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oreword

Thisisthe end of alongjourney. Software in genera isdifficult to get
right, to deliver the best possible product—to deliver something that
doesn't crash, even. But programming Magic goes way beyond that; we
have many full-time people at Wizards of the Coastjust to keep the card
gamefrom crashing! Magic isfull of intricate card combinations and
weird situationswhich even the best human players sometimes have
difficulty navigating, and thislevel of difficulty doesn't even gart to
address the problems associated with good Magic play—playing Magic
well isnot easy. One of the appeals of the gameis the constant variety of
orthogona game situations that appear; the novel game states make this
an excellent game for cregtive strategic players, and make it hard to code
agood artificial intelligence (Al).

So MicroProse has accomplished atitanic feat. Andit is
accomplished—the Magic quest game is engaging, the Al is respectable,
theinterface is naturd. You can play Magic in new contexts, with
different starting conditions, with stakes that will help or hinder your
overdl quest. Y ou can build decks and test them against the Al. This
game brings something new to theworld of Magic.

Soon enough, thisgamewill act as aplatform onwhich players can
play over the I nternet—whichwill certainly beaterrific game
environment. Playerswill be able to participate in tournaments and
leagues and trading from their home (or work, or school!), The primary
obstacl ekeepinggamesf rombeingasbi gassportsormoviesisfinding
people to play with, and this can help overcome that

Just like Magic, thisgame is exceedingly expandable. What will the
quests be likewith cards from expansion sets? What sort of new decks
and Al will there be to test our own decks against?

So even though it has been along time coming, | think you will find
this product well worth the wait. And aswith the making of al great
games, our journey'send isactually the start of your long journey within
the game, and | hope yoursisinteresting and enjoyable!

Hukd's

Richard Garfield



Historiansin Shandalar call itsimply "Lim-Dul'sWar,"
and though it ended long ago, its aftereffects have shaped
every major eventsince. What isultimately worse, likethe
struggles of abeein aweb, thevibrations of that conflict
and the next have spread out into the multiverse.
Unfortunately for the residents of this fecund little plane,
they've attracted attention. Soon, even that first brutal
wizards war will seemlikeagolden age.

For most of its existence, Shandalar prospered aone.
This planeisuniqueinthatit isfairly drowning in mana.
Themagicd energyissorich, infact, thatinancient days
wizardsherewereabl eto create creatures of puremana.
Those creatures and their descendants—among them the
great dragons—till roam the land. The richness and
purity of Shandalar's manais the reason for the plane's
other unusual characteristic—the use of magicis
commonplace. Though the more powerful magicis
confined to therealm of thewizard, ason the other
known planes, lesser spellsare used every day by
ordinary folk.

In this happy backwater, knowledge of the rest of the
multiversewasthesecretworry of asel ectfew powerful
wizards. Of these, Kenan Sahrmal washby far the most
skillful. A planeswalker who chose to preserve rather than
prey on his home plane, Sahrmal was practicaly
immortal. He had dedicated hislifeto protecting
Shandalar from the affronts of lesshumane
planeswalkers.

Shortly before thewar that was to become thefoca
point of Shandalar's history, an insanely cunning
necromancer who caled himself Lim-Dul camein desperation tothe
plane. He and two sinister planeswalkers, escaping imprisonment in
the Shard, ended up on Sahrmal's home. Soon, the hero discovered
them and managed to chase away all but Lim-Dul, The necromancer
chose the aftermath of that battle as an advantageous moment to pierce
Kenan Sahrmal with a pitchfork. The hero had been weakened, and
had no defenses| eft. Sahrmal's body disappeared, but hisfollowers
immediately beheaded Lim-Dul. It seemed both were dead, but when
magicisinvolved, things are rarely asthey seem.




Twelve years thereafter, Lim-Dul regppeared with an army of the
undead at his sde and attempted to seize dominion over the entire
plane. Thewar that ensued lasted for years, and it decimated
Shandalar. Every major city save onewaslaid waste and destroyed, but
even without their protector, the Shandalarians refused to submit.

Kenan Sahrmal was neither dead nor destroyed, though he might
aswedl have been. He had stretched himself to his absolute limits
escaping Lim-Dul'streacherousattack, and hismagicd ability was
nearly gone. Knowingfull well that the necromancer was not gone, but
aso that he could not face Lim-Dul directly again, Shandalar's hero
had been secretly training two adepts to take his place. Honorable ashe
was, Sahrmal did not mean to sacrifice his pupils, but to make both of
them capable of defeating Lim-Dul. OnewasAzaar. The name of the
other has never been reveded.

Ardestan, greatest city of Shandalar and the last bastion of
hope, came under siege. It was clear to everyone that Ardestan
and Shandalar would, in afew short days, belong to the
invader. Nevertheless, Sahrmal counseled patience; he told
hisstudentsthey were not ready. Unwillingtobelieve and
unabl e to face the tragic consequences of inaction, Azaar fled
their hidden sanctuary and went to the defense of Ardestan.
When they discovered this, his teacher and hisfellow pupil
hurried to hisrescue, but they were too late to stop the casting
of the great spell Azaar had stolen from Kenan Sahrmal.

Thewalls of Ardestan had fallen in several places, and
Lim-Dul'szombiesran unchecked through thecity. Most of
the residents had fled. The defenders of Ardestan lay dead at
their posts. Huddled in the questionable refuge of aCircle of
Protection, Azaar prepared his casting. Lim-Dul was no fool,
however. Rather than mounting afutile direct attack on the
youngwizard, hewaited atop anearby rooftop. His planwasto
use the same trick withwhich he had survived his
beheading—asimple, last-second transfer of hisspiritinto
Azaar's body.




Unfortunately for both of them, Azaar'sspell was
targeted at the necromancer's spirit, not his body. It should
haveimprisoned Lim-Dul in hisbody, drawingout al his
power and using it to erect a Great Barrier around the plane
of Shandalar. Itworked, but Lim-Dul wasin Azaar'sbody at
thetime. To Sahrmal and his pupil, it seemed that the
necromancer and A zaar collgpsed simultaneoudly. At the
same time, they sensed rather than saw the building of the
Great Barrier. Kenan Sahrmal had designed his spell asa
ward—atemporary obstacle to intrusion by other
planeswalkers. The immense energies tapped from the two
imprisoned wizards spirits, however, had made Shandalar
virtually impregnable.

Azaar'sbody lay paralyzed, and Ardestan lay inruins.
Trapped together in asingle physica form, the twowizards
spiritswarred for control. Convinced that it would ever be so
Sahrmal secretly buried Azaar. Though he grieved for his
friend's everlasting struggle, he could do nothing. The
existence of the Great Barrier depended on the continued
confinement of Lim-Dull.

Before Shandalar even had timeto rebuild itself, Azaar's
fellow pupil finished histraining under Kenan Sahrmal.
Shandalar's greatest hero chose to invest dl of hisremaining
power in hisapprentice, thus making him immortal.
Appearing publicly for thefirst time since hisdefeat at Lim-
Dul'shands, Sahrmal named the namelesswizard ashis
replacement, took avow to never again take an active partin
eventsin Shandaar, then vanished.

The newwizard seemed to hesitatein front of the vast
crowd that had gathered to hear Kenan Sahrmal speak.
When hedid speak, momentslater, hisvoicewasfull of
confidence. It carried magically throughout al of Shandalar ashe said
simply, "l am the Guardian, immortal protector of Shandaar."

In time, Shandaar |earned to trust the Guardian and accepted him
in Sahrmal's place. With the cooperation of the greatest wizards, he
established fiveguilds, one focused on each color of magic. Each guild
was made responsible for teaching and policing the use of that color—
for making sure that Shandalar'sliving manawas neither abused or
misused. Thefirst leader of each guild was chosen in agreat contest
The champions—those most proficient in the use of each single color,
becamethe GuildLords. Every Lord servesuntil skill lapseswith age,
then a contest is called and a new champion selected.



Under the protection of the Guardian and the leadership of the
Guilds, Shandaar prospered for many years.

Intime, Lim-Dul 's powerful spiritwon out over that of the
determined butfatally inexperienced Azaar. Though still trappedin
thebody, hewasdetermined towreak hisrevenge. Emergingfromthe
secret graveyard, he once again attempted to bend Shandalar to his
will. Thistime, however, the necromancer found that thelittle plane
had organized, powerful protectors. Inthegreat Wizards War, Lim-Dul
was defeated soundly, though the Lord of the Black Guild dsofell. The
Guardian removed the necromancer's spirit from Azaar'sformer body,"
but awaver in the Great Barrier reminded him—the existence of the
barrier sill depended on the confinement of Lim-Dul's
spirit. The cunningenemy wasimprisoned again, thistimein
amagicd artifact.

Thus, the only casualties of theWizard'sWar werethe
Black Lord and the spirit of Azaar. Though it had been
emptied of spirits, Azaar's body had been exposed to far too
much magic toliestill. Now numbered among theundead, it
rose of its own accord and stepped in to command the Black
Guild, taking the nameLichlord Skavius San. The Guardian
hidtheartifact. Itwas, after al, Shandaar'ssafety.

In the time that has passed since then, guild lords have
come and gone, savefor theeternal Guardian and the
undead Lichlord. Many of the magical creatures created and
summoned from other planesduring the two magica wars
were not ableto return to their homes. Over time, they
learned to live in Shandalar, bathed in the beneficence of the
plane'snearly sentient mana. Most of them cameto beas
natural apart of the environment asany native creature.
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Quiterecently, the Guardian became aware of an
extraordinarily powerful planeswalker named Arzakon.
Evidently, the magical emanations of Kenan Sahrmal's fight
with the planeswakers, Lim-Dul'sWar, and the later Wizards
War had spread out through the multiverse. Tracing these
powerful ripplesto their source, Arzakon had been stunned
by the potential power inherentin Shandaar. The
planeswalker'sstrongdesiref orcontrol of Shandalar'srich
magica energiesurged itinto an immediate attempt to
penetrate the Great Barrier. Ever diligent, the Guardianlent
strength to the barrier and easily repelled Arzakon's physical
intrusion.




That seemed the end of it until only afew months ago.
Duringaconclavecalled over sometrivia dispute, the
current Guild Lords—Alsadim K'mer, Starcryst, Lichlord,
Kzzy'n, and the Great Druid—rose up suddenly asone and
struck down the Guardian. What became clear too late was
that, thwarted by the Guardian, Arzakon had devised more
subtle means of invading Shanddar. Over the course of
years, ithad found away to seep part of its spirit through the
barrier and had contacted each of the Guild Lordsin the
wizard's castle. Arzakon pretended to be awilling advisor,
and it dowly manipulated the Lords, nurturing their
resentment of the Guardian's power and immortality.
Playingontheir jealousies, it eventually convinced them
to revolt.

Before the wizards could begin squabbling among
themsdlves, Arzakon laid atask and a challenge before
them. It convinced them that to dominate Shanddar, one
wizard must cast the Spdl of Dominion. This spell, the
planeswaker clams, grantsits caster immortality and total
dominion over asingle plane. Now, the Guild Lords
minions scour Shandalar in amad race, searching for any
powerful magica resource and taking it by force. Arzakon
has promised that when any one of thefivegathers
sufficient energy, he shdl grant that wizard the secret
of Dominion.

Somewherein the countryside, an elderly
oneiromancer—awoman touched by the surviving but
almost helpless spirit of the Guardian—has divined the red
truth. Arzakon's intention is to conquer Shandaar himself.
The Spdl of Dominionwill do nothing more than seek out
the source of the Great Barrier—the artifact in which
Lim-Dul's spirit is shackled—and destroy it. The barrier
will shatter, and Arzakonwill swoopin triumphantly,
Shandalar will fall into adark age thelike of which has
never been seen.

Thefirst person the elderly woman was able to convince of the truth
of her Sght was awandering amateur spdllcaster. Through her, the
Guardian spokebriefly to thisnovice. Now, thatlonefigureisdl that
stands between Shandaar and its doom.



Y ou'vegot the box open, the CD-ROM inyour sweaty pam, anda
manic gleaminyour eyes. What doyou do now?

The Technicd Stuff

ForMagic: TheGatheringtowork, thereareafew thingsyour computer
must have.

# The processor has to be a486 or better. Basicaly, any computer with
"486" or "Pentium” in its name should dojust fine. If you're using a
486, the system speed should be at least 100 MHz (megahertz). For
best performance, we recommend a 120 MHz Pentium or better.

And herésnewsifyou have afast computer: duetotheAl's
technique of evaluating its options, the faster your computer, the
better the computer opponent playst So for the most challenging
Magic game, play on the fastest computer you can find.

# Youmusthaveat|east 16Mb (megabytes) of RAM (working
memory) ingdled.

¥ Y oumust haveaCD-ROM drive. We strongly recommend aquad
Speed or faster drive.

# Y ou must have Windows 95 installed and running on your
computer. Almost al 486 and Pentium computers include thisin
the standard software package.

# Sincetheinstallation program will copy parts of Magic: The
Gatheringontoyour hard disk, you must have at least 90 Mb of
empty storage space on your hard drive. (Don't confuse these Mb
with RAM Mb. These are storagespace; the others are working
memory.) To find out whether you have enough space, double-click
on the My Computer icon on the Windows 95 desktop. Change the
View setting to Details, and the amount of empty space on your
hard drive (usudly drive 'C') is listed under Free Space.

# Y our computer must be capable of 256 color VGA quality graphics
or better (SVGA is better) and aresolution of at least 800 x 600. For
best play, we recommend 1024 x 768 resolution in High Color or
True Color mode (at least 16 bit color).

# There must be aworking mouse (or adevice that fulfillsthe same
function) attached to the computer. The mouse driver must be
compatiblewithWindows 95.

Ifyou think you have all of these, but ill have aproblem running
the game, please contact MicroProse Customer Support for assistance.



Ingtalling the Game

Beforeyou can play Magic; The Gathering, theinstallation program
must copy somefilesonto your hard disk. To haveit do so, follow these
instructions:

% Turn on your computer. Windows 95 should load the Microsoft CD-
ROM Extensionwhen the computer starts up. (If you have
problems installing, this extension may not be loaded. Check your
computer manuals for instructions on getting it loaded.)

¥ OpentheCD-ROM drive, placetheMagic: The Gathering CD in
there, and close the drive.

¥ Magic, TheGatheringisaWindows95"AutoPlay" CD-ROM. That
meansthat just putting the disk in the drive for thefirst time starts
up the installation program.

# After abrief animation, you'releft looking at the Main menu.
¥ Click on Ingall to continue.

¥ Asisusua in Windows 95 installation procedures, there are two
decisions you need to make before the installation process can

begin.

# Thefirst iswhat sort of installation you want to do. Pick one of the
options presented:

TYPICAL installs the required program filesand the tutorial (not
including the video files).

COMPACT ingtalls only the required program files.

CUSTOM givesyou control of what getsinstalled. How muchdisk space
thistakesup dependsonwhatyou select. (Westrongly recommend
that youinstall the program files.)

. ]'.lﬂpﬂﬂan'l Nnh. W'Il]l the advent ufiarga, hard {]ihkﬁ 'y
peculiar problem | lla:i amu . Differént sizes n'F"hard disks hafve
difTerent sized ElIIH[LPﬂ l_'l.he stivallest unit of file space that the
drive can read and wrile 3. Without getting into too much i
technical detail, the result is this: The Iarger your hard dizk, the
more space éach I'lt IAkl'ﬂ.up To pwntmimndemmnr’lmgs E:-
we've charted the nece Ssary free space (1o the nearest 5
i Hub}'l.ﬁ] va. hard disk zm-'.f_ fur e arh nfthe Mag:.:' 'ﬂu{‘
Enstallation uotiond, e



DIXSZE  0128Mb 256512Mb  512Mb-IGb  1-2Gb 14Gb  4Gb+
TYRCAL 100 16 10 15 % 145
COMPACT 87 9 % 100 1 1%

The second decison is to what directory you want to ingal the
game. Y ou can accept the default, typein adirectory path, or use
the Browse button to seek out adirectory. Click OK whenyou're
done.

Magic: TheGatheringwill now copy thefilesyou selected toyour
hard drive from the CD-ROM.

After the gameitself hasbeen copied over, Magic: TheGathering
installsafew necessary utility programs. Theseinclude Microsoft's
DirectX drivers and the Indeo video drivers. The space these take
up isincluded in the total noted above.

When the installation program is done, you are returned to the
Main menu.

Once theinstallation is complete, the game isready to play.
To start playing the game immediately:
Leave the Magic;, The GatheringCD-ROM inthedrive.
Click on Shanddar to begin your travels there,
or

click on Dud to smply fight magical duels against the creatures of
Shanddar,

or
click on Deck Builder to create custom Magic decks.

To play later:

Makesurethat theMagic: TheGatheringCD-ROM isinitsdrive.

Open the Windows 95 Start menu, then open the Magic: The
Gathering sub-menu.

Click the Magic: The Gathering option.
Havefun!



Thislittle sectionisfor people whojust want to save Shandalar, and
theywant to doitnow! No problem—enthusiasmisagood Sgnina
potential hero.

After you'veingaled Magic: TheGatheringand launchedit:
¥ Sdlect Shandalar from the Main menu.
# Choose Stat New Game from the Game menu.

# Clickonthedifficultylevel youthinkyoucanhandle. Theeasiestis
Apprentice, the toughest isWizard.

¥ Sdectyour favorite color of magic; your starting deck will lean more
orlessheavily (dependingonthedifficul tylevel youchose) toward
that color.

% Pick aface to present to your opponents.
Now save Shandaar.



TwoTutors
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For those of youwho are getting your first Magic; The Gathering
experiencethroughthisgame, welcome! Wevebuiltinafew systemsto
help guide you through the basics.

For those of you who would rather not read
thiswholemanual beforeplaying, there'saway
towadeintoMagic. TheGathering. Thisgame
comeswithamultimediatutorial. Two hel pful
magicians guide you through the basics of
dueling, offeringadvice and suggestionsalong
the way.

Using the tutoria isasnap. Onceyou've
installedMagic; TheGatheringandlaunchedit,
select Tutorid from the Main menu.

: L The lesson titles should guideyou toward
i e theanswerstoyour questions. Toview one,just
click onthetitleitsalf, thenwatch, listen, and
learn. If you're acomplete novice, your best strategy might be to simply
go through al the lessons, in order.

To leave the tutorial and return to the Main menu, choose Exit
from the Tutorial menu.

Dueling Help

Even after you've watched all the tutorial lessonsand read the entire
manual several times, you might still have some questions about aspects
of dueling. Or a question about a card might arise in the middle of a
tense duel, when it would beinconvenient to look it up. That'swhat the
Dueling Hdp window is dl about.

Any timeduring aduel, you canright-click on any part of the
Dueling Table—a specific Magic card, for example—to open amini-
menu of options. (What'saDuelingTable?That's explained later, under
DuelinginShandalar.) One of the optionsisHelp. If you sdlect this, you
get information about whatever you clicked on, pluslinksto more
details and other topics.

The Duding Help window functionsexactly like any other Windows
Help system. When you leave, you return to the duel in progress.

The Card Game

Last, but certainly not least, you could learn by playing the card game
onwhich dueling in Shandaar isbased. The rules are the same.



Okay,you'veingdledMagic: TheGatheringandwatchedthe
introductory animation. Now, thefivemaj or wizardsaregathering
strength to cast Arzakon's Spell of Dominion, and you're sitting there
looki ng at amenu. What's next?

'1 luoughout this m.mua[ we :.En; k to the '\Lﬂ,lldd.l.’d T.erm-f- iur
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- ¥ ‘Rightclick' means to click the n]'.‘h! mouse burton {Rh‘l'ﬂ}

. ¥ 'Drag’ means to hold down the LMB while you move the mouse.
1, lf ‘Rightdrag’ shuuld be obyious en-:-ugh
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The Man Menu

The Main menu

Actually, thewizardsand Arzakon haven't begun yet, because there's
much more to thisgamethanjust saving Shandalar. New Magicplayers
might want achance to learn dueling and deck construction before the)
begin. Experienced players might want to postpone the Shandalar
experience andjust test their favorite decks againgt the creaturesin
Shandalar, Atthe Mainmenu, we'vegotit al covered.



Move the mouse pointer over an option (until it'shhighlighted),
then click to sdlect it. If you decide to leave the game at this point,
simply close theMain menu (click the Close button in the upper right
corner of thewindow).

DUEL fires up the Dudl. This separate part of Magic: The Gatheringlets
you pit yourself againgt any or al of the creaturesyou might
encounter in Shandalar—including Arzakon itsalf. Y ou can use
decks you have designed (using the Deck Builder) or any of the
creatures decks.

SHANDALARIs the first step in your path to the plane of Shandalar. You
must pass through afew more menus (and make more decisions) to
reach your destination. Onceyou are there, the conflict beginsin
earnest.

DECK BUILDER activates the Deck Builder. Y ou can use thisindependent
program to create and save decks of your own design using every
Magiccard available in the game. Y ou can then use these decksin
the Dud. Y ou cannot, however, take acustom designed deck with
youinto Shandalar—yet.

INTRODUCTION runs the introductory animation for the Shanddar
game. Ifyou find out in the middle that you need to interrupt the
animation, press[Esc] tocutitoff.

TUTORIAL providesavideointroductiontodueling, withadviceand
suggestions. The next thingyou see is the Tutorid menu.

INSTALL dlowsyou to install Magic: TheGatheringto your hard disk. If
you must erase the game from your drive, please use the Add and
Remove Programs utility on the Windows Control Panel rather
thansmply deletingall theMagic: TheGatheringfilesand
directories. Otherwise, you might have problemswhenyou try tore-
instal the game later.

REGISTER |leadsyou through the process of registering your copy of the
gamevia€lectronic mail. Registered players are among thefirst to
be notified about forthcoming updates to the game, sequels, and
other new products.

CREDITSdisplaysthelist of peoplewhoworked onthisgame.



TheRoad to Shandaar

Once you select Shanddar from the Main menu, the path to the
defense of thislittle planeis ashort one. The Game menu comes next.
Move the mouse pointer over an option (until it's highlighted), then
click to sdlect it. The options on thisone are;

START NEW GAME beginsyour travelsin Shandalar anew.
LOAD SAVED GAME loads agame that you saved previoudly.

RESUME GAME Magic: The Gathering saves your game for you every once
in awhile. Thisoption loads that automatically saved game. Note
that this save is not dways completely up to date; the last few things
you did might not have been saved.

EXIT closes the game and return to Windows.

Ifyou're starting anew game, you need only make two more
decisionsto begin your efforts to save the plane.



SKILL LEVEL

First, you can decidehow difficultitwill beto
defeat the forces attempting to undermine
and conquer Shandalar. Move the mouse
pointer over an option (until it's highlighted),
then click to select it. Hereshow it works:

APPRENTICE: Ifyou'reunsureof your dueling
abilities, thismight be the level for you.
Y our opponentswill sometimesmake
mistakes, and Arzakon'swizards aren't
particularly aggressvein their efforts.
Good cardsarenot hardto find.

MAGICIAN: The second skill leve is tougher
than thefirst, but ill fairly mild. If you'rea
beginner who's tried Apprentice and
foundittoo easy, try this.

SORCERER: Experiencedduedistsshoul dfindthislevel challenging.
Novices should find another leve to play.

WIZARD: Thisisthe toughest level there is. The major wizards are
aggressive and powerful cards are hard to find. Don't expect your
dueling opponents to make mistakes.

Whichskill level you selectwill aso have an effecton the
composition of your starting deck. At the tougher levels, your deck is
morediverse and lessuseful at the beginning of your travels. Deck
construction, then, becomes an even more vital part of your strategy.

Next, you choose the color of magic around
whichyou'dliketofocusyourinitial deck.
Move the mouse pointer over an option (until
it'shighlighted), then click to selectit. There
arefivepossble colors, each with itsown
unique character:



YOUR FACE

WHITE magicdrawsitsvitaity fromtheuntouched, openplains

*Thoughwhite magi ciansfocus on spellsof healingand
protection, they dso devote plenty of timeto the chivalrous arts
ofwar. White'straditional foilsare black and red.

BLUE magic flowsfrom the idands and thrives on mental
energy. Other wizardsfear the blue magicians ability with
artificeandillusion, aswell astheir mastery of the elemental
forces of air and water. Blue's traditiona foils are red and
green.

BLACK magic's power comesfrom the swamps and bogs; it
thrives on death and decay. Many wizards shun black magic's
sdlf-destructive nature even asthey longfor itsruthl essness.
Black's traditional foils are green and white.

RED magic feeds on thevast energy boiling deep in the heart of
the mountains. Masters of earth and fire, red magicians
specidize in the violence of chaos and combat. Red's traditional
foilsare blue and white.

GREEN magic getsits life from the lush fecundity of the forest.
Like nature itself, green magic can bring both soothing serenity
and thunderousdestruction. Green'straditional foilsare blue
and black.

When the game begins, your deck aways has some cards of this
colorinit, plus enough land of the correct type to use those cards. (If
none of this makes sense to you, skip forward and read IfYou'veNever
Played Magic Before...) If you're playing a one of the two lowest skill
levels, your initial deck will be made up amost entirely of cards of the
color you choose. However, at the higher difficulty levels, the deck
generator will make lesseffort to put cards of that color intoyour deck.

Keep in mind that, regardless of skill level, your starting deck is il
put together somewhat randomly. The cardsinit might notwork well
together, and you could havelittle or no chance of actually winning a
duel usingthem. That'sone of the primary strategiesin Shandalar—
collecting the cardsyou really want and disposing of the re<t.

Lagt, but not least, you choose the face you wear during your timein
Shanddar. Click on thevisage you prefer, and the gamebeginsin
earnest.



Now that you've successfully navigated the sequence of tough choices
that lead you into theworld of Shandalar, you're ready to hit the roads
Thissection introduces and explainsal of the important el ements of
the game except dueling. Magica duelingis acomplicated enough topic
to warrant its own, separate discussion.

Your Travels Begin

.THE BIG WINDOW

The Shanda

When your game starts, you'll seewhatwe cal the Shandalar screen.
Thisiswhere you spend most of your time when you're not dueling
nasty creatures or agonizing over tough decisionswith your collection
of cards. The setup isfairly smple, but afew things need explanation.

lar screen

Cards

Hana $tones

Don'tworry if some of the concepts aren't familiar; everything
mentioned here is explained soon—at least before the end of this
section.

The big window in the center is your view of Shandalar. Y our character
isright in the middle. Infact, you're dwaysin the middle, since the
window moves to follow you. Everything ese that might appear in this
scrollingviewisexplainedlater, under Terrain, Places, and Creatures.



STATUSBOXES

R

AFEWBUTTONS

Directly under the bigwindow isarow of four small boxes. The
functions of these are noted by the illustrations next to each. One
keeps track of the amount of gold you're carrying, one notes how
much food you have, and one tells you how much life you are taking
into your next duel. Thelast isless obvious; this one has two numbers
separated by adash. Thefirst listing is the number of cards in your
deck—the cards you would use if you entered a duel right now. The
second listing is the total number of cardsin your collection,
including those in your deck and those not in your deck. (Y ou might
not know what the difference isyet, but you will shortly.)

Next to the status boxes, at the lower right-hand comer of the big
window, isaspace for two instruments that keep track of your current
quest. The Quest Timer notes how much time you have | eft to
complete your current quest; you never have more thanfivedays. The
Quest Scrall remindsyoujust exactly what it isyou're supposed to do
and for whom you're supposed to do it.

The Quest Scrall also notes other important game information for
you. It'squite handy.

Theillustrations to the left of the big window may not look like
buttons, but they are. When you move the mouse cursor over one, it
becomes highlighted.
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There are onnylveof these buttons and (oddly enough) each one
has a different function.

# Deck isat the top; click on thisbutton to bring up the Deck screen.
Here, you can seewhat cardsyou have inyour collection and which
of those are in your deck. If you have the right World Magic, you can
also edityour deck. (The details on the Deck screen'svarious uses
are covered abit later.)
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MANA STONES

WORLD MAGICS

Map isnext; this one unrollsyour magica map of Shandalar.
Naturally, your mapincludes only the placesyou've aready
explored. (Again, we cover thedetallsalittle later, in Your
Magical Map.)

Cluesisextremely handy. Click thisonetoseedl of theinformation
you've gathered about the local dungeons and the major wizards
cadtles. Every secretlocation you know about hasalisting. The
ligtings cover most of what you know in shorthand, but for thefull
recap of what you've found out about alocation, click on that
ligting,

Statusisaway to check on your progress. Whenyou click this
button, the Statusdisplay appears. Briefly, you get thelowdown on
your history and progressasaduelist. Buttonson thisscreenletyou
see the strength of dl fiveof the major wizards, their progress
toward the spell of Dominion, arecord of the duelsyou'vewon,
andyourjournal.

Sometimes after you fight aduel, the creatureyou fought isn't satisfied
tojust go away. Good losers might give you an advantage in your next
duel, and sore losers might curse you with adisadvantage. Whichever
isthe case, the result is noted to the right of the big window. Some
possihilities are extralife, less life, or a guarantee that you'll go first.
Also, speakingwith theWise Manin avillage or city might gain you an
advantage. Y ou never have more than two of these at any one time.

Beneath the four status boxes are al your manastones, Mana stones
come infivecolors, like magic in Shandalar. 1t'sagood thing to have
loads and loads of these. For more about mana stones, keep reading
until you get through the section caled (surprise!) Mana Stones.

Near your mana stones and at the bottom of the screen are where your

World Magicicons are kept. Every wizard starts the gamein possession
of one World Magic. Asthe game goes on, you might gather up more
of these. (At most, you can have 12.) Each World Magic enchantsyou
with aspecial ability. For more on this, read about the keyboard
controls (next) and World Magics (at the end of this section).



TheKeyboardControls

SAVING AND
QUITTING

FUNCTION KEYS

Moving around in Shandalar is pretty smple. Y ou use the keyson the
numeric keyboard to send your character in the direction you choose.
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Movement controls

To saveyour game at any time, press[Shift][§]. Click on any of the save
spots to place your game into it. (If you accidentally click thewrong
spot, press[Esc] to cancel your selection.) Y ou must nameyour saved
game; give it anameyou'll remember later, so that you don't get
different saved games confused with one another. Once the saving is
done, you return to your game.

Toleave Shandalar and return toWindows, press[Esc], then select
Yesfrom themenuthat appears. If you hit [Esc] by mistake, choose No
to return to your game.

A few other keys are assigned to do variousimportant things. This
early in the book, you won't know what all of these are or how they
work. Don't fret; they're al explained further on. Note that any time
you use one of the function keys ([F1], for example), the game pauses
until you're done.

[E] dlowsyoutoview (and edit if you have that ability) your deck of
cards a the Deck screen. Thisis the same as clicking on the Deck
button.

[F2] unrollsyour magical map. Thisisthe same asclicking ontheMap
button.



openstheCity Info screen. Thisisthe sameasclicking the City
Info button on your map of Shandalar.

cdls up the information you've garnered regarding dungeons
and castles. Thisis the same asclicking on the Clues button.

brings up the Status display. Thisisthe sameasclickingonthe
Status button.

