During your opponent’s turn, you could do nothing
but block. Creatures themselves didn't do anything other than
attack or block. These are the hasic moves of Magic.

In a normal game of Magic, you can assist your creatures
in battle by playing spells that make them bigger, help them
evade other creatures, and so on. Spells may also hinder or
kill your opponent’s creatures, and some spells even let you
affect your opponent directly.

The remainder of this section adds to the basics you've
already learned. It looks at other types of spells, more
detailed turn and attack sequences, and some basic creature
abilities. Once you're com}or!ahle with the contents of this
section, you should be able to play quite a few games of
Magic without having to refer to Section I1.

Other Types of Spells

So far, you've only played spells that generated creatures:
summon spells and artifact creaure spells. As you played
your first few games, you probably set aside spells of most of
the other types. (If you haven't played yet, take a moment to
examine the spells in your deck.) Those other spells are
divided into two categories.

Spells in the first category remain in play when cast. Once
in play, these cards become permanents. In addition to the
summon and artifact creature spells you've already seen, arti-
fact spells, enchaniment spells, and lands become perma-
nents when played (see “More about Permanents,” p. 14).

Spells in the second category don't become permanents
when you play them, but instead take effect once and are then

Section I: Learning the Game "




VARDICINEAT:

Life Total

~ Each player starts the game with 20 Tife. 1f a creature
damages you, deduct the damage from your life total. 1f
you drop to 0 life or less, you lose the game.

Lands and Spells ¥ - stehe L
Every card is either a land or a spell. The card type, list-
ed below the art, tells you what it is,

Mana

 Every spell has a casting cost, which lists the amount and
type of mana needed to play the spell. Lands provide the
mana to cast spells,

Creatures
For now, the only spells you're playing with are those
that become creatures when cast. Creatures remain in
play and fight for you until they're killed.

Power and Toughness
Every creature has a power and toughness rating, which
represents its effectiveness in combat. These numbers
are printed in the lower right corner of the card and aid
in identifying creature cards as such.

12 Section I: Learning the Game

Ta
P‘u:icTs'a}é tapped, or turned sideways, when they
produce mana. Also, creatures are tapped when
they attack. All of your lands and creatures untap
at the start of your turn,

Attacking and Blocking
Once during your turn, you can attack your oppo-
nent with some, all, or none of your creatures,
When your opponent attacks you, your untapped
creatures can block hers.

Damage
When a creature attacks, it deals damage equal to
its power. If the creature is blocked, it deals that
damage to whatever blocks it: otherwise, it deals
the damage to your opponent,

Lethal Damage

I a creature suffers damage equal to or greater
than its toughness during a combat, it dies and is
put into your gravevard, or discard pile.

Section I: Learning the Game
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put into your graveyard. Each of these spells is identified on
its card type line as “Instant,” “Interrupt,” “Sorcery,” or
“Mana Source.” Remember that all spells, except artifacts,
will have a background of one of the five colors,

More about Permanents

The four types of permanents are artifacts, creatures,
enchantments, and lands. A permanent can be of more than
one type; artifact creature spells, for example, become per-
manents that are both artifacts and creatures and that will be
affected by spells and abilities that affect either.

Once you've played a land or paid to cast a spell that
becomes a permanent, it remains in play until something
specifically removes it. You don't have to keep paying its cast-
ing cost to keep it around, but you also can't get rid of it just
because you want to. You've already seen that creatures leave
play if they sustain lethal damage; in addition, it's possible to
destroy or hury a permanent. Either sort of effect sends the per-
manent (o its owner's graveyard. (See “Regeneration,” p. 19,
for the difference between the two effects.)

Most permanents have special abilities of some kind. These
are generally explained on the card, but some creature abil-
ities are described in the rulebook (see “Basic Creature
Abilities,” p. 20). Some abilities take effect as soon as the
permanent enters play and end only when the permanent
leaves play; such abilities are called continuous abilities.

Continuous abilities are always “on,” even if the ability's
effect is working against you at the moment. Usually, the only
Wiy 1o stop a continuous ability from taking effect is to
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remove the appropriate permanent from play. If an artifact
becomes tapped, however, its continuous abilities “shut off”
until it untaps (unless it also counts as a creature and/or
land). Many abilities have an associated cost that must be paid
in order to use the ability. Such abilities are played when you
pay the appropriate cost. These abilities are typically written in
a “cost: ability” format and are said to have an activation cost.

An activation cost typically involves ying mana but may
also require tapping the card itself. Wﬁzen lﬁe card must be
tapped to use a special ability, the @ symbol appears. You
can't use the abilities of an artifact that's tapped unless it also
counts as a creature and/or land.

Every permanent has a controller, who decides when to use
its abilities, when to attack or block with it, and so on. A per-
manent enters play under the control of whoever played it.
Other effects may change who controls it, in which case it's
moved to the territory of its new controller. Whenever card
lext says “you” or “your” or speaks in the imperative, ft's
referring to the card's controller.

Playing Spells and Abilities

Playing a spell or an ability of a permanent involves the fol-

lowing steps.

L. Review your hand and what you have in play and decide
which spells or abilities to play. This decision is based
largely on what you can afford and how many spells or
abilities you think you'll want to use this turn. The chosen
card isn't considered part of your hand for purposes of the
following steps.

Section I: Learning the Game 15



2. Pay any costs required to play the spell or ability. This is
typically limited to the casting cost of a spell or the activa-
tion cost of an ability.

Some spells and abilities include %" as part of their costs.
These have a variable effect that depends on the amount of
mana that's paid. To determine how much of the effect is gen-
erated, pick a value for X and pay that amount of generic
mana. The spell’s text explains what the X value generates,
with each X becoming whatever you paid. Because the cost is
variable, you decide how much mana you spend, unless X is
restricted to certain values,

EXAMPLE: Stream of Life has a casting cost of ®# and its
text reads, “Target player gains X life." For this spell, {f you
want to gain 5 life, you'll spend ® and & to pay the spell’s

casting cost.

Some spells and abilities list additional costs in their text,
Such costs aren't part of the casting cost but are still paid at
this time. Spells with additional costs typically list them in the
“cost: effect” format. This format may resemble an ability’s,
but the spell is still played and paid for only once; it doesn't
grant a long-term ablllg.
3.Choose any required target(s). Some spells and abilities

can be played under any circumstances, while others must
have one or more targets. Such spells and abilities describe
what they target in a phrase beginning with the word “tar-
get," such as “target creature” or “target blue enchant-
ment.” You can play such a spell or ability only if you
choose valid targets for it; for example, you can't play a
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spell that targets a creature if there aren't any creatures in
play. If a spell or ability requires choosing more than one
et, you can't choose the same target twice.

4. Make any other choices called for by the spell or ability.
Certain spells and abilities can be used in one of several
ways. Decide what the spell or ability will do when it's
played this time.

5. When you complete steps 2 through 4, the spell or ability
Is played. (If you couldn't complete any of tﬁose steps—
for example, if you didn’t choose a valid target for a tar-

eted spell—you couldn't play the spell or ability in the

rst place.) If you played a s})e_n. it leaves your hand; when
it takes effect, it goes lntg‘g ay if it becomes a permanent,
and into your graveyard otherwise. If you played an ability,
its effect s considered separate from the source—but that
effect “remembers” everything true of the source at the
time you played the ability. Removing or altering the source
of an effect won't alter the effect.

Enchantments
There are two types of enchantments: global and local, Global
enchantments are simply put into play, but local enchant.
ments are played only on permanents. Every local enchant-
ment targets a category of permanents. Rather than using a
phrase such as “target creature” in fts text, however, it
defines its target in its card type.

EXAMPLE: Unboly Strength's card type is “Enchant Creature,"

S0 it targets a creature, Its text reads “Enchanted creature gets

+2/+1," s0 it only affects that creature.
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If the target of a local enchantment becomes invalid or
leaves play, the enchantment is buried in its owner’s grave-
yard. Changing control of a permanent doesn't change who
controls any enchantments played on that permanent.

Special Lands

In addition to the five basic land types, there are various spe-
cial lands with their own abilities, Many of these lands pro-
duce mana, but only if a mana-producing ability is listed in
the text box. Special lands count as basic land only if
they say so, and even then they aren't considered sic lands.

Creatures

Creatures are the battle troops of Magic. Some act as sup'gorl
personnel, helping other creatures, but most of them do their
work on the battlefield.

A creature’s power and toughness ratings are written in an
X/Y format, where X is power and Y is toughness. Effects that
modify a creature’s rating use the same format.

When you gain control of a creature (when you play a spell
that becomes a creature, for example), you can't tap it to pay
for its ability or attack with it until the beginning of your next
turn. This is called summoning sickness and affects all crea-
tures, including L creatures. Once a creature has had at
least one turn to recover, it's no longer “sick” and is free to
attack or use its abilities.