MAGICS Y ou can aso use keyboard shortcuts to activate the special abilities of
some of the World Magics you might have acquired (don't worry, what
these are is explained alittle later). Near some of these spellsisa
number, not part of the spdll itself. Pressing that number key—along
the top row of numbers on your keyboard, not on the numeric keypad
(sinceyou use that to move around)—instantly activatesthe

corresponding spell.

(1] activatesthe World Magic Conjurer'sWill, ifyou haveit. Thislets
you edit your deck anywhere.

(2] activatestheWorld Magic Lesp of Fate, if you haveit, teleporting
you to alocation somewhere in Shandalar.

(3] activatestheWorld Magic Quickening, if you haveit. This
acceleratesyoufor awhile.

(4] activatestheWorldMagic Thunder Staff, if you haveit, destroying
the nearest cresture.

(5] activatestheWorld Magic Sword of Resistance, if you have it

This transportsyouinstantly to the rescue of abesieged city (if
thereisone).

The Deck Screen

Y ou begin each game with anumber of cards. Every card representsa
magic spell, asource of magica power (caled mana), or an artifact
imbued with magical properties. Duringyour travels, you tend to
collect more cards, All themagica cardsyou hold make up your
collection. Mo, if notdl, of thecardsinyour collection areaso part of
your deck. Thisis the group of cardsyou use asammunition when
dueling hostile creatures. The Deck screen isyour primary tool for
mani pulating your collection and your deck in preparation for dueling
(If thismakeslittle or no sense, itwill become clear after you finish If
You've Never Played Magic Before...and The Duel)
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Collection

Off to the left—the giant card—is the Showcase. Whatever card the
mouse cursor ishovering over is displayed here. Since no other part of
this screen shows complete cards, you need thisifyou want to read the
information on any of your cards. If the entire card text doesn't seem to
fit in the Showcase, don't fret. If youright-click on the text area, then
click on the Show Full Card Text toggle, you see the whole thing. (If the
expanded text box gets annoying, you can toggle Show Full Card Text
backoff.)

Thelargest part of the Deck screen isthe areain which your
dueling deck isdisplayed. Y our cards are represented by miniature
versionsof their artwork. Place the mouse cursor over any card to seeit
in detail in the Showcase. Ifyou decide to remove acard from your
deck, double-click on it or drag it from thisareainto the Collection
area (whichisdescribed momentarily). Y ou can aso right-click
anywherein this areato open amini-menu. Thereare normally only a
few optionsonthis.

CONSOLIDATE DUPLICATE CARDS toggles whether multiple copies of the
same card are displayed separately or grouped together. If they're
together, atiny number on the single representative card notes how
many of that card are actually in your deck,

SORT DECK rearrangesthe cardsin order by color, putting like cards
together. Landsare dways at the beginning.

DONE dosesthe Deck screen and returnsyou towhatever display you
got there from.



Along the bottom of the screen, in the Collection area, arethe rest
of your cards. Thisiswhereyou canseewhat spellsyou ownthat arenot
in your deck. At the bottom of thisareaisascrall bar you can use to
movethroughyour inventory, or you cantypein thefirstfourlettersor
the name of any card you want to see. Of course, you can only seethose
cardsthat you have. To move acard from your collection into your
deck, double-click on it or smply drag it there with the mouse.

Ifyouareinavillage or acity, you're dso ableto sdl your cards. In
that situation, place the cursor over the card in question, then right-
click. The mini-menu has one option—Sell Card for (price). Click on
thisto sal that cardfor thelisted price.

Between the Collection and Deck aress are the Filter buttons.
These determine which of the available cards are visible in your
collection. Every one of these buttonsisatoggle switch; when the
button is depressed, it is "on" and the cards that correspond to that
filter are displayed. When the button isup, it's"off" and cards
represented by that button are eliminated (temporarily, of course)
from those shown. To depress or release one of these buttons,just click
onit.

Thefilters are separated into three groups. The buttonswith mana
symbolsarethe Color Filters. Theseincludethefivecolorsof magic.
When you click on any one of thesefilters, it toggles display of the
corresponding color of card in your collection. Thus, for example, if
the button for whitewas the only one down, only your white cards
would appear.

The second group of buttonsincludes al of the TypeFilters. These
work the sasmeway as the Color Filters, except that each of these
represents one of the types of cards—cresatures, instants, and so on. So
if you had already depressed thewhite button, and now you turned off
al but the Interrupts filter, the Collection areawould contain only the
white interrupts inyour collection, and no other cards. There's one
exceptiontothis. Thefirsttwo TypeFilters—Landand Artifacts—
control the display of the two major types of colorlesscards. Unlikethe
others, thesefilters are not modified by whatever Color Filtersare
turned on.

Thelastgroup of buttonsarethe Other Filters. Thesearean
assortment of filters that have proven to be useful:

# Casting Cost dlowsyou to focus the inventory according to the
amount of manait takesto get acard into play. (The casting cost
filter trestsmanacost asasimple number; thus, acost of & @@§H
example, isequivalentto & for the purposes of thisfilter.)



¥ Power givesyouamethod of viewing thecreaturesinyour collection
according to attack strength.

#* Toughness, like Power, letsyouwork with only the creaturesyou want,
based solely on their defensive damage-handling capability.

¥ Abilityletsyoufilter for only those cardsthat have, can have, or can
bestow particular specid abilities. These include dl the usua
creature abilities, plusafew other interesting characteristics. The
ability filtersare not exclusive, so you can turn them on and offin
any combination youwish.

# Rarityisimportant to acard collector, and it can dso be significant
when building decks. If you decide to work with cards based onthe
frequency withwhich they appear, thisfilterisforyou.

# Artistisincluded because there are deck builderstowhom aesthetics
isaconcern—andrightly so. Ifyouwishtoview and work with cards
based on the artist, thisfilter allowsyou to do so.

For a more detailed discussion of the filter buttons, read
Filters Galore in the Building Your Deck section.

Note that some of theFilter buttons might seem not to do anything.
That'sjust acluethat you have no cardsin your collection that match
the combination of filtersyou've selected. Thefiltersdo not have any
effect at al on the display of your dueling deck.

Y ou can aso right-click on some of the Filter buttonsto open a
menu of options. These represent sub-groups of that filter. For
example, the Artifactstypefilter includestwo sub-filters, All Creatures
and All Non-Creatures. These sub-filtersalowyouto further specify
which cardsyou're really interested in seeing. (Seethesection on Using
the Deck Builder for the detailed rundown on dl of the right-click
sub-filters.)

Near the bottom of the deck area are some other buttons:

Clicking ontheleftmost button givesyou arundown of quite afew
useful statisticsabout the deck you'reworkingwith.



¥ The three buttons in the center give expert deck strategists a
measureof variability. Usingthecardsinyour collection, you can
actually build threedistinct decksfor useinduels. Whichever one
yousdect asyour activedeckistheoneyou seeandworkwithon the
screen, andit'stheoneyouuseinany duel syouencounter. Y ouuse
these buttons to switch between your three decks. Whichever deck
selected when you leave the Deck screen isyour active deck.

# Therightmostbuttonistheway out. Whenyou'redonehere, click
this button or use the Done option on the mini-menu to leave.

Your Magicd Map

Thelonger you wander around the world of Shandalar, the more area
you discover. Pretty soon, what you know of theworld will bemore than
you can easly remember. That'swhen your spiffy magica map comes
in handy.
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Click ontheMap button or press[ F 2] to sit down onaconvenient
rock and conjure upyour map. Y ou can do thisany timeyou'reina
village, visiting acity, or just walking around. Don't bother trying to see
the map whenyou'reinvolved in adud; your attention should be on
other things.

Onthe map, dl of theland typesare represented by miniature
terrain. (Iand areasare pale blue, to distinguish them from the
deeper blue of Tonamur, the great ocean that surrounds Shandalar's
main continent.) Remember that the border areaswhere two basic
types of land shade into one ancther count asbeing of both of the
bordering types—especialy for the purposes of creature movement.
Roadsappear asdimlines. Alongtheleft border, asareminder, isyour
manastoneinventory.

At the top of the map arefour buttons. The namesand functions of
the first two depend onwhich mapviewyou'relooking at:

MAIN MAPis the default when you first open the map. Thelocationsand
names of dl the citiesyou know of are marked on this view. Any city
amajor wizard has conquered isnamed in that wizard's color. If a
city iscurrently under attack by awizard'sminion, thatcity is
specidly highlighted. The other importantinfo is the notation of
your own manalinks. (Theseaffect theamount of lifewithwhich
you begin every duel. SseeMana Lirtks & Mana Tapsfor the
lowdown.) Any citywithwhichyou haveamanalinkismarked
inwhite.

PLAIN MAP shows only the bare earth (and roads), which is useful when
you'retrying to find the nearest patch of aspecific terrain. You
might be tasked with defeating aWitch, for instance, and since
Witches only runin swamps, you need to find the nearest swampin
order to find aWitch.

INFOMAPswitchestoamaplisting thetypeof manastoneeachcity
acceptsintrade and what sort of cardsthat city offers. Some of this
information is echoed on the City Info screen.



How are you doing?

Are You Winning?

The third and fourth buttons never change:

CITY INFO opensthe City Info screen. Thislistsevery city you know of
thecolor of manastonethat city acceptsintrade, andwhat ty pe of
cardsthat city offersfor thestones. Ifyou haveamanalinkwitha
city, that'snoted, aswell.

DONE closesthe map, and you returnto Shandalar.

Todispersethemagica mapandresumeplaying,simply press[F2]
or [Esc].

Pressing[ F5] or clickingthe Statusbutton,
then clicking on the Wizard Statisticshbutton
letsyouseetheGuildLords. Thisiswhereyou
find out howwell you'redoing as Shandalar
temporary guardianandpotential savior. The
display aso appearsof itsown accord after
many of theduelsyou fight.

S

Intheforegroundisascryingcrystd. Init
theoutcomeof thedud you'vejust completed
isreplayed. Ifyou called up this screen
yourself, thecrystd isempty. Thereplay, if
thereisone, isfor the benefit of asmall
audience of wizards.

Thefivemajor wizards of Shandalar are grouped around the
scrying device. Y ou cantell alot about howwell you're doing by
examining them. At thefeet of eachwizardisapile of skulls. These
represent the creatures belonging to that archmage which you have
personally dispatched in duels. Each archmage dso carries a Staff of
Life, whichnotesthepowerleftto thatwizard. Astheheap of defeated
monsters grows, thelifeforce of thewizard shrinks.

A manatapisapowerful piece of magic. (Exactly what thisisis
explainedlater, in ManaLinksér ManaTaps.) Aswith most strong
spdlls, it hasaphysical manifestation. Inthiscase, atiny sphereswirls
above the head of any archmagewho has gained amanatap. For every
successful tap, awizard gainsanother littlecranial satellite. Beware the
archmagewho hasmorethan three of these—it takesonly ahandful to
cast the Spell of Dominion.

Pressany key toleavethischilling place.



Echoing thefivebasic land typesused in the
duel, Shandalar's main continent has five
basic types of terrain (plusthe great encircling
ocean Tonamur, on which you cannot travel).
Each hasitsown characteristics. The most
important, perhaps, is that certain types of
creatures inhabit each kind of terrain. For
instance, you aways encounter blue creatures
in or near idand terrain. Yourarely, if ever,
see blue creatures el sewhere or any other
color of creature in the idands.

Villagesand lairs (described below) have
similar leanings. For example, atown built on
forest turf deds amost exclusively in green
magic. That'swhat's available there, and that's what the market
demands. Colorless magicisavailable pretty much everywhere, though
in limited quantities (if you don't understand that statement, you will
after reading If You've Never Played Magic Before...).

% Plains are the stronghold of white mana and magic. Y ou're able to
move easily across these flat expanses, but so are the creatures that
inhabit them.

¥ Green manaand magic lair in Forests. Making your way through a
forest is dower than striding across an open plain, but not too
much 0. Denizens of thewood, of course, are not dowed by the
undergrowth.

¥ Swampsbubble and dlither with black manaand magic. Unlessyou
have aspecial ability that hel psyou, dogging through swampsissow
business—for you, but notfor the creaturesthat live there.

# The Idands near the coagts provide blue mana for blue magic.
Splashing through these lowlands goes faster than you might think,
but till not quite as swiftly asroaming the plains. The creatureshere
arereally good swimmers.

¥ The pent-up power of the Mountains supplies red manafor red
magic. Safeclimbingisawaysad owway of traveling. If youhaven't
got amagica way of ignoring the heights, the mountain creatures
have an appreciabl e gpeed advantage.

# Roads speed your passage through any type of terrain.




Theborder area between any two types of terrain has characteristics
both. Villages near these boundariesaregood placesto find more than
one color of magic. Take care when skirting a border; sometimes,
creaturescan moveashortway out of their natural territory—and there
aremulticolored creatures out there.

Places

Asyou roam the countryside, you can't help but notice the various
structures dotting the landscape. What are all these places? Are they
safetoenter?Well, someare and somearen't. Toenter aplace, just
walk right into the center of it.

VILLAGES
T T T Y our average resident of Shandalar isn't out risking hisdeck looking for
-t? 8 dudslikeyou are. Mogt of them stay homein avillageand just try to
ot survive. For your purposes, villages are great places to buy and sl

cards, stock up onfood, and maybe find aprofitable quest to go on.

Mogtvillages offer five possihilities. To take advantage of one of
them, just click on the graphic associated with it.

BUY CARDS takesyou to the locad magic mart, whereyou're presented
withaselection of cardsfor sale, (Sometimes—especidly if you've
been thererecently and bought them out—avillage might have no
cards to offer.) Prices and availability differ widely from village to
village. Stay dert, and you could find some gresat bargains. Ifyou
want to buy one of the offered cardsor just take acloser ook at it,
click on the card. If you decide to buy it, click on Yes. Otherwise,
click on No. Any gold you spend is deducted from your supply
immediately, and the card is put into your deck.

BEGIN A QUEST isyourway of askingwhether the townsfolk have any
specid task they want undertaken. A person of importance in the
village—arepresentative of thevillage elders, aloca wissman, or
one especialy adept in magic—proposes the quest and the reward
and you choose whether or not to accept the charge. The rewards
for questsvary, butyou should know that completingaquest isthe
onlyway to get anew manalink. Successin aquest isimportant for
one other reason; ifyou return to avillage and you've previoudy
failed aquest for thefolk in it, they won't trust you with another
one. Turning down a quest doesn't prejudice them against you,
though.



SPEARTOWISE MAN appearsifyou're dready on aquest. (You can't be
on more than oneatatime.) A friendly loca advisor will offer some
advice. Most of thetime, they're not particularly hel pful unless
you'relogt, but there are exceptions. Sometimes, you can gain an
advantage in your next duel.

EDIT DECK/SELL CARDS alowsyou to look through your deck,
reorganizeit, analyze the statistics, and sall cards. Thisisthe sameas
using the Deck button, except that you can dways edit your deck
here—andyou can sdll cards. (For al thedetails, flip back to The
Deck Screen.)

BUY FOOD isexactlywhat it soundslike. Thepriceof foodinthatvillage
islisted right up front. As soon asyou click on thisoption, you buy
thefood. There's no haggling and no chancefor larceny,

LEAVE THE VILLAGE getsyou out of town.

Citieshouse the fortresses of Shandalar's minor wizards. These
conjurersare not interested in pursuing the Spell of Dominion. They
simply enjoy buying and selling magic and trading manastonesto
enhancetheir collections. Y ou know you're near acity when you hear
themusic playing in the main square.

A city functionsjust likeavillage, but withonemajor difference; the
occupantsof acity rarely offer you quests. Rather, theresidentwizard is
willing to trade cards—sometimesrare and powerful cards—for your
manastones. Every minor wizard seemsto have afavoritecolor of mana
stone, and each tendsto offer to trade only certain types or colors of

spdls.

Ifyou choose to trade mana stones for cards, the Selection screen
appears. Exactly how thisscreenworksisdescribed alittlelater. After
you pick the cardyouwant, thewizard tellsyou the price. Of coursg, if
you think it'stoo high, you can refuse to pay it, inwhich case the deal is
called off. If you accept, the card goesintoyour collection and the
wizard snatches the agreed-upon mana stones before you can change
your mind.

Thefivemajor wizards covet the magical power stored in these city
fortresses. Astimegoeson, they will send powerful creaturesto
overpower the minorwizards and take control of their cities—turning
them into ManaDomes. If any one succeeds in conquering enough
cities, that wizard then becomes able to cast the Spell of Dominion.



Ifyouhaveamanalink withacity thatisconquered, youlosethe
link and the one life it supplies. You can free a city by dueling and
defeatingthe creatureguardingthe ManaDome. That will (atleast
temporarily) prevent the major wizardfrom using the Spell of
Dominion,

A city that hasbeen conquered and bound by the magic of one of the
maj or wizards becomes entombed in a Mana Dome. To free the city,
you must defeat the creature set to guard the dome.

Scattered about the land are the lairs of unusual creatures. Theselain
becomevisiblewheneveryouapproachclosely enough. Sincethereare
many different types, lairscanbehard to recognize. Just remember that
anything that's not avillage, dungeon, castle, or city is probably alair.
Walkinginto one of theseistaking arisk, but one that could turn out
well.

There are so many things that could happen when you enter alair
that it would be difficult to describe them al. Besides, discovery ishall
thefun. Justto giveyou anideaof the possibilities, youmight gain or
Jose cards, gold, or food; you could find yourself dueling one or more
mysterious creaturesfor ahoard of powerful cards; youmight endup
answeringriddlesto saveyour skin; you could encounter secret areas,
tricks, and traps. Just remember that the most dangerouslairsaways
giveyou an opportunity to try to sneak out and escape—not a
guarantee,justachance.

Sometimes, you might be offered achoiceof cards. When this
happens, you enter the Sdection screen, which (asyou know by now)
described further on.



DUNGEONS

A dungeon is asecret place that you can't get to unlessyou know its
location. Dungeonsaren't even visible until you know where to 1ook.
How do you find out? Ask a creature you've defeated in adud. They're
great sources of information. Once you know where adungeon is,
don't be too hasty to exploreit. There might be agreat reward in there,
but chances are there are aso afew creatures guarding it.

Y ou should make an eff ort to know what you're gettinginto before
you enter adungeon. Theinformationisavailable, since creaturesyou
defeat in duelswould much rather spill the beans than lose their
precious cards.

Beforeyou goin, stock up on manalinks (extralife). Whenyou're
exploring adungeon, it isoften the case that your loss of life (or gain!)
from oneduel will carry over to the next. The creatures aregeneraly
tough enough that each one will do some damage, and it could add
up fast.

Inaddition tolifelossescarrying over, many dungeonswill have
some sort of protective enchantment in place. Thismagic will bein
effect duringdl of your duels there—acard in play from the start.
Naturaly, it'll be some enchantment that gives the creatures of the
dungeon an advantage over you. Ifyou find out ahead of timewhat this
enchantment is, you might be able to rearrange your deck to take
advantage of it yourself. In addition, the dungeon creatures might start
each duel with one or more other cards aready in play.

Ifyou find out the color of the creatures in the dungeon, build a
deck that's strong against that particular color. All the creatures in your
way will play decksheavy inthat color. Useany foreknowledgeyou get
to your advantage.

To review what you know about a particular dungeon, you can dlick
on the Clues button, then on the listing for that dungeon.
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There arefivecadtles; each of the major wizards has one. (You don't
have acadtle becauseyou're not amajor wizard—yet.) Don'tgoin until
you're ready.

The advice that applies to dungeons gpplies even more so to the
cadtles. Know what you're getting into before you challenge one of the
big powers. There'sinside information available, if you can find it.

Stock up onmanalinks (extralife). Whenyou'restorming acastle
you can assumethat life losseswill carry over from one duel to the next
asin dungeons. No intelligent wizard would face you before you've
dueled your way through afew of his or her stronger minions, soyou'll
need the sparelife.




Build a deck that's strong against that wizard's particular color. All
the creaturesin your way will play decks heavy in thewizard's color. Use
thisto your advantage.

Another way to help yoursdlf is to weaken the castle's resident
beforehand. Ifyou've read about the Status display, you know that each
of the great wizards has alife total,just likeyou (except that they havea
lotmorelife). Every time one of them conjures up a creature and sends
it out to duel you, there'sarisk involved. Ifyou defeat the creature, the
wizard who creeted it losss lifel

To review what you know about aparticular castle, you can click on
the Clues button, then on the listing for that castle.

TheSdection Screen

Whenever circumstances alow you to choose from alarge selection of
cards (larger than that carried by the average village market), you end
up at the Sdlection screen. This might happen after adudl, in alair,
or—most likely—when trading manastonesfor cardsin acity.

Colar Filters Type Filters

Card Lists

Pick a card, any card



Rather than ligting dl the available cards in one giant (and
ungainly) list, this screen makes use of filterssimilar to those on the
Deck screen:

#* At the top left are the Color Filters. These include thefive colors of
magic, plus colorless. When you click on anyone of thesefilters, it
removes the names of dl cardsfrom the Lig that are not of that
color. Thus, for example, ifyou click on Blue, only blue cards are
listed. (Land and artifact cards do not have any color; they're
colorless. That'swhy there's a separate "color” filter for them.)

# On the right are the TypeFilters, These work the sameway as the
Color Filters, except that each of these represents one of the types
of spell—summon, instant, sorcery, and so on. If you've chosenthe
Colorlessfilter, the optionsin thisbox are dightly different: Land
plain enough; Creature ligts artifact creatures; the other threelist
non-creature artifactsaccording to their rarity. So, for example, if
you had dready clicked on the Bluefilter, and you now clicked on
Enchantments, the List would contain only blue enchantmentsare
no other cards.

The names of whatever cards match thefiltersyou've selected
appear in the Ligt, below the Color Filters. If there are more names
than fit here, the list continues on the other side, under the Type
Filters. If you're choosing from alimited stock of cards, thelist might
empty. That'sjust aclue that no cards of the color and type you picked
areavailable. To select acard from thislist, click on itsname.

In the center, between the two parts of the Lig, is the Showcase.
Whatever card you've sdected from the listisdisplayed here. (Ifyou
haven't selected anything yet, thefirst card in the current list shows
up.)

Y our supply of gold and manastones is shown at the bottom, asa
reminder of what you have to offer.

Onceyou decidethat the card you seein the Showcaseisthe one
youwant, click onit. What happens then depends on whether you're
gettingthe card gratisor offering atradefor it. Regardless, you havea
last chancetoverify your choice (or changeyour mind).



Critters

Inyour travels, you can't help but notice that there are other moving
thingsin your general vicinity. These are creatures, and they're all
hostile. Each of thefive major wizards has unleashed a horde of vicious
magical minions. They accost anyone they meet, and usudly they
demand payment for the right to exist on the land their master claims
to control. As dways, there's alessthan-loyd minion or three out
there. Oncein awhile, acowardly creature might forego the chalenge
and try to bribeyou to spareit.

There's one weakness you might be able to use againg them; these
creatures aren't comfortable venturing off their home turf. For
example, the red creatures stick to the mountains, where they're
powerful, and don't often confront you anywhere ese. Watch out—
there arecreatures that use multiple colors of magic, and these don't
hesitate to cross terrain boundaries.

Here's alittle about the most common types you're bound to
encounter.

Generadly (but not dways) these arethe less powerful
minions. Even early on, whenyour deck isweak, you
might be able to defeat them.

Mounted creatures are more difficult opponents, but a
little dueling experience and deck building will giveyou
a chance againg them.

2 The obvioudy inhuman monsters can be pretty tough.
. i You might want to avoid them until after you've honed
% yourdueling kills.

Despite their antithetical natures, these creatureswill never dispute
with one another. Eachwizardis confident of eventually mastering the
Spell of Dominion, and has forbidden direct confrontationswith the
minions of other wizards until then.



DUEL IT

What you normally seewhen acreature
accostsyouisaChallengescreen. Onceyou've
met the thing, your optionsare pretty limited
(you've already missedyour chancetorun
away). Inaddition to any communication
from the monster, there are a'so two cards
pictured; one isyour ante—the cardyou
stand to lose in the confrontation. The other
isthe creature'sante—the card (or one of the
cards) you stand towin.

If the creature doesn't think itsmaster is
watching, it might notwant toduel. Creatures
that recognize you as an unbeatable
opponent might simply offer you abribe of
some sort to get rid of you.

If you get challenged, thefirst and likely most interesting option is to
accept and get into amagical duel. Most of the time, you'll
immediately enter the duel and start fighting it out. (For the details,
see every section after thisone.) Sometimes, however, acreature that's
much weaker than you will redize that it's thoroughly outmatched. In
this casg, it might surrender—or call for help from atougher relative.
Ifit calls for help, you won't have another chance to back out.

Ifyou win the duel or the creature surrenders without afight, you
get achoice of rewards. Of course, you can dwaystakethe card or card
the creature put up asante. However, most creaturesoffer youva uable
information (in exchangefor letting them keep their cards).

I nterrogating defeated creatures is the only way to find hidden
dungeons. It'sdso the onlyway to find out what'swaitingforyouin the
five castles. Early on, it'sniceto get new cards, but theinfo comesin
handy asyou progress.

Ifyou lose, you loseyour ante, of course.

Lastly, some creatures are honorable and take defeat well. Those
that do might give you an additional reward—food, gold, or an
advantageinyour nextduel. Y ou could dsobegranted aspecific card or
(rarely) acard of your choice, inwhich caseyou'll visit the Sdection
screen, described earlier.



PAY IT OFF

There are sorelosers, too. A less mature monster might curseyou
with adisadvantage that carriesinto your next duel . Whichever you get,
there's nothing you can do to get rid of it.

If you have enough gold, some creatures will accept abribe rather
than demand that you duel. They announce their price brazenly. If
you choose to pay, they disappear with your money (before you can
changeyour mind).

Some creatures give you the option of trying to answer ariddle. If you
get it right, you escape unscathed (but you don'twin the creatures
ante). If you're wrong, you lose your ante card. The riddles tend to be
guestionsabout Magiccards.

Y es, even wizards need to egt. Y ou can't live on magic or mana, though
some havetried. Asyou travel, you dowly depleteyour store of
comestibles—noted in thefood status box. Y ou can stock up at any
villageor city. Grocersonly accept gold as payment, so make sure
you've got some (or afew cardsyou'rewilling to sell to get gold). Food
pricesvary, depending on theloca market.

Ifyou ever run out of food, youtravel extremely dowly—crawlingin
near starvation, if you like—until you manageto find some more
supplies.

Maybe real wizardsdon't need money, butin Shandaar, you do. How
muchyou haveislistedin the gold status box. Without gold, you can't
buy food or new cardsinvillages. Itisn'treally good for much else,
unlessyou happen to get caught by acreature you'd redlly rather not
duel—thenyour goldwill comein handy as abribe.

How doyou get gold? There are severd ways, but the most common
and reliable oneisto sdl the cardsyou'vefound andwon in duels at
any convenientvillage. (If you've read about villages, then you aready
know how.) One caution: be careful to sdll only those cardsyou no
longer need or want; you can't just buy them back once they're sold.
Also, keep in mind that pricesvary from place to place.

There arelots of way to lose gold, too.



Cads, Cads, Cards

Other things might sometimes seem moreimportant, but the cardsthat
represent magic in Shandalar are the raison d'etrefor the whole game.

Onlywithmagical resourcesof your own canyou hopetoweaken and
eventually defeat thefivegreat wizards. The cardsyou collect arethe

most basic magica resource you have—and the most powerful.

Y oubeginyour travel swith severa cardsinyour collection. Press
(F1_Jor click on the Deck button to seeyour collection. Mot of these
cards are part of the group of cardsyou use to duel creatures—your
deck. For detailson what the cards represent and how to usethem ina
duel, read the next two sections. (Y ou should aready know how the
Deck screenworks.) For now, we'rej ust discussingwhat you candowit
them outside of the duel.

The beginner's collection should be enough to get you through a
duel or two. Very soon, though, you outgrow thislimited supply and
start thirstingfor more. Thenwhat?Well, one thingyou'll noticeright
away about duelsis that you either loseacard (if you are defeated) or
win one or more cards (if you banish the creature). Winning cards is
one of thewaysyou can supplement your collection and your deck.



Others are al around you. The economy of Shandalar includes a
thriving business in magic spells—cards to you. Every village you enter
alowsyou to sdl off unwanted cards and buy new ones. The spells
availablein villages aren't going to be the most powerful or the rarest,
but they're certainly easy to find and acquire. Even the most
inexpensive spells can be deadly in the right deck. (For more on that,
check out the section Building Your Deck, further on.)

The redly awe-inspiring cards take some effort to find and get.
Some lairs are the homes of great beadts that guard hoards of powerful
spdls. Naturaly, you must defeat the monster to liberate the cards.
Somelairs areunguarded, andyou can simply walk away withacard! |f
you find out the location of a dungeon, you can expect there to be
treasure in the form of cards inside that cold, moldy, dangerous maze.

For thosewho prefer to eschew frequent combat with nasty
monsters, the cities of minor wizards are another good source of
hard-to-find spells. These wizards prize mana stones, however, o you
must bring something to trade for the cardsyou desire.

Mana Stones

Ifyou've read about villages, then you know what quests are. One of the
results of asuccessful quest is that you are awarded one or more
magical manastones. Y ou dso start off with afew, and sometimesyou
find theminlairsorwinthemin duels. Sure, they're pretty and dl, but
what good arethey? Mana stones are two things: the sources of power
that drive your World Magics and amedium of barter. Let's take them
oneatatime.

SomeWorld Magics have abilitiesthat you activate only when you
want them—Iike the Thunder Staff, which destroysthe nearest
creature. Each of these World Magics hasacost, in manastones, that
you risk every timeyou useit. For instance, Thunder Staff might cost
one red manastone to use. (If you'relucky, it might not.) Ifyou don't
have the right number of the correct color of mana stones to power a
World Magic, you can't useit.

The other use for mana stones you've aready read alittle about.
The minor wizardswho occupy the citiesare oftenwilling to trade
hard-to-find cardsfor your manastones. Every minorwizard
specidizesin adifferent color or type of cards and demandsa
particular color of manastone. Save up; most of the best (and rarest)
cards normally cost three or more manastones apiece.



ManalLinks & Mana Taps

Both of these magical concepts have been mentioned in passing
before, but it'stime we explained exactly what they are.

el
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A wizard's gain is often your loss

Asthefivegreat wizards of Shandal ar struggle for absolute control
over the plane, and thus each other, they need to gather immense
amounts of magical energy. Every one of them hasas an eventual god,
the casting of the Spell of Dominion, which iswhy they need so much
power. The cities of the minor wizards are the most potent reserves of
magica energy that are, asyet, untapped by any of the major powers.
Thus, dl of the great wizards are attempting to conquer the cities.

Ifamajorwizard binds acity, that wizard gainsasingle Mana Tap
fromit. Thistap lastsaslong as the wizard holds the Mana Dome over
the city. Thus, if you free abound city and place the minor wizard bad
in control of it, youwill have eliminated the maj or wizard's manatap
there. It only takes afew manatapsfor any one of the great wizards to
be able to cast the Spell of Dominion, so stay aert.