Some creatures are Walls and can't attack. This includes any
creature whose card type is “Summon Wall.” Walls are treat.
ed like other creatures in all other respects,
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Damage

Certain spells or abilities deal damage to creatures and/or
players. Also, a creature in combat deals an amount of dam-
age equal to its power. When a player receives damage, it's
simply deducted from his life total, but damage dealt to crea-
tures accumulates for the whole turn. If the damage accumu-
lated by a creature is equal to or greater than its toughness,
it suffers lethal damage and is destroyed.

Whenever damage is dealt, players have the opportunity to
play spells or abilities that prevent or redirect damage; this
step is called damage prevention. Effects that prevent damage
remove it as if it never occurred. Effects that redirect damage
change who the damage is being dealt to; the damage will
affect its new target unless prevented or again redirected,

When both players are done with such effects, any remain-
ing damage is applied to the creature or player it's dealt to,
Once damage has been applied to a creature or player, you
don't get another chance to prevent or redirect it. For
example, if your opponent does something during her dis-
card phase that damages you, you can't take advantage of
that opportunity to prevent damage that was dealt 1o you
during combat,

Regeneration

When a creature is destroyed, whether as the result of a
destroy effect or of lethal damage, it can be regenerated
instead of being put into its owner's graveyard. Spells or abil-
ities that regenerate a creature can't be used if the creature is
being put into a graveyard by other types of effects, such as
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burial. Because regeneration is used in place of putting the
creature into its owner's graveyard, rather than after the crea-
ture is in that graveyard, you can't regenerate a creature that's
already in your graveyard.
A creature that regenerates becomes tapped as a part of the
neration’s effect; note that since it's tapping as part of the
eftect, not as a cost, a tapped creature can regenerate, All
damage successfully dealt to the creature so far this turn is
e Because a regenerated creature doesn't actually leave
play, any effects applying to it continue for their normal dura-
tion, all enchantments played on it remain in place, and so
on. If the creature is attacking or blocking, regenerating it
removes it from combat.

Basic Creature Abilities

Certain abilities are standard among creatures. This section
explains some of the simpler abilities, and Section II details
some that are more complex. It's important to remember that
abilities without a cost are continuous and so are in effect
regardless of whether you want them to be.

Flying: Creatures without flying can't be assigned to block
those with flying. In other words, creatures with flying must
be blocked in the air. Creatures with flying can be assigned to
block those without the ability, however.

Landwalk: Landwalk is a group of abilities; a creature
never has “landwalk,” but “islandwalk,” “swampwalk," and
50 on instead. If the defending player controls any lands of
the appropriate type, that player can't assign any creatures to
blocalf ?m attacking creature with a Iandwaﬁ: ability.
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Landhome: Landhome is a group of abilities similar to
landwalk. Creatures with a landhome ability can't attack if the
defending player controls no lands of the appropriate type.
Also, any creatures with landhome a player controls are
buried if at any time that player controls no lands of the
appropriate type.

First Strike: When damage dealing begins, creatures
are divided into two groups: those with first strike, and
those without. Creatures in the first group deal their dam-
age during the first damage-dealing step of combat; the
others deal their damage during the second one. If a crea-
ture is killed in the first damage-dealing step, it won't deal
damage during the second one, as dead creatures don't
deal damage,

Trample: Attacking creatures with trample attempt to deal
as much damage as possible to the defending player, even
when they're blocked. If an attacker with trample is blocked,
all damage it deals to its blockers over what is needed to
destroy them is redirected to the defending player. If it can't
deal damage to the blocking creatures (if none of them can
receive combat damage this wrn, for example), it assigns its
full damage 1o the defending £layer.

The amount of damage redirected from a blocking crea-
ture to the defending player is calculated at the end of dam-
age prevention, not when damage is assigned (see “Damage
Prevention,” p. 50). Thus, if you prevent damage dealt to
that creature, you reduce the amount redirected to you,
rather than saving the creature while leaving the trample
damage intact,
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Parts of the Turn

As a player takes her turn, she’s required to go through each

of the phases outlined below even if she's not required to do

anything during a given phase. Fither player can play fast
effects (instants, interrupts, and mana sources) during any of
these phases except for untap and cleanup.

Untap: Untap all of your permanents. Untapping your lands,
creatures, and so on makes them available for use again,
Upkeep: If a permanent does something every turn, it typi-

cally go&s it during this phase.

Draw: Draw one card from your library, Drawing a card usu-
ally gives you new options during a rn.

Main: This phase is where most of the action occurs, During
your main phase, you can play any kind of card, including
lands and non—fast effects. You may play only one land each
turn. Once during your main phase, you may attack (see
“Attack!”, p. 23). Once the attack is over, your main phase
resumes, and you may get the opportunity to play more
spells or to play a land if you haven't already. Remember,
creatures enter play with summoning sickness, so if you play
a creature before the attack, you can't attack with it this turn.

Discard: If you have more than seven cards in your hand at
the end of this phase, discard down to seven.

Cleanup: All damage dealt to creatures during this turn is
ensed’., Effects that last “until end of turn” wear off at the
same time damage is erased. Effects that occur “at end of
turn” happen at the end of this phase.

If either player has less than 1 life at the end of any phase
or at the beginning or end of an attack, that player loses and
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the game Is over. If both players have less than 1 life at that
time, the game s a draw and nelther player wins,

Attack!

Once during the main phase of your turn, you can declare
that you're going to attack instead of starti abatch of effects
or declining to do so (see “Serles and Bate es," p. 40). You
then send one or more of your creatures over to attack your
opponent. She may choose to block them and avold damage,
You attuck your opponent with the intention of reducing her
life total; aou can't attack her creatures directly, Your creq.
tures will fight hers if and only if she chooses to block them,

You can attack with as many creatures as you like, but you
can attack only once a turn, means that rou can't send
over one wave of attackers and then another later on n the
turn. (Abllities that happen 1o deal damage aren't attacks, so
they're not bound by these restrictions.) Whenever you try to
attack, your opponent can avold it beglnning a batch of
effects; in this case, you can declare the attack again later In
your main Khue.

The attack follows certain steps, outlined here (see also
“Step by Step,” p. 54),

Declare Attackers: You declare the total number of
atackers. A creature can uttack as long as it's un ,
doesn't have summoning sickness, and isn't a Wall. Attackin
with a creature causes It 1o tap. Creatures normally mﬂ
Individually rather than in ups. Once a creature attacks, it
remains in the attack until the end of combut; tapping or
untapping an attacker doesn't remove it from combat,
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Fast Effects before Blocking: Both players can play as Instants are the foundation of tming; they form the largest

many fast effects as they wish, roup of spells and abilities, Whenever an Instant I success-
lare Blockers: Your opponent can now assign her ully cast, ere’s 4 pause before It takes effect in order to give
credtures, one at a time, to block yours, Tapped creatures each flnyeran Opportunity to respond with another Instan;. If
can't block, although creatures with summoning sickness iny player responds, the first instant is put on hold, there's
can. A creature Is assigned to hlock only one attacker; how- inother pause to see if there's g response 1o the second
Ever, you may assign several creatures to block the same Instant, and so on. If both players want 1o respond o a
attacker. Once an attacking creature |s blocked, It remains given Instant, the active player the player whose turn it 18)
blocked for the rest of the combat even if all of its blockers gets the first chance, A group of Instants played this wity Is
are killed (or otherwise leave Jhy) before damage dealing, called u batch, The first instant played starts the batch; the
If an attacker is blocked, the d ending player will not recefve lust finishes it
combat damage from that amacker, Even if the attacker has When both players have finished playing instants, those in
more than enough power to kill 4 glven blocking creature, the batch start 1o resolve, or take effect, in lust-in, first-out
the block keeps the defending player from recelving damage, order. Each effect in the batch resolves completely before the
Fast Effects after Blocking: Both players can Jalny st next one begins, and no new batches may be started while a
effects again; these effects are enerub’y influenced by the batch Is resolving,
blocking assignments or lack ereof. Players can play as When a phase begins, the active player gets the first chance
many fast effects as they wish. (o begin a batch of effects, If thay player declines, the oppo-
Dealing: Unblocked creatures degl thelr damage nent may begin a batch, If the opponent also declines, the
0 the defending layer. Blocked creatures deal their damage phase ends. If either plnzer starts a batch, this process is
to the creatures blocking them, and blocking creatures deal repeated once that batch has resolved,
their damage to the attac they're blocking, Once all dam- Noncontinuous abilities of permanents are played us if they
age has been assigned, players may prevent damage, Any creg- were Instants unless they require special circumstances to he
tures that still have lethal idge alter that are destroyed, usable, such as spells or abilities that prevent damage,
Remember, once an ability has been ,i)llnyed. removing or
Tlmln%SImplmod changing the source will do nothing to the effect,
Magic has fairly rigid rules about when players can and can't Interrupts will be covered n Section 11 (see “Interrupts,”
do certain things. We'll touch on the major points here and P. 42). It's best to ignore them for now. Instants, interrupts,
then cover the topic in detail in Section 11, and mana sources are collectively called fast effects; the
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term Includes both spells and abilites, You m;r play fast

effects during uny phase of either player's turn unless other.

wise noted,

Sorcerles, and spells that become perman

start a - Otherwise, they follow the same rule as instants,

s0 although they can't he played in m'pome to other spells

or abilities, instants can always be played in response to
« You can play such |ﬂ'cm only during your main phase

and not while an attack (s progress,

And You're 0ff|
You should have a basic {deq of how to IA)lay Magle now, so
80 ahead and try Jt oy, Refer back to ¢ rules as often us
necessary, but don't get bogged down with cards you don't
understand or that have abiljties that haven't been explained
yet. If you draw a card with unfamiliar abilities, Just set |t
aside and draw again, Right now, learning (o play Is more
Important thut winning,

Wplfen you're comfor;uble with whu‘ul been ejm“dhu '(?, far,
start reading Section 11, Once you've learned what's ere,
you should ge able to understand any card in the basic set,
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ents, can only

Section II: Expanding Your Knowledge

Color

Every card in Magle has color definition which describes |t
s being one, many, or none of the five colors: white, blue,
black, red, und sreen. A card with more than one color is
called multicolored; q card with no colors iy called colorless,
A card's basic color i defined by the colored mana symbols
In lts casting cost, Lands, which don't haye casting costs, are

the color of a largo! perma.