Mana Linksare similar, but less complete, conduits to the energy of
the cities. Y ou begin the game with afew links already in place. When
one of the minor wizards iswell disposed toward you (usualy due to
your success in aquest), you might be granted amanalink with that
wizard'scity. Every oneof your manalinksgivesyou onelifefor aslong
asitlagts. Unfortunately, if one of the great wizards deposes the city's
wizard, your linkislost.

World Magics

World Magics are powerful magic you can use outside of the duel—and
only outside. When you start, you have one in your possession. All your
World Magic icons are kept at the bottom of the Shandalar screen. Y ou
can get new ones at various cities; thefolk in villages often direct you to
the right city. Of coursg, it costs quite abit of gold to acquire the magic
of apowerful World Magic. Once bought, aWorld Magic isyours until
the end of the game.

SomeWorld Magics—the Amul et of Swampwalk, for example,
which speedsyou up in swamps—have continuous eff ects that need no
power supply. (These arelike continuouseffectsin the duel, which
well cover later.) Others have ahilities that you activate only when you
want them—Iike Thunder Staff, which destroys the nearest creature.

Every non-continuous World Magic has acogt, in manastones, that
you must pay every timeyou useit. (Onthe easier difficulty levels,
there's achance youwon't have to pay this cost.) For example,
Thunder Staff cogts one red mana stone to use. Ifyou don't have the
right number of the correct color of mana stones to power anon-
continuous World Magic, you can't useiit.

To activate anon-continuous World Magic, you have two options.
Oneisto click on the spdll itself. The other method involvesthe
keyboard. Right next to each non-continuousWorld Magiciconisa
number. Pressing that number key—on the top row of numbers on
your keyboard, not on the numeric keypad (since you use that to move
around)- instantly activates the corresponding spell.



Y ou can never havemorethan 12 World Magicsat atime. The five
non-continuous ones are available in every game. They are:

CONJRERSWILL dlowsyou to edit your deck (and
collection) no matter whereyou happen to be. Y ou don't
have tofind avillage or city to stop inwhenyou need to
reconfigureyour deck for an upcoming duel. Conjurer's
Will doesnat, however, giveyouthe power to sdll cards out
inthewilderness. (Who'd buy them, anyway—mana
squirrels?) This spell uses one of your black manastones.

QUICKENING letsyou accel erate to twice your normal travel
speed, atleastfor ashortwhile. Keepinmindthatyou must
use up one green mana stone to power this spell.

LEAP OF FATE teleportsyou to any place in Shandaar you -
sel ect—not necessarily someplaceyou'veexplored. Y ouuse
one blue mana stone to activate this magic.

- THUNDER STAFF is quite useful for avoiding duels. It dlows
; youtocompletely destroy thecreaturenearestyou. Y ouuse
up one red mana stone when you wield this awesome
meagic. (Notethat destroyingacreaturein thisway does not

affect its master or complete aquest. Y ou can do those
things only through dueling.)

ll SWORD OF RESISTANCE dlowsyou to protect acity besieged
i

by one of the maj or wizards minions. When acity isunder
attack, you can magically transport yourself to that city and
confront the creature. In the process, you use up one of
your white mana stones to power the spell.



...you'reexactly the person thischapter ismeant for. Thosewho have
played the Magic: The Gathering card game will feel comfortable
entering aduel; they already understand what al the cards are about
what lifetotalsand manaare, and al that. Thisisfor therest of us. (If
yourunintoaterm that'snotexplainedfully, don'tworry; everything
covered in the Glossary.)

Hra Things Firg
Whenever you run into one of the denizens of Shandalar, your
foremost option isto dud the thing. That means entering a
one-on-one contest of magical skill againstit. Both of you are carrying
adeck of cards around withyou, and you'll use that deck tofight. The
different cardsinyour deck represent thevariouscreatures, spels, and
artifacts you'll use againgt your opponent, and the lands fromwhich
youcandraw themagical energy—mana—tosummonthosecreatures
or cast those spdllsand artifacts.

Playersbeginwith asetamount of life—alifetota. In thecourseof
theduel, youwill try towhittleyour opponent downtoOlifewhile
protecting yourself. The onewho reaches Ofirst losesthedud. (It's
actualy alittle morecomplicated thanthat, and there are otherwaysto
win, but welll get to that later.) Ifyou have the right cards and play well
you can even add toyour life total during theduel. (This extralife
won't carry over to the next duel, except under specia circumstances).

Y ou damageyour opponent by casting spells, attackingwith your
creatures, or using themagical effectsof other cardsin play. Whenyou
opponent tries to damage you, you can defend yourselfwith spells,
block or destroy your opponent'screatures, or even turn her own card
againg her.

Toplay, each player needsadeck of cards. (Ifyou own no cards, you
loszevery dud beforeit even starts.) Y ou start the gamewith barely
enough to squeak by, and you can buildyour deck (depending onthe
availability of cards) accordingtoyour persond tastes. That'sdescribe
in Building Your Deck.



TheCards

There are two basic types of cards. spdlsand lands.
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Landsare easy to spot; they say "Land" in between the picture
and the text box. Lands are the most common kind of card,
sincethey usually providethe mana, the magical energy, for
all your spells. Duringaduel, you can lay out oneland per
turn, and you may use theland for manaassoon asitisin
play.

To get manafrom aland, you have to "tgp" that land.
Tapping acard meansturning it sdeways. Thisindicatesto
you and to your opponent that the card's effects have been
temporarily used up. Don'tworry; your cardswill untap at the
beginning of your next turn. Thesymbol & (tap) onacard
indicates that if you use that card to generate a particular
effect, thenyou havetotapit. Whatever effect that card
generatesislisted right after the ¢ symbol.
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When you up one of your lands, one manais added to your mana
pooal. You can then use this mana to cast gells.

Thereareafew specid typesof landwhich don't giveyou mana. F.
example, Oasisisaland that you can tap to prevent damageto a
creature, but it doesn't give you any mana. Always read the card if
you're not sure; if acard can be tapped for mana, itwill say so. Ifit
doesn't say s0, theniit can't.

Remember thevery first rule ofMagic: if acard contradicts the
rules, then the card takes precedence—the card is dwaysright.

Y ou get manafrom aland onlywhen you intentionally tap the land
for mana. If some spell happens to tap one of your lands, that doesn't
generate any mana. Also, theland can only produce manaat the time
you tapit; if something forces the land to stay tapped, then the land
can't generate any more mana.

Tapping aland for manais considered a mana source,
which cannot beinterrupted. (We'll explainwhat that
meanslater.)

Therearefivedifferent typesof basicland, each of which produces
manaof adifferent color. Plains produce white mana; islands, blue;
swamps, black; mountains, red; and forests, green.

Corresponding to thefivetypes of basic land are thefive different
colors of spdlls, each of which has aparticular character. There are
aso "colorless’ and multicolored spells. We'll discuss spell colorin
greater detail later, but for now, here are the basics.

WHITE magicdrawsitsvitdity from the untouched, open
plains. Though white magiciansfocuson spells of healing and

protection, they dso devote plenty of timeto the chivalrous
arts of war. White's traditiond foils are black and red.

BLUE magic flowsfrom the idands and thrives on mental
energy. Other wizardsfear thebluemagicians abilitywith
artificeandillusion, aswell astheir mastery of the elemental

forces of air and water. Blue's traditional foils are red and
green.

BLACK magic'spower comesfromtheswampsandbogs; it
thriveson death and decay. Many wizardsshun black magic's
sdlf-destructive nature even asthey longfor itsruthl essness.
Black's traditional foilsare green andwhite.



SPELLS

RED magic feedson thevast energy boiling deep in the heart
of the mountains. Masters of earth and fire, red magicians
specidizein theviolence of chaosand combat. Red's
traditional foilsare blue and white.

GREEN magic getsitslife from the lush fecundity of the forest.
Like nature itself, green magic can bring both soothing
serenity and thunderous destruction. Green's traditional foils
are blue and black.

Note that manaand land are not the same thing. Manacan come
from other source besidesland; Llanowar Elves, for example, isa
creature that you can tap for @ (one green mana). Thisiswhy therules
refer to "green mana," "blue mana," and so on, instead of "forest
mang," "idand mana," and such.

Lr—— Thereare dso "colorless’ manaand "generic' mana, which
aren't in the color chart because they don't count as colors.

COLORLESS Some mana sources specificaly generate colorless mana.
Thismanahas no color at dl. It can only be used as generic mana.

®GENERICmeansmana"0f any color." For somespells, thecolor

of the magic smply isn't important.

Now that you'veidentified the land cards, everything dseisaspel.
Notice that none of them actually say "spdl" on them; that's because
there are 9x different types of spdls, and it'simportant to know which
typeyou're casting. Spells are labeled by type, in the same place that
lands are, as instant, interrupt, sorcery, enchantment (or "Enchant
Something), artifact, or summon something. The main differences
between these varioustypes are laid out below. These differencesare
important and will be referred to over and over throughout the
section on dueling.

Thereareafewtilingsthat dl spellshavein common; oneisthe
casting cost. Thisisthe cogt, inmana, to cast the spell that the card
represents. For example, the cot to bring a Hurloon Minotaur into
playis@@ and . Thismeansthat you need two red manaand one
generic manato summon thiscreature. Oneway to get thiswould beto
tap two mountainsand aforest.



Another common feature is the background.
(Experiencedplayerswill rememberthiswascalledthe
"border” in previous editions.) The background of a spel
card servesas an easy visua reminder of the color of the spell
A spdl's color istechnicdly defined as the color of the mana
reguired to cast it, not counting the generic mana. The
Hurloon Minotaur requiresred mana, soitisared spell when
cast and ared creaturewhilein play. The background helps
you remember its color. Colorless spells (and land cards,
which arecolorless) will normally haveagray or brown
background. Some spells change the color of other cards.
(Duringaduel in Shandalar, acard's currentcolor isaways
indicatedbyitsbackground.)

It'simportant to remember that only certain parts of a
spel card have any bearing on theduel. The card's name, an
flavor text, and artist'sname don'tinfluencewhat acard
actually does. For example, ifyou look at the picture on a
Frozen Shade card, itlooksasif the creatureisfloating. Thismay fool
you into thinking that a Frozen Shade can fly, but since the text box
doesn't include theword ‘Flying', the Shadeisn't considered a flying
creature. And even though theflavor text on the Gray Ogre says
something about refusing to eat vegetarians, it can still damage other
crestures and your opponent.

Also, cardsdon'tinteract in any way based solely on their names.
Ironroot Treefolk doesn't take extradamage from aFireball, even
though treesburnwell. Y ou can play Terror against awall of Stone,
althoughit might seem odd for ablock of stone to die of fright. An Air
Elemental can benefit normally from Firebreathing, acreature can
haveboth Holy Strength and Unholy Strength at the sametime, and so
on. Just keepin mind that it'smagic, so it doesn't haveto be
reasonable—the rules have to make sense, but the story told by the
cards doesn't
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Ingtants

Instants are one example of what are called "fast effects'—
one-shot effects that are done with as soon asthey are cast
(though the changesthey cause canlinger after them). Y OU
can cast fast effects during both your turn and your
opponent's turn.

The primary usefor fast effects, though not the only one,
isto "respond to" other spells and actions. For example, say
your opponent in aduel casts abig Firebal at one of your
creatures. Her Fireball will deal enough damage to kill the
creature, unlessyou do something about it. Since the Fireball
isaspell, you can respond toitwith fast effects (thusadding
to the "spdl chain” or "batch" that started with the Fireball).
Y ou could cast the instant Giant Growth on the creature,
making it powerful enough to survive the damagefrom the

Fireball. Of course your opponent could, in turn, usefast
effects of her own.

Y oucanuseinstantsto respondtospells, butyou can'tusethem to
interrupt fast effects. The difference is significant.

Interrupts

Interruptsaredsofast effects, but they are"faster” effectsthaninstants.
Any timeyou could use an instant, you could dso use an interrupt The
main difference between instantsand interruptsisthat you can dso use
an interrupt to (oddly enough) interrupt aspell or fast effect (somefast
effectsare not spels, but we'll get to that later) you or your opponent is
casting. Put another way, you can interrupt an instant, butyou can't
instant an interrupt.

For example, if your opponent starts to cast aSengir Vampire (a
powerful creaturethat youdon't want around), you might be ableto
cadt the interrupt Counterspell. The Counterspell would cause her
spell tofail, thus preventing the Sengir Vampirefrom ever coming into
play. You can dso useinterruptstointerrupt other interrupts, so she
might then Counterspell your Counterspell (and soon). The first
interruptissimply added to the spell chain (spell chains, likedl the
other complicated parts, are explained later). The second interrupt,
however, wasn't aimed at the original spell; thus, it created a"batch™ or
"interrupt stack" (which, naturally, isexplainedin detail | ater).

If aninterrupt doesn't target aspell whileitisbeing cagt, itis
considered an instant.



Sorceries

A sorcery isdso aone-time spell, like an instant or interrupt,
butit is not afast effect. The difference is that you can only
cast sorceries duringyour own turn, and then only during the
main phase. (Once again, that's explained in the next
section.)

Enchantments

Any card that has the word 'Enchantment’ or 'Enchant’ as
thefirstwordinitstypeisconsidered an enchantment. Every
enchantment isa" permanent"—aspell that remainsin play
after itis cagt. Once apermanentisin play, you don't haveto
pay its casting cost again. The permanent will remain in play
until it isdestroyed. Y ou can cast permanents (and, thus,
enchantments) only during your turn.

Enchantments affect other thingsin play, and most of
them can only be cast if there is alegd target for them.
(They're cdled targeted spells.) For example, Holy Strengthis
an "Enchant Creature" type, and therefore must be cast on
(target) acreature. The exceptions are cards that say smply
"Enchantment” or "Enchant World" astheir type. Thesetwo
types affect the duel asawhole, and they do not require
targets.

Targeted enchantments are called local Non-targeted
enchantments are called global
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Summon Spells

By far the most common type of spdll isthe summon spell. A summon
spell callsamagicd creatureinto play. It'sapermanent, like
enchantments and artifacts, so the creature stays around until your
opponent (oryou) figuresout how to get rid of it. Y ou can cast
summon spellsonly during your turn.

P e Creature cardswill have numbersin the bottom right-

hand corner. These are the power and toughness ratings.
Any cardwithnumbersin that corner isacreature. The
numbersindicate the creature's attack strength (power) and
defense strength (toughness). Power and toughness are
explained in detail in the next section. Creatures are the only
things that can attack your opponent and block her attacks,
though they're not the only way of inflicting damage.

For summon spells, everythingafter theword 'Summon'
isthe creature type. Other types of spellsdon't have thisextra

i 4 gobini gain meurts il sub-type. The reason creatures have typesisthat some cards

affectal creaturesof aparticular type; for example, the
GoblinKinggivesdl Goblinsabonus. Thetypeistheonly
thing that mattersfor these effects. The Goblin Rock Sled
lookslike aGoblin, and it even has 'Goblin' in its name, but
the card typeis" Summon Rock Sed" and not " Summon

© Goblin." Thismeansthatitisn'trealy aGoblin, and itisn't
affected by the GoblinKing. Similarly, the GoblinKingitsdlfis
"Summon Lord," so it doesn't give itself abonus.

A creature cannot attack (or use any effect that requiresit to tap)
duringtheturnitisbroughtinto play. Thisiscalled "summoning
sickness." Once the creature has begun aturninyour control, itisno
longer sick.

Artifacts and Artifact Creatures

Anartifactisamagically created device or non-living creaturewith
magical powers. All artifact cardshavetheword 'Artifact' somewherein
their type. These generdly require generic manato cast. Artifactsare
permanents, so they stay in play oncethey've been successfully cast, just
like enchantments. Y ou can cast artifact spells only duringyour turn.
Artifactsdon'tusually need to havetargets.



Mostartifactshavespecial effects. Someof theseare
"dwayson" (continuous), and some are activated only when
youwant them to be—and when you pay the activation cost
for that effect. (Well explain activation costlater, alongwith
effects; it'salotlike the casting cogt.) If anon-creature artifact
becomes tapped for any reason, the continuous effects cease.
Also, you can't use the other effectsuntil it becomes
untapped—even ifits activation cost does not include gy,
Mosgt artifacts effectsthat require an activation cost can be
used immedi ately after casting (unlike creatures).

An artifactwhichisdso acreature (haspower and
toughness) is called an artifact creature. Artifact creaturesare
cast like artifacts, not summoned like creatures. (That's
important because some interrupts affect only summon
i D T spells, so theywouldn't hurtyour artifact creature.) However,
P T T L T T they arecreatures, sothey're subject to " summoningsickness'
like summoned creatures. (Thisisexplainedlater, in
Introduction to Creatures, and in the Glossary.) Unlike other artifacts,
artifact creatures do not stop working when they become tapped; their
continuouseffectsremain active, andyou may still usetheir effectswith
activation cogts that do notinclude @, Artifactcreaturesareaffectedby

spellsand effectsthat target or affect either creatures or artifacts—since
they're both.




Before the duel begins, both players put up one or more cardsfrom
their decksas ante. In Shandalar, whoever winsthe duel will get to keep
the ante cards, so pay attention to the ante when you're deciding
whether or not to duel acreature.

When the duel starts, your deck isshuffled and laid face down on
thetable. Thisisnowyour library—your draw pile. Right away, each
player draws an opening hand of seven cards from his or her library.
Near your library is the space for your graveyard, or discard pile. Most
of the cards you bring into play will go into your half of the playing
surface, which iscaled your territory. A few of your cards may go into
your opponent'sterritory instead. |fyou play cardsin enemy territory,
you don't lose them; they are retrieved for you when the duel isover.

You are now ready to start the duel. Who goesfirst isdetermined at
random—unlessone of you hasafirst strikeadvantage. (See 'Vantages
(Ad-andDisad-) earlier.)

ThePhases of aTurn

UNTAP PHASE

Dueling playerstake turns, and each player'sturnisdivided into Six
smaller partscalled phases. Y ou might notawayshavesomethingto do
during agiven phase, but that phase still happens. The phases dways
take place in the same order:

1) Untap

2) Upkeep

3) Draw

4) Main

5) Discard

6) Cleanup

Y our turn starts with your untap phase. Any of your cards that were
tapped become untapped. (That is, of course, unless something is

preventing them from untapping.) If it's not your turn, your cards do
not untap.
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One important thing to remember isthat untapping takes
placeinstantaneously. Thereisno opportunity to do
anything, not even cagtinterrupts. Also, for the purposes of
therules, dl of the cards are considered to untap at exactly
thesametime.

In some cases, youwill haveto decidewhich cardsto
untap. Y ou must makethisdecision at thevery beginning of
the untap phase, before anything is untapped. Some
enchantments, like Paralyze, prevent acard from untapping
normally. Instead, youwill have an opportunity to untap the
card in some other way. In the case of Paralyze, by paying #
(four generic mana) during the next phase, upkeep.

Untapistheonly timethat cards untap by themselves, but
thereare plenty of spellsand effectsthat tap and untap cards
at other times.

After untap comes upkeep. Some cards requireyou to performa
particular action during this phase. Such cardswill say what this action
is and what the consequences are if you don't do it. If you don't have
such acard in play, then you don't have to do anything during this
phase. (Since upkeep is such agood timeto use fast effects, though,
you might choose to do something.)

If there are multiple cardsin play which tell you to do something
during upkeep, the player whose turn it is getsto choosein what order
to do those things, within certain limits.

Effectsthat take place "at the beginning of upkeep”" must
happenfirst. Those controlled by the playerwhoseturnitis
comefirst (inwhatever order she chooses), followed by
those controlled by the other player (in the order that other
player chooses). After those have al been dealtwith come
thenormal upkeep effects. After al of these have been dealt
with, the "end of upkeep" effectshappen, in the same order
asthe"beginningof upkeep" effects (activeplayer'sfirst,
then the other player's). Thisistrue of dl beginning of
phase and end of phase effects.



DRAW PHASE

MAIN PHASE

During upkeep, both playersare alowed to use fast effects—
instants, interrupts, and effects listed on cardsin play. Y ou can't use
sorceries during upkeep. If apermanent has an upkeep cost, you
cannot activate any of that card's effects until you've paid the upkeep
cogt. Thisdoesnot apply to continuous effects, but only thosewith an
activation cod.

Next, you draw one card from the top of your library. If you don't have
any cards|eft to draw, you lose.

One clarification—you don't lose as soon asyour library empties.
Y ouloseif and when you are required to draw acard from your library
and have no card inyour library |eft to draw. Soif you just drew your last
card, you'll lose during your next draw phase unlessyou do something
about it.

ey The player who goesfirstin any duel does not draw during
E her first draw phase. Thisiscalled the "play or draw" rule.

You either play first or draw first, not both.

Just like during upkeep, some cardswill tell you to do thingsduring
the draw phase. If thereare multiple cardsin play that do so, the player
whoseturnitis gets to choose inwhat order to do them.

E - The one exception to this ordering rule is that beginning of
i phase and end of phase effects occur in apredetermined
L order (as described in Upkeep Phase).

The act of drawing isconsidered to be afast effect. Thus, both
before and after the draw, both playersare dlowed to usefast effects,
You can't use any other spellsduring the draw phase.

The main phase is the phase you'll do the most in. During the main
phase of your turn, you can:

#* castspdls,

¥ put one land into play, and

# make one attack.



Y ou can do thesein any order. The "cast spells’ part of the main
phase of your turn isthe only timeyou can cast sorceries and
permanent (creatures, artifacts, and enchantments). You can cast
them before andafter you put aland into play and before and after your
attack. Y oucannot castthemduringyour attack.

To help keep things straight, the main phase is splitinto three parts.

MAIN PRE-COMBAT is everything that happens before the attack. During
this"sub-phase"’ you can put one land into play and cast dl the
spdlsyouwish. (Aslongasyou have enough manato pay for them,
you can cadt dl the spellsinyour hand if youwant to.) Remember
that land is not aspell, so putting aland into play is not considered
casting aspell. It'saso not an "action" that your opponent can
respond to.

COMBAT isthe part of the phase that can get the most complicated. This
iswhen you send some of your creatures over to attack the other
player, and she uses her creatures to block yours and defend
hersdlf. In the meantime, you can both tossfast effects around like
crazy. Youdon't haveto attack if you don'twant to. (You canaso
attack with zero cregtures; that's caled a"null attack.")

MAIN POST-COMBAT is everything that happens after the attack. If you
didn't put aland into play before the attack, you can do so now. Just
like in pre-combat, you can dso cast dl the spellsyou can afford.

Both playersmay usedll thefast effectsthey want to during the
main phase.

DISCARD PHAE

If your hand has more than seven cardsin it at the end of
your main phase, you must discard back down to seven
during the discard phase. Y ou can't discard if you have seven
or fewer cards, (The cards inyour graveyard, or discard pile,
will dwaysremainfaceup.)

Y ou can look through either graveyard any timeyouwish.
That'swhy your graveyard is required to be face up. Some
spdlseven letyou pull cards out of the graveyard—if one of
these cards says " your graveyard” that'sjustwhat it means; if it
says'anygraveyard" itmeansboth!

Just aswith upkeep and draw, some cards tell you to do
things during discard, and if there are severd of these cards,
the player whose turnitis gets to choose what order to do
themin.




CLEANUP PHASE

Again, the exception to this ordering ruleis that beginning
of phase and end of phase effects occur in a predetermined
order (as described in Upkeep Phase).

Both players can usefast effectsduring thediscard phase, but only
beforeyou discard, not after. (Technically, the discardisan end of
phase effect.)

This phase should redly be caled the "Hea Creatures and Clean Up
Temporary Effects Phase," but itjust doesn't sound as good. At the
end of the turn, al surviving creaturesinstantly heal any damage they
have taken. This applies to creatures on both sides; every critter heals
back to full capacity at the end of each turn. No player can use fast
effects during this phase.

Inaddition, adl effectsthat last "until end of turn" wear off at the
same time as the creatures hedl.

One thing must be clarified. All of the "until end of turn" effects
wear off simultaneously with each other andwith damage, so acreature
thatisonly dive at end of turn due to an effect—Giant Growth, for
example—will survive; itwon'tfinditstoughnessdroppingjust before
the damage goesaway.

ol Anything that acard says happens "at end of turn" happens
at the very end of the cleanup phase. These are considered

b= end of phase effects, and the order in which they happenis
the same. If any of the automati ¢ effects cause damage or
destruction, you do get the opportunity to use damage
prevention, redirection, and regeneration fast effects.

longer than "until end of turn" effects. It might not seem

@ Thismeansthat "at end of turn" effectslast just dightly
- important right now, but itwill.

This phase is ingtantaneous, like untap, so neither player can use
fast effects (except for the af orementi oned damage prevention stuff).
When the cleanup phaseis over, soisthe turn, and the next player's
turn beginsimmediately. There is absolutely no time "between turns."

Basc Spdlcasting

Casting aspell iswhat you do to take a non-land card out of your hand
and putitinto play. To cast aspell, you select the card, use manato pay
the casting cost, and lay the card down on the table. It'sasimple
process, but it can get mighty complicated. Welll start with thesimple
explanation.



CASTING COSsT

One point to keep in mind throughout is that apermanent
(creature, artifact, or enchantment) countsasaspell onlywhileit'son
itsway fromyour hand to thetable. Whenit'sinyour hand, it'sacard;
whileyou'recastingit, it'saspell; after itissuccessfully cast, it becomes
acreature, artifact, or enchantment (though it dso countsasacard
again). Anythinginyour library or graveyard isacard; though some
sodlIsrefertoacreature” in the graveyard, you should treat these as if
they say "card representing acreature."

Green

Generic

oA o R i
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This one costs two green
and four generic mana

Fird, let'stake acloser ook at the casting cost. The casting costis
awayswrittenin manasymbols. For each of thefivecol ors of mana,
thereisaseparate, distinct symbol; each timethat symbol appears, it
represents one manaof the appropriate color. Numbersin gray circles
represent generic mana, which can beany color, any combination of
colors, or colorless. To cast aspell, you must pay its entire casting cost.
A spdll with acasting cost of @ would require one blue manato cast. A
spell with acasting cost of @ & would require one blue manaplus
one other mana. This other manacould aso be blue, or it could be
black, green, colorless, or whatever. The generic manadoesn't even
haveto bedl of the sametype. Y ou could cast aspell with acost of

$®bypaying 99 S.



Remember, the color of manarequired in the casting cost
determines the color of the spell. Artifacts and lands are colorless, and
"artifact” is not acolor. If you used Thoughtlace to turn an artifact blue
itwould be ablue artifact. Then, either Circle of Protection: Blue or
Circle of Protection: Artifacts could stop damage from it.

Occasionallyyouwill see @ in the casting cost of aspell. This
represents avariable amount of generic mana. For X spells, X can be
any number, even 0. The text of an X spell will explainwhat the X
represents. For example, the casting cost of the Disintegrate spell is
& @ . The card text reads, in part, "deds X damage to target creature
or player," So if you cast Disintegrate using four generic manaplus one
red mana (the @, the spell will ded 4 damage to the target of your
choice.
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Whenyou cast aspell Wlth an @in the castlng cost, you ha/e to
decidewhat X isat casting time and pay the appropriate amount of
manabefore the spell goesinto play. Y ou can't wait to seewhat your
opponent's response is before deciding what you want X to be. Once
you've given X avalue, you can't changeit later. The same rule applies
to using the effects and ahilities of cardsin play that have an g intheir
activation cods it dso gppliesto other costspaid for agpd | that aren't
part of the casting cost, including splitting aFireball between targets or
pumping extrablack manainto aDrain Lifeto ded damage.

i.:
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Some spells must have avdid target or you can't cast them.
For example, you can't cast an enchant creature spell if
there'sno suitable creature onwhich to castit. Likewise, you
can't cast aspell that "destroys target red permanent™ unless
it'saimed at ared permanent.

Keepin mind, however, that you cancastaspell that
needs no target (a"non-targeted spell”") even if that spell will
have no effect.

Y ou must determine the target of a targeted spell at
casting time. Y ou can't change the target later, either. (Some
cards can, though.)

l@“" If aspell or effect dlows more than one target,

you cannot choose the same thing asatarget

morethanonceinthesameactivation. For

example, say you cast aFirebdl spell and paid the

extramana to alow three targets. Y ou could
choose three different creatures as targets, but you could
not pick two creatures and target one of them twice. This
limitation does not apply to aspdll or effect used at another
time (evenifit'sthe same effect). Soyou could (to continue
the example) choose any or al of the three creatures as
targetsfor asecond Fireball.

FIZZLE VS. CANCEL If, for whatever reason, aspdll fails, that spdll is said to have "fizzled."

Usually, unforeseenfast effects cause aspdll tofizzle—atargetis
removed from play, for example, or protected from the spell somehow.
When aspell fizzles, thecard goes to your graveyard asif it had been
countered, and the manayou spent is gone.

If you change your mind in mid-cast and decide not to use aspell,
you can cancel it. The spdl goes back into your hand asif nothing had
happened, but the manainyour manapooal is till there (since drawing
manafrom amanasource is aseparate action from the casting of the

fizzled spell). If thismanais not used before the end of the phase, it will
cause manaburn.



| ntroduction to Creatures

OGS

Creaturesare usually your main line of attack and defense. Creatures
comeinto play whenever asummon spell issuccessfully cast.
Remember that summon spells become permanents, so creature cards
remainin play, and you don't haveto pay their casting costs again.
Creatures can participate in combat—attacking, defending, and
dealing damage to players and to each other.

All creatures have two numbers separated by adash in the lower right
corner of the card. The first of these numbers indicates the creature's
power, which is the amount of damage that creature dealsin combat.
The second number represents the creature's toughness, or the
amount of damage the creature can absorb before it dies. Lots of
spells and effects change these numbers.

If acreature'spower isO or lessthan O, itis till capable of
attacking and still deals damage—O0 damage—in combat.
Creatureswith negative power donot deal negative damage.

Bl T ey,

F ¥ f‘!g.} im pm mnl m uul.l hu; that di t]llig ﬁ.(-‘r,qm age.
!.J'I::ﬁ riat 1 15\5&1’ E.'ITL cls that luppl‘u whefi Mmfthmg
cals d_.u‘na.ge " or “di,-lIlldt.,{ d” somiething else, Fors.
'°- “cxample, if the I-I‘vpmu,zc. Specter deals damage toa -
layer, .11.3."“ geered e effect canses 111:-1| 1:14} £ 1o d15~':;1rc1 a.
E.m'l, from her hand. Ifshe used rhe effect of a Sorc ¢ r::sx
¢'l,l‘l.tﬂ a:h.mge the Spectf.‘l $ power 2 and 1uug}1m us to
U , the specter would deal 0 d"lmﬂge amjl th -.wm](l

:“‘:“ijdhawngmdh"ﬁd- ..... s et o

W R Tl B ;--"n'.-.l-r

Anything that refersto acreature'spower or toughneﬂs
means the current power or toughness, not the numbers

printed onthe card. For example, Dwarven Warriorshasthe
ability to make acreaturewith power no greater than 2
unblockable. Supposel haveaHurloon Minotaur (normally
2/3) enchantedwith Giant Strength, which givesacreature+2/+2. The
enchanted Minotaur isa4/5 creature, and the Dwarven Warriors can't
make it unblockabl e, even though the power actualy printed on the
Minotauris2.