More on Creatures
A creature's most Important feature {5 (g power and tough.
rating, If an effect causes creature's power to drop (o

that of raising or lowering it (see “New Math," p. 59),
Whenever a creature's toughness Is reduced, check to see
whether its accumulated ge for the turn equals or
exceeds Its new toughness; If so, the creature dies. Thus, if o
creature’s toughness drops o Jogs than 1, it dies automay.
cally. Note that regenerating a creature with o toughness of (
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or less Is generally pointless, as its toughness will robably An attacking band can contain uny number of creatyres with

still be 0 or less after It regenerates, so it wil Just be banding and Up 10 one creature without |y, Once a band's
destroyed again, been formed, the creatures within the band attack gs i group,
If you haven't had control of a creature since the start of Creatures in the hand keep their special abilitles but don'(
your most recent turn (counting the curren one), you can't share them with the others In the band. Once you've finished
use any of its abllities with @ fn the ictivation cost, and you declaring attackers, You can't choose to form iny new bands
can't attack with it. This is cilled Summoning sickness, as it or bm& ug existing ones. Creatures with banding aren't
normally applies to a creature you've just summoned, but it required to be part of 4 hang when they attack,
applies to all of your creatures, EXAMPLE: {f you band a Benalish Hero (171, banding), a Mosa
EXAMPLE: If Bob gains control of Sue's Bog Wraith, 1t will be Pegasus (1/1, banding, fying) and a War Mammoth (33,
“sick” once it comes over 1o Bob's side, and be won't be able Irample), Ibqymmﬂocmrlyh 5 damage. Two of the three
1o attack with it right anay. As soon as be starts a tum with ereatures bave a spectal ability other than banding: fiying or
control of the Wraith, bowever, {1 no longer sick, and be can frample. These abilities siilt ply only 1o the creatures that
attack with it that turn. DPossoss thom. Therofore, the Pegasus still flios and the

Mammoth sl Iramples, but the others don's
Some effects search for creatures of a given type, just as

with lands, A creature's type Isn't defined by it name, but by Any creature assigned to block one member of 4 band auto-
its card type, and sometimes by its card text. On the Hurloon matically blocks the other members as well. In other words,
Minotaur, for exam le, having “Summon Minotaur" as i the defending player has to efther block the creatures g5 i
card type Indicates J:al the creature type is Minotaur. Artifact group or let them all through,
creature spells don't have a defaul; creature type, Creatures don't form bands when blocking; they have 1o
Plurality and gender aren't Important when checking for a block individually, For example, if a single Scryb Sprites (1/1,
creature type match, flying) attacks YOu, your Mesa Pegasus doesn'y allow your
creatures without flying 1o e assigned to block the Sprites,
Advanced Creature Abilities The second feature o banding applies only during the dam.
Banding: Banding (s gy ability with two distinet features, The age-denuni::cp. If combat damage is assigned 1o group of
first allows you 10 group creatures so that they can agtack creatures that Includes at Jeqst one creature with anding,
your opponent with thelr combined power. The second gives whoever controls those creatures decides how the damage is
you control over the distribution of combat damage, assigned. Such 4 group is typically efther an attacking band or
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 group of creatures that blocked the same attacker and hap-

pened to include at least one creature with banding,
EXAMPLE: Bob attacks with a Crnw Wurm (6/4), Sue blocks it
with two Durkwood Boars (4/4), After declaring blockers, she
umllolmq/chmbmglukm'qmmqflhm
&mmqflbvmmwm, Sue—not Bob—
mmmw«mbwdmm during damage
dealing. The fuct that neither one bad banding when blockers

Olo one of ber Hoars, she instead damage
10 tuch of hem s that netbor ome dies; Bob's Wiurm fapu's
damage from the Boars and dies,

Protection: A creature with protection Is largely immune to
spells, abilities, und permanents with u given charucteristic
(usually & certain color). This ubllity is written as 'iprotectlon

ristic]," such as “protection from b ue."
forms of protection provide an equivalent set of ablitjes,
For example, If u creature has protection from blue;

* blue creatures can't be assigned to block it;

* ull damage dealt to |t by blue sources Is reduced 1o 0;

* It can't bednumo(bluemelh, bilities, or enchantments,

Blue spells and abilities that don't target anything and don't
denldunqemmeonlymlnanmucm rough this pro-
tection, Note, however, that creature abj lles are active only
while the creature fs In play; therefore, a blue spell can u.:ﬁet
the card while it's being cast, in i graveyurd, and so on, Finally,
because the creature can't be the et of blue enchantments,
If a blue enchantment ever does end up on the creature, the
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enchantment is buried (see “Enchantments,” p. 17).

page: Creatures with rampage get bigger as more
creatures are assigned to hlock them. Rampage always has a
certain value, written a5 “Rampage X."" If more than ope crea-
ture is assigned to block an attacking creature with rampage X,
that creature gets +X/4.x until the end of the turn for each
creature assigned to block it afier the first,

More on Enchantments

Some local enchantments Say to only play them, or not 1o play
them, on a subclass of permanents. Such stipulations are part
of the enchantment’s targeting rement, so the enchant-
ment will be buried if they're not followed.

Ownership

Each player owns the cards he or she starts the game with,
enever a card is sent to anyone's hand, library, or grave-

yard, it's sent to its owner's, Ownership of a card changes

only when specifically indicated on g card. Changing control

of a permanent doesn't change who owns .

Tokens
Certain effects put tokens into play. Tokens represent arti-
facts, creatures, and so on, and their characteristics are
defined by the effects thas create them. They can be cards,
coins, or anything else; if possible, use something that
reminds you what the token represents,

Tokens are treated like any other permanent, except that
they aren't cards. A token's basic color definition is provided
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by the text of the effect that produced it, not that effect’s
color, Since tokens were never spells, their total casting cost
is 0. If a token enters play as a creature, its creature type is
the same as its name as well as any described in the text of
that effect. Each token is owned, and initially controlled, by
the controller of the effect that generated it. If a token leaves
play, it's permanently removed from the game.

Counters

Some effects instruct players to add counters to certain per-
manents. Whenever happens, simply put the specified
number of counters on the card. Coins, beads, or anything
else that's handy can be used as counters.

Counters generally serve one of two functions. First, they
can be used to mark long-term changes to a permanent, such
as giving a creature +1/+ 1 permanently. In this case, a single
counter is placed on the card to remind the p!)agvrs of the
change to that permanent. Second, counters are often used to
mark how often an ability may be used. For instance, a card
might build up counters of a certain type and then spend
them on an ability.

Counters that have the same name are considered inter-
changeable, For example, all effects that give a player
poison counters say that a player with ten or more poison
counters loses the game. Because these counters are
called the same thing, their source Isn't important when
checking whether a player loses. Also, all poison counters
are considered the same for purposes of an effect that
removes them.
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Note that counters aren't tokens, and tokens aren't counters.
Tokens are permanents, while counters are used as markers
or reminders that a permanent does something special.

Sacrifices

To sacrifice a permanent is to put it into its owner's
graveyard. Nothing can prevent this; for example, a sacrificed
creature can't be regenerated. Sacrifices are typically called
for as part of the cost of playing a spell or ability but will
occasionally be called for by an effect or as a penalty for
doing something. Sacrificing something as a cost ollows the
normal rules for costs; for example, countering a spell won't
recover anything sacrificed to it. You can sacrifice only per-
manents you control; whether you own them is irrelevant.
Abilities that trigger when certain permanents are put into a
graveyard from play trigger, as appropriate, when a perma-
nent is sacrificed (see “Triggered Abilities,” p. 44).

Resolving Effects
Characteristics of anything other than the source of an effect
aren't determined until the effect begins resolving. Only the
current characteristics of something are relevant; for
example, effects that depend on a creature’s power rely on its
current power, not its base power. Thus, changing the char-
acteristics of something in response to a spell or ability can
change the results of the effect.
EXAMPLE: Winter Blast taps X target creatures and deals 2
damage to each of those creatures with flying. Because the
abilities of the targets aren't checked until resolution,
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&iving flying to or taking flying away Jrom a target before
then will change whether or not Winter Blast deals damage
toit

Effects that search for everything with a certain characteris-
tic (such as a color) find everything with that characteristic,
even if it has a characteristic as well (such as a Sec-
ond color). Conversely, effects tha ignore everything with a
certain characteristic don't care what other related charac-
teristics something might have,

Effects that interact with players, the cards in your hand,
your graveyard, and so on state so explicitly, otherwise,
effects interact only with permanents.

the source of an effect leaves play, any effect that
depends on the source being in a certain state, such as
tapped or under your control, end. If a permanent leaves
play, all effects that applied to it end with respect to that
permanent.

If an effect lasts only as long as a certain condition is met,
and that condition is no longer met when the effect resolves,
the effect ends as soon as it begins. If an effect has some
additional effect when a certain condition is met, and that
condition has been met by the time the effect resolves, the
additional effect also occurs,

EXAMPLE: The ability of Flying Carpet reads, “Target creature
ains flying until end of turn, If that creature is put into any
&raveyard this turn, bury Flying Carpet.” If a player responds
{0 the use of this ability by killing its larget, Flying Carpet is
buried when its effoct resolyes.
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If a card instructs you to do something, you're forced to do
it ondy if you have lr; resources available (such as mana in
your mana pool, untapped creatures, and so on).

Each new effect that resolves js g plied after any existing
effects. Thus, it's possible for one effect to override another,
If an effect gives a creature flying and a later effect removes
flying from it, for instance, the result is a creature without fly-
ing. The result of a continuous effect is not necessarily final
when the effect is first applied to a card, permanent, and so
on; if one continuous effect ends, later effects are reevaluated.

EXAMPLE: Phantasmal Terray ("Enchanted land is the basic
land type of your choice”) s played on a mountain, turning
it into an island. Conversion (“All mountains are Dlains”) is
then put into play. Since the “mountain” bas already heen
turned into an island, Conversion {gnores it. If Phantasmal
Terrain is removed, the land reverts to being a mountain, and
the Conversion immediately turns it into o Plains.

Giving a permanent an ability it already has often accom-
plishes nothing, as most abilities are redundant. An effect tha
causes the permanent to lose the duplicated ability will still
cause it to lose the ability entirely, not just the most recent
instance of the ability.

EXAMPLE: 1t isn't very interesting to give Slving to your Mesa
Pegasus, which already has Slying. Anything that would've
Ix*enabbtoblocllbvl\'gum when it had flying once will still
e able to block it when it bhas flying twice. On the other band,
it is interesting to &ive rampage to your Craw Giant, even
though it already bas rampage 2, as each rampage ability will
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apply as appropriate, Living the Glant botp bonuses wheney. makes Disenchant more expensive to Play. Stmtlarly, if an

er more than one creature i assigned to block 4, ability lots You pay less mana Play Disenchany, i total
casting cost stij equals 2.
Effects are always applied 1o permanents, players, and so
forth in the order in Which those effects resoye. Permanents Many abilities also haye COSIS to use. Typically these abilities
are therefore considered to have heen in play before any are written in a “cogt. effect” formay, where “cost” i the actj-
other effects resolyeq, For example, an enchantment thay says vation cost of the ability. The activation cost js normally some
all creatures Jose flying will apply to creatures thay enter play amount of mana and/or he @ symbol by might have other
afier the enchantmeny, components, such »s paying life or remoyip counters from
€ permanent, If yoy want to generate an ty's effect more
Paying Costs than once, you'|| have to play the ability that many times, pay-
All spells have 3 casting cost, even if its @, Look in the upper ing for the effect once each time,
right corner of the card 1o determine a spell's casting cost. Nothing can stop a cost from being paid, and you can't play
(Costs described in the spell’s text don't count as part of the abilities that might do so, For example, 4 sacrlgccd creature
casting cost.) Each % represents a variable amount of mana. is put into its owner's graveyard withoyy giving anyone the
While the spell is being cast, X is the amount of mana that was chance to play ahylities such as regeneration,
SPent on it when the spell was layed; at all oher times, X is
0. The total casting cost of spell js (he total amount of mang More on Targoting
paid, ignoring the color(s) specified in the casting cost, A targeted spell or ability can't pe played on an illegal larget,
You must have all the necessary resources available 1o pay a which means that You can't play 4 spell or ability on an {fje.
cost; for example, yoy tap lands for mang before playing a spell, gal target and Jager adjust either so thy the match is valiq If
not while you're playing it. Some abilities require additional a spell or ability targets moge than one thing, you can'y
Mana to be paid to play 4 spell. This one-time “fee" is immed- choose the same thing as more thag one ¥
ate and doesn't affect the spell’s casting cost. In the same way, A target of an effect might have disappeared or become jlje-
abilities that say 4 spell costs less to cast dont change a spell’s 8al by the time the effect resolves. In this case, the effect fi;-
casting cost but instead pay for some of that cost, Zles with respect that target. If the effect has multiple tar-
EXAMPLE: Disenchant's casting cost is ¥, 50 it always 8ets, it fizzles or succeeds against each of them separately, If
costs 2 & to counter with Spell Blast, even (fan ability e, an eflect fizzles with respect to all of jis largets, any nontay
as Gloom's (“White spells cost an additional & to play”) geted parts of the effecy are ign
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Once a spell or ability has been played, its targets are not
checked again unti the effect resolves, if an effect resolyes
successfully, it does its best to apply itself to the target for the
stated duration, even jf (he larget becomes illegal at some

EXAMPLE: Bob Plays Giant Growh (a green spell) on an arti-
Jact that's been turned into a creatyre, Living the creature

the turn, the +3/43 effect will become dormant, but it wi
reapply if tbaaﬂ(fwtbacomacmwmqam before the end
of the turn,

EXAMPLE: Bob attacks Sue with the artifact creature from the
above example, During the attack, Sue uses her Ice Floe on
(“As long as Ice Floe remains lapped, (target] creature does
ot untap during its controller's untap phase.”) If the artifact
sfopswngaamm:vaﬂcrrba lmfl'w&'qﬂ'aclhrnm
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U still be "Iocbaidown"by the effect, which doesn's keep
checking to see that its target remains a creature

perm
like the target for any other spell. Once the larget’s selected,
itcan't be changed at any point.

ly straightforwa}d. S0 we'll touch on it fipsy,
When both players want to do something, one of the players
is given priority to do so, Typically this will be the active play-
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destroying the source or tapping an artifact source, for exam-
ple) also removes the requirement to play it.

Interrupts

Playing a spell or ability isn't as simple as just paying the costs
and making any required choices, Once the spell or ability
has been played, it or its effect (as appropriate) is considered
“being cast” and enters a neutral state from which batches of
interrupts can be played. For urposes of playing interrupts,
the controller of the spell or effect being interrupted, not nec-
essarily the active player, has priority.

Any spell or effect other than mana sources can be inter-
rupted. Interrupts can target only the spell or effect that they
interrupt. Since all interrupts target a spell or effect, spells
and abilities that interrupt another spell or effect can target
only that spell or effect,

Some interrupts counter the targeted spell or effect. In this
event, the spell or effect is canceled and, ifa .?ell. put into its
owner’s graveyard. None of the costs paid for the spell or
effect are recovered. Any remaining interrupts in the coun.
tering interrupt’s batch fizzle when €y resolve, as they're all
targeting the spell or effect that's been countered and which
is now an illegal target for interrupts, and the casting does not
return to the neutral state.

EXAMPLE: Bob plays a Fireball on Sue, for enough damage to
kill ber. Bob doesn't intend 10 play any tnterrupts, but Sue
wants to counter the Fireball, so she begins a batch of inter-
rupls while it's being cast. She Plays Hydroblast, which coun-
lcrsalmgc{spdl(fﬂ’:nd(mlbcﬁmba[lk). Bob chooses not
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lo interrupt Sue's Hydroblast (as he might {f be wanted to
counter it) but instead responds to it by interrupting the
Fireball and targeting it with Deathlace, which will change the
Fireball to black. Neither player wants to play any more inter-
rupts, so the batch resolves, Deatblace turns the Fireball black,
and then Hydroblast fizzles, as the Fireball is 7o longer red.