If aspell isredly intended to alter the power printed on the card

rather than alter the creature's current power, itwill say so. Youwon't
runinto thisvery often, but afew cardswill say to actualy change the
power or toughness of acard to aspecific vaue instead of simply
adding to or subtracting from its current value. For example, Sorceress
Queen has theeffect" @: Target creature other than Sorceress Queen
becomes 0/2 until end of turn." If something changes a creature's
power or toughness to aspecific value, thenitisasif the card had that
number printed on it, and any pluses or minuses are applied on top of
that. So if the Sorceress Queen zapped the Hurloon Minotaur with the
Giant Strength on it, the Minotaur would become a 0/2 creature with a
+2/+2 enchantment on it, making it 2/4.

When a creature receives as much or more damage than it has

toughness, it hastaken lethal damage, it dies, and it goes to the
graveyard. Any non-lethal damage acreature receivesis erased at the
end of every turn (during the cleanup phase). Noticethat al surviving
creatures heal at the end of every turn, not just at the end of their
owner'sturn. Before acreature dies, many spellscan prevent damage
to the creature, redirect the damage somewhere else, heal some of the
damage, or even regenerate the creature completely. On the other
hand, none of these isany help once the card reaches the graveyard.
Thetiming of when things reach the graveyard isimportant, sowe'll get
intodetail aboutitlater,in GoingtotheGraveyard.
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A creature can't attack during the turn it was summoned.
Magic playershave severd nicknamesfor this, but
"summoning sickness' will dofor our purposes. Anything
that brings acreature into play onyour side causesit to have
summoning sickness. Note thatwhileyou can't attack witha
newly summoned creature, you can useit to defend during
your opponent's next turn.

Thatisn't exactly dl thereistoit, but this explanation will
dofor theintroduction. Thefull rules about summoning
sickness are in Advanced Spellcasting.



During the main phase of your turn, you may make one attack. When
you do this, you can send some or dl (or none) of your creatures out
to try to get through to your opponent. Either player may use fast
effects during the attack, but those are the "complications' that we're
not going to talk about right now. No one can cast sorceries or
permanents or put land into play during the attack.

Keepinmindthatwhenyou attack, you alwaysattack your
opponent. You can't attack your opponent's creatures, and you can't
attack yourself or your own creatures. On the other hand, casting a
spell or using an effect is not an attack. Y ou can cast spdllsthat damage
and destroy your own creatures, and you can use acard's specid effects
againstyour creaturesor yourself. Why would youwant to do that?
Usually youwouldn't, but no matter how bizarre an action seems,
someone can probably come up with some obscure circumstances
under which it becomes good strategy.

There's aprogression to this attack thing.

1) BEGIN COMBAT: First, you announce that you are about to attack.
(You and your opponent get a last chance to toss fast effects before
combat officially starts.)

2) DECLAREATTACKERS. Next, you decidewhich of your creatureswill
attack andwhichwill band with attackersto form groups.

3) FAST EFFECTS Both players get to use fast effects after the attackers
have been declared.

4) DECLARE BLOCKING: Y our opponent decideswhich of her creatures
will block and which of your creatures each will block.

5) FAST EFFECTS. Both players can use fast effects once the blocking has
been declared.

6) RESOLUTION: Finally, thecombat damageassignedduringtheattack
isresolved. Thisusualy includeslotsof fast effects, especialy
preventing and repairing damage before things die.



The minutely detailed breakdown of the attack sequenceisin
AppendixA Refer toit whenyou havetricky questions. What followsisa
simplified verson that illustrates dl the basics of combat.
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L et's assume that you've announced that you are
attacking, and your opponent didn't use any fast effects. Next,
you Declare Attackers—pick which of your creatures are
going to attack. Thistagpsthem. Y ou must declare (and thus
tap) dl of your attackers now; you can't add or subtract
creatures later on. Those creatures which are aready tapped
or have summoning sickness can't attack. Also, under normal
circumstances, walls—creatures of the type "Wall"—cannot
attack.

Onceyou've finished arranging your attack, both you and
your opponent have a chance to use Fast Effects. The
possible actions are amost infinite, but some of the most
common effortsare to kill attackersearly, raise or lower their
power and toughness, remove them from the attack, and
make them harder or even impossible to block.

Now comes your opponent's turn to Declare Blocking—

decidewhich of her creatures are blocking yours. Only
untapped creatures may block; tapped creatures are unavailable. Keep
in mind that your opponent gets to choose which creatures block
which; you can't launch an attack directly at any of your opponent's
creatures. Each of your opponent's defending creatures can be
assigned to block one of your attacking creatures. Multiple defenders
can block one attacker, but one defender can't normally be assigned to
block multiple attackers. Defending doesn't tap acreature.

Here's an important rule. Once an attacking creature is blocked, it
staysbl ocked—no matter what happenstotheblocker. Killing or
removing the blocker doesn't "unblock" the attacker—neither does
casting aspell which, if cast earlier, would have made the block illegal,
nor does otherwise changing the attacker's ahilities. So, for example,
you can still useJump to give acreatureflying after the block hasbeen
declared, but itwon't do any good.



After the blocking has been determined, it's time for more Fest
Effects—the second round of combat effects. Again, the possibilities
areendless. Likely actions are changes to power and toughness,
somehow removing from the attack attackers that might otherwise be
killed, and damaging creatures to ensure their demise.

Once a cresture has been declared as an attacker or blocker, the
onlywaysto get it out of the combat are to removeit from play, kill it,
changeits controller, or useacard that specifically saysthat it removes
the creature from combat Untapping an attacking creature doesn't
stop it from being an attacker or prevent it from dealing damage; it just
makes it untapped. Tapping a blocking creature doesn't stop it from
being ablocker, either, but it does prevent it from dealing damage.

Any combatant (attacker or blocker) that is destroyed or takes
lethal damage from afast effect before the damage dealing step goes to
the graveyard. This takes the creature out of play, so itwon't dedl
damage during the attack. Similarly, acreature that isreturned toits
controller's hand or removed from the game entirely before the
damage dealing stage doesn't ded damage. The same goesfor any
creature that changes controllers during the attack (though if itwas
tapped, it stays tapped until the new controller's next untap phase).

Lastly comes the Resolution step. Once the blockers have been
assigned and dl the fast effects have been resolved, the creatures
actually ded their damage. Each creature deds damage equdl to its
power. Attacking creatures deal their damage to the defenders
blocking them, while defenders ded their damage to the attackers they
block. Note that ablocking creature absorbsall of the damage the
attacker deds, even if it is more than enough to kill it The "extra"
damage doesn't go anywhere—it'sblocked (unless the attacker has
trample, explained later).

I Damage dedlt by attacking and blocking creaturesin
g combat is called combat damage. Thisisto differentiate it

from other typesof damage. Damage caused by fast effects
or spellsisnever combat damage.



If more than one defender blocks asingle attacking creature,
whoever controls the attacking creature gets to split its damage as
desired among the defendersblockingit.

Attacking creatures that aren't blocked deal their damage to the
defending player. That'sthewhole point, isn'tit?

All damageisdealt in sequence. Creatureswithfirst strike deal their
damagefirs—all at exactly the same time. Any creature that takes
damage equal to or greater than its toughness has taken lethal damage,
goes to the graveyard, and is no longer part of the combat Next, the
survivors (thosewithout first strike, that is, thefirst strike creaturesdo
notdeal damage twice) get their turn—again, smultaneoudly.

At any time that acreature (or player) receivesdamage, there'san
opportunity for damage prevention fast effects. Theseinclude any fast
effects that prevent damage, heal damage, regenerate creatures (if
they've taken lethal damage), or redirect damage to another target.
During adamage resolution step, neither player may use any fast effects
except damage prevention effects and the interrupts that target them.

Findly, the damageisactually dealt—all at exactly thesame time.
Any creature that takes|ethal damage goes to the graveyard.

Advanced Spdllcasting

Y ou aready know the basics of how to cast aspell. Now let'slook a
little more closdy at spellsand their results, starting with thefast effects
built into many permanents. Permanents are the cardsthat stay in play
once cast—enchantments, summons, and artifacts. Landsareaso
considered permanents, even though they aren't cast as spdlls.

The terminology is important here. Once a permanent comesinto
play, it'snot aspell anymore (Ilands never were); it'sjust apermanent.
Thus, apermanent can't be the target of anything that only targets
spdlls. For example, Spell Blast is an interrupt that can counter any
spell. Y ou can cast Spdll Blast on asummon spdl whileitis being cast,
but once the creature has been successfully summoned, itis no longer a
spell andyou can't target it with a Spell Blast.
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—— Continuous Effect
———— Fast Effect

T~ Activation Cost

Some permanents have specid fast effectslisted in the text box.
Abilitiesarelistedfirst, and continuous effects are dso listed in the text
box, but you can tell afast effect because it dways hasan activation cost
(evenifit's @). A continuous effect isawaysactive, unlessit'sonan
artifact (notan artifact creature) and the artifact becomes tapped. On
the other hand, to activate acard'sfast effect, you must pay the
activation cost for that effect.

Thissort of fast effectisnot aspell. Only playing anon-land card
from your hand counts as aspell.

Activation costsare usua ly writtenin the format [cod]: [effect].
Everything before the colon is the activation cost. There might be other
cogsof using that effect (sacrificing acreature, for example), but these
are not, technically, part of the activation cost. It doesn't really matter,
though, because all costs are paid at the sametime astheeffectis
activated. Themain difference between an activation cost and acasting
cogt isthat activation costs can include the @ symbol.Justasonaland,
this means that you must tap the card as part of the cost of activating
the effect.



Some permanents generate mana. When used in thisway,
they are considered mana sources. Nothing can interrupt
the process of drawing manafrom amanasource.

You can't use acard's effects unless you are the controller of that
card (weknow, it seems obvious, but you know how some people
are...). 'Controller' isdefined in the glossary. Essentidly, if you put a
card into play and no one has taken control of it from you, you are that
card's controller.
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Usingthefast effectsof apermanent isalways opti onal; youdon't
have to use acard's gpecid effectsunlessyouwant to. Unlessthe card
specifiesotherwise, you can useaspeciad effect any timeyou can usean
instant, such as during your opponent's turn. Some specid effects
specify that they are played "asinterrupts;” this meansyou can play
them whenever you could play an interrupt. Don't worry too much
about thisdistinction just yet; the difference won't be important until
later, whenwe start worrying about timing. Even though these effects
are played like instants or interrupts, it'simportant to remember that
they are notredly instants, interrupts, or any other kind of spell, so
tilings that affect instants, interrupts, or spellswon'twork on them.
They arefast effects, however, and can be interrupted.

Here'saquick example. Suppose you have a creature card that says
“@ ¢, & Jumpsup and down until end of turn." Y ou can pay two
black mana and tap the card, and then the creature will jump up and
down until the end of the turn.
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If the activation cost of an effectisonly mana (no @),
you can useit as many timesasyou want in the same turn, so
long asyou have enough manato pay for it. (If the cost
includesa ¥, of course, you can only useit once at atime,
sinceit'simpossible to tap acard twicewithout untapping it
in between.) For example, Circle of Protection: Black says
" Prevent al damage against youfrom one black source."
If someone attacks you with a Drudge Skeletons and two
Scathe Zombies, you can put three manainto the Circleand
prevent the damage from al three of those black creatures.
But if you only have three untapped lands, you might decide
to only use the Circle against the two larger creaturesand
take the 1 damagefrom the Skeletons, so that you'll have one
manaavailable to power the Circlelater if you need it to
prevent something nastier.

If an effect has an activation cost that can be paid multiple
times, you cannot choose to pay the cost many timesasa
singleactivation. For example, Pestilence says" @: Pestilence
deals 1 damageto dl creaturesand players." Eachtimeyou
pay @, you cause 1 damage. Y ou can't pump two, three, or
even more manainto asingle activation to deal more than 1
damage at once. Therefore, each 1 damage must be dealt
with (or prevented) separately. For example, say you're
duelingaWitch. Y ou have aPegtilencein play, but she has
severa Drudge Skeletons (a 1/1 black creature that can
regenerate for @). Ifyou power up the Pestilence, the Witch
must spend one black manato regenerate each Skeletons
eachtimeyou deal 1 damage. |f you have enough untapped
swamps, then the Witchwill run out of manaand haveto start
losing Skeletons (and all the other creaturesin play are going
to get fried, too).

Some creatures have effects that let you increase their power or
toughnessor both. For exampl e, Frozen Shade (0/1) hasthefollowing
specid effect:" @ : +1/+1 until end of turn." Thismeansthat for every
# you spend, the Shade gets +1/+1, but thisbonuswears of f during the
cleanup phase. Y ou can spend as much black manaasyoulike to
increase the Shade's power and toughness each turn. Some playerscal
these creatures "inflatabl€" because you can pump them up. Thiseffect
can be used even when the creatureis tapped.
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Keepin mind thatyou can activate aspecia effect any time that fast
effectsarelegd, including in the middle of an attack. It'susually best to
wait until after blocking is declared to pump creatures up, because you
can put the manawhere itwill do the most good. For example, if you
have two Frozen Shades and attack with both of them, you shouldn't
inflate themjust yet. If your opponent blocks one of them with asmall
creature, you can pumpjust enough manainto it to kill the blocker and
put the rest of your spare manainto the unblocked one to dea asmuch
damage toyour opponent asyou can.

It'simportant to remember that if a permanent has an effect with
& inthe cogt, you only get to use that effect whenyou tap it specifically
to pay for the effect, not when you tap it to attack or it is tapped by some
external effect. For example, if you choose to declare aProdigd
Sorcerer as an attacker, the Sorcerer becomes tapped, but this does not
letyou useitseffecttoded 1 damageto atarget.

Depending on how you and your opponents play, you can generate
some pretty complex timingissueswithfast effects. Therulesare clear,
but we'll wait for adiscussion of those until the section on timing.

Instants, interrupts, and sorceries are the fast spells—temporary spells
that go to the graveyard as soon as they are cast Sometimes their
effectslast only until the end of the turn, especialy in the case of
instants. Other times, the effects of such spells maybe permanent;
these effectslast until the end of the duel. For example, Thoughtlace
is ablue interrupt that permanently changes the color of another card
in play to blue. In contrast, Giant Growth isan instant. It givesa
creature +3/+3, but this bonus wears off during the cleanup phase.

The effects of afast gpell are dways permanent if it
modifies another card, even if the spdl itself doesn't say so.
Thoughtlace fits into this category, because it changes the
color of its target. Blue Elementa Blast, though, doesn't
modify itstarget—it counters or destroysit. That'saone-time
effect, notachange. If| cast Blue Elemental Blast on an
Uthden Trall, it destroys the Troll once and that'sit. If the
Troll regenerates, the Blast doesn't come back to destroy it a
second time.




PERMANENTS

Though these changes are "permanent,” they only lagt aslong asthe
target remainsin play. If thetarget leaves play in any way (goesto the
graveyard, goes back into someone'shand, or isremoved from the
game), then theeffect ends. Ifthecardislater returnedto play, itwill
start fresh. Cards have no "memory" of what happened to them last
timetheywereinplay.

Some interrupts can counter aspell asitisbeing cast. Ifaspell is
countered, it goesto the graveyard with no effect. The caster of the
countered spell ill hasto pay the casting cost. Only an interrupt can
counter aspell, and aspell can only be countered asitisbeing cast.
Once hoth players say they don'twant to cast any moreinterrupts, the
spell (assumingitsurvived) changesfrom"beingcast” to " successfully
cast" Once aspdl reaches thispoint, it can no longer be interrupted or
countered. (It can gtill be responded to.)

Someinterruptsmodify apermanent spell asitisbeingcast. Inthis
case, the change dso applies to the permanent created by the spell.
Consider Thoughtlace again asan example; if you cast Thoughtlace on
asummon spell that isbeing cast (perhapsto save the summon spell
from being countered by aBlue Elemental Blast), then the creature
created by the summon spdll will dso beblue.

Y ou can cagt sorceriesonly during the main phase of your turn, and
even thenyou can't cast them during an attack. Sorceriesare powerful
spdlls that can raise the dead, destroy lands and creatures, and wreak
general havoc. They're powerful, whichiswhy the opportunitiesfor
castingthem aresolimited.

Creatures, artifacts, and enchantments are normally brought into play
by permanent spells. Y ou can cast permanent spells only during the
main phase of your turn, and even then not during an attack. Once
you have successfully cast apermanent spell, thecard remainsin play
to represent whatever the spdll brought into being. A permanent in
play is no longer considered a spell, but rather an artifact,
enchantment, or creature.

Permanentsremain in play until they arekilled, destroyed,
disenchanted, or otherwiseremoved from play—or until theduel ends.
Y ou can'tjust choose to get rid of apermanent once you have created
it, even if it starts to doyou more harm than good. Remember that land
cardsare aso considered permanents, although they are never spells.
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Land

Landispretty smple; youa ready know everythingyou need
to know aboutit. However, there areacoupl e of thingswe
want to repeat in detail,just to be clear.

Putting aland into play is notaspell or afast effect, soiit
cannot be done in response to anything nor can it be
responded to or interrupted.

If aland has aspecid ability that does not require an

Tt S = activationcogtatdl, thenthat ability iscontinuous—always
P Tl b o your mana peel active—evenwhenthelandistapped.
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Asyou'vealready|earned, summoningsicknesspreventsa

creature from attacking during the turniitissummoned. If a
creature hasaspecia effect that includesthe @ symbolinitsactivation
cogt, you can't use that effect during the turn the creatureis
summoned, either. If an effect's activation cost doesn't have the &
symbol init, you can useit right away. Y ou'll aso remember that an
effect that doesn'trequirean activation cost at al isawayson, even
when the creatureistapped.
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Summoning sickness lasts until the creature beginsaturnin play
and under your control—usually your next upkeep phase after you
summonit.

Summoning sickness does not tap acreature! Thisis one of the most
common mistakes that new players make. Also, despite the name,
summoning sickness applies any timeacreature comesinto play onyour
side. It doesn't matter whether the creature got there by means of a
summon spell, viaaspell that bringsacreatureinto play from the
graveyard, by you destroying a Control Magic that your opponent had
cast on one of your creatures earlier in the game, or whatever. All that
mattersiswhether it hasbeenin play under your control continuously
since your most recent untap phase.

It doesn't even matter whether the card was a creature at the start of
theturn. Suppose | have four swampsin play. At thestart of my main
phase, | lay down another swamp, andthen | cast KormusBell, which
turnsdl swampsinto 1/1 creatures. Thefour svampswhich | had at the
start of my turn can attack, even though they weren't creatures at the
beginning of theturn, but the swamp that Ijust played can't, because it
hasn't been in play since my last untap phase. (It can still block, of
course.)

All summon spellssay " Summon <creature type>" between the
picture and the text box. Thisis because afew spdls affect dl creatures
of agiven type. For example, if you cast aspel that had some effect on
al Batsinplay, itwould affect al cardsthat said " Summon Bat."

i MR e Some summon cards say " SummonWall." Walsare

special creaturesthat lack theability to attack. Many walls
have apower of O, while others can actually deal damage.
Evenifawall can deal damage, it can't attack; it can only be
used to block an attacking creature. For al other purposes a
wall isanormal creature, so it can be enchanted, killed, and
so on—just like other creatures.

Some playersthink of wall cards asawall surrounding the
wizard. That's not the best image to use, though, because it
makesyou think that onewall should be abletoblock awhole
army of attacking creatures. Walls blockjust like any other
creature, so eachwall can normally only block one attacking
creature. Ifyou need animage, think ofitasasmal wall
placed right between one attacking creature and you. Also,
even though walls can't attack, they can il be tapped by

other cards. And acreature that is tapped can't block, even if
itsawall.



Artifacts

Artifactsare magical devicesthat have certain effectson the
game. Unlikeother typesof spells, artifactsare colorless; they
can be cagt with generic mana (mana of any color, colorless,
or any combination thereof). Some artifacts have one or
more continuous effects; these are activewhenever the
artifactisuntapped and in play. Other artifacts requireyou to
pay an activation cogt to trigger their effects. If an artifact's
effect doesn't have an activation cost listed, it's continuous.
Unlike creatures, artifacts canbe used during the sameturn
they comeinto play.

For example, if you had enough mana, you could cast a
Rod of Ruin, then immediately pay @ more and tap the rod
toded 1 damageto atarget. Y ou don't have towait until the
Rod hasbeen in play at the beginning of your turn, likeyou

would if it were acreature.

Someartifacts, however, arealso creetures. Thesesay "Artifact
Creature" astheir spell type. Artifact creatures are notimmune to
summoning sickness; they follow the same rules asother creatures, so
an artifact creature can't attack or use @ effectsduringthe sameturnit
isbrought into play. Despitethis, artifact creatures are not summon
spells—they'reartifact spdls.
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Tappinganon- creature artifact dwaysturnsits continuous effects
off. Tapping an artifact creature doesn't necessarily turn its continuous
effectsoff, snceartifact creaturesfollow the creature ruleswhen it
comesto effects. A tapped artifact creature can till use aspecid effect,
aslongasthat effect doesn't have a @ in itsactivation cod.
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Enchantments

There are many kinds of enchantments. Some of them target a
particular typeof permanent aready in play—creatures, artifacts,
lands, or even other enchantments. It's pretty obviouswhich of these
arewhich; thetypessay "Enchant Land", "Enchant Creature”, and so
on. These enchantments are considered targeted spells; you can't cast
themif thereisnovalid target in play.

g ; i Targeted enchantments are aso caled loca enchantments.

Not only can't you cest atargeted enchantment without avdid
target, but atargeted enchantment that was successfully cast can't stay
inplaywithoutavalid target. If acard leaves play for any reason, any
enchantments onit go to their owner'sgraveyard. Also, if the
enchanted card somehow changes so that it's no longer alegd target
for the enchantment, the enchantment goesto the graveyard.

For example, Mishra's Factory isaland that can
temporarily change into acombination land/artifact
creaturecalledan Assembly Worker. Y ou can castan enchant
creature spell on an Assembly Worker, but during the
cleanup phase, when the Assembly Worker stopsbheinga
creature and goes back to being Mishra's Factory, the
enchant creature card issenttothe graveyard. Similarly, if
you haveaBlack Knight (which hasprotectionfromwhite)
with Giant Strength, which isared enchantment, onit, and
someone casts Sleight of Mind to changeyour Knight's
protection to "from red" instead of "fromwhite," the

Other enchantmentsjust say "Enchantment"” astheir
spdl type. Thesearegl obal enchantments. They alwaysgo
into play inyour territory. Global enchantmentsdon't

require a target.

Unlike many other cards, enchantments never tap. Evenifan
enchantmentis on atapped creature, it'still active.
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FFECTS

"Resolving" aspell or effect meanstrying to complete it successfully.
Often, thisincludes dealing with abatch of interrupting spells. The
details on resolving batches and spell chains are alittle later, in
Timing. Right now, we've got afew general rulesabout resolving to
introduce.

When resolving aspell or effect, you must complete as much of the
effectaspossible, except in caseswhen one part of theeffectisa
prerequisite for another. For example, consider an effect that says " Tap
target creature. Carddedls 1 damage to that creature.” Even if the target
creatureisalready tapped when thiseffectisresolved, the effect will ill
ded 1 damageto that creature. By contrast, let's say there's another
effect that says " Tap target creature to have carddeal 1 damage to that
creature.”" If thetarget creature isalready tapped when thiseffect
resolves, the second part of the effectisignored, because thefirst part
of the effectisaprerequisitefor the second.

Note dso that some spells or effectsthat appear to have a
prerequisite may not actually have one. Thefirst part of aspell or effect
sometimesrequiressacrificing apermanent, payinglife, or removing
countersfrom acard. These are costs that must be paid when the spell
or effectisplayed (andthusare still paidevenif the spdl or effectis
countered or fails); they are not prerequisite effects.

Except in the case of targeted enchantments, after aspell or effect
has been resolved, you do not constantly recheck to seeif the targets of
that spdll or effectremainvalid; theeffect continuestowork even if the
target becomesillegal after the spell or effect resolves. For example,
wordslike "target creature” do not mean that the target hasto remain a
creaturefor the effect to continueworking. A goodway to think of this
isasif thefirstinstance of "target creature” in an effect actually said
"target creature, which isatoken or acard" and all later referencesto
that creature actually said "that token or card." This rule does not apply
to enchant cards (enchant creature, enchant land, etc.), which do
continuously recheck to seeif their targetislegal, and which are buried
if their target becomesillegal.
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That'salittle obscure, so let'stry an example. Say you
haveaWhiteKnightinplay (acreaturewith Protectionfrom
Black). Y ou cast theblueinstant Jump, givingthe K night
flying until the end of the turn. Next, you cast the blue
enchant creature spell UnstableMutation onit, to give the
Knight +3/+3. Later (notin response to the enchantment),
your opponent usesa Seight of Mind to change the White
Knight's protectionto ProtectionfromBlue. Theprotection
causesthe Unstable M utation to go to the graveyard, since
the Knightisnolonger avdid target for that enchantment.
However, the effect of theJump stays in force, because dl that
mattersto an effectisthat the cardwasavalidtargetwhenthe
effect took effect.

The characteristics of the source of an effect (for
example, color, power and toughness, controller, etc.) are
determinedwhen the spel or effect isannounced. These
characteristics can only bemodified by interruptsthat target
the spell or effect. These characteristics cannot be modified by
interruptsthat target the source of an effect, soafter aneffectusingthe
ability of apermanent hasbeen announced, interruptsthat affect that
permanent do not modify theeffect. All other characteristicsare
determinedwhen aspdl or effect resolves.
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A spell or effect containing the phrase "when cardisputintothe
graveyard" locks in which player is the controller of cardwhen cardison
theway to the graveyard. Thus, any spell or effect that targeted or
affected "card's, controller" would affect whichever player controlled it
when itwent to its owner's graveyard—not necessaily itsowner.

CreatureAbilities

Okay, you'vegot power and toughnessfigured out. Y ou know how to
usefast and continuouseffects. Creaturetypeisasnap. Now comesthe
part of thetext box that we haven't covered yet—abilities.

Many creatureshave one or more of thefollowing specid abilities.
Abilitiesare thefirst thinglisted in the text box of the creature's card.
Abilitieshave no activation cost; they'reabuilt-in characteristic of the
creature, and thusaredwaysineffect. (Notall of the possibleabilities
are described herejust the most common ones.)
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BANDING

Notethat if acreatureisgiven the sameability morethan
once, the additional copiesof theability stay in effect, butare
often usdess. For example, acreatureenchanted with two
Flightsdoesn't fly extrahigh; it'streated just thesameasa
creature that hasflying once, add aspell that removed the
flying ability would remove both copies. On the other hand, a
creature that naturally had protection from red and was
enchanted with a Blue Ward to add protection from blue
would have protectionfrom both colors.

Some enchantments, instants, and eff ects can grant and
ded these specia abilities. If acreature hasan ability
conferred onit or taken away, itisamost asif thetextin the
text box had actually been changed. We say "amost" because
the difference becomes extremely important if someone
takes control of that creature.

For example, if you cast Control Magic onyour
opponent's Drudge Skel etons, which hasabuilt-in version of
regeneration, you control the Skeletons andyou can regenerateit with
black mana. On the other hand, if you cast Control Magic on acreature
that'sbeen enchanted with aRegeneration spell, theregenerating
ability is part of the enchantment, not part of the creature, and your
opponent till controls the enchantment; you can't regenerate the
creature, but shestill can.

L et'sstartwith banding, sinceit'sthe most often misunderstood
ability.

= During an attack, attacking creatureswiththe ability
O banding mayjoin forces with other attacking creatures,
thusattacking asone.

When blocking, the existence of abanding creaturein ablocking
group (more than one creature blocking the sameattacker) dlowsthe
defending player to decide how to divide up thedamagefrom the
attacker between the creaturesin the blocking group.
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During an Attack

Y ou can form aband of attacking creatures out of any number of
creatures that have banding—plus one creature that doesn't have
banding. Essentialy, you group banding creatureswith any creature
that has already been declared asan attacker. Y ou must declarewhich
creaturesyou want to band when you declareyour attack; attacking
bands can't form or disband after your opponent declares the blocking.

When your banded group of creatures attacks, your
opponent's creatures have to block thisband or letit through
asifitwereonecreature. If adefending creature blocks any
of the banded creatures, then it blocks them al.

Here'san important rule. Normally, no one hasto decide
how damage caused by ablocker is portioned out—one
blocker can't block more than one creature. However, if the
attacking "creature” is abanded group, someone hasto
decidewhere each 1 damagefrom the blocker goes. Any
damage this defending creature deals gets distributed among
the creaturesin the attacking band as the owner ofthe band
chooses.

Banding does not dlow creaturesin aband to "share'
other specid abilities. Thus, aflyingcreature banded with a

Ebb Bt

non-flying creature would attack as a non-flying group.

When Blocking
Defendingbandsfollow adifferent set of rules.

Regardless of whether any of your creatures has banding, you may
adways block asingle attacker with multiple cregtures. The difference
banding makes isin damage apportionment.

When multiplecreaturesbl ock asingleattacker, if even onecreature
in that defending group has banding, then the defending player getsto
decide how the attacker's damage gets distributed. For example, you
can block one really big attacker with four creatures. If even one of your
defenders has banding, you get to decide how the attacking creature's
damage getsassigned. Thisisagreat way to keep blocking creatures
aive.



Remember, though, that only creatures that could legaly block the
attacking creature on their own can band together to block the
attacker. For example, banding does not allow non-flying creaturesto
bandwith aflyingcreature and block aflying attacker. Thisisvery
important and often misunderstood. Defensive banding has no bearing
onwhich blocksareor aren'tlegal; every blocker must block asan
individual,just asif none of them had banding. Defensive banding only
affectsthe damagedistribution.

Because defensive banding doesn't matter until damage dealing,
it's possible to change who isgoing to assign damage to agroup of
blockers by giving something the banding ability after the defenseis
chosen, or by killing somethingwith banding before damage dedling.

For exampl e, supposeyou attack with your Sengir Vampire, which
has already grown to 6/6 from killing things. The Priestessyou are
dueling blocks with aMesaPegasus (1/1 flying, banding) and two Serra
Angels (4/4, flying). She'shoping to be abletokill theVampire and
spread the damage safely among her Angels, so she doesn't lose any
creatures. Y ou, however—being the sneaky sort—cast Terror on the
Pegasus bef ore damage dedling, burying it. None of the blockers|eft
has banding, soyou now get to assign the damage and will undoubtedly
putdl 6 damage onto one Angel (tokill it). If the Priestesshad aHelm
of Chatzuk in play, though, this strategy wouldn't work, since she could
usethe Helm's special effect to give the Banding ability to one of the
Angels after the Pegasus died.

This damage-sharing ability only applies to combat damage
(damage done by creaturesin combat). Other damage, like that from
Lightning Bolts, till hitsonly the creatureit targets.
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damage before creatures without first strike. If afirst strike
creature deds enough damage to destroy the opposing
creature (regardless of whether it's attacking or blocking),
the first strike creature doesn't take any damage, since the
other creature dies before getting a chance to strike.

For example, ifaWhite Knight (2/2, first strike) blocked
anormal 4/1 creature, the 4/1 creaturewould take 2
damage and die before it was ableto ded its 4 damageto the
Knight, First strikeisn'taguarantee of survival, though; if
the Knight tried to block aGiant Spider (2/4), the Knight
would gtill dedl its 2 damagefirst, but that wouldn't be
enough to kill the Spider. The Spider would then get to deal
its2 damage to the Knight, and the Knightwould die.

HRST STRIKE @ During the attack, creatureswithfirststrikedeal al their

Oneway to help out your creatureswithfirst strikeisto
damage whatever they're fighting, or reduce its toughness
somehow, before damage dealing begins. Supposeyou
block aGiant Spider withyour Black Knight (2/2, first
strike). Just like the White K night mentioned above, the
Black Knightwill die, sinceit can'tkill the Spider. Suppose,
however, that you soften the Spider up by hittingitwitha
Lightning Bolt beforedamage deding. Afteryour Black
Knight dedls 2 damagetoit, the Spider will be 2/4with 5
damage, soitwill diebeforeit can ded damage back to the Knight

If two creatureswithfirst strike oppose each other, they deal their
damage simultaneoudly, but before anybody dse. Giving acreature that
already hasfirst strike an extrafirst strike enchantmentdoesn'tmakeit
anyfaster.

FLYING Only creatureswith the ability flying (or web, but that's
getting ahead of ourselves) can block other creatureswith
- flying. Creatureswith flying can block grounded (non-
flying) creatures.
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LANDWALK
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Ifyou attack your opponent with aflying creature, and
none of her creatures hasflying, your creature gets through
unblocked no matter how many nasty creatures she has. Even
better, any untapped creaturewith flyingyou have can il
block her creatureswhen it's their turn to attack.

Flyingiscalledan"evason ahility" or "stedth ability,"
sinceit alowsacreature to evade or sneak past blockers.
There are two important pointsto remember. A creature
with flying can block either another creaturewith flyingor a
creaturewithoutflying,and a creaturewith flying can't be
blocked by anon-flier, evenifitscontroller wouldlikeit to
be. Y oucan't"turn off" an evason ability. Thus, youcan't
choose to make acreaturewithflyinganon-flier and
blockable by your opponent'screatureswithout flying.

Some creatureshaveaspecia stealth ability called landwalk, although
thecardsdon'tactually say "Landwalk." Instead, they say " Swampwal k",

"Forestwalk", "

Idandwalk", or thelike. Creatureswith aparticular

landwalk ability can't be blocked if the player they are attacking hasa
land of that typein play.

For example, Shanodin Dryadsisa1/1 creaturewith
forestwalk. IfyouhaveaShanodin Dryadsin play, your
opponent has at least one forest in play, and you decide to
attack with your Dryads, your opponent can't block it Even if
your opponent has Shanodin Dryads or other creatureswith
forestwalkin play, shestill can't block your Dryads.

That last bit confuses some players. If acreaturewith
flying can block anotherflyingcreature, thenwhy can'ta
creaturewithforestwalk block another creaturewith
forestwalk? Therea answeris, "becausetherulessay s0." But
ifyouwant it to make sense, think of it thisway: being ableto
sneak through the forest or ooze through the muck of a
swamp doesn't makeit any easier for the creaturesto see or
catch someone dsewho isaso sneaking through the trees or
oozingaong.



color are practically immune to creatures and spells of that
color. As an example, we'll use the color blue, but
protection works the same way if the creature has
protection from any other color.

3@ It's possibleto have protection from just about anything:

PROTECTION @ Creature cards that read "Protection from™" a particular

artifacts, creatures, spells—younameit. Protectionfroma
colorismost common and easily understood, sowe'reusing
that as our example.

A creaturewith protectionfromblue hasthefollowingabilities:
# |t can'tbe blocked by blue creatures.

% Any damageit takesfrom abluesource, including any blue
attacking creature that it blocks, is reduced to O.

% Nobluespdlsor effectscan specifically target it Any bluespelsor
effectsthat don't target that creaturein particular (such asablue
spell that affects "dl creatures') till affect it, but if the spell dedls
any damage to the protected creature, that damageisreduced to 0.

# No blueenchantments can be played oh the creature. Any blue
enchantmentsalready on the creature are destroyed when it gets
protection from blue.

So, forinstance, if you power up aPestilence, the
Priestess WhiteK nights(whichhaveprotectionfromblack)
will be fine. The effect of Pestilence is non-targeted, so the
damagewill reachtheK nights, but thedamagewill be
reduced to O by their protection. On the other hand, if she
playsWrath of God (awhitespell that buriesall creaturesin
play), your Black Knights (which have protection from white)
will beburieddongwith everything else, sincetheeffectis
non-targeted and doesn't deal any damage. Protection
doesn't save the creaturefrom being putin the graveyard
through means other than damage. Just remember that
protectionisnot completeinvulnerability, andyoushould
have no problems.
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REGENERATION

If, when attacking, you band a non-protected creature with a
creature that has protection from some color, your opponent can block
the non-protected creature with something of that color, and the
blocker will indirectly block the protected creature. That'sthe only way
(short of enchantments) that aBlack K night and White Knight can ever
fight each other. If that happens, you can assign all of the damage to
the protected creature, which will reduce the damage to 0.

Some creatures have the ability to regenerate, usualy with
an activation cogt attached. If such a creature takes enough
damage to send it to the graveyard (lethal damage), you
can pay the activation cost for its regeneration ability and
prevent it from dying—keep it from reaching the
graveyard. This erases dl the damage done so far thisturn
to the creature.

IE""“ Regeneration is not one of the "damage prevention” fast

effectsthat you are alowed to use during damage
prevention steps. Y ou can use regeneration only at the time
when acreatureis about to go to the graveyard.

Keep in mind that this ability doesn't allow regenerating creatures
to come back from the dead; if you don't pay for the regeneration, the
creature goes to the graveyard and stays there like any other creature.

For example, Drudge Skeletonsis ablack 1/1 creaturewith the
ability" ‘@¥Regenerate." Ifyour Skeletons card takes|ethal damage, no
matter how much, you can saveitfrom going to the graveyard if you pay
&. [fitiskilled again the same turn, you may spend another ¢ to
regenerate it again. If you don't pay this cogt, it goesto the graveyard
and gays dead.

Y ou can d0 regenerate a creature that's been hitwith aspdll or
effect that "destroys' itor "kills" it, even though those effectsdon't dedl
actual damage. For example, if | block aBatteringRam (which destroys
wallsthat block it) with myWall of Brambles (which hasabuilt-in
regeneration ability), the Wl will be destroyed at the end of combat,
but I can pay one green manato regenerate it.



A regenerated creature doesn't actually go to the graveyard, so it
doesn't trigger any effects—good or bad—that woul d have been caused
by it going to the graveyard. Examples of theseinclude Creature Bond
(an enchantment that deal s damage to a player when the enchanted
creature goes to the graveyard), Sengir Vampire (acreaturewhich
gainsa+1/+1 counter whenever something it damaged that turn goes
to the graveyard), and Soul Net (an artifactwhich letsyoupay # to
gain alifewhenever acreature goesto the graveyard). None of these
specia effectswill happen if the creature regenerates.
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When a creatureis regenerated, it returnsto life tapped
and fully healed. All of the enchantments on the creature
remain. Not only this, but al specia effectsthat were applied
to the creature remain, aswell. The only thing regeneration
doesisdlow thecreatureto ignoreany damageit hastaken so
far thisturn. Thisrule can both help you and hurt you. For
example, if afast effect givesyour creature +3/+3, and then
you have to regenerate it, the creature will ill have the
+3/+3; that's ahel p. However, if afast eff ect reducesyour
creature to 0 toughness, and you try to saveit from the
graveyard by regenerating it, the creaturewill ill haveO
toughness; itwill just keeptryingto gotothegraveyard until
you run out of manaor give up and stop regenerating it.

Creatureskilled while they are tapped can till be
regenerated.

Ifacreature gets hitwith aspell or effect that "buries' the
creature, it can't regenerate and goes directly to the

graveyard. Thesameistruefor any creaturethatissacrificed. Y ou can't
regenerate a creature that is removed from the game, either; such a
creature must be set aside and returned to its owner only when the
gameisover. (Note that some cards say that they 'destroy’ or 'kill' a
creature. Thisisthe same asif the card read "dedslethal damage to"
the creature. Y ou cannot use damage prevention effects to lessen this
damage, but the affected creature can be regenerated.)

Once aspell or effect that buriesacreatureissuccessfully
cast, nothingcan prevent that creature from going to the
graveyard. Of course, you can still try to prevent or counter
the burial with interrupts beforeit is successfully cast.



Notethat you can't regenerate something just because you want to.
Y ou can only regenerate somethingif it isabout to go to the graveyard.
Y ou could cast a Regeneration enchantment on one of your
opponent's creatures and activate it to save the creaturefrom the
graveyard if you wanted to keep the creature dive for some reason, but
you couldn't activateit when the creature was heal thy as asneaky way to
tap the creature.

If acreature regenerates during combat but before the damage
dealing step, then it doesn't deal or receive any damage. Thisrule
meansthat it isaways possble to stop acreature from damagingyou or
another creature during the damage dealing part of the attack—ifyou
have away to destroy it If the creature doesn't regenerate, it goes to the
graveyard; thus, it doesn't deal damage. If the creature doesregenerate,
it's prevented from dealing damage by thisrule.

For example, if aWitch's Drudge Skeletons (a 1/1 creature with the
ability to regeneratefor @) isattackingyou, then before the damage
dealing part of theattack, you have timeto use afast effect to destroy
the Skeletons. If you have aRoyd Assassin, which can destroy any
tapped creature asafast effect, then you can useyour Assassin on the
Skeletonsnow, sinceit'sattacking and thusistapped. Sincethe
Skeletonshasjust been hit by an effect that istrying to destroy it, the
Witch must decide whether or not to regenerate her Skeletons. If she
doesn't, then the Skeletonswill be sent to the graveyard immediately,
before the damage dealing part of the combat. Thus, the Skeletonswill
not be able to deal damage in combat. Ifthe Witch regenerates the
Skeletons, then, by the previousrule, the Skeletonswill notbe able to
dedl or receive damage during the damage dealing part of the attack.

Regenerating stops the creature from dealing or
receiving damage, but it doesn't stop any specia effectsthe
creature has. Since the creature is not removed from the
attack, any specid effects caused by itsattacking or blocking
will still happen—evenif those effectsinclude damaging
some target.
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To continue the same example, if the Skeletons card had had a
Venom onit (an enchantment that causes al non-Wall creatures
blocking the enchanted creature to be destroyed at the end of combat)
and you had been silly enough to bl ock the Skel etonswith your Roya
Assassin beforedestroyingit with the Assassin'sspecial ability, thenthe
Assassnwould be destroyed at the end of combat (by the Venom
effect), even though the Skeletonswas destroyed and dealt no damage
in combat—and regardless of whether the Skeletons regenerated.

kill ablocking creature doesn't ordinarily cany through to
damage the defending player. Normally, only unblocked
creatures can ever damage an opponent. Creatureswith
the ability trampleget around both these restrictions.

O In combat, any "extra' damage beyond what is needed to

If an attacking creature hastrample, it can roll right over defending
creatures and deliver any unabsorbed damage to the defending player
For example, if your opponent's Scryb Sprites (1/1) blocked your War
Mammoth (3/3, trample), the Spriteswould die and the "extra' 2
damagewould carry through and hit your opponent. This damageis
cdled trample damage.

Trample only matterswhen an attacking creaturewith
trampleisblocked. Trample hasno effectwhen the creature
withtrampleisdefendingor usingaspecia ability. Also, ifal
the blockers of an attacking creature with trample are
removed before damage dealing, the attacker will deal itsful
damage to the defending playe—even though it's ill
considered blocked—since there is nothing to absorb any
damage. So if the Sprites that blocked the Mammoth had
been killed by aProdigal Sorcerer before damage dealing,
the Mammoth would have dedlt dl 3 damage to the
defending player. Even if the Spriteswere regenerated from
theProdigal Sorcerer'shit, theMammothwould till ded al |
itsdamage to the player, since a creature that regenerates
before damage deading can't have any combat damage
assignedtoiit.




Timing

The damage from acreaturewith tramplewill only spill over if the
blocking creature actualy takeslethal damage. Reducing or preventing
the damage will reduce or prevent the spillover. If theblocker hasan
ability or enchantment that reduces the damage it receivesto 0, such as
protection or Uncle Istvan's specid ability, then therewill be no
damage |l eft to spill over and the defending player won't take any
damage. Similarly, if a2/2 Ogre blocks a 3/3 War Mammoth and you
use a Samite Healer to prevent 1 damage to the Ogre, then no damage
will spill over to the player. Regenerating the blocker doesn't prevent
the damage, though; if you regenerate a creature with trample damage
onit, the extradamagewill still move to the defending player.

When you're resolving combat damage from multiple creatures,
trampledamageisawaysassigned last. Thatway, the maximum
amount of damage gets through to the defending player. This may not
make much sense if you haven't read about combat yet, but it's
important.

Usually, figuring out what happensinwhat order during aduel—and
what you are and are not allowed to do at certain times—ispretty essy.
Sometimes, though, thingscanget complicated. Magic: TheGathering
hasstrictly enforced timing rules that cover every situation. Y ou don't
really need to know the timing rules, since you can't do anything about
them, but if you don't understand something that happened toyouina
duel, the answer might be here. Also, knowing therulescan helpyou
use them to your advantage. Fair warning: these timing rulesmight bea
littledifficult to understand if you haven't dready played at least a
couple of duels.

A couple of genera commentsarein order beforewe begin. Firg,
all of thefast effect timing rules apply equaly to spellsand to non-spell
effects. Sowheneveryou see"cast” inthissection, itreally means"cast a
fast effect gpell or activatean effect.” Second, keep in mind that playing
alandisnot casting aspell, and thusit doesn't follow the spell rules.

Y ou can't respond to or interrupt someone putting aland into play,
and you can't play aland as aresponse to your opponent's actions or
during the casting of aspell.

o Drawing manafrom amanasourceisneither aspdl nor an
E effect. Y ou cannot respond to or interrupt the use of amana
source.



RESPONSE RULE Every time you take an action during your turn, both you and your
opponent have an opportunity to interruptit with interrupt-speed fast
effects. Once dl the interrupts have been resolved, the action eitheris
countered or succeeds. If it is successful, both you and your opponent
then have an opportunity to respondto it with instant-speed fast
effects. The same opportunities exist during her turn.

Responses count as actions, soitispossibletorespondto a
response, respond to aresponse to aresponse, and so on. Itisaso
possible to interrupt an interrupt and interrupt a response, but you
cannot respond to an interrupt.

Although the interruption and response stepsare not dways
evident, especidly if no one chooses to use them, don't teke that to
mean that they're not there. Most of the time, your opponentwon't
respond to every single action you take, but she ill has the
opportunity.

Damage prevention is aspecia type of response step that only
occursatspecifictimes.

Thetough partisfiguring out what happens—resolving the
effects—after everyoneisdonetossingfast effectsaround.
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Before you get too excited about resolving al kinds of fast
interrupts and responses, you need to resolve the existing
effects. Thisincludes the continuous effects of permanent
in play—the onesthat are dways on and have no activation
cost—and the results of previous effects that have already
been resolved. That way, you'll know exactly what state
everything isin when you start to resolve the fast stuff,
Normally, thisisn't aproblem—Dbutwhat happensifyou cast
an enchantment that changes one of your opponent's lands
into an island, and on the next turn your opponent casts an
enchantment on the land to turn it into amountain, and
then on the next turn you cast another enchantment on the
land to turn it back into an island? None of these
enchantmentswere countered or removed, so they're dl
sitting there on top of the land. Obvioudly, the land can't be
both anisland and amountain at the same time!
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Whenever you havemultiple existing effectsinplay, apply themin
the order that they occurred. So, your first enchantment would change
the land into an idand. The next turn, when your opponent casts her
enchantment, the land would turn into amountain. Later, when you
cast your second enchantment, itwould turn into anidand again. Even
though thefirst two enchantments end up being irrelevant, they
remain on the land. After dl, there arewaysto turn your opponent's
enchantments againgt her, and youwouldn't want to missthe
opportunity to dothat, wouldyou?

The order inwhich the spells are cast can sometimesmake a
difference even for permanents that aren't placed on top of the same
card. For example, consider Conversion, which turnsal mountains
into basic plains, and Phantasmal Terrain, which turns the land it
enchantsinto abasic land of the caster's choice. If you have anidand
that's been turned into amountain with Phantasmal Terrain, and
someone then casts Conversion, the phantasmal mountainwill be
turnedinto aplain. If the Conversion was cast first, however, and then
the Phantasmal Terrain, the land would stay amountain.

Remember, though, that putting aland into play isnot acasting;
thusamountain brought into play after the Conversionisin play would
become aplainimmediately; itwould require an effect cast after the
Conversion to make it amountain again.

Now that we've got existing effects out of the way, here comesthefun
part—resolving al those fast effects. Firdt, let'stalk about interrupts.

Y ou can use an interrupt whenever any player takes an action—casts
aspell or uses an effect. The interrupt happens hefore that action is
successfully completed, and might prevent it from completing
successfully. Notethat you only have one chancetointerrupt any
particular spdll or effect. (That does not mean only one interrupt per
player per spell; you can use multiple interrupts during your chance.)
Onceyou choose not to do so, you cannot change your mind later.



Interrupts dways happen "faster than instantly” and are the only
type of effect that can truly counter another effect, though not dl of
them do. Interrupts are resolved immediately after they are cast, unless
they themselves are interrupted. If one interrupt interrupts another
interrupt, the second interrupt isresolved first. That way, it can truly
interrupt thefirst one. Thisishow interrupt stacks (batches) are born,
and how they are resolved—the last one cast takes placefirst, then you
work your way backwardsto thefirst one. (That's called the LIFO
rule—"Last In, First Out.")

If both players decide to interrupt the same spell or effect
(yes, you caninterrupt your own spells), the player who took
theaction in thefirst place getsto go first. For example, say
you cast a Gray Ogre (ared creature), and your opponent
wanted to interrupt that casting. Before she has achance, you
have the option to interrupt your own summon spell. You
decide to use Thoughtlace, turning the summon spdll intoa
blue spdl and, consequently, the Ogreinto ablue creature.
Now, you have the option to interrupt your interrupt, which
you decline.

Y our opponent, who wanted to use a Blue Elemental Blast
(an interrupt that can counter any red spell) to destroy the
Ogre, looks momentarily frustrated. Y our Thoughtlace
makes the Ogre an illegd target for her interrupt. Her face
brightens, however, when she remembersthat she, too, can
interrupt your interrupt. She casts a Counterspell on your
Thoughtlace. Now, once the interrupts resolve, shewill be
able to use her Blue Elemental Blast. She now hasachancetointerrupt
her Counterspell, which she declines. Y ou may interrupt her
Counterspell, but you aso decline. The interruptsare resolved, and the
Gray Ogre remainsred—but is still not successfully cagt.

You declinetointerruptyour original spell again. Now comesyour
opponent's turn to interrupt the original spell. Feeling confident
because you have already used your one chance at interrupting your
own spell, she casts her Blue Elemental Blagt, She hasachance to
interrupt her action, and she declines. What she has forgotten is that
now you have the option of interrupting her interrupt. Y ou cast your
own Counterspell on her Blue Elemental Blast. Y ou and then she now
have the chance to interrupt the Counterspell, which you both decline.
Theinterruptsresolve, and the Gray Ogreis (finally) successfully cast.



An important thing to noticein that example isthat no more than
oneinterrupt at atime ever targets the same spell. Each interrupt stack
was resolved before another could begin, and both player's chances at
interruptingwere resolved before the original action could take effect.

Got that? Now let'slook at the other type of fast effect.

Y ou can cast aninstant—anon-interrupt fast effect—at any time
duringyour turnwhenfast effectsaredlowed. Y ou candso cast an
instant during anyone's turn in response to any action, including
another instant. The only exception isthat you can't cast an instant as
an interruption to an action, only asaresponse. You can also cast an
instant in response to your opponent announcing her intention to end
most (but notall) phases.

el Any fasteffect thatisnot castasaninterruptisconsidered an

E instant. Even acard that says"Interrupt” isused asan instant
ifitiscastin regponse to an action, rather than asan
interruption to that action. These are called "non-targeted
interrupts' because they are not interrupting (aimed at) the
specific spell or effect being cast. That doesn't mean that they
can't havetargets,just that they don't target the spell being
cad,

If aplayer casts an instant in response to an action, either
player may respond to that response (because the response
itself isan action), which createsa "batch" of responses. Such
abatch of instants—responses to responses to responses—is
resolved last to first (UFO) Just like an interrupt stack.
Unlike during aninterrupt stack, however, in abatch of
instantstheactiveplayer (whoseturnitis) dwayshasthe first
chance to respond to any action.

Theplayer whoseturn it ishas an advantagewith this sort
of thing. If both playerswant to cast aresponse spell a the
sametime, theonewhoseturnitisdwaysgetstogo first --just
like interrupts. However, instants dso resolve in last-to-first
order likeinterrupts. Be careful of the timing.




For example, say you summon acreature, and you know your
opponent has Terror (an instant that buries one non-black, non-
artifact creature) in her hand. Y ou have a Deathlace (an interrupt that
changes the color of acard in play to black), but forget to cast it asan
interrupt to your summon spell. Once your creatureisin play, you
couldrespond to your own spell by casting the Deathlace oniit. In that
case, because the Deathlace would not be cast as an interruption to the
spell, it would be treated as an instant. If your opponent responded by
cadting the Terror, the pells would form a batch and resolve in lest-to-
first order. The Terror would resolvefirst and bury the creature before
the Deathlacetook effect. Being asmart Magicplayer, youwouldwait
until she cast the Terror, then use the Deathlace—not to interrupt the
Terror, but as an instant targeting the creature. The effects resolve last
tofirst, so the creature becomes black, and isanillega target for the
Terror.
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reckoned with as soon as the effect takes place, not at the
end of the batch. Whenever damage is dedlt, everything
pauses for a damage prevention step.

iail Damage dealt by fast effectsis applied and must be



AN EXAMPLE

K eepthefollowingguidelinesinmindwhenresolvingfast effects:

1) Damageisresolved and creatures are checked for death whenever
any effect resolves. Thisincludes checking acreaturewhose
toughnessislowered due to an effect. If acreature'stoughnessdrops
toOorless oritis"destroyed" or "killed" during abatch or stack, it
goesto the graveyard unlessit isregenerated. "Buried" creatures
cannot be regenerated. Any regeneration and death effects take
placeright away, before the resol ution of effects continues.

2) Every effect that dealsdamage (not "destroys’ or "kills") generatesa
damage prevention step. Everything else goes on hold for amoment
while you deal with damage prevention, healing, and redirection.
(This happens before the regeneration noted above.) Normally, you
can't begin any new spellsor effectsuntil the entirebatch has
finished resolving, but damage preventionisthe exception to every
"you can't cast spellsnow" rule.

3) Remember that destroying the source of an effect doesn't prevent
the effectitsalffrom happening. (Once agrenade has been lobbed,
it does no good to shoot the creature that threw it.) The only way to
actually counter an effectiswithaninterrupt that preventstheeffect
from being launched.

4) Removing or altering the target of an effect, on the other hand, can
sometimes prevent the effect. If the target of an effect disappearsor
becomesinvaid beforetheeffectisresolved, that effectfails; you
can't choose adifferent target once the effectis cadt.

Last, but not least, spellsand effects that affect both playersat the
sametimedwaysresolvetheir effect on the active player (theplayer
whoseturnitis)first. A player can never lose the game duringthe
resolution of aspell or effect, however. That meansthat if both players
lose the game during the resolution of asingle spell or effect, the game
isadraw.

An example would probably be pretty welcome about now. Let's say
that you have aGrizzly Bears (2/2) in play, and youwant to attack with
it Y our opponent has alot of creatures to block with, but none of
them fly. So you castJump, ablueinstant that grantsflyinguntil end
of turn, on the Bears. Y our opponent interruptsby targeting theJump
with aRed Elemental Blast (REB), ared interrupt that destroys any
blue spell being cast. Y ou respond by targeting the REB with aBlue
Elemental Blast (BEB), ablueinterrupt that destroys any red spell
being cad.



Neither of you wants to cast more interrupts, so the REB and BEB
resolve. The REB tries to interrupt and destroy theJump, but the BEB
interrupts and destroys the REB before it can do itsjob. This means the
Jump is successfully cast. That doesn't make the Bears airborne yet,

though.
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Y our opponent respondsto theJump by casting Terror
(aninstant that buries a creature) on the Bears. Y ou respond
to the Terror by casting Unsummon, ablue instant that
alowsyou to take a creature back into your hand, on that
poor, beleaguered Bears. Y ou'd both love to go on like this
forever, but for now you're out of mana. It's time to resolve
this batch.

The last inwas the Unsummon, so it resolvesfirst and
returns the Bears to your hand. Next comes the Terror. Since
the Bears isn't around anymore, the spell fails and goes to
the graveyard. Y our opponent can't choose a new target for
it; the target must be announced at the time the spell is cast.
Finally, theJumpiscast at the Bears. Without atarget, this .
spell dsofalls.

Note that the REB and BEB are both resolved before the
Terroris cast. Thus, the Terror was actually cast in response
to theJump, once your opponent determined that the Jump
had made it through the interrupts without being

countered—since instants can't be cast in response to interrupts.

Remember that if any of these fast effects had dealt any damage, the
damage would have been applied immediately and would have
generated a damage prevention step before resolution could continue.

Eﬁgl?l E%ééﬁ Aswe noted before, if you have apermanent with a @ abilityinplay
and someone casts a spell to tap that card, they don't get to use the
specia ability and the card being tapped doesn't force you to use the
ability. The ability is only powered when you tap the card specifically
to pay for the ability.
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However, if youwant to use the ability at that moment,
you probably can! Y our opponent'sspell (unlessit'san
interrupt) won't be resolved until you have the chanceto
respondwithasmany fast effectsasyouwant, soyour
permanent won't be tapped yet.

Using the & ability of anon-land permanent is an instant
(unlessit produces mana), so you can respond to your
opponent'sspell by activating thisability, tapping the card
yourself to pay the @ cost. Whentheeffectsfinallyresolvein
last-to-firgt order, your opponent's spell will just betrying to
tap an aready-tapped card, which doesn't do anything. (No,
itwon'tuntapitagain, evenif the spell was Twiddle; when
you cast Twiddle, you announcewhether you're tapping or
untapping, andyou can't change it later even if youwant to.)

Ifyour opponent's spell wasan interrupt, thenyou

wouldn't be ableto respond by usinganon-interrupt fast
effect like the @ effect, but you could il interrupt her
interrupt with some other interrupt.

At any time when damage is done to a creature or player—and only
when damage is done—adamage prevention step occurs. During this
step, asyou've dready learned about the damage prevention step in
combat, only damage prevention effects (including prevention,
healing, and redirection) can be used.

== Regenerationisnotdamage prevention. After the damage
E prevention step, if acreature till haslethal damage, it may

be regenerated.

A single damage prevention step occurs after any damage dealing
step in combat (either damage dedling fromfirst strike creatures or
normal damage dealing) inwhich any creature or player isdamaged.
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A single damage prevention step also occurs after the
resol ution of any spell or effectinwhich any creature or
player isdamaged.

. Damagedealt by fast effectsisapplied and mustbe
&g reckonedwith assoon asthe effect takesplace,

not at the end of the batch. Whenever damageis
dedlt, everything pausesfor adamage prevention
step.

Eveninthemidst of abatch of effects, thereisadamage
prevention step after resolving any single spdll or effect that
damages or destroys one or more permanents. All
permanentsdestroyed by the spell or effect are processed
in that single damage prevention step.

To reiterate in exact terms, apermanent is never "on the way to" the
graveyard. At the end of the appropriate damage prevention step, if it
has |ethal damage or is the target of asuccessfully cast "destroy" or
"kill" spdll or effect and isnot regenerated, itisinthe graveyard. Ifitis
the target of asuccessfully cast "bury" spell or effect, itisinthe
graveyard. Otherwise, the permanent is till in play.

Thefact that apermanent iseither in play or in the
graveyard, never "onitsway" fromoneto theother, means
that apermanent that hastakenlethal damage may still be
sacrificed. Of course, the timing of the sacrifice effect must
belegal.

A spell that will not become apermanent (an instant, interrupt, or
sorcery) goestothegraveyard onceit hasbeen resolved successfully or
countered; it does not go to the graveyard assoon asit is played.

Token creatures sent to the graveyard are momentarily put into the
graveyard before being removed from the game. Hence, token
creaturessent to the graveyard degenerate effectsthat are triggered by
creatures being put into the graveyard.
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Triggered effectsare effectsthat only happen or can only
be used when acertain event occurs—for example, the
Sengir Vampire gets+1/+1 when acreatureit damaged is put
intoin the graveyard.

Ty To clarify, triggered effects that are triggered by
E an event that occurs during the resolution of a

spell or effect (in the middle of abatch, for
instance) happen at the time the triggering event
occurs; they do notwait until the end of the batch
or stack.

Whaneis 3 cresturs i ik B0 A damage prevention step occursfor any triggered effect

thegravevand the sames um -
SenpirVamprre damaged it, put 8

that causes damage.
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When the player whose turn it is declares the end of a phase, the other
player can usefast effectsin response to thisannouncement. Any such
response cancels the end of the phase, thus giving the active player
additional opportunities to take actions during that phase.

Certain effects can only be used or must be used during aparticular
phase (for example, untapping aBrass M an during the upkeep phase).
All such effectsaretreated asif they wereinstants. Any of theseeffects
that does not have an activation cost can only be used onceduring that
phase.

Untap costs (like that for BrassMan) are an exception to the"once
per phase" rule. Untap costs can be paid multipletimes during upkeep.
(For example, if your opponent used Twiddle to tap your BrassMan
afteryou had paid to untapit, you mightwant to pay—and untap it—
again.) Remember, though, that you must dways pay either the entire
untap cost on apermanent or none of it.

Remember dso that if a permanent has an upkeep cost, you may
not use any ability of that permanent that requires an activation cost
until you have paid the upkeep cost of that permanent.



A Few ExtraRules
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COUNTERS

GRAVEYARDS

FORCED EFFECTS
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Aslong asthere are loopholesin the rules, some people will
try to twist them to their advantage. Over time, the
complexity of card interactions (and human nature) has
forced Wizards of the Coadt to issue severd rules
clarifications and interpretations of the cards. Where
possible, the new rulings have been integrated into the rules
you've aready read. A few didn't redly fit anywhere else, and
the most important of these appear below.