If none of the interrupts played while a spell or effect is
being cast counter it or if (as is normally the case) no inter-
rupts are played at all, it's considered successfully cast. The
spell or effect will then resolve at the appropriate time—
when its turn comes up if it was part of a batch, immediately
in most other cases,

Some spells that list “Interrupt” as their spell type can be
used in several ways, some of which don't target spells or
effects. As with any spell or ability that can be used in more
than one way, the different ways of playing such spells are
played at the appropriate times, rather than necessarily as
interruplts,

EXAMPLE: Hydroblasﬂsa.\pelllbaldmnmamxvlpmna-
nent or counters a target spell. It can larget a permanent only
lfpla}vdmanlmlanlmdmnlargvmspollonb'lfplaﬂdas
an interrupt,

Mana Sources

You may play mana sources whenever you have priority to
play any kind of spell or ability, including times such as the
untap phase (when you have priority to play untap abilities)
or the resolution of an effect (when you have priority to play
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specialized abilities; see “Specialized Abilities," p. 46). Thus,
You can’t use mana sources concurren} with some other
event. For example, you can't use them w‘ﬂe playing a spell
(but you can do so beforehand), and you can't use them
while destroying creatures that have lethal damage. You may
play mana sources regardless of whether you intend to do
anything with the resulting mana.

Mana sources are played, successfully cast, and resolved in
one timing step; there’s no Opportunity to interrupt them, for
example. Also, abilities that trigger on one of tﬁese events
aren’t played until after the mana source has resolved,

MPI.E'BazaarofWondarsmadr, “Whenever a spell is
Dlayed, counter it if a card with the same name is in play or
n any graveyard.” Bazaar of Wonders can't counter Dark
Ritual, which is a mana source, as i1 elfect won't apply until
afier the Dark Ritual bas resolved

EXAMPLE: As long as Bob has Cursed Totem (“Players cannot
Play any creature abilities requiring an activation cost, ) in
Play, Sue can't use the ability of ber Lianowar Elyes (“®: Add
L3 {0 your mana pool, Play this ability as a mana source. "),

Triggered Abilities

Some spells and abilities are played only after a certain

?pe Ol event occurs, with the spell’s or ability's text
escribing when it’s appropriate to use. These are collec-

tively called (riggered abilities, as very few spells are used
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in this way. Triggered abilities wait for an appropriate
event o occur and are then played after the timing ste;
(spell or ability being played, effect resolution, and so on
during which the event occurred. Following each timing
step, a series of all the abilities that triggered during the
step is played, even if they triggered at different points in
the timing step.

Most triggered abilities must be played; others are optional
and typically have a cost. If you don't play a triggered ability
during the appropriate series, it can't be p at all.

eristics of a source are locked in when the ability trig-

gers, not when the ability is played. Thus, once an ability trig-
gers you can (and often must) play it regardless of what hap-
pens to the source later.

EXAMPLE: Soul Net's ability is *: Gain 1 life. Use this abili-

ty only when a creature is put into any graveyard from play

and only once for each such creature,” This ability is trig-

ered, with the triggering event being a creature put into any

graveyard from play. When a creature {s put into any grave-

Jyard, the ability triggers, and you may pay ol to play the abil-

ity. If you dectde not to play i, Jou can't change your mind

later on.

If damage is assigned and abilities are triggered during
 timing step, triggered abilities are played before damage
prevention begins. If the effect of a triggered ability
assigns damage or ftriggers more abilities, those are
handled before playing more triggered abilities from the
original series.

Section II: Expanding Your Knowledge 45

—




Specialized Abilities
Some spells and abilities are played during a timing step
rather than as part of a batch (as are instants) or after a tim-
ing step is over (as are triggered abilities). These spells and
abilities are collectively called specialized abilities. While
some of these spells and abilities fall into this category
because they specify that they can be played during the tim-
ing step—for example, those which can be played only when
attackers are declared—most replace one kind of event with
another, such as replacing a card draw with some other
effect, so are used just prior to the event that they replace.
Before each event, a series of specialized abilities is played.
These follow the normal rules for series of effects except that
if an ability is played to modify an event, the serial process
starts again from scraich, with both players able to modify
what the event has become. If an event does more than one
thing, it's possible to replace just part of it with another effect.
EXAMPLE: Isiand Sanctuary has an ability whose cost is to skip
drawing a card. The ability is therefore played as a specialized
ability, fust before an effect would have you draw a card. If
you play this ability, the card draw is replaced by Island
Sanctuary’s effect. That series of specialized abilities ends,
and another one begins, 1o give players the chance to modify
the new event. Other abilities that modify or replace card
draws, such as that of a second Island Sanctuary, can no
longer make use of that card draw.

Remember that triggered abilities are never played, and
damage prevention never occurs, within a timing step.
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Therefore, If a specialized ability triggers another ability or
ciuses dnmq‘e that effect Is delayed until after the timing
step during which the speclalized ability was played.

Phase Structure
Each turn has six phases: untap, upkeep, draw, main, dis-
card, and cleanup. Each phase serves a purpose, so they're

never skipped Just because a player expects nol 10 hap-
pen, For about how the phases differ, see “More on
the Turn," p. 52.

Fust effects may be played during each phase except untap and

dun:z Bvery goes through the same basic stages, however:
1. Abilities that apply at the beginning of the phase are
played us a series,

2. The bulk of the phase. The phase begins in the “neutral
state,”" with both le" having the chance to play instants, If
hoth players yield priority the chance to play Instants is over;
move on to the next step.

3 abllluu that apply at the end of the phase are played as
il serfes,

4. Check all players for mana burn (see “Mana Burn,” p. 57).

5. Check each player's life total. Each player whose life total
is 0 or less at this point loses the game,

Some abilities are phrased as “During this phase, this hap-
pens” or “During this phase, you may do this." These are
phase abilities, and they're played only during the ngpropri-
ate phase, as instants, and o;\cln:nce during each such phase.
Remember, a player can't decline to start a batch if there's an
ability she's required to play unless it would be illegal. Also,
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destroying a permanent gets rid of its ability, and the abilities
of a tapped artifact that doesn't count as a creature and/or
land don't apply,
EXAMPLE: Afiya Grove Is an enchantment that beging
with throe +1/+1 counters, with the Dhase ability of “During
Jour upheep, put one of these + 1/+ counters on largel croa-
tre.” You can't end your upheep phase without baving
this ability unless there are no legal targets for i, Note that
Jou're allowed to remone all ereatures from play bafore play-
ing this ability and thus get out of fI.

At the beginning and end of each phase, spells and abilities
that are played only at the beginning or end of that phase are
played as a serles, Effects that were delayed until this time are
also played as part of the serfes,

EXAMPLE: Mana Vault reads, “At the end of your uphesp, {f
Mana Vault is tapped, 1t doals 1 damage to you." Unithe most
artifact abilities, this one is Played (f Mana Vault is tapped but
not if it's untapped. |f Mana Vault /s untapped when it's your
turn to play abilities at end of upheap, you don't play its abi-

Uy, {f you finish with the serfes and Jour opponent then plays

an ability that taps Mana Vaul, You don't back up and play its

ability after all,

Some permanents have 4 cost pald during a certain phase.
These phase costs are written much like phase abilities, typl-
cally as “During this phase, pay this or this happens,” but
occasionally as “During this phase, pay this. If you cannot,
this happens.” The former are optional, but If they're not
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paid, they have the listed consequences. The latter must be
pald if you have the resources avatlable, but you don't have to
provide those resources,
EXAMPLE: Lowd of the Pit says “During your upheop, sacrifice
a@ creature, |f you cannot, Lond of the Pit deals 7 damage to
Jou. " This is a phase cost patd during upheep. If you bave any
creatures avallable when you play the upheop cost, you must
sacrifice one of them to Lord of the M, You can, bowever, sac-
rifice your creatures in othor wys before paying this upkoup
cost, and you aren't roquired to use officts that would pro-
duce a creature for you so that You can sacr{fice it,

Each phase cost is pln&ed iccording to the rules for
instants. When you play this “ability," you either pay the
phase cost to play an effect that does nothing or pay nothing
10 play an effect that does whatever's listed s the penalty,
You can't, for example, pay !usl part of the cost. You can'y
use any activated abilities of permanents with phase costs
until the phase cost's effect has finished resolvlnﬂ. y 88
of whether you paid the cost when you played the ability. As
usudl, if the source of a phase cost leaves play, you can't play
that phase cost ability. Tapping an artifact, however, doesn't
surpress its phase costs.

If a permanent has more than one phase cost that's paid at
the beginning of, during, or at the end of 4 given phase, th
combine into a single phase cost, which must be pald in full
or carry all of the listed consequences. This cost s played at
the latest time any of the individual costs would've been paid.
Ifa permanent's current phase costs are paid and new phase
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COSIs appear at or before the (ime lh:{ would be puid, the
new costs must still be paid us appropriate,

Damage Prevention
“prevention step occurs ufter any timing step in
which damage is assigned, typically the resolution of an effect
or u damage-dealin step of combat, All
duﬂn‘? i step Is handled by the same damage-prevention step,
even If the ¢ was assigned at different times, If m:;re
source damaged u given creature or player more than once
during a step, treat it as If it had assigned damage to that creq.
ture ot player only once, for the total amount of damage,
EXAMPLE: Mana Clash s a sorcery that requires o players to
start flipping coing and assigns | damage to a player every
ﬂquﬂamlmmmuupldh. This spoil damagos oach
Mayer once, for the total number of times bis filp came up
ladls, or not at all,

At the beginning of ¢ preventlon, abilities that auto-
matically prevent du::?eu or that otherwise trigger when
Smuac Is assigned are played as a serles of triggered abil-

es,

Damage prevention begins in the “neutral stute," with only
fiust effects that prevent or redirect damage being legal. At the
end of damage prevention, abilities that automaticyl red|-
rect damage are played as 4 serfes of effects, followed by ull
other abilities that trigger when damage Is dealt, If any dam-
age Is generated or rﬁfrcctcd at the end of damage preven-
thon, it’s all handled during a damage-prevention step follow-

50 Section II; Expanding Your Knowledge

Ing the current one, Deducting

trigger when the source

or player prevents the dam
dles an Identical amount and type of damage
the new one,

destropn Y Ay vl
totals and B creatures with le e ns
s 4 single step Just after the current damage-prevention step
but before the next one,

If all damage assigned from g source (o a creature or play-
er Is prevented, that source s no longer considered 1o be
damaging that creature wlnyor. For example, effects that

s

damage wouldn't trigger on the
damage just prevented. Redirectin damage from a creature
10 the old reciplent and cre-
ng dealt to

EXAMPLE: Bob attacks Sue with two Grizzly Bears, one of
which Sue bas enchantod with Backfire, which will assign 1
damage to Bob for each 1 damage the enchanted Bears

deals to Sue. Sue lots the enchanted Bears |

blocks the other with ber Goblin Hero, At the end of damage
prevention, the first Bears and the Hero have dealt 2 dam.
age to each other, andlhmondﬂnnbﬂduﬂ)daw
to Swue. The Backfire triggers, assigning 2 damage to Bob,
but first the curvent step ends, so the Hero and the Bears it's
blocking are killed, and Sue loses 2 life, Note that (f Bob or
Sue mnmmmmukilmorlbdnnormm-
&ered abilities such as Soul Net's, they'll do so before the

second step begins,

New damage generated within the context of a damage-pre-
vention step s absorbed Into the current damage-prevention
step rather than starting a new one, with the exceptions noted
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above. As usual, the new damage triggers spells and abilities
used only when damage Is mé'med. so ftwill be prevented
automatically by appropriate effects,

Onlgespclls and abilities that prevent or redirect damage
may be used during damage prevention, and none of those
spells or abilities may be used outside of damage prevention.
Spells and abilities that colncidentally let a creature avold or
survive damage can't be played. Spells or abilities that can be
played to do more than one thing follow the normal rules for
such. For example, if such a spell or ability is played during
damage prevention, It can be used only In ways legal during
damage prevention.

EXAMPLE: Unsummon returns a targel creature to its owner’s
band. Glant Growth gives a target croature +3/+3 until end of
turn. Neither of these spells can be played during damage pre-
vention, as they don't larget damage: they only coincidental-
ly allow a creature to avoid or survive damage.

More on the Turn
Fast effects are legal during every phase unless otherwise
noted. A phase's special effects apply only to the active player.

Untap: No fast effects are allowed. As a phase ability, all
your permanents untap simultancously. Any choices you
might be required to make about what to untap are made
when you play the ability.

Upkeep: Most phase abilities and phase costs are played
during this phase. Additionally, some permanents may have
untap costs pald during or at the end of upkeep, Untap costs
pald during upkeep are played as instants and may be played
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more than once each turn, Those pald at the end of upkum
are played as part of your “end of upkeep” series. As wi

phase costs, multiple untap costs are combined into a single
cost, which is paid when the last of the individual costs
would've been paid. Cards that have or provide untap costs

also say that the permanent with the untap cost doesn't untap
during the untap phase; this distinguishes them from fast
effects that happen to untap somethin

Draw: As a phase ability, draw a carg. Each ability instruct-
ing you to draw additional cards Is its own phase ability.

Main: You have three additional options whenever the main
phase Is in the neutral state. Pirst, you may begin a batch of
effects with a non—fast effect such as a sorcery instead of with
a fast effect, Second, if you haven't played & land this turn, you
may do so; the land comes fnto play, and the main phase
returns (o the neutral state. Finally, if you haven't attacked this
wrn, you may declare your intention to attack. If your oppo-
nent starts a batch of effects, the attack 1s aborted and you
may later that turn again declare your intention to attack. If
your opponent doesn't start a batch of effects, the attack
begins. This Is treated much like the end of a phase, so play-
ers take mana burn as appropriate, and their life totals are
checked, before the attack begins, Once the attack Is over, the
main phase returns to the neutral state,

Discard: As an “end of discard” ability, if you have more
than seven cards In your hand. discard down to seven.

Cleanup: No fast effects are allowed. As a phase ability, all
damage dealt to permanents this turn wears off, as do all
effects that last untl end of twrn. Once this phase effect
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resolves, “until end of turn” effects wear off as soon as they

resolve, and damage that doesn't destroy a creature |s

ignored. Al “ut end of turn" ubllities, and eﬂyecm that happen

i, are played as abilities that are ‘ghyed s 4 serfes at end

of cleanup. This means that once the active player is done

playing “at end of turn" o any new “at end of turn"
he controls are Ignored,

More on Combat
Once u creature has been declured as an attacker or blocker,
It's attacking or blocking until end of combat, unless an effect
changes this, A creature that's regencrated, whose controller
Bes, or that stops belng a creature i removed from com-
bat prematurely, Tapping or untapping a creature doesn't
remove It from combat, and remo ng it from combat
"°:§3 iy v l bat d ! damag
Ities that apply to com umage upply only to e
ussigned du lﬂe damuge-dealing steps of combat, not to
other dumage that happens to be assigned during combat,

Step by Step

D«.rnn Attackers: A creature can attack us long us it's
un , doesn't have summoning sickness, and isn't a Wall,
Attacking with a creature causes |t (0 tap. Having a power of
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ers at all, although such a null aack still counts as your one
attack for the turn.

Fast Effects before Blocking: There can be any number
of batches of effects here. Note that once the attack begins,
this is the first chance to play fast effects during combar,

Declare Blockers: The defending player can assign some,
all, or none of her untapped creatures to block a single
auacker each. If a creature is assigned to block a member of
a band, it's considered 1o block the other member(s) of the
band as well, but not to be assigned to block them. Once 2
creature is blocked, it remains blocked for the rest of the
combat, even if all its blockers are removed or a blocking
assignment somehow becomes illegal. Tapped creatures
can't block.

All creatures required to block something must be assigned
as blockers, if possible, before or af the same time as any
other creatures are assigned to block. If a creature's
required 10 block more creatures than is legally allowed
(normally more than one), it blocks as many of those crea-
tures as it can (again, normally one).

Evasion abilities, such as flying and landwalk, restrict the
sort of creatures that can block an attacker. If a creature has
multiple evasion abilities, a would-be blocker has to deal
with all of them before it can be assigned to block the attack-
er. For example, a creature with both flying and islandwalk
can't be blocked, even by creatures with flying, if the defend-
ing player controls any islands. Evasion abilities apply only
during this step; thus, it's not possible to cancel a block by
giving the attacker an evasion ability later in combat,
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Fast Effects after Blocking: There can be any number of
batches of effects here. Remember, destroying a blocker or
otherwise removing it from combat doesn't cause whatever it
blocked to become unblocked.

First-Strike Damage Dealing and Normal Dnma‘ge
Dealhrx‘ﬁz The two damage-dealing steps follow virtually the
same rules. The only difference is who deals damage during
each step: creatures with first strike during the first step, and
creatures without first strike during the second.

All damage assigned during each step is dealt simultane-
ously, but the active player makes all choices of how to dis-
tribute damage first.

Attacking creatures that aren't blocked deal combat damage
to the defendlnmlayer. Anzckln? creatures that are blocked
assign combat damage to their blockers. If all of a creature’s
blockers have disappeared, it doesn't deal combat damage at
all unless it has trample.

Unullhpped blocking creatures deal combat damage to what-
ever they're blocking, A blocker that became tapped before
its damage-dealing step (to pay for an ability, for example)
doesn't deal combat damage.

If damage is being assigned to a group of creatures, the
player assigning the damage decides how to distribute the
damage among the group. The damage may be piled on one
creature, distributed among all the creatures, or anything in
between. A creature that can't receive damage can't have any
damage assigned to it at all.

If any damage s assigned during either of these steps, the
step is followed by damage prevention.
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End of Combat: The end of combat is treated like the end
of a phase. Spells and abilities played at end of combat, as
well as effects delayed until then, are played as a series.
Players are checked for mana burn, and then their life totals
are checked. Assuming neither player loses the game at this
point, the main phase resumes.

This Is Your Life

You begin the game with 20 life. If you 10 0 or less life for
any reason, you're treated as being at 0 life for all

except adjusting your life total. If your life total is 0 or less at the
end of any phase or at the start or end of an attack, you lose the
game. If your opponent s also at less than 1 life, the game is a
draw. There's no limit to the amount of life you can have, but you
can't spend more life than you currently have to pay for costs.