Note that the game softwarestrictly enforcesal therules,
so you don't realy need to know these. Ifyou don't
understand why somethingworkstheway it does, however,
the answer might be here.

Unless specificaly stated on the card, spells and effects do notinteract
with cards that are not in play. For example, aspell that says "destroy
al idands' affectsonly idandsin play.

Cards that are notin play have no "memory" of whether they were
ever in play nor of anything that may have happened to them while they
werein play (including the effects of interrupt spells).

All counterswith the same name represent the same type of counter,
so any effect that affects acertain type of counter affectsall countersof
that type, regardless of the source of the counter.

Cards sent to a player's graveyard are dways put on the top of that
graveyard. If multiple cards go to a graveyard at exactly the same time,
the owner of the cards chooses the order in which they are put there.

Y ou can't reorder cardsin any graveyard unless aspell or effect
specifically alowsor instructsyou to do so.

If acard ingtructs or forces a player do something, that player must try
to follow the instructions using his or her existing resources (creatures
in play, manain the manapooal, etc.), but that player is not required to
cast spells or use effects to get those resources unless specifically
instructed by the cards to do so.



The dueling rules for Magic: The Gatheringwere originaly
developed before the plane of Shandalar was discovered. Shandaar is
quite an unusual place, but the dueling rules arelike the laws of
physics—they're applicable everywhere, regardless. Though Shandalar
enforcesthelaw alittledifferently and hasafew quirky loca
ordinances, the essentialsare the same. Think of this section as asort of
travelogue, meant to introduceyou to the local dueling customs.

Asthe game of Magichas devel oped, so have
the rules. Earlier editions of Magic used
dightly different sets of rules, and the
wordingson the cards have also changed over
time. Theruleshave gradually become clearer
and the cards essier to understand, without
substantialy altering the game. In most cases,
later editions of the rules have clarified theold
rules rather than changing them.

Ifyou're an experienced player, familiar
with older rules, you might find that dueling
in Shandalar works differently than you

expect. That'sbecausein Shanddar, therules
used arethe official interpretations supplied
by Wizards of the Coast. These up-to-date rules are ruthlessy enforced,
and there is no room for negotiation, argument, intimidation of your
opponent, or weaseling your way through loopholes.

Toughluck, all youwhiny ruleslawyers,

b Thisversionof Magic, TheGatheringenforcestheofficial
g Fifth Edition rules.



Advantaged Duedls

The mgjor differencesbetween dueling elseawhere and in Shandalar are
the myriad advantages and disadvantages that you might carry into
each duel. The most obvious exampleisyour life total; in al the other
known planes, adudlist begins every duel with exactly 20 life, regardiess
of his or her experience or power. In Shandalar, the characteristics of
manaare strange and unique—how much lifeyou carry into aduel
depends on how many citiesyou have manalinkswith. Each creature
you might duel, too, hasadifferentlifetotal, depending on how much
energy its master has spent in creating or summoningit.

Ontop of this, every duel you fight could affect the next duel. A
defeated or victorious creature might choose to curseyouwith aserious
disadvantage (adecreased lifetotal, for example). Alternatively, some
creatures might grant you aboon (afree creature on the table before
the duel even begins, for instance). Further, any creature you choose to
duel might enter the contest carrying asimilar advantage or
disadvantage of itsown,

Y ou might dlso find advantages speakingtotheWiseManina
villageor city.

Last, but certainly not least important, are the strange overriding
enchantments that most dungeonsand castles have in constant effect.
These have been erected to give the defenders of the place an
advantage over any intruder, and they do. Of course, it impossibletouse
them toyour advantage.



Before the Due Begins
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MULLIGAN

There are a couple of minor things you must take care of before the
actual duel begins—deciding who goes first and making sure both
playersare able to play.

This procedureis new to the Fifth Edition rules.

In every duel, one player playsfirst and the other drawsfirst. Who
doeswhich is decided by the player whowins acoin toss (unless one
player has apreexisting advantage). The player who gets First Play does
not draw acard during her first turn. Rather, she plays that turn with
whatever cards arein her hand. The player who gets First Draw playsin
turn after thefirst player, and draws asusual.

To begin the duel, both players draw seven cards to fill their initial
hands. If either player draws no land in this seven cards or draws dl
land, then that player has the option to declare a mulligan. Thereisno
reguirement to declare amulligan, it is entirely the decision of the
affected dudlist.

If either player declaresamulligan, that player must shuffle her
hand back into her deck and draw seven new cards to make an initial
hand. The other player has the option to do so aswell. Again, the other
player is not required to redraw—it's optional.

If either player draws a mulligan hand a second time, that'sjust too
bad. Each player has only one chance to redraw, and once that's used
orwaived, the duel begins.

The Duding Table

In Shandalar, al duels are conducted on the sametable. Vita functions
are performed automatically, and the layout isfor the most part not
configurable. In general, you can:

# right-click on any active areaon the table (acard, for example) or
on the table itsdf to open a mini-menu of options

# click to activate some areas of the table (cards in your hand and
mana sources, to name two)

# click and drag to move acard or window from place to place



Read on for the details.
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Creature in play
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Opponents Territory

Opponent ——— ==

Showcase

Phase Bar - _
Library

Craveyard — _

Life Register
Mana Podl —

TERRITORIES

o _:..:'. ,.. ; l* L . YourHand
The f|eld of honor

By far the largest areas of the dueling table are your territory and your
opponent's. The lower territory is yours, the upper belongs to your
adversary. These areas contain al of the cards in play.

Whenyouright-click on either territory, a mini-menu pops open.
Depending on the situation, one or more of these options is available:

ARRANGE CARDS straightens up the cards in play in the territory where
youright-clicked. Thishas no effect on the dud, itjust makes things
neater. (You can aso double-click on aterritory to do this.)



CANCEL isaconvenient way to cancel aspell or effect. You can
sometimes use the Cancd button on the Stuation Bar for the
same effect.

CONCEDE announces to your opponent that you're giving up, accepting
alossrather than continue thisduel. Y ou must confirm this
decision.

DONE sgndsthatyou'refinished with the current phase or spell, or
that you do not wish to take advantage of the current opportunity to
usefast effects. However, thisoption doesnot simply moveyou on
to the next phase or action. Rather, it tellsthe "referee” that you do
notintend any action until (1) you reach aphase that hasa Stop on
it, (2) anaction or decisionisrequired (during your turn, thiscan
be the case in every phase), or (3) you are able to use afast effect.
(Notethat "ableto” meansthatyou have afast effect handy and you
have themanaavailableto usethat effect.) Y ou can sometimesuse
the Done or Cancd button on the Situation Bar for the same effect.

DUEL OPTIONS opensthe Duding Optionswindow, which alowsyou
(withinlimits) to customize the look of the Duding Table. The
detailsarein the next section, conveniently tided Options.

GO TO endsthe current phase and moves you on to the next one,

HEL Popensthe DudingHelpwindow. Thisfunctionsexactly likeyou
expect Windows Help to.

MINIMIZE shrinks the Magic: The Gatheringwindow so that you can
temporarily pursue other Windowsfunctions.

SAVE GAME appears only ifyou are playing in the Dud (aseparate
program described later).

SHOW ID TAGS toggles the display of each card'sunique ID code. This
can be useful when you need to determineexactly which of severa
otherwiseidentical cardsisthetarget of aspecific spell or effect

SHOW INVISIBLE EFFECTS toggles the appearance of those effect cards
(the temporary yellow cards that pop up dl the time) that are not
normally displayed.



Every cardin play or inyour hand has one or more uses. Most cards
have aprimary use—for instance, you are most likely to useabasicland
to generate mana. In most instances, you can ssmply click onthe card to
activate that primary function. If acard has more than one possible
function, you're prompted to choose the one youwant to use. Right-
clicking on acard dso opensamini-menu. Other than the options
listed above, acard's mini-menumight also contain:

DONTAUTOTAPmMarksalandtobeignored—nottappedfor mana—
when you auto-cast any spell or effect. Theonly way to tap alocked
landismanually, by clickingonit.

ORIGINAL TY PEshowsyouwhat thiscard waswhenitwas cast, beforeany
spellsand effectschangedit.

SHOW FULL CARD displays the card in the Showcase. (Whenyou're using
the Advanced Layout, this opensatemporary Showcaseinwhich to
display the card. Y ou can dso doubl e-right-click to perform the
same function.)

Y ou can dsoright-click and hold to bring acard in your hand to the
frontfor aslong asyou hold the mouse button.

OPTI ONS
At The optionsin the Duding Optionswindow area
7 convenientway to customizetheDuelingTablea
Layeur : bit—for those of youwhowouldliketo.
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The top box, Layout, contains two radio buttons.
Y ou can use these to modify the overal organization
of the dueling area.

¥ STANDARD LAYOUT returns the dueling display to
itsorigina form. Thislayoutincludesa
permanent Showcase, but the territories are
dlightly smaller to compensate.
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o # ADVANCED LAYOUT streamlines the dueling area.
: ﬁj;" . SE Rl EI The Showcase is removed (though it appears

| T s e e T when necessary), and the other parts of the
Siy s interface are rearranged to alow the largest
possible territories.

Just below the layout options are afew check-
boxes. These modify theway certain thingsare
represented during the duel.



% SHOW CUE CARDS controls the appearance of the tiny hints that pop
up when you position the mouse cursor over an active location. If
youdon't likethelittletips, toggle the cue cards off.

¥ SHOW ABILITIESdetermineswhether eachcreature'sabilities(flying
and such) are marked on the card by ability icons. Ifyouwant to see
these reminders, toggle thisoption on.

¥ The SHOW POWER/TOUGHNESS check box determineswhether or
not the current power and toughness of each creatureisdisplayed on
the cardin play. (The SHOWCASE dways shows the original power and
toughness.)

¥ SEE NEXT DRAWS has no effect during the duel. Rather, thiscontrols
whether, at the end of aduel, you get to see the next cardsyou and
your opponentwould have drawn. (Someplayersliketo know.)
Toggle this option offifyou don't want to see the next cards.

Thebox in the lower portion of thewindow is relevant to the
appearance of the background inyour territory. (Y ou cannot do
anythingto change the background in your opponent'sterritory; it
matchesthe predominant color in her deck.) Theliston theleft ssimply
dlowsyou to pick the predominant color of your background. Thelist
on theright includes the different types of background art availablefor
each color. Select one option from each.

Whenyou'resatisfied with the settings, click the OK button. Ifyou
decide to abandon your changes, click Cancdl instead. Note that your
option settings are retained for future duels.

A smdl window fl oating over your territory contai nsrepresentati onsof
the cardsin your hand. Only the tide bar of your opponent'shand is
vighle; thisistokeepyou aware of how many cardsareinthat hand. Ifa
card dlowsyou to see the cardsin your opponent'shand, the window
opensto display them.

For reasonsthat will become obviousthefirst timeyou play aduel,
both thesewindowsare movable. To moveaHand window, clickand
drag on the bar at the top of thewindow. The Hand window hasa
maximum size. If therearetoo many cardsinyour hand to display all at
once, usethe scroll arrowsat thetop to seetherest. Thisisa"revolving”
scroll, which meansthat the top cards cycle to the bottom; the number
of cardsinyour hand is dwaysnoted on the top bar.



STUATION BAR

Atany given time, some, al, or none of the cards in your hand
might be useable. Just for starters, you must have enough mana
available, it should be the right phase, and often there needsto bea
legal targetinplay. When al the necessary conditionsare met, acardin
your hand isuseable, and thereforewill be highlighted as such.

Click on any highlighted card in your hand to begin casting that
spdl or, in the case of land, to putitinto play. Onceyou've selected a
spell to cast, you must draw enough mana—fromyour manapool, land
in play, or other mana-producing cards—to power the spell.

In many situations, it matters quite abit which of your manaisused
andwhich remainsavailable. If you are not in one of those situations,
however, and don't care to manage your mana, you can "auto-cas” a
spel by double-clicking on it. Thisisaconvenient shortcut, but keepin
mind that you momentarily give up control over which of your manais
used.
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When you must choose acard todi scard from your hand you click

on it asifyou meantto cagtit.
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Thisisjustaquick overview; for thedetailsof spell casting, read the
section Spells and Spell Chains.

Between thetwo territories (usual Iy) isthe SituationBar. Thisisa
reminder to you of what's going on and what you need to do.
Depending onwhat elseison the screen, thisbar movesso asto dways
remainvisible.

At the rightmost end of thisbar is aDone button, a Cancd button,
or both, depending on the situation. Clicking either isthe same as
sdlecting the option of the same name from the mini-menu.
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The Phase Bar

You can dso use the keyboard in place of the buttons on the
Situation Bar:

¥ (Esc isjustlikeclickingtheCancel button.
* hasthe same effect asclicking the Done button.

# If thereisonly one button, pressingthe[Spacebar]isthe sameas
clicking on that button.

The Phase Bar, which runs from top to bottom of the screenjust to
the left of the territories, is the central control for the progress of the
duel. Though there are other ways to move through the phases of you
turn—mini-menu options and the Situation Bar—the Phase Bar is
probably the most convenient.

Finlandforemost, the current phaseisaways highlighted. The top
half of the bar represents the phasesin your opponent's turn, while the
lower hal f representsyour turn. For novice playersespecialy, thiscan
help guideyou astowhat actionsare and are not possible at agiven
time.

Y oucanmoveforward ("run™) to any phase by clicking on theicon
for that phase. (Y ou canaso do thisby right-clicking on the phaseand
selectingRuntofromthemini-menu.) Thisisalittlelesssimplethanit
might sound. Whenever you want to, you can click on any phaseon
either sdeofthebar. Thisinstructsthe computer—acting asreferee—
that you do not intend to do anythinguntil the phaseyou clicked on.
Theduel blithely skipsthrough al theintervening phases, then stops.
There are afew exceptions, of course.

# Ifthereareany required actionsto perform during aspecific phase
(dealingwithupkeepeffects, forexample), movementthroughthe
phaseswill stop at that phase until you dowhatisnecessary.

# |fyour opponent does something that requires or permits a
response (castsaspdll, usesafast effect, declaresan attack, or
whatever), movement through phases stopsso thatyou havea
chance to respond.

# |1fyou have placed a Stop on aphase, progress pauses at that phase.



When the duel pausesto take care of something like this, your
original "degtination" phaseisforgotten. The situation has changed,
and your intentions probably have, aso.

Now, youmight ask, whatisaStop? That'sanother function of the
PhaseBar. Y ou canright-click on any phaseand select Mark fromthe
mini-menu to put aStop on that phase. Thisisalastinginstruction that
you do not want the duel to passthat phase until you have had achance
to do something. Specificaly, that phase doesnot end until you tel it to
manually' itcannot passautomatically.
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Attentive playerswill notice that thereisanicon for the Cleanup
Phase even though there are no actions you or your opponent can take
during thisphase.

The Combat Bar isaminiature Phase Bar that appearsduring an
attack. Itfunctionsin exactly thesameway asthelarger bar; you can
even use Stops. Thisbar has only fiveicons, representing the sub-phases
of combat

THESHOWCASE To theleft of the Phase Bar, in the center, isabig card. Asin some
other screens, thisis the Showcase. Whenever the mouse cursor pauses
long enough over acard in play, in avishle hand, or even in a
graveyard, that card is displayed here. Cards drawn into your hand are
displayed when you draw them.

If the whole text of acard does not fit into the text area of the
Showcase, you canfix that. Right-click onthetext area, then click on
the Expand toggle. This causesthetext areato grow, when necessary, to
display the entire card text. If the expanded box becomes annoying,
you can dwaystoggle Expand off again.
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Note that the Showcase dwaysdisplaystheoriginal card text. Any
changesmade to acard after itwas put into play—modificationsto the
power, toughness, color, or what have you—are noted on the
representation of the cardin play, not here. The Showcase is a display
only; it has no other function.

Ifyou're using the Advanced layout, the Showcase only appears
whenyoucdll it, andisotherwiseabsent. Notethat it will normally
disappear in afew seconds, but the Showcase will not leave the screeniit
you place the mouse cursor over it. Clicking onit, however, makesit

disappear.

Immediately above and below the Showcasearetwo pilesof face-down
cards. These are the dueling decks, each of whichisnow considered to
beaplayer'slibrary. Wheneveryou draw acard, youdraw fromthe
library onyour side. The number of cardsleftinyour library is
represented—inexactly, asinred life. If you must know, you can right-
click on alibrary to find out the exact number of cardsleftiniit.

Remember, when there are no cardsin alibrary, that player cannot
draw andwill likely lose during his or her next draw phase.

Y ou cannot manipulateyour library unless acard specifically
instructsyou to do so.

Nexttoeach library isan areafor discarded cards—agraveyard. Each
player has agraveyard. When acard is discarded or removed from
play, aswhen acreatureiskilled, it goesinto the graveyard. Cards
which are removed from the game entirely do not go into the
graveyard. (They're stored in what's caled the "out of play" area.)

Y oucanclick and hold on either graveyardtoviewitscontents. You
can't rearrange or remove the cardsin any graveyard unless acard
specificalyinstructsyoutodoso.

Y ou can dsoright-click on either graveyard to see areminder of
what cards you and your opponent have put up asante or view cards
removed from play or out of the game.



LIFE REGISTERS
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DAMAGE MARKERS

Farther from the Showcase than the two card pilesare the two L ife
Regigers These simply note how much life each duelist has at the
moment. Whenever one (or both) of theseis zero or lessat the end of a
phase or the end of combat, the dud is over.

Poison counters, if aplayer has accumulated any, are displayed
here.

Y ou canright-click on either life register and select Flip to Faceif
you'd rather see your opponent's face.

Between the Life Registers and the Phase Bar are the two Mana Podls
Any mana that has been generated but not yet used is represented here.
(Notethat, technically, al manapassesthrough the pool asitis
generated and used. Normally, however, thisisneither visible nor
significant.)

When you choose to cast aspell or use an effect that hasamana
cost, the Situation Bar promptsyou to supply that mana; you may
choosewhich of your manato use and in what way:

% |f thereismanain your pool thatyouwish to use, click on thearea
next to the appropriate color button or on the button itself to apply
that manaoneat atime.

# To usedl ofaparticular color, double-click in the arearepresenting
that color.

Any potential damage that is to be dedlt to a creature or player is
represented in aterritory by adamage marker—ayellow "card" on or
near the target of that damage. These markers are necessary during
damage-prevention steps, because you often must choose which
damage to target for prevention (or redirection). To select damage in
thisway, simply click on the appropriate damage marker.



Using Your Cards

Knowingwhat'swhat on the dueling tableisal well and good, but
the cards are the important thing.

Onething to keepin mind throughout isto make sureyour mouse
cursor is actually over the card you intend before you take an action.
Sometimes, the cards can get awfully close together, and one bad
accident might cost you the duel.

For convenience, the cards you can use a any moment during the
duel arehhighlighted. For example, ifyou have nocardsyetin play, al
of thelandinyour hand ishighlighted, since those are the only cards
you can do anythingwith at that moment. Of course, j ust becauseyou
canusesomethi ng doesn't meanyou should.
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LAND Y ou can put one land into play during the main phase of your turn. If
you have aland in your hand, click onitto putitinto play. You can
aso double-click, but the effect isthe same.

Oncealandisinplay, you cantapitfor manaatany time. Simply
place the mouse pointer over the land you want to tap and click.

Somelandshaveeffectsother than, orin placeof, providingmana.
Y ou're prompted to choosewhen you click ontheland. It'sassimpleas
that. If the effectisatargeted one (damage prevention, for example,
which targets damage), you a so need to choose atarget. Whenyou're

prompted, click on any valid target—acard, adamage marker, or
whatever.

| LSAND

%LL CHAINS By now you know that the term 'casting aspell' means putting any
non-land card into play from your hand (and only from your hand;
putting cards into play from other places, like agraveyard, is not
considered casting a spell). Any card you can cast is highlighted. Click
onitto castit. You're prompted to provide manato pay the casting
cost. At this point, you can draw manafrom your poal, directly from
land (though the mana does momentarily pass through your pool), or
from any other source you have. Any & costisdefinedbytheamount
of manayou tap now.



Original Spell

Spells Target
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When an X costiswhatyouwant it to be, there aretwo Waysto stop
adding manato the spell. Oneis to right-click on ablank area of your
territory—anywhere that won't be mistaken for an attempt to get mana
will do—then choose Done from the mini-menu. The other method is
to click on the Done button on the Situation Bar. Y ou can aso click on
the current phase on the Phase Bar, but be careful—you don't want to
accidentally move on to the next phase before you intend to. (Of
coursg, ifyou're using dl your available manafor X, it's obviouswhen
you're done.)

If the spell isatargeted one (like Lifelace or Lightning), you need
to choose atarget (or targets). When you're prompted, click on any
valid target—acard, adamage marker, or whatever. If your opponent is
avalid target, her life Register flips over. To target your opponent,
click on theface instead of a card.

5]



If there are any other decisions to make for the spell (the power and
toughness of a Shapeshifter, for example), you must make thesewhen
you castit. Onceyou've finished defining the spell, aspell chain begins.
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A spell chain |sthespell being cast, plusanyspellsor effectsusedto

interrupt or respond to it, plusany spellsused to interrupt thosespdlls,
and so on until both playershave had enough. Y our spell doesnot take
effect (resolve) until al thismessisresolved. Let'sgoover theway this
worksonce more. (Asusual, 'you' referstothe player casting the spell
in thefirst place)

1) First, you do everything that's necessary to cast the spdll, targeting
and al. If neither you nor your opponent is capable of doing
anything to respond to or interrupt the spell, that'sit; the spell is
successfully cast and resolved. Otherwise, if one or both of you have
interrupt or response options, the Spdl Chain window opens. The
spell inprogressand any cardsitwill affect directly (targets) are
displayed.

2) You have thefirst shot at adding to the chain. Thisisyour only
opportunity to useinterrupts (whether spellsor card effects) that
target the original spell directly. Y ou caninterrupt the spell more
than once, but onceyou have declined to interrupt, your opponent
getsher opportunity—you never haveanother chance. (Remember
aso that only those interrupts that target spells are viablefor
targeting the spell being cast, since that card is not yet a permanent
of any type.) Ifyou do use any interrupts, they are added to the
window. Ifyou choose not to, click the Done button (or use the mini
menu).

3) Ifyouuseaninterrupt, that interrupt is added to the chain. Sincean
interruptisaspdl, once again you and then your opponent havea
chance to use interrupts that target thisinterrupt. Aslong asat least
one of you choosesto use an interrupt, the chain goeson to another
step and continuestogrow. Both playersawayshavean opportunity
(though not necessarily the resources) to respond to any actionthe
other player takes. Remember, though, that aslong asany interrupts
remain unresolved, neither you nor your opponent are permitted to
target the origind spell withanything. Y ou can only target thelatest
spell or effect in the process of being cadt.



4) Ifyou chose not to interrupt your own spell in thefirst place, or once
your interrupts and dl the attendant interruptions have been
resolved, your opponent has her chance to use interrupts that target
the origina spell. If she does s0, each of her interruptsand its chain
of interruptions are tracked in the Spdl Chainwindow.

5) If both of you have declined this opportunity, or once both
interruptsand any interruptions to them have all been resolved,
that's till not necessarily the end of the chain. However, at this
point, the status of the original spell changes. Rather than Tryingto
Cagt, the spell either hasbeen countered (inwhich case the spdl
chainends) or changesto Casting—whichmeansthat the spdll is
successtully cast, but hasnot resolvedyet.

6) Next, you have an opportunity to use aninstant spell, aninterrupt
usedasaninstant, or afast effectinresponsetotheorigina spell. This
may target any permanent in play, but cannot target the original
sl (whichisnotinplayyet). Anyinstantanditstarget (ifany) is
added to the spdll chainwindow. Any interruptstothisinstant are
cast and resolved according to the procedure above before the
instantbecomessuccessfully cast.

7) Now, your opponent has achance to useaninstant, thenyou do
again, and so on. Essentidly, playerstake turnscastinginstantsin
responseto each other'sinstants. (Every oneof theseinstants might
beinterrupted, too.) When both playersdecide that no more
instantsareforthcoming, the chain of instants resolves | ast-to-first—
thelast instant takes eff ect first, thenyouwork backward through the
chain,

8) Findly, whenadl theinstantshave taken effect, the origina spell
resolvesand (if nothing haspreventedit), entersplay.

After thespell chain resolvesandif thecard successfully entersplay,
any continuousor triggered effects caused by the card being in play

happen.



CARD EFFECTS

By 'card effects' we mean any of the built-in effectsof any permanent
already in play. (Though some spdllsarefast effects, card effectsare
never spells.) Y oualready know how tousethe effectsof land cards. Not
surprisingly, every other permanentworksthe sameway.

Once apermanentisin play, any continuouseffects of that card are
activedl the time. The single exception isthe continuouseffectsof
artifacts. Whenan artifactistapped, its continuouseffectscease. This
does not apply to artifact creatures, of course.

Asfor die non-continuous effects, you can use those any timethe
rulesalow. Simply place die mouse pointer over the cardyou want to
useand click. If thecard has only one possible effect, that'sdl thereis
toit. Ifthereare multiple possibilities, amenu offersall the possible
effects. (Listed effectswhich arenot at present possibleor alowed are
greyed out.) Choosewhichever effect youwant to use. Aswith the
casting cost of aspell, you're prompted to pay al of the activation costs
of the effectimmediately. If tapping the card is part of this cogt, the
card becomes tapped. Any ¥ cost isdefined by theamount of mana
you tap now.



Combat
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If the effect |satargeted one (likethe Prodigd Sorcerer'sdamage),
you adso need to choose atarget. When you're prompted, click on any
valid target—acard, adamage marker, or whatever. If your opponentis
avdlid target, her Life Regigter flips over. To target your opponent,
click on theface instead of acard.

If there are any other decisionsto make regarding the effect (a
color choice, for instance), you must make thesewhenyou activate the
effect. Onceyou've defined theeffect, itsspdl chain begins.

Once the spell chain that the effect beginsis resolved, then and
only then doesthe effect take effect.

Atleast part of the point of having creaturesin play isso that you can
have them engage in combat. We've explained the concepts and the
rulesof combat & sawhere; what followsismore of ahow-to than
anythingelse.

Once you reach the Combat sub-phase, your next step is declaring
your attack. At this point, the Combat Bar takes the place of the Phase
Bar. Thisfunctions exactly as the Phase Bar does, except that it marks
(and controls) your progress through the sub-phases that take place
during an attack.



Those of your creatures which are able to attack are highlighted.
Just click on any of your available creatures to add it to the lineup. (If
you click on a creature that is not capable of attacking at the time,
nothing happens.) As soon asyou add thefirst creature to the attack,
the Combat window opens. Y our attackers line up onyour side, and the
space on the other sideisreserved for (potential) blockers. Be careful!
Onceyou have added a creature to the attack lineup, thereisno way to
change your mind and removeit.

T 18 upper ngl‘ll corner. To restore the minimized w;nduw click on
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If you select abanding creature for the attack you can choose to
have it band with another attacker, rather than attacking on itsown.
Y ou're prompted to decide this. Ifyou wish to band the creature with
ancther, click on the attacker with which the creature you're ordering
around isto band. Otherwise, click the Done button. (To skip the
option and have the creature not band, you can aso double-click.)



“Don't f fu:gct-—bmn ding ¢ -:mamre» doi’ tshare abilides. I.t]n:-u “ab
-band a creature without flying with a creature thar has flyi ng, 'ﬂ‘m ol
mwumlly grmmd the flver, m'\klng its ability uscless, The same” B 5
. poes for landwalk abilities, Creatures with first sirike shill deal ﬁ. '
-+ their ﬂ:am:ige Flnl but those handed with Ihem deal l}lflm ai II_'.P
_normal fime, Tnunph—:, pmtm:uunf :md re genemuun are
l |'|'|‘|ﬂ_lfﬂ(‘f{*d e L i e P

' PSR =
e __:..-...... T absrt e !-
— . ke PR sela™T ST T b S W TR T

0 .'.'.-.;'i..'

Note that some cards might force your creatures to attack; in this
case, those creatures are highlighted, and you must add them to the
Combat window.

Satisfied with the lineup? Use the Done option on the mini-menu,
the Done button on the Situation Bar, or click asub-phase on the
Combet Bar. Now, your creatures become "attacking creatures' and
can be the targets of the appropriate fast effects.

Between the attacking player declaring attackers and the defending
player assigning blockers, there's achance for both players to use fast
effects. There's no difference between the way you cast and use these
fast effects and any other fast effects.

Just because you, as defending player, have creatures with which to
block doesn't mean you must use them. After your opponent has
finalized and announced her attacking lineup, you are dlowed to
declare your blocking strategy, even if you have none.

All the attacking creatures are shown in the Combat window. To
make one of your creatures ablocker, click onit. Next, click on the
attacker you want your blocker to block. It's as easy as that. One thing to
remember is that you can block an attacking creature with as many of
your creatures asyou like.
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RESOLUTION OF

COMBAT

Aswith declaring attackers, becareful. Ifyou putinablocker, but
then changeyour mind aboutit, thereisnoway foryou to removeit
from the skirmishline.

Note that some cards might forceyour creaturesto block; inthis
case, those creature are highlighted and you must put them into the
Combat window, sometimes bl ocking predetermined creatures.

Whenyou'refinished, use the Done option on the mini-menu, the
Done button on the Situation Bar, or click on the Combat Bar to signa
that you're done. Now, your creatures become "blocking creatures’
and can be the targets of the appropriate fast effects.

Between the end of the assignment of bl ockers and the beginning
of resolution, there'sachancefor both playersto usefast effects.
There'sno differencebetween theway you cast and use thesefast
effects and any other fast effects.

When al the fast effects are done, the combat is resolved. If combat
damage is done to any creature or player, thereis an opportunity to
use damage prevention effects. Afterward, creaturesthat still have
lethal damage go to the graveyard, triggering any graveyard effects.
Combat endswith the resolution, and the Main Post-Combat sub-
phase begins.

MiscellaneousActions

UPKEEP EFFECTS

Spdlcagting and combat are the activities that will likely take up most of
your duelingtime, but there are afew other thingsyou need to know
how to do. We've collected them dl here, for reference.

If there are upkeep effectsyou must take care of, you know it because
the Phase Bar stops at g —your Upkeep Phase, Ifyou don't already
know what the effectsare, look around both territories. Any of the
cardswhich ishighlighted at this point has an upkeep effect.
Mandatory effectsarehighlightedin orange, whileoptional effects
areinyelow.



Y ou cannot move on to the draw phase until you have dealtwith al
of themandatory effects, but you canignore optiona effects (thisis
tantamount to choosing not to use the ignored effect.). To choose an
effect, click onthe highlighted card. If thereis no decisioninvolved—
aswith damage effectslike Wanderlust and Cursed L and—that'sall
thereistoit; theeffect takesplace. If thereisachoice to make—as
whether to untap aBrass Man or acreature burdened with Paralyze—
you are presented with the choice.

The order inwhich you click on upkeep effects can be important.
Thereisaspecified order, but players have somediscretion to work
within thisframework. Note that dl upkeep effectsare considered fast
effects:

# Beginning of upkeep effects controlled by the player whose turnitis
comefirst, inwhatever order that player decides.

# Beginning of upkeep effects controlled by the other player are next,
inwhatever order that player decides.

¥ Upkeep effectscontrolled by the player whoseturnitiscome first,
inwhatever order that player decides.

# Upkeep effects controlled by the other player are next, inwhatever
order that player decides.
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#* Endof upkeep effectscontrolled by the player whoseturnitiscome
next, in whatever order that player decides.

- End of upkeep effects controlled by the other player arelast, in
whatever order that player decides.




How can the order in which these things are done matter? Well, say
you have an Armageddon Clock in play, the clock has enough counters
onittokill you at the end of your upkeep, and the globa enchantment
Energy Fluxisinplay. Y ou couldpay # apiece to remove enough
countersfrom the clock to saveyourself, then pay the #: requiredby
the flux to keep the clock in play so itwill damage your opponent. Well
enough, butyou could aso save yourself by choosing to deal with the
flux cogt firgt, then simply not pay it The clock is buried, and you need
not pay any manato removeits counters. Ifyou're clever, you can find
all sorts of ways to use this toyour advantage,

Once you have taken care of dl of the required effects, you can
proceed to the draw phase. Remember, though, that by doing so you
are choosing not to use any of the optional effects|eft unused.

Whenyour Draw Phase begins, thesingle card that youwould normally
draw is represented in your hand by a face-down "potentia draw.” The
carditsefisgill inyour library.

Both before and after you actualy draw, thereisan opportunity for
both you and your opponent to use fast effects, including those that
affect the draw itself. Some of these effects, like themandatory draw
caused by the Howling Mine, add cards to your to draw—more
potentia draws. Some, like the optional effect of the Idand Sanctuary,
could causeyou to "sacrifice" apotential draw aspart of their cost. If
thisisthe case, you're prompted to choose which potential draw to
sacrifice. Click on the face-down representation you wish to decline,
and it disappears. If an effect adds to your draw, the additional
potential draws are added to your hand automatically.

When the time comes to actudly draw the card or cards into your
hand, you do so by clicking on theface-down representationsone at a
time. Each timeyou draw acard in thisway, it is considered afast effect.
(Which means that both players may respond to it if they choose.)

Effectsthat causeyou to draw cards during other phasesworkinthe
samefashion. Y ou dways have achanceto usefast effectsbeforeyou
actually draw.



DISCARDING

SACRIF CES
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Sooner or later, everyone ends up having to discard. If you have more
than seven cardsin your hand when the discard phase rolls around,
the phase won't end until you've tossed the extra card or cards. To do
0, click on the card you decide is most disposable. Be careful! Once
discarded, acard goesimmediately to the graveyard. (No, you can't
regenerate it, and no, this doesn't trigger graveyard effects.) 1f you
must discard more than one card, repeat the process.

Ifaspel or effect forces you to discard, what you must do depends
on thetype of discard demanded. Any discard "at random" takescare of
itself; you needn't take any action. Ifyou are allowed to choosewhich
card (or cards) leaveyour hand, you do soin the sameway asyou would
during the discard phase;just click on your least useful cards, oneat a
time.

Many card effectsand some spellsrequirethata
permanent (normally acreature, aland, or an artifact) be
sacrificed as part of the cost. For example, to use the effect of
Feldon's Cane, aplayer must sacrifice the caneitsdlf.

When the need arises to sacrifice something, you are
notified. To select and sacrificeapermanent, move the
mouse pointer over an appropriate card (you cannot sacrifice
acreatureif the effect requiresaland, for instance) and click
onit. Becareful! Wrongful sacrificesarenot easily undone.

!E '''' Ifaspdl or effect that requires asacrifice is legd at

the time, acreature that is about to the can be
sacrificedjust likeany other creature. For
example, say you haveal ord of the Pit (ablack
creaturethat forcesyouto sacrifice one of your
other creatures during upkeep or take 7 damage)

""""""" el and aBrassManin play. Duringyour upkeep, you

choose to untap your BrassMan. In response, your
opponentfiresaLightning Bolt at the BrassMan.
Inresponsetothis, you could sacrificethe Brass
Man to prevent the damagefrom the Lord of
thePit, and her Lightning Bolt (aswell asthe
untapping of the BrassMan) wouldfizzlefor

lack of alegdl target.



The chosen permanent goesto the graveyardimmediately. (Yes,
thistriggersgraveyard effects.) Thereisno chancefor damage
prevention or regeneration since, technically, no damage has been
dedlt. Sacrifices, because they are costs and not actions, cannot be
interrupted (though the spell or effect the sacrificeisacost of might be
interrupted). Thus, for example, you cannot choose to sacrifice a
creature, then use Unsummon to save it from the graveyard.



Omne of the most intriguing parts of the Magic: The Gathering expericnce
is deck design. Just accepting and using every card you can find is a
strategy guaranteed 1o Fail. Discriminaring choices, wise buying and
selling, and spending the time to hunt down exactly the right cards pays
olf every time.
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In Shandalar, building your perfect deck is a complicated matter:
Using the Deck Builder, on the other hand, you can construct as many
decks A5 You care to, with few Limiis, LTnl.‘onunarfhr, YOU cApNOL use
Deck Builder creations in Shandalar, There is 1 way to stand your deck

upagainst all of the foes you might meet in a duel, however, Read on,



In Shandalar

YOUR COLLECTION

AND YOUR DECK

Showcase

Color Filters —

Collection

You get ared sense of accomplishment when al your travel, quests,
duels, buying, and sellingfinally result in that amost invincible dueling
deck you planned from the start—but if you're reading this, you don't
knowthatfeelingyet. Y ouwill. First, let'sreview howyou manipul ate
thecardsyoualready hold,yourcollection.

Any time except during a duel, you can stop and take alook at your
collection of cards. Out in the open, press{Fi ] or click on the Deck
button. In avillage or city, click on the Edit Deck/Sell Cards option.
Either one brings up the Deck screen.

All the magica cardsyou have, including those inyour dueling
deck, makeupyour collection. Whenyou enter aduel, you useonly those
cardsinyour collectionwhichyou have putinyour deck. Theseareadll
that stand between you and humbling defeat at the hands of the
challenging creature. The Deck screen isyour primary tool for
manipul ating your collection and your deck in preparation for dueling.
Ifyou're out in the countryside, you can normally only examineyour
collection (unlessyou have the correct World Magic). In townsand
cities, you can move cards—spells—between your deck and theinactive
portion of your collection. You can dso sl cards.

The Deck screen again



The giant card on the leftisin the Showcase, Whatever card the
mouse cursor is hovering over isdisplayed here. Since no other part of
this screen shows complete cards, you need thisto read theinformation
on any of your cards. (If the entire card text is not visible, you can use
the Show Full Card Text toggle to seeit. Right-click on the text areato
gain access to this option.)

The largest part of the Deck screen is the areawhere your deck is
displayed. Y our cardsare represented in miniature. Ifyou're ableto
edit and decide to remove a card from your deck,just double-click on it
or drag it from this areainto the Collection area (described
momentarily). Y ou can dsoright-click anywherein thisareato open a
mini-menu. Thereare normally only afew optionson this.

CONSOLIDATE DUPLICATE CARDStoggleswhether multiple copiesof the
same card are displayed separately or grouped together. If they're
together, atiny number on the single representative card notes how
many copies of that card are actually inyour deck,

SORT DECK rearranges the cards in order by color, putting like cards
together. Lands are dways at the beginning,

DONE closesthe Deck screen and returnsyou towhatever display you
got there from.

Along the bottom of the screen, in the Collection area, are the rest
of your cards—the ones that are not in your deck. At the bottom of this
areaisascroll bar you can use to move through your inventory, or you
can typein thefirst four letters of the name of any card youwant to see.
Of course, you can only see those cards that you have. To move acard
fromyour collection into your deck, double-click onit or dragitfrom
one to the other with the mouse.

Ifyou'rein avillage or acity, you'reaso able to sel your cards. To
do 0, place the cursor over the card in question beforeyou right-click,
The mini-menu has one extraoption— Sdl Card for (price). Click on
thisto sdll that card for the listed price,

Between the Collection and Deck areas are the Filter buttons.
These determine which of the cardsin your collection are displayed.
Every one of thesebuttonsisatoggle switch; when the button is
depressed, it's on, and the cards that correspond to drat filter are
displayed. Whenthebuttonisup, it's off, and cardsrepresented by that
button are eliminated (temporarily, of course) from those shown. To
depress or release one of these buttonsjust click on it.



Thefiltersare separated into three groups. The buttonswith mana
symboals are the Color Filters. These include thefive colors of magic.
When you click on any one of thesefilters, it togglesdisplay of the
corresponding color of card inyour collection. Thus, for example, if
the button for white was the only one down, only your white cards

would appear.

The second group of buttonsincludes al of the TypeFilters. These
work the same way asthe Color Filters, except that each of these
represents one of the types of cards—creatures, instants, and so on. So
if you had already depressed the white button, and now you turned off
all butthelnterruptsfilter, the Collection areawould contain only the
whiteinterruptsin your collection, and no other cards. There'sone
exception to this. The first two Type Filters—Land and Artifacts—
control the display of the two major typesof colorlesscards. Unlikethe
others, thesefiltersare not modified by whatever Color Filtersare
turned on,

Thelast group of buttonsare the Other filters. Thesearean
assortment of filters that have proven to be useful:

# Casting Cost dlowsyou to focus the inventory according to the
amount of manait takesto get acard into play. (The casting cost
filter treatsmanacost asasimple number; thus, acost of ki,
forexample, isequivalentto @ for the purposesofthis filter.)

¥ Power givesyouamethodof viewingthecreaturesinyour collection
according to attack strength.

#* Toughness, like Power, letsyouwork with only the creaturesyou want,
based solely on their defensive damage-handling capability.

# Abilityletsyoufilter for only those cardsthat have, canhave, or can
bestow particular specid abilities. Theseincludeal the usual
creature abilities, plusafew other interesting characteristics. The
ability filtersare not exclusive, soyou can turn them on and offin
any combinationyouwish.

# Rarityisimportanttoacard collector, andit can dso besignificant
when building decks. If you decide to work with cardsbased onthe
frequency withwhich they appear, thisfilterisforyou.

¥ Artistisincluded because there are deck builderstowhom aesthetics
isaconcern—andrightly so. If youwish toview andwork with cards
based on the artidt, thisfilter dlowsyou to do so.

Fﬂr a mote detailed discussion of the filter butmns n:ad
= ﬁiﬁm(‘n&m later in this section. ' T



Note that some of thefilter buttons might seem not to do anything,
That'sjust aclue that you have no cardsin your collection that match
the color and typefiltersyou've selected. Thefiltersdo not have any
effect at dl on the display of your dueling deck.

Y ou can dso right-click on some of the Filter buttons to open a
menu of options. These represent sub-groups of that filter. For
example, the Artifactstype filter includes two sub-filters, All Creatures
and Ail Non-Creatures. These type sub-filtersallow youto further
specifywhich cardsyou'rerealy interestedin seeing. (See Usingthe
Deck Builder for the detailed rundown on al of theright-click sub-
filters)

Near the bottom of the deck area are some other buttons:

¥ Clicking on the leftmost button givesyou arundown of quite afew
useful statistics about the deck you'reworking with.

# The three buttonsin the center give expert deck strategists a
measure of variability. Using the cardsin your collection, you can
actually build threedistinct decksfor usein duels. Whichever one
you sdlect asyour activedeck is the one you see and work with on this
screen, and it's the one you use in any duelsyou encounter. Y ou use
these buttonsto switch between your three decks. Whichever deck is
selected when you leave the Deck screenisyour active deck.

#¥ Therightmost buttonistheway out. Whenyou're done here, click
this button or use the Done option on the mini-menu to leave.

DECK LIMITATIONS In Shanddar, the number of cardsinyour deck is the only factor that
can cause the contents of your deck to be limited by the rules.

First of dl, each difficulty level has aminimum number of cards
required to take part in adud.

Difficulty Minimum Deck
Apprentice 25
Magician 0
Sorcerer b
Wizard 40

Ifyou begin aduel with lessthan the limit inyour deck, the
Shandal ar Dueling Commissiontemporarily addsrandombasi clandsto
your library (after the ante but before the shuffle) until it reachesthe
minimum requirement. Those lands are confiscated again at the end of
the duel.



Bikene

In addition to that, how many cardsyou haveinyour deck can limit
the number of copies of each card you're dlowed to have. That is, in
small decks, you're not dlowed as many copiesof asingle card asyou
areinalarger deck. Thislimitation does not apply to basic lands, of
course, but to al other cards.

ThereisaWorldMagic, theTomeof Enlightenment, thatalowsmore
duplicates of each card in your deck.

Total Cards in Deck Duplicates Allowed With Tome
119 1 2
20-39 2 3
40-59 3 4

60 and up 4 Unlimited

These arethe only arbitrary limits placed on decksin Shandalar.
Other than these, you're bound only by what you can find and afford.
Of course, thereisalimit to how many cardsyou can carry aroundin
your collection, and if you have no cardsin your deck, you'll lose every
duel right at the start.

The obvious god, then, is to get the cards you want so that you can
place them into your deck. At the start of any attempt to save
Shanddar, you aready have asmall deck, but you have no other cards
inyour collection. Right away, you should press[F1 ] (or visitthe
nearest village or city) to take alook at your cards.




Thevalue of what you have depends on the skill level atwhichyou
decided to play. Unlessyou're playing at the highest level, the deck you
begin with should be enough to get you through aduel or two against
theweakest creatures. Ifyouwin, you'll notice right away that you can
either win cards or get information about a nearby dungeon. Take the
cards! Dungeonsaredifficult. Until you'vestrengthenedyour deck, you
need cards more than information. Winning cardsin duelsis one of the
best waysto supplementyour collection and your deck. Even if youget
cardsyou choose not to use, you can sdl them for money to buy the
cardsyou dowant.

Ifyou've played at dl, you knowwhat lairslook likeby now. Ifyou've
been in one, you dso know that they're often asnot anice place to find
free cards. There'salittlerisk involved, naturally.

The thing about duels and lairsis that you have no control over
what cards you end up with. The sameis not true of villages and cities,
whichiswhy they're the better sources. In fact, these areyour primary
sourcesfor new cards. The selection is never superb, but there's no risk.
Sl off your unneeded cardsfirst tofill out your purse, then check for
cardsyou might want. Remember that after you've bought out most of a
village's selection, it takes them awhil e to restock.
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Unfortunately, you're till limited by the selectlon offered. For an
even better opportunity, watch for the type of quest that rewards you
with acard of your choice. Evenwhen the choiceislimited to acertain
type or color of card, these are wonderful chances—not to be missed.
A collecting method as specific, if not more so, is trading with the
residents of cities (and somelairs). In this case, you choose the card
youwant from avast, sometimes unlimited selection. What more coul d
you ask?
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Dungeons, of course, offer exactly the cards hoarded inside; there's
no selecting about it. Even so, the magic available underground tends
to be powerful, rare, and worth lots of gold. If you can't useit, you can
sl itand make the cost of severa other spells.

Defeating amajor wizard inside one of thefivecastlesis perhapsthe
greatest collector's opportunity of al. At the demise of each wizard, you
earn theright to select afew cardsfrom your foe's secret library.

Experienced Magic players have devel oped hundreds if not thousands
of "rules’ for constructing better and more powerful decks. Some of
these are not only very basic and easy tofollow, but can sometimesturn
a"deck of certain defeat" into awell balanced killing machine. Thisis
known as"refining" or "tuning" adeck. Hereareafew of those essentia
rules.

¥ Have enough mana, Thismay seem obvious, butyou'd be surprised
how often adeck designer gets carried away adding creaturesand
spells, then ends up overloading the deck and getting "mana
lock"—no manawhen it's needed—during every duel. Tournament
players suggest that at least one-third of the deck be mana
producing cards. Many use 40 percent or more.



% Havetheright color of mana. Y ou can't cast ablue spell with red
mana, and you won't ever be able to cast aspell that requires @@ $
if you only have two swampsin your deck. Inadeck with two colors
of gpdlls, the ratio between the mana producing cards of the two
colors should be similar to the ratio between the spells. For
example, adeck with 20 white spells and 30 red spells should have
approximately two plains for every three mountains.

¥ Don't forget the defense. Many new players pay alot of attention to
building adeck with mighty attacks and damaging cards. That's
fine, butit sometimesdipstheir mindsthat the other player isgoing
to be attacking, too. Without some method of preventing damage to
yourself—whether it be blocking creatures, damage prevention
effects, or healing instants—youwon't survivelong enough to use
those awvesome attacks.

# Limit thecolors If there's only one color in your deck, every mana
source produces the color of manayou need. Ifyou have a
two-color deck, you might not have the manayou need whenyou
need it The more colors you put into a deck, the more likely it
becomesthat youwill have cardsin your hand that you cannot cast.
Ifdl you havein play areforests, ahand full of powerful white spells
doesyou no good at all. Experienced players tend to avoid building
deckswith more than three colors (except to challenge themselves,
thatis).

# Bigdecksarestow. Unlessyou are unusually skilled at balancing a
deck (andyour shufflesareexceptionaly lucky), you shouldlimit
the number of cardsinyour deck. Thisideaisenforced by thelaw of
averages. If youwant aspecific card to come intoyour hand, the
chances of you drawing that card get smaller asyour deck gets
bigger. A smaller deck tipsthe odds nearer your favor. Most
experienced dudlists suggest that decks be no larger than 65 cards-
smaller ifyou can get away withit.

¥ Small cresturesarefast. Creatureswith big power and toughness
usually have big casting costs, too. That meansit takesalong timeto
get enough mana-producing cards into play to let you cast your big,
nasty creature. (Then your opponent takes it out with some
mana-cheap fast effect!) Small creatures, on the other hand, come
into play cheaply and therefore quickly. A1/1 creature that'sin play
early in the duel can often do more damage than alarge creature
you are unable to cast until much later. Plus, the /1 isdso a
potential blocker (among other possibilities) for that much longer.



#* Bewary of color-specific tar geting. Some cards targeted effectsare
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specific to one color of magic. For example, Tsunami destroysall
idandsin play and Red Elemental Blast affectsonly blue spellsand
permanents. If your opponent does not have any of that color in her
deck, then cardsin your deck that target that color become pretty
much usdless. (Wouldn'tyoufeel bad if you drew one of thesejust
whenyou needed something el seto saveyourself?) Becareful about
including cards like these in your deck. Ifyou know that your next
opponent has acertain color in hisdeck, great; use the knowledge.
Ifyou'renot sure, however, think twice about wasting spaceinyour
deck with usdlesscards.

That coversthebasics.

Onceyou've mastered the essentials, therearetill waysto
improvetheway you design decks. Infact, Magicexpertsare
constantly writing new books and articles on deck building.
The advice below won't make you an expert, but it should
giveyou alittle more to think about than the basic pointers.

% Theme decks can be fun. Though they're not guaranteed
winners (what deck is?), decksset up on athemeare
usually fun to design and interesting to play. In addition,
it'soften easy to find cards that reflect acertain theme
andreinforce and support each other well. The theme
itsdlf, of course, isup toyou. What isatheme, exactly?
WEéll, "Goblinson Parade" isone exampl e; thisdeck
includes dl the creatureswith the sub-type "Goblin" plus
anything you can find that supports Goblins or seems
Goblin-ish. "Library Depletion" isanother example. That
deck includesadll the cardsyou might be able to use to
forceyour opponent to take cards out of her library—
Millstone, Ancestral Recall, Braingeyser, eic.—pluscards
to defendyourself whileyou're doing that. Theideaisto
make her throw her own cardsaway and, eventudly, have
her run out and lose.



# Chooseafoca combination. Many tournament players design a
deck around a specific combination of afew cards that interact to
powerful effect. Anamost trivial example (sinceit'ssowel known)
is the combination of the Circle of Protection: Black and Lord of
the Pit. Every turn, you must sacrifice acreature to keep the Lord of
the Pit from damaging you. However, if the Circle of Protection:
Black isin play, you canpay @ to prevent thisdamage. Thus, you
can avoid sacrificing acreature each turn to "feed" the Lord of the
Pit andprevent damagetoyourself. There are nearly infinite
possihilitiesfor powerful combinations, and many of them are
virtually unbeatable.

¥ Support that combo. Once you've sdected a theme and the cards
that make up your focal combination, it'swise to mold the rest of
the deck to support those decisions. For example, if you're building
adeck that's low on creatures (for whatever reason), you need
alternate ways to protect yourself from your opponent's attacks. The
key isto stay diveand gal until your combination comesout of your
library and into your hand. Chancesareyou can dso find cards that
will set things up for the combination, prevent your opponent from
stoppingit, improve or amplify itseffect, or protect youfromany
negative backlash.

# Refinethe deck. Once you've built adeck, go through it card by
card and examine your reasons for including each one. Consider
each card astaking up a"dot" in your deck that could befilled by
some other card. Ask yourself afew questions, such as Istherea
different card that fillsthe samefunction but isfaster or costsless
(in casting cost or upkeep or whatever) ? Isthere a card that would
do something better than what this one does? How could this card
beturned against me? Doesit redlly fit the theme of the deck? Ifyou
want to make the best possible deck, you must have the best possible
cadin each dot.

# Play againg it. Of course you can test your deck against the game
decksin The Dud, but you can dso test yoursdlf versusyour own
decks. Chooseto havetheAl play withyour deck whileyou use
another deck against it. In thisway, you can search out the
weaknessesin it from the point of view of apotential opponent,
and, hopefully, find waystofix them.

Ifyou'dlike to read more about the finer points of building decks
for funandtowin, check out the deck strategy columnsand featuresin
TheDuelist, Wizardsof theCoast'sofficial magazine.



Using the Deck Builder

Color Fiters - _

SetFitters — 1T

Magic;, TheGatheringincludesaseparate utility we call the Deck
Builder. Thisis the program the designers used to create al of the
decks played by your opponentsin Shandalar. Y ou can useit to build
your own decksto test against the opponentsyou'll encounter there.

Y ou must return to the Main menu—exit the Shandalar game—to
usethe Deck Builder. To begin, dick on Deck Builder.

Functionally, the Deck Builder is quite similar to the Deck screen.
That's because (as many of you have no doubt already figured out) the
Deck screen isredlyjust amodified version of the Deck Builder, with
severd featuresremoved. Let'sreview how itworks.

o Type Fitters
A u’

e ﬁ = Other Fiters
g

— Inventory

Off to the left—the giant card—is the Showcase. Whatever card the
mouse cursor is hoveringover isdisplayed here. Since no other part of
the screen shows compl ete cards, you need thisif youwant to read the
information on any card. If the card textis not al visible, right-click on
the text area, then click on the Show Full Card Text toggle. The box
now expandswhen necessary to display thewholetext. Click thetoggle
again to turn the expansion off.
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The largest area of the screen contains the deck you're working on.
Cards are represented in miniature. Place the mouse cursor over any
card to seeitin detail in the Showcase. If you decide to remove acard
from the deck,just double-click on it or drag it from thisareainto the
Inventory area (described momentarily). Y ou can aso right-click
anywherein thisareato open amini-menu. There are normally severa
options on this.

CLEAR DECK wipes the current deck from the Deck Builder. This only
affectsthedeck you'reworking on; it does not affect any deck files.

CONSOLIDATE DUPLICATE CARDS toggleswhether multiple copies of the
same card are displayed separately or grouped together. If they're
together, atiny number on the single representative card notes how
many copies of that card are actualy in your deck.

EXIT closes the Deck Builder and returnsyou the Main menu (or
Windows).

LOAD NEW DECK dlowsyou to open an existing deck to examine and
modify. (Note: If you load and change one of the creature decks
used in the full game, you must save your version of the deck under
anew name.) Once you load adeck, any deck you have cleared
previoudy can no longer be restored.

RESTORE DECK bringsback thelastdeckyoucleared. Ifyou'vecreated
another deck since clearing the oneyou're trying to restore, you're
prompted to save the current deck before the cleared one is
restored. Thisoptionisonly available if you have cleared adeck
during your current Deck Builder sesson and have not loaded an
existing deck since then.

SAVE DECK stores the current deck, exactly asit stands, in afilefor
future use. When you're prompted for thefilename, remember
that thefilemust be alega DOSfilename (only eight characters
before the period, please) and must have a.dck extension to be
recognizedby Magic: TheGatheringasavaiddeckfile.

SORT DECK rearrangesthe cardsin order by color, putting like cards
together. Lands are aways at the beginning.

Along the bottom of the screen, in the Inventory area, is every card
you can put into adeck—every Magic: The Gathering card includedin
the game! At the bottom of the Inventory areais ascroll bar you can
use to move through your inventory—or you can type in thefirst few
|etters of the name of any card you want to see. To move a card from
the inventory into your deck, smply double-click on it or drag it there
with the mouse, then release.



FILTERS GALORE Between the Inventory and Deck areas are four sets of Flter buttons.
Thesedeterminewhich cardsare displayedin the inventory. Every on<
of these buttons is atoggle switch; when the button is depressed, it is
on, and the cards that correspond to that filter are displayed. When
the button is up, it's off, and cards represented by that button are
eliminated (temporarily, of course) from those shown. To depress or
release one of these buttons, just click on it.
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Y ou can aso right-click on some of thefilter buttonsto open a
mini-menu of options. These represent sub-groups of that filter. For
example, theArtifactsfilterincludestwo sub-filters, All Creaturesand
All Non-Creatures. Thesesub-filtersallowyoutofurther specifywhich
cardsyou're redly interested in seeing.

SetFilters

The leftmost set of Filter buttons correspond to the various sets of cards
available. These are based on the various basic and expansion card sets
released by Wizards of the Coast over time.

= FourthEdition, currently thestandard of play, isthefourth
version of the basic card set.

version of Magic: The Gathering, reflectsthe unusual
nature of the plane of Shandalar.

El Restrictedincludesall of thespecial, valuable cardsfrom

l! *] Astral, acard set created specifically for theMicroProse

other sets that appear in Shandalar as treasures.

Asthere are no subsats of thesecard sets, none of the SetFilter
buttons has aright-click mini-menu associated withiit.



Color Filters

The buttons with mana symbols are the Color Filters. These include the
five colorsof magic. Whenyou click onany oneof thesefilters, it
toggles display of the corresponding color of card in the inventory.
Thus, for example, if the buttonsfor black and green were down, but all
the others up, only black and green cardswould appear.
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Y ou'll notice that there's no Color Filter for colorless cards. In
order to seeland, artifacts, and any other cardswhich have no color,
you must usethe next group of filters.

Type Filters

The third group of buttons includes dl of the TypeFilters, Each of these
representsone of thetypesof cards—creatures, instants, and soon. So
ifyou had already depressed the buttonsfor black and green, for
example, andyouthenmadesurethat only the Creaturesfilterwas
active, the Inventory areawould contain only black and green
creatures, and no other cards. There's one exception to this. The first
twobuttonsare Landand Artifacts. Each of theserepresentsoneof the
two maj or types of colorlesscards. Unlikethe others, thesefiltersare
not necessarily modified by whatever Color Filtersare turned on.



% i The Land filter adds in all mana-producing cards (mana
:&  sources). Thisfilter hasthree mutually exclusive options.

LAND AND MANA isthe default; thisfiltersin all land and all other cards
capable of producing mana. Which lands are displayed is not
affected by the Color Filters or Other Filters, but the sameis not
true for other mana sources.

LAND ONLY displays only land cards.

MANA ONLY filters out the land and leaves all other cards capable of
producing mana.

Artifactsmakes surethat artifacts areincluded in the
m inventory. The Artifactsfilter has two options, both of which
are independent toggles. That is, you can turn either one on
or offwithout affecting the status of the other.

ALL CREATURES determineswhether artifact creaturesare shownin the
inventory. Note that the display of artifact creatures isnot affected
by Color Filters, but it is subject to some of the Other Filters.

ALL NON-CREATURESstswhether artifactsthatarenot creaturesappear
inthedisplay. Which artifactsare shownisnot aff ected by anything
except the Sat Filters.

The default setting has both of these options turned on—all
artifactsare displayed.

M = Ti Creaturesdisplaysany cardwithapower andtoughness, plus
all those that can become creatures as the result of abuilt-in
= effect (theland Mishras Factory, for example). This filter
hasfour options.

SUMMON determines whether the standard creatures—cards of type
"Summon X"—are shown.

TOKEN controlsthe display of cards representing token creatures.
Generdly, token creatures are created through the effects of other
cards. The cards are shown for information only; you cannot add a
token creature to adeck (butyou canadd the card that createsit).



ARTIFACT toggleswhether artifactcreaturesareincludedinthe
inventory.

SUMMON FROM LIST dlowsyou to chooseexactly which creatures are in
theinventory; you can select by creature name and aso by sub-
type—all Bats, dl Goblins, al Zombies, and soforth. Whenyou
click onthisoption, alistwindow opens. Asafail-safefeature, this
powerful filter does not become active unlessyou click the Engble
Filter checkbox.

Initially, al the creaturesand creature sub-typesare selected. Y ou
can use the Clear All button to de-sdlect everything and start from
scratch. Ifyou change your mind, you can use Sdect All to return
thelisttoitsorigina, fully selected state. To switchalistingfrom
selected to de-selected or viceversa, click oniit. Y ou can use the up
and down arrow keysand the scroll bar to move through the list.
Whenyou're satisfiedwith your selections, click onthe Done
button. Only those creatures and typesyou left sel ected are filtered
into the inventory.

[ C e Enchantmentsaddsto thelistany enchantment that passes
@ the other activefilters. Thisfilter hasfiveoptions, al related
> to targeting.

ENCHANTMENT filters those enchantmentswhich target other
enchantments—enchant enchantment types.

LAND determineswhether enchant land cards are shown.

CREATURE controls the appearance of enchant creature cardsin the
inventory,

ARTIFACT toggles the inclusion of enchantments that target artifacts-
enchant artifact cards.

ENCHANT turns on and off the display of globa (non-targeted)
enchantments.

I nstantscontrolswhether or notinstantsareavailablein the
inventory. Thisfilter hasnosub-filters.

display. Thereare no sub-filtersfor interrupts.

Sor ceriescontrolsthe appearanceof sorceriesinthe
inventory. Thisfilter hasnosub-filters.

] g Interruptsfiltersinterruptsintoor out of theinventory



Other Filters
Thefina group of buttons collects afew additiona filtersthat the
designershavefound useful.

= Casting Cost dlows you to focus the inventory according to
. the amount of manait takesto get acard into play. The
casting cost filter treats manacost asasimple number; thus,
acost of §@@ @, forexample, isequivaentto g forthe
purposes of thisfilter. There are four mutually exclusive
options.

GREATER THAN limits the displayed cards to those with a casting cost
larger than the number you choose.