If you're instructed to lose some amount of life, simply
deduct that amount from your life total; you can go to a neg-
ative life total in this way. It's not possible to lgrevem or redi-
rect any loss of life that results from effects that flatly reduce
your life total, because that's not considered damage. If an
effect says to lose some fraction of your life and you're
already at negative life, your life total doesn't change (see
“New Math," p. 59).

Mana Burn

The mana pool is a repository for mana. When you want to do
something requiring mana, you draw mana from your mana
sources and put it into your mana pool. You then take the
mana out of your pool to pay for a spell or ability.
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You can't store mana in your pool indefinitely, however
Whenever a players life total js checked (at the end of 2 phase
and at the start and end of an aitack), she must first check o
seeifshehasanymanaleﬁlnhermanapool.Anyplayerwnh
mana in her pool at this point loses that mana and an equiva-
lent amount of life, This js known as mana burn. As with other
loss-of-life effects, mana burn can't be prevented or redirected.

losing condition for ope or both players, If a player loses by
means other running out of life, he doesn't survive until
the end of the phase; he loses immediately

A player can concede the game at any time, in which case
he loses immediately, Nothing can be done in response to this
action; the game is simply over,

Drawing and Discarding

When you're instructed to draw a card, put the top card of
your library into your hand, When you're instructed to dis-
card a cﬂ put a card from your hand onto the top of your
graveyard. Abilities that trigger when a card is drawn or dis-
carded or that modify how cards are drawn or discarded
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New Math

The results of some effects depend on the characteristics of 4
card, permanent, or player, and specifically on the value of

player doesn't have a value for that characteristic. Lands
B COSts, S0 they're con-

(okens, for example, don't have
sidered to have a total casting cost of (),
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Section III: Exploring the Rules

More on Enchantments
Some effects move a local enchantment from one permanent
to another. In these cases, the enchantment is considered to
have been played “from scratch.” Previous changes made to
itare ignored, choices made when playing it are made again,
and so on. Other abilities, however, interact with the enchant-
ment as if it were just moved, not as if it were cast again,
Abilities that trigger on the casting of a spell, for example,
won't trigger on the enchantment being moved. In particular,
the enchantment is just a permanent, it can be
moved onto permanents that can't be the targets of spells or
effects (unless, of course, they prohibit enchantments from
targeting them).
EXAMPLE: Bob's Prismatic Ward (all damage deall to
enchanted creature by sources of the color of your choice is
reduced 1o 0) is moved from one creature to another Any
permanent changes to the enchantment (such as a color
change) are erased, and Bob chooses which color of damage
will now be reduced to (), (He can keep it the same if be
wanis to.) However, bis frory Cup (“ol: Gain 1 life for a suc-
cessfully cast white spell”) can'’t be used, any enchantments
on bis Prismatic Ward remain in Place, and so on. Also, be
can move the Ward onto a Homarid Warrior, even if the
Warrior's ability bas been played and it can't be the target of
spells or effects.
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Zones of Play

In Magic, each player's cards are divided into various
zones, such as your hand, your library, your graveyard, and
the cards you have in plnz. Other players know how many
cards are in your hand but not what they are. Everyone
knows how many cards are in your library but not what they
are. Anyone can examine the cards you have in play or in
your graveyard.

If a card leaves one zone for another, it “forgets” where it
used to be. For example, cards in your graveyard don't know
whether they came from your hand, from play, or from some-
where else. Additionally, if a card leaves play for any other
zone, it loses all memory of what happened in play, and any
effects ng it to be in play lose track of it. Any changes
made to the card are erased, all counters are lost, and so on.

Some effects set a card aside, with instructions for what to
do with it later. The card isn't considered to be in play and
may be examined by anyone who could've seen it where it
used to be; for example, nobody may examine a card set
aside from a library,

Cards removed from the game are unavailable untl the
game is over but may be examined by anyone.

Modifying Mana Production

The type of mana produced by a spell or ability is determined
after applying all effects that might m either what the
source is or what type of mana is produced by it. Effects that
cause the spell or ability to produce additional mana cause it
10 produce mana of that type.

Section IIl: Exploring the Rules 61




Counts As . .,

Some cards say in their card text that they count as a certain
Creature type, land type, color, or other characteristic. These
cards have the appropriate characteristic in addition to any

other related ch

has evolved, so have the rules. Earlier

Magic
editions of Magic used slightly different sets of rules, and the

wordings on the cards have ¢

hanged over time, Keep this in

mind when playing with older cards (whether they're yours
or your opponent’s). For example, many older spells and

abilities could legally
but can’t under the new rules; these should be pl

be played as interrupts when printed
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Section IV: Game Support

Getting Help
If you have any questions or concerns about Magic, we're

( normal business hours
(PST) and ask to speak 1o 2 customer service rep. Also
feel free to write us at our US. office: Wizards of the
Coast, P.O. Box 707, Renton, WA 98057-0707, attn: Magic
Customer Service,

We also provide electronic customer support, including
mailing lists and reps on many online services as well as rules
support. Email us at quest i ons@wizards.com with
rules questions or requests for information. For general com-
ments, including any regarding damaged product, email us at
custserv@wizards.com. And don't miss our World
Wide Web page at tp://www.wizards. com!

If you're in the United Kingdom, you can call our UK office
At 0345-125599 or email us at uk@wizards . com, You can

call (206) 624-0933 during

Glasgow, G2 8BW, SCOTLAND, attn: Magic Customer Service.

Ifyou're in France, you can call our France office at +33-1-
43-96-35-65 or send postal mail to Wizards of the Coast,
France, BP 103, 94222 Charenton Cedex, FRANCE, attn:
Magic Customer Service.

In other European countries, you can call our Belgium
office at +32-14-44-30-44, fax us +32-14-44-30-88, or
email us at custserv@wizards.be. You can also write
us at Wizards of the Coast, Belgium, PB. Box 34, 2300
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Turnhout, BELGIUM, attn: Magic Customer Service, or send ficipate in official international league play through their

email or postal mail to our UK office. local Magic retailers. For more information, write to our
LS. office (attn: Arena) or check out Arena’s website at

Rulings http: //www.wizards.com/.l\rena.

Because Magic is hased on the interactions of card word- For serious players, we've formed Duelists' Convocation

ings, sometimes it's unclear what should happen when cards International, our official lournament organization,

interact. In those cases, we provide rulings and rules clarifi- Membership allows you the opportunity to earn an official

cations for you. These are published periodically on the rating through sanctioned tournaments. For more informa-

Internet wherever we have 4 Netrep, such as on the tion, write to our US. office (attn: DCI) or call (425)

Fec.games . trading-cards.magic-rules newsgroup 204-8032. [Before May 1997, please call (206) 204-

or the mailing list ar mtg-l@oracle.wizards. com, 8032.]

The latest rulings are also published in each issue of 7pe

Duelist magazine.

Read All about It Gloss

To find out more about Magic, check out The Duelist, our These are general definitions; exceptions in the rules and the

official trading card game magazine. With deck-building cards may apply in specific situations, Cross-references to
advice, strategy tips, preview cards, and more, The Duelist is terms also in this glossary appear in ftalics.
the definitive Magic reference for beginners and experts abilities. Many permanents have abilities, which generally

alike. For more information, write to our .8, office (atin: are played as instants and count as Jast effects. See also
The Duelist) or call (425) 226-6500 and ask for The Duelist. continuous abilities; banding; first strike:; flying; land-
[Before May 1997, please call (206) 220-6500.] To sub- home; landwalk; protection; rampage; regeneration:
scribe or renew only, call 1-800-395-7760). trample.

activation cost. The price 1o play an ability. Abilities with
Playing Nicely with Others n activation cost are written as “activation cost: effect.” See
Many retailers sponsor in-house tournaments and/or also casting cost.
leagues, in which You can meet and compete with other active player. The player whose rn it is. If an effect
Magic players. In addition, Arena—The League for instructs both players to do something, the active player
Magic: The Gathering offers players the chance 1o par- goes first.
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artifact. A type of permanent. Artifacts are normally color-

artifact creature. A permanent that counts as both an arti-
Jact and a creature. An artifact creature is affected by speils
and abilities that affect artifacts as well as those that affect
creatures,

assigned to block. Declared a blocker to an altacking
creature.

attack. Once during your turn, you can attack your opponent
with some, all, or none of your creatures. See also null
attack.

attacking creature. A creature that's been declared as an
attacker. A creature can be an attacking creature only dur-
ing the attack portion of the main Phase. Contrast block-
ing creature,

banding. An ability that allows your creatures (o attack in
groups. It also lets you decide how to distribute combat

bwmd. A permanent whose ability is to produce
mana. There are five types of basic land: plains, islands,
swamps, mountains, and forests, Contrast special land.

batch. A group of effects, each of which was played in
response (o the previous one. These effects resolve in last-
in, first-out order.

block. To “get in the way of " an attacking creature with
some, none, or all of your creatures. If blocked, an attack-
ing creature deals damage 10 its blockers, not to the
defending player. Contrast attack.

blocking creature. A creature thar's blocking an attacking
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creature. A creature is only a blocking creature during the
attack portion of the main Phase. Contrast attacking
creature,

bury. To put a permanent into its owner’s graveyard. This
can't be prevented in any way. Contrast destroy,

card type. The identification of card’s category. The card
type is printed just below the artwork.

cast. To play a spell, paying all its costs and making all
required decisions. See also successfully cast.

casting cost. The amount and type of mana required 1o play
a spell. All spells have a casting cost in the upper right cor-
ner of the card.

cleanup. The Jast Phase of the trn,

color. There are five colors of Magic: white, blue, black,
red, and green. A card’s background acts as a reminder of
its color. See also colorless; multicolored.

colorless. Not connected to one of the five colors of mana.
Lands and artifacts are normally colorless,

combat. The part of the main Phase that begins when an
attack is announced,

combat €. Damage dealt by creatures as 3 result of
attacking or locking. Contrast direct .

continuous abilities. A category of abilities that take effect
45 s00n as the permanent enters play and that end only
when the permanent leaves play.

controller. The player who currently possesses a card: usu-
ally (but not always) the card’s owner.

cost. The price to play a spell or ability. See also activation
COSt; casting cost; phase cost: untap cost.
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creature. The troops with which yoy am.zcb your opponent.
Creature cards gre easily identifiable becayse they have

. Successful damage 19 4 Creature that equals op
exceeds its foughness kills it. Successful damage 10 g play-
er reduces her life totq/, See also lethal e.

prevention. A step thar gecyrs whenever

is dealt, in which players can prevent or redirect damage,
Effects thas prevent da.nge simply remove it; effects that
redirect damage moye it-from one creature or Player to
another,

destroy. To pys 4 permanent into jis owner’s graveyard,
Some abilities, such a5 regeneration, can preven this.
Contrast bury.

- (1) To put a card from your hand onto the top of
your graveyard. (2) A Phase of the turn, at the end of which
You must reduce your hanq to seven cards,

draw. (1) To put the top card of your library into your hangd

duel. A complete game of Magic: The Gathering,

effect. The impact on play of 4 spell or ability,

enchantments, Permanents thar affecy Play. See also glob-
al enchantment: local enchantmeng

evasion abilities. Abilities that make attacking creatyres
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unblockable, See also flying; landwalk
fast effect, Instant, interrupt, and mang Source spells, and
abilities that are played as one of these three types of
effects. You may play fast effects during most Phases of
either player's turn,
first strike. An ability allowing creatures 1o deal their
damage-dealing step.
fizzle. An effoct doing nothing to 4 larget because the target
has disappeared or become illegal by the time the effect

flying. An ability that makes creatures unblockable except
by other creatures with flying,

generic mana, Generic mana costs (such as ) can be
paid with mana of any color or with colorjess mana,

global enchantment, A enchantment thay's putinto your
lerritory rather than being played on 3 particular perme.-
nent. Contrast local enchantment,

Rraveyard. The pile into which you discard. See also
library.

hand. The cards you hold.

instant, A fzst effect that (if 4 spell) is put into jts owner’s
Sraveyard after it takes effect,

interrupt. A fus effect that can counter or modify other
spells or eﬂi»/cts as they're being cast. An interrupt spell is
putinto its owner's Lraveyard after it takes effect,

landhome, A group of abilities (islandhome, mountain-
home, and so on) that preven the creature with the ability
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landwalk, A group of abilities (islandwalk, mountainwalk,
and 5o on) that make g altacking creature unblockable
if the defending player controls any lands of thy type.

lethal the damage Accumulated by a cregtyze
during a trp js equal to or greater than its toughness, it
suffers lethal damage and is destroyed,

library. The pile from which you drau:, see also graveyard,

life total. Your “score You begin the game with 20 life, 1f
You have less than | Jife at the end of any phase or at the
beginning or end of combat, you lose the game,

ocal enchantment, A, enchantment that can pe played only
on other permanents ang that typically affects only the per-

produced by lands.

mana burn. Any leftover mana in a player's mang ool at
the end of a phase or a1 the beginning or end of combat is
lost, and the player’s life total drops by that amoun;.

mana pool. Mang you draw from Your mana sources is put
into your manga Pool. You take mana oy of this pool 1o pay
for a spell or ability.

mana source. Typicall Y, aland ability that produces mana:
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also any mana source spell and any ability that's played as 3
Mana source. Nothing can interrupt drawing mana from a
mana source.

Mmana symbol. A symhol corresponding to one of the five
colors of Magic: ¥ (white), & (blue), @ (black),
@ (red), and 4 (green). See also generic mang,

multicolored. Relaed (0-more than one coloy of mana. A
card with more thag one color in jts casting cost is muly;-
colored and couns a5 each of the appropriate colors,

neutral state. A time when both players have the option of
beginning a bateh of effects,

null attack, Ap attack with no creatures. A null atack
Lounts as the player’s ope attack for that wrn,

owner. The player who started the game with thy card. See
dlso controller.

permanents. Artifzers, Creatures, enchantments, and
lands. Once Played, permanens remain in the game il
something removes then,

phase. One of the SIX parts of (he rn. See also untap,
upkeep; draw; main phase; discard: cleanup,

phase ability. An ability thar's played only during a certain
Phase, and only once during that phase. Phase abilities ape
played as instants.

phase cost. A cos On Some permanents that’s paid during
A specific phase. You must Py & permanent’s phase cost
before you can play its abilities.

power. The amoun of damage 3 creature deals in combay
Contrast toughness,

protection. Ap ability that makes A creature largely
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immune (o spells, abilities, and permanents with a given
characteristic ( typically a color).
rampage. An ability that makes a creature bigger as more
creatures are assigned to block it.
redirect - See damage prevention,
regeneration. A creature that's heen destroyed can be kept
in play with regeneration. Regenerating a creature laps it.
resolve. To take effect, Spells, abilities, and batches all
resolve.
sacrifice. To put a permanent into its owner’s Lraveyard.
Permanents are typically sacrificed as 2 cost of playing a
spell or ability.
series. A group of effects played independently of one
another. These effects resolve as soon as they are success-
Jully cast. Typically, these effects are mandatory.
sorcery. A spell that you can cast only on your own turn and
not during combat. A sorcery spell is put into its owner’s
graveyard after it takes effect,
source. The origin of something, typically damage, effects,
or mana.
special land. A land with a name other than “plains,”
“island,” “swamp," “mountain,” or “forest.” Special lands
have abilities as described on them.
specialized ability. A spel/ or ability that's played during a
timing step when spells and abilities are otherwise illegal, gen-
erally to modify the results of an effect before they take place.
sif':} Any card in the process of being played that's not a
nd.
successfully cast. Played and not countered See also cast.

2 Glossary

summon spell. A spell that brings a creature into play on
your side. A summon spell can be cast only on your own
turn and not during combat.

summoning sickness. The inability of a creature 1o attack
or be tapped to pay for an ability unless you've had con-
trol of it from the beginning of your turn. Summoning sick-
ness affects all creatures, including artifact creatures.

tap. To wrn a card sideways. A tapped card has been “used up”
and typically can't be used for any purpose until it becomes
untapped. The symbol for “tap” is &. Contrast untap,

target. To direct a spell or ability at specific things.

territory. The area containing all of your permanents.

text box. The box on each card containing that card's rules
and flavor text.

token. A marker representing a creature, an artifact, or
such. A token’s characteristics are defined by the effect that
created it Contrast counters.

toughness. The amount of damage needed to destroy a
Creature in one turn. Contrast power.

trample. If a creature with trample deals more combat
damage 10 a creature blocking it than is needed to kill the
blocker, the excess damage is dealt to the defending player.

triggered ability. An ability that's played only after a certain
condition arises.

unblockable. An unblockable creature can't have any other
creatures assigned to block it.

unblocked creature. An attacking creature that wasn't
blocked when blockers were declared.

untap. (1) To turn your cards upright again, making them
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available for yse again. (2) The firsy Phase of the wn, Al

of your rmanents untap during your untap phase,
Contrast tap.

untap cost. A cost Sometimes associate with untapping
Certain permanents during or at the eng of upkeep.

upkeep. A phase of the wrn, The abilities of some perma-
ents apply every wrn during upkeep.

walls. A class of Creatures that can't attach,
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Attack
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activation, 15
casting, 4
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Countering Spells
and Abilities, 42
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in combat, 7
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D

Damage
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redirection, 50
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Discarding Cards,
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global, 17
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Fallen Angel. See
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Forestwalk, 20, 55
MN
GH Main Phase, 22,
Graveyard, 7 53
Hand, 8, 61. See  Mana
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Library, 7, 61

Life Total, 8, 57
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Ornithopter. See
Fallen Angel
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