LESSTHAN prunesthe inventory by excluding those cards that do not
have acasting cost lower than the limit you select.

EQUAL TO prevents the appearance of any card with acasting cost other
than the oneyou pick.

] X COST showsonlythosecardswith @ in the casting cost,

Power givesyouamethod of rankingcreaturesaccordingto
attack strength andworkingwith only thoseyouwish to see.
Thisfilter hasthree mutually exclusive options.

GREATER THAN cuts the displayed creatures down to only those with a
power larger than the number you choose.

LESSTHAN limitsthe inventory by including only those creatureswith a
power lower than the oneyou select.

EQUAL TO shows only those creatureswith the power you pick.

""" . Toughness, like Power, letsyouwork with only the creatures
you want, based solely on their defensive damage-absorbing
capability. It, too, hasthreemutual ly exclusiveoptions.

GREATERTHAN includesin the display only creatureswith a toughness
larger than you choose.

LESSTHAN dlows only creatures with atoughness lower than the limit
you selectintotheinventory.

EQUAL TOputsintotheinventoryonly creatureswithexactlythe
toughnessyou pick.



or can bestow particular specid &hilities. These include al
the usual creature abilities, plusafew other interesting
characteristics. Theability filtersare not exclusive, soyou
can turn them on and offin any combination you wish. Note
that thefirst two filters modify the eff ects of the others.

NATIVE means that the ability isan integral part of the card's makeup; it
smply has the ability. This toggle determines whether those cards
are displayed.

Lﬂ Abilityletsyoufilter for only those cardsthat have, can have,

GIVESrefersto those cardswhich can bestow an ability asaneffect,
regardless of whether it can be bestowed on the card itself, on
another card, or both. This switch controlswhether or not these
cards are displayed.

FLYINGfilterscardsthathave,canhave, orcangiveflying. ﬂ

FIRST STRIKE togglesthedisplay of cardsthat have, can have, or can
bestow first strike. [

TRAMPLE adds or eliminates cards that have, can have, or can give the
trample ability. §ii]

REGENERATION controlswhether cards that have, can have, or can
impart the ability to regenerate are shown. I

BANDING filters cards that have, can have, or can give the ability to band
with other creatures. &}

PROTECTION controls the appearance of cards that have, can have, or
can confer protection from a particular color or characteristic. ﬁ

LANDWALK toggles display of cards that have, can have, or can give any of
thevariouslandwalk abilities. Eif Il 6 SN 3
POISON isnot exactly an ability. Thisfilter addsor eliminates cardsthat

have, can have, or can grant the effect that a creature gives one or
more poison counters to a player it damages.

RAMPAGE determines whether or not cards that have, can have, or can
give the rampage ability are displayed.



WEB isnot an ability in thestrict sense. Rather, thisrefersto capacity of
some non-flying creaturesto block flying creatures. Thisissimilar
to the effect of the enchantment Web, thus the name. Thisfilter
controls the appearance of cards that have, can have, or can give
thiscapability. m

STONING is aso not strictly an ability. Some creatures destroy any
creature they block or that blocks them. This damage effectis
referred to as "stoning” after the Cockatrice and Basilisk's mythical
power. Thisfilter toggles the display of cards that have, can have, or
can give thisdestructive ability.

FREE ACTION describes the capacity some creatures have to attack
without becoming tapped. This switch determines whether or not
cardsthat have, can have, or can give this capability are displayed in
theinventory.

QUICK DRAW is shorthand for the special immunity some creatures have
to summoning sickness. Thisfilter togglesthe display of cards that
have, can have, or can give the ability to attack or use effectswith @
in the activation cost during the turn in which they are summoned.

: Rarity isimportant toacard collector, and it can aso be
@ significantwhen building decks. If you decide to work with
cards based on the frequency with which they appear (or are
trying to locate a card you know the rarity but not the name
of), thisfilter isforyou. Thethree optionsfollow established
conventions for determining the rarity of a card.

COMMON letsyou filter for the least rare cards. Though easy to find,
common cards are no less useful or powerful for their abundance.

UNCOMMON determines whether those cards that appear less frequently
are displayed in the inventory. Though these are less plentiful than
common cards, they're still relatively easy to acquire, especidlyin
Shanddar.

RARE controls the display of those cards that are most difficult to find.
These are often, though not necessarily, the mostinteresting or
powerful cards. Some rare cards are straightforward in their effects,
while many take some expertise to use effectively.

aestheticsisaconcern—and rightly so. Ifyou wish to view
and work with cards based on the artist, thisfilter dlowsyou
to do so. When you turn thisfilter on, alist window opens.

A K Artistisincluded because there are deck builders to whom
2



Initialy, al the artists are selected. Y ou can use the Clear All button
to de-sdlect everyone and start from scratch. |f you change your mind,
you can use Sdect All to return thelist toits original, fully selected state.
To switch an artist'snamefrom selected to de-sdlected or vice versa,
click onit. Y ou can use the up and down arrow keysand the scrall bar to
movethrough thelist. Whenyou're satisfied with your selections, click
on the Done button. Only thework of those artists you | eft selected are
filtered intotheinventory.

THE DECK HEADER At the top left corner of the screen is the Deck Header box. Y ou might
remember that in Shandalar, thisbox notes how much gold you have.
It's much more useful here; the tide of your deck is displayed instead.
Of course, ifyou haven't given the deck atitle, it'sjust called "New
Deck"—pretty dull. Right-click on the box when you want to change
that.

In the dialog box that opens, you can enter lots of information
about yoursdlf and your deck. All of thisinfo is stored in the samefileas
thedeck itself. Why so much detail ?When you havealibrary of
hundreds of decks you've designed, it helpsyou remember which deck
iswhich. Plus, if you giveyour friends copies of adeck you've made,
they canload itinto their Magic, The Gatheringand duel withit. By
including al the extrainfo, you can reserve credit (or blame) for the
suceess (or failure) of your design.



SOME BUTTONS Near the bottom of the deck area are three buttons. Clicking on the

first givesyou arundown of quite afew useful gatistics about the deck
you've put together.

The second button is the same asright-clicking on the Deck Header
box. Useittonameyour deck and enter any identifyinginformation
youwish toinclude. (Thistakesthe place of thethree buttons that
appear herewhenyou'rein Shandalar.)

Thethird button istheway out. Whenyou're done here, click that
button or use the Done option on the mini-menu to leave.

Duding With Built Decks

There'sanother separateutility includedwithMagic: TheGathering.
Thisoneiscalled the Dud and that'sexactlywhat it is. The Duel dlows
you totest the decksyou'vebuilt with the Deck Builder (or any of the
pre-designed decksincluded with the game) against any or al of the
decksused by the creatures and wizardsin Shandaar (andyour new
decks).

— Opponent
Deck

Player Deck

Chooseyourpoison



PREPARING FOR A
NEW MATCH

Y ou must be at the Main menu, not playing the game, to use the
Duel. To begin, click on Duel. Once you've done so, the Deck Sdection
window appears over the Dueling Table. Thisiswhereyou define the
terms of the duel you want to fight

If you saved your last match (or a Gauntlet-in-progress), you can
pick upwhere you left off. Click on the Load Saved Game button to
return directly to your saved situation.

The top two radio buttons control whether you play only asingle
match against one opponent or try your luck one at a time against
every potential opponent in Shandalar.

SINGLE DUEL is the one-shot. You play one match against one deck.

GAUNTLET isthelonghaul.Y ouplay onematchagainsteachcreature
andwizardin the game—plusany decksyou've created—one at a
time, until youloseamatch,

TheDifficulty (to theright) chroniclesthelevel of difficulty of the
upcoming match. Thisis based on the settingsyou make in the
Gauntlet Options. (Click on the Gauntlet Optionsbutton to set them.)
The optionsfor the Gauntlet are as follows:

#- MATCH SIZE is a choice between two options. You can either play
every match asatwo out of three contest or decide each match on
the strength of asingle duel. The latter choice adds to the
Difficulty.

% ENEMY LEVEL is essentially the same as the Difficulty Level you sdect
whenyouplay thefull game. Inthiscase, it affectshow aggressively
and howwell your opponentsplay; it hasno effect at al on the
composition of your deck. Thelevel you pick affectsthe Difficulty
noted for the match (Wizard=4, Sorcerer=3, Magician=2, and
Apprenticed).

#* ANTEisacheckbox that determineswhetheryouplay eachduel for
anante card. Playingfor ante adds 1 to the Difficulty noted for the
match, since losing cards could hamper you in later matches.

# The OK button savesyour settingsand returnsyou to the Deck
Sdection window.

# Cancd undoes all your changes and returnsyou to the Deck
Sdlection window.

Y ou can dso pre-set the Duding Options (layout and such) using
the Duding Optionsbutton. These options are exactly the sameas
those you can set during aduel.



Below thefirgt set of radio buttonsis the Opponent Deck selection
area. Use the options here to determine what deck your opponent will
usein the next match you play. Click aradio button to select an option.

# RANDOM DECK sdlects one of the decks at random from the selection
list.

¥ PICK A DECK: Thesdlection list alowsyou to select aspecific deck for
you opponent. Click on the scroll button at the right end of the list
to review your choices, then click on oneto sdlectit. The pre-
designed decksthat comewith the game (most of whichyou'll:
recognize asbelonging to creaturesin the game) aredl listed, plus
any decksyou'vecreated.

Under the Opponent Deck selection areais the Player Deck
sdlectionarea. Thisiswhereyou choosewhat deck you'll be usingin the
match (or series of matches) you play. Click abutton to select an
option.

¥ CREATE DECK isthe option to use if you want to create adeck right
then and there to usein the match. Y ou're taken to the Deck
Builder, whereyou can build anew deck or modify any existing
deck exactly asin any other Deck Builder session. Onceyou save the
deck (under anew name) and exit, you proceed to use the new
deck in your next match.

# RANDOM DECK selects one deck from the selection list. This could be
any of the creature or wizard decks, or it might be one of the decks
you'vebuilt and saved.

# PICK A DECK: The selection list alows you to select adeck to use as
yours. Thisworksexactly likethe oneabove.

When things are set up theway youwant them, click the OK button
to begin thefirst duel. Duelsplayed using the Dud work in exactly the
sameway asduelsfoughtin Shandalar, except for onefact: both players
beginwith the traditional 20 life.

If you decide, after dl, not to engage in any duels, press Cancd
instead.



BETWEEN DUELS

After each duel, whether you win or lose, you're presented with your
statistics so far. In addition you have afew options.

NEXT ROUND moves on immediately to the next duel.

QUIT cancels the rest of the match and any pending matches, then
returnsyou to the Deck Sdectionwindow.



Ability

Activation Cost

Alpha

Alsadim K'mer

Ante

Antiquities

Arabian Nights

Ardestan
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Many creatures have speci al abilitieslisted on the card. Theseinclude
flying, banding, trample, protection, first strike, and others. Abilities
normally have no activation cost; they are continuous. Itispossiblefor
acreature to have an effect that, for acost, grants an ability; in this case,
the ability lasts only as long as the effect. With the exception of
banding, abilities may not normally be "shared" between creatures.

Many permanents havefast effectslisted on the cardin the form

cod: effect. Everything before the colon isthe activation cost for the
effect described after the colon. Some of these effects have other costs,
which are paid at the same time as, but are not part of, the activation
cost. For example, Strip Mine hasthe effect " Sacrifice Strip Mine to
destroy target land." Thetota activation cost for this effect istapping
the Strip Mine; the sacrifice isan additiona cogt, not apart of the effect.

Aninformal term used to describe thefirst edition of the basic card set,
SeealsoLimited; Unlimited.

The current Lord of the White Guild. K'mer is dso called by the post's
honorary title, "Sainted One."

Most duels are played "for keeps." That is, both players chance losing
one or more cards to their opponent. The cards that are atriskin adm!
are the ante. Thewinning player keeps those cards after the duel is
over.

An expansion card st filled with artifacts and other magic retrieved
from the debris after the war between Mishraand Urza.

Thefirst Magicexpansion card set released. These cards are based on
classc Arabian tales and legends.

The ancient political, economic, and cultural capital of Shandaar,
destroyed utterly during the climactic days of Lim-Dul'sWar.
References to the beauty of "burnished-towered Ardestan" appear
throughout the histories of the plane.



Artifact

Artifact Cresture

Arzakon

Astral

Attack

An artifactisamagicaly created device or non-living creature with
magical powers. Artifact cardshave either "Artifact” or "Artifact
Creature" asaspdl type. An artifact spell does not become an artifact
until the spell issuccessfully cast. If anon-creature artifact becomes
tapped for any reason, it stopsworking, any continuous effects cease,
and it may not be activated again until it becomes untapped—even ifits
activation cost does notinclude g, Most artifacts requiring an
activation cost can be used immediately after casting; they are not
subject to summoning sicknessunlessthey are artifact creatures.

An artifact that isalso acreature (has power and toughness) iscalled an
artifact creature. Certain spells can turn non-creature artifacts or non-
artifact creatures into artifact creatures. Though artifact creatures are
cast, not summoned, they are ill subject to summoning sickness.
Unlike other artifacts, artifact creatures do not stop working when they
become tapped (though, like creatures, they are unable to attack or
block whentapped); any continuous effectsremain active, and effects
with activation costs that do notinclude @ may still be used. Artifact
creaturesare affected by spellsand effectsthat target or affect either
creatures or artifacts—since they're both.

An evil planeswalker that has set its sSights on subjugating Shandaar.
Little eseisknown about this monster.

A set of Magic cards based on spdlls and creatures native to the plane of
Shandalar. These cardswere developed especially for the MicroProse
versionof Magic, TheGathering.

The attack is one possible action you can take during your main phase.
Y ou only get one attack during your turn—and none during your
opponent's turn. Y ou attack your opponent with your creatures.
Neither player may cast permanents or sorceries during an attack. The
complete attack sequenceisasfollows:

1. Announcethe attack. Thisisthe defending player'slast chance to
use pre-attack fast effects.

2. Declare andtaptheattacking creatures.
3. Both players may use fast effects.

4. The defender declaresblockers and which attackersthey're
blocking. Blocking doesn't make a creature tap, but tapped
creatures can't block,

5. Again, both players may use fast effects. If afast effect removes or
tapsablocking creature at this point, the attacking creature is il
blocked. A tapped blocker deals no damage, but it till receives
damage from the attacker it blocked.



Attacking

Azaar

Banding

6. Assign damage. During damage assignment, playersmay use
interrupts or fast effects that prevent, redirect, or heal damage or
regenerate; no other kindsof fast effects, interrupts, or spellsare
alowed. SeePrevent; Redirect; Heal; Regenerate.

7. Creaturesthat have taken lethal damage and aren't regenerated go
tothe graveyard. Any effectsthat happen when acreature goesto the
graveyard are triggered. Note that token creatures go to the
graveyard, butleave the gameimmediately on doing so. SeeToken.

8. Any effectsthat happen "at the end of combat" take place.

The term "attacking creature' applies only during the attack. An
attacking creatureis any creature on the attacking sidewhich is
participating in the attack, regardless of whether or not itis tapped.
Creatures not participating in the attack are not attacking creatures.
Before the attack begins and after the attack ends, there are no
attacking creatures, so spdlsand effects that require an attacking
creature as target may not be used.

ApprenticetoK enan Sahrmal during Lim-Dul'sWar. Somehistorians
argue that K enan Sahrmal intended Azaar to become the Guardian.
Azaar seemsto have had other ambitions, as hisimprisonment of (and
with) Lim-Dul's spirit demonstrates. SeealsoLichlord,Lim-Dul.

Bandingisan ability some creatureshave that dlowsthemtoforma
groupwith one or moreother creatureswhile attacking or defending.
Moreimportantly, it allowsthemtodistributedamagedifferently when
doing either. When attacking, you can form aband of attacking
creatures out of any number of creatures that have banding; you can
eveninclude onecreature that doesn't have banding. Y ou must declare
which creaturesyou want to bandwhen you declare your attack;
attacking bands can't form or disband after your opponent declares
blockers. When your banded group attacks, your opponent's creatures
havetoblock thisband (or letit through) asone. Thatis, ifadefending
creature blocks any of the banded creatures, itblocksthem all. Any
damage dealt by defending creaturesisdistributed among the
creaturesinyour attacking band asyou desire. Banding doesn't allow
creaturesin aband to "share" any other special abilities. When
defending, no declaration of bandingisnecessary; if any onecreature
inadefending group (all blocking the same creature) has banding at
the time of damage dealing, the controller of the defending group gets
to decide how the damagefrom the attacker blocked by the group gets
distributed among the creatures in that group.



Barrier, Great

Basic Land

Batch

Beta

Block (-ed, -ing)

Bury

Card

Card Effect

A magicd protection set in place at the end of Lim-Dul'sWar and
defended by the Guardian. The Great Barrier prevents any
planeswalker from gaining physical accessto or sending spellsinto the
plane of Shandalar.

A basic landisany land of one of thefivebasic types—plains, island,
swamp, mountain, or forest. Seel_and.

A 'batch’ or 'stack’ isaseries of fast effectsthat build on one another as
playersinterrupt or respond to each other's spells. Batches are resolved
by the LIFOrule (LastIn, First Out) for al effects. Any damage doneto
creaturesor playersis applied when the damaging spell resolves, and
creatureskilled (or destroyed through means other than damage) are
sent to the graveyard immediately. Regeneration and graveyard effects
are checked when this occurs.

Aninformal term used to describe the second version of the basic card
=t See also Unlimited.

Creatures cannot attack other creatures directly; acreature can only
attempt to attack the opposing player. When that happens, the
defending player can block with hisor her own creatures. Attacking
creatureswhich are opposed by defending creatures in thisfashion are
"blocked" and the defending creature is called a"blocking creature.”
Once an attacking creature is blocked, it stays blocked, no matter what
happensto the blocker. Casting a spell that would have made the block
illegal or giving the attacking creature an evasion ability will not
"unblock" it; you should do those things before the block is declared.
Only creatures can block. Thus, for example, Circles of Protection
prevent damage, but they do not block.

A card that isburied must be sent to the graveyard; thereisno
possibility of regeneration.

If aspell specifiesthat it affectsa"card,” then it cannot affect creatures
which are represented by tokensrather than cards. A few spdls affect
cardsin the graveyard, the ante, your library, or your hand, but if the
spell doesn't specify one of these, it can only affect cardsin play.

Afast effect nativeto acardin play. Thistermisused to differentiate
thesefast effectsfrom those cast as spélls.



Cagser

CagingCost

Chronicles

Cleanup Phase

Callection

Color

The caster of apermanent (or other spell) is the player from whose
hand the card came into play, even if the card came into play by some
means other than normal casting. 'Caster' isusualy, but not dways, a
synonymfor ‘owner.’

Thisisthe cog, in mana, that you must pay to cast aspell. When acard
refersto the casting cost of another spell, it means the total amount of
mananeeded to cast the spell, regardless of color. Thus, for the
purposes of such acard, aspell costing two green plustwo colorlesshas
acagting cogt of 4, If the spell in questionisan # pdl not in the
process of being cadt, then X isO. If such agpell isin the process of
being cast, X equalsthe actual amount of manaspent as X. Note that
some spells have additional cogts listed in the text of the card; these
cogtsare paid at the time of casting, but are not part of the casting cost.
Token creatures are considered to have acasting cost of O.

Thisexpansion card set isavaried collectionwith no cards of itsown; it
includes many cards from the Arabian Nights, Legends, Antiquities, and
TheDarksets.

Whenyou'vefinishedwith everythingyouwant todoinyour turn, you
must tell your opponent. If she declinesto usefast effects, the cleanup
phase of the turn begins. Nofast effects are dlowed at thistime. All
those effectswhich indicate that they last "until end of turn™ or happen
"a end of turn" take place automatically. At the sametimeas"until em
of turn” effectswear off, dl damageisremovedfromall surviving
creatures. If there ismore than one "at end of turn” effect, they take
place in the order chosen by the players,just like all end of phase
effects. When these are done, the phase and the turn end; you can't
squeezein any morefast effectsat thelast moment, and thereisno time
"between turns' for effects. (Cleanup takesthe place of the old "End"
and "Hed" phases.)

All of the cardsyou own; asubset of these make up your dueling deck.
Also, the bottom area of the Deck screen, whereyour collection is
displayed, iscalled the Collection area.

The color of acard is determined by the type of manayou need to cast
it, as specified in the upper right corner of the card. If acard takes
more than one color of manato cag, it is considered to be of al of
those colors. If the card requires no particular color of manaor no
manaat all to cast, aswith artifactsand land, then the card is colorless.
The possible colorsare white, blue, black, red, and green. Colorless
doesn't count asacolor. Any damage caused by aparticular sourceis
the same color asthesource. Seeal soSource.



Color Filter

ColorlessMana

Combat

Combat Damage

Common

Concede

Continuous

Any of the buttons used (in the Deck Builder and Deck screen) to
control the inclusion of cardsin the inventory (or collection)
according to color.

Colorlessmanaisthe sixth type (not color) of mana, distinguished from
thefivetypes of colored mana. Cards that provide colorless mana
indicate thisthrough words, not symbols (for example, "Add two
colorless manato your mana pool"). Colorless manamay be used
(alongwith any combination of the other types of mana) to pay costs
that require generic mana—mana of any type. These are the coststhat -
arelisted in the gray circles. Note that the obsolete term "gray mana’ is
still used by some people to mean colorless and generic mana.

When dueling in Shandalar, the second of the three "sub-phases’ of the
main phase. The attack takes place during this sub-phase. Also, an
informal term for the attack.

Damage dedlt by attacking and blocking creaturesduring combat. This
damageisequal to the power of each creature. Damage dealt by spdlls
and effectsis not combat damage.

Thelowest level of rarity acard can have. Common cards are the eesiest
to find.

A player can concede aduel at any time. The duel endsimmediately
and the other player wins. If the duel isfor ante, thewinning player
collectsthe ante.

Some permanentshave effectsthat apply al thetime. If thereisno cost
or condition associated with an effect listed on acard, thenitisa
continuous effect. Continuous effectsof lands, creatures, and
enchantments can only be stopped by getting rid of the card;
continuouseffectsof non-creatureartifactsstopwhiletheartifactis
tapped. Note dso that the obsolete term ‘continuous artifact' is till
used by some people. Thissimply meansan artifact with acontinuous
effect.



Controller

Cogt

Counter (n.)

Counter (v.)

Creature

Usudly, the controller of a permanent is the player who cast that spell.
Sometimes, though, aspell or effect can give aplayer temporary
control over an opponent's card. Ifyou take control of acard thisway,
you get control of only the card itself; you don't get control of any
enchantments already on the card. If a card says "you" onit, it means
the card's controller; if it meant the card's owner, it would specify
"owner." (SeeOwner.) A card under temporary control of another
player isreturned toits original owner or itsowner's graveyard when it
leaves play, when the controlling enchantment or effect isremoved, or
when the dudl isover, whichever comes first.

The cost of aspell is the casting cost plus any other costs defined in the
text of the spell. For example, Drain Life hasacasting cost of 2 { § @),
but an additional cost of @ for each 1 damageitistodea. Some spells
require asacrifice or payment of life aspart of the cost. Similarly, the
cost of an effect isthe activation cost plus any other costs defined in the
text of the effect. Some effectscall for the removal of counters; thisisa
cogt aswell. All costsmust be paid at the time the spell or effectis
announced (all targets must be chosen at thistime, too). This payment
cannot be interrupted or otherwise interfered with.

A counter isamarker used as areminder on certain cards. Countersare
not tokens. (SeeToken).

To counter aspell or effect meansto prevent that spell or effect from
being cast. Countered spells go to the graveyard. The caster of the
countered spell or effect still hasto pay the casting cost. A countered
spell isnot successfully cadt.

A creatureisan dly called into aid the player in aduel. Creaturesare
usually broughtinto play by asummon spell. Note that some spells
affect creatures and others affect spells; a"summon creature” cardisa
spell whileitis being cast, and it becomesacreature only after it has
been successfully putinto play. If acreature hasapower thatisa
continuouseffect, that effectfunctionsaslongasthecreatureremains
in play, even if the creature becomestapped. Cardsin the graveyard or
inyour hand are not creatures; if aspell referstoa'creature” in the
graveyard or inyour hand, thisis shorthand for "summon creature or
artifact creature card.”



Damage

Damage Dealing

Dark, The

Wounds and magicdly caused injuriesare recorded as damage.
Creaturesusually deal damagewhenthey attack, and many different
spellscause damage. Each 1 damagedealt to aplayer resultsin alossof
1 life, unlessthe damageisprevented or redirected. Any timethat a
creature hastaken damage equa to or exceedingitstoughness, itis
considered to have taken |ethal damage and goes to the graveyard,
unlesssaved. Somespellsand effectssay todestroy, bury, removefrom
the game, or sacrifice acreature; these are not considered damage.

During an attack, the point at which the creatures damage each other
and (possibly) the defending player iscalled 'damage dealing.' Before
any of the creatures deal damage, players have achanceto usefast
effects to destroy or neutralize them. (SeeAttack for the full sequence.)
Normally, each creature deal s damage equa toits power. Blocking
creaturesonly damage the creatures they blocked. Attacking creatures
that were blocked only damage their blockers (unlessthe attacker has
trample); if al of their blockersaregone, they just attack empty air and
deal no damage. Unbl ocked attacking creatures and those with trample
arethe only onesthat can damage aplayer. Any creature that
regenerates during combat beforethe damage dealing startsis unable to
dedl or receive damage during this step. If ablocker is tapped—for
exampl e, because someone cast Twiddle onit, or it tapped to use a
specia ability—then that blocker will not deal damage to the creatureit
blocksin this step. The tapped blocker can still be damaged or
destroyed by the creatureit bl ocked, which till dealsits damage.
Attacking usually requiresacreature to tap, so attacking creatures deal
damage whether they are tapped or not. If acreature was somehow
removed from the combat bef ore the damage dealing step, then that
creature isno longer an attacking or blocking creature, and thusit
cannot ded or recelve damagefrom the combat Any spell that removes
acreaturefrom play removesitfromthecombat. Also, ifacreature
changes controllersduring combat, it isremoved from the combat. If
thereare severa attacking and bl ocking creatures, resolve the combats
inthefollowing order: the attacker decideswhich combat to resolve
first and must then declare how he or shewishesto assign the damage
fromtheattacking creature (or creatures, seeBanding) in that combat.
The defending player must then declare how he or shewishesto assgn
the damage from the bl ocking creaturesin that combat (usually thereis
only one attacking creature, and thus not much choice). The attacker
then decideswhich combat to resolve next and the process continues.

An expansion set that focuses on the sinister side of each of the five
colorsof magic.



Deck

Deck Builder

Defending

Destroy

Discard

Discard Phase

Dominion

Draw (n.)

Draw (v.)

Draw Phase

Dud

A group of Magic cards used by one player in aduel.

A separate utility program used for designing and building decks
without many of therestrictionsimposedin Shandalar. Built deckscar
be used in the Dud, but not in the full game.

The defending player isthe subject of an attack. On some older cards
thephrase"defendingcreature” appears; itisasynonymfor "blocking
creature.”

A permanent that is destroyed is sent to the graveyard, but it may be
saved by regeneration or by effectsthat prevent destruction. Whena
spell or effect destroys acreature, itignoresthe creature's toughness
entirely; destruction is not the same as damage and cannot be
prevented by damage prevention effects.

This means to take acard fromyour hand and put it on top of your
graveyard.

The discard phase comesimmediately after the main phase. If the
player whoseturnit is hasmore than seven cardsin hand at thistime,
he or she must discard downto seven. Itislegal to usefast effects
during this phase, before but not after discarding.

A powerful spell offered to each of Shandalar'sfivemajorwizardsby
Arzakon. ThoughArzakonhasclaimedthat thisspell will giveitscaster
eterna life and total power over the plane of Shandaar, in reality the
consequenceswill bequitedifferent.

If both players havelessthan 1 life at the end of aphase or a the
beginning or end of an attack, the duel isconsidered adraw—no one
wins. If youwereplayingfor ante, youwould both take back your own
ante.

Thismeansto take acard fromyour library and add it to your hand.
Drawingisconsidered afast effect.

The third phase of aturnisthe draw phase. Usudlly, al that happens
thisphaseisthat you draw acard, butitislegd to usefast effectsboth
before and after drawing.

Each timeyou face off against an opponent, you engagein a magical
duel.



Duel, The

Effect

Enchant World

Enchantment

EndPhase

FallenEmpires

Fast Effect

A separate utility program used to test built decks against those used by
the creatures and wizards in Shandaar.

Anythingin the card text that isnot in italics describes either an ability
(such astrample, flying, or protection) or an effect. Effectsarethings
that that card can "do" onceitisin play. Effectscomein two types:
continuous effects, which do not have an activation cost, and fast
effects, which do. Effects might be manasources, interrupts, or instants.
SeealsoAbility; Activation Cogt; Continuous, Fagt Effect.

EnchantWorld cards are a specid type of enchantment They follow al
the rulesfor normal enchantments, plus one additional rule. Only one
enchant world enchantment can bein play at any time. If a second
enchantworld card isbroughtinto play, thefirst oneisimmediately
buried.

An enchantment is one of the types of card cdled " permanents.”
Enchantments arelabeled either "Enchantment” or "Enchant X",
where Xisthe type of permanent that the enchantment may be played
on (or"World"). "Enchant X" spells (except for enchantworld spells)
arelocd enchantments, and these may only be cast on apermanent of
the appropriate type; if that permanent leaves play, the enchantment is
buried. If at any time the card they are on ceases to be alegd target,
then the local enchantment isburied.

SeCleanup Phase

An expansion card set that uncovers more members of the more
interesting races and species in Magicand introduces afew new species.

Interrupts, instants, and non-continuous effects of permanentsare
caledfast effects. Unless otherwise specified on the card, you can use
fast effects during the upkeep, draw, main, and discard phases of any
player'sturn. Interrupts can be cast to interrupt the use or casting of a
spdll or effect. Both interruptsand non-interrupt fast effects (instants)
can be cagt (asinstants) in response to other non-interrupt spellsand
effects. Onceboth players have signded they are donewith fast effects
(for that batch), everything in the batch resolvesin the "lastin, first
out" order (LI1FO). All damageisresolved alongwith the effect that
caused it No new effectsmay be used whileyou're resolving abatch,
unless they are triggered by something that happensin that batch, such
asacreature'sdestruction.



Fifth Edition

Filter

Firg Srike

Fizzle

Flying

Forestwalk
Fourth Edition

FreeAction

GenericMana

Global

A revision of therulesof Magic: The Gathering. Thereisno specific
expansion set or version of the basic card set associated with this
revision.

Any of the buttons used (in the Deck Builder and Deck screen) to
control the inclusion of cardsin the inventory (or collection).

Creatureswith the ability first strike dedl their damagefirst in an attack.
If any creatures havefirst strike, steps 6 and 7 in the attack sequence
happen twice. After al of thefirst strike damage has been assigned,
damage prevention occurs as usual, and then any creatures dealt lethal
damage go to the graveyard. After this step, any surviving creatures
without first strike deal their damage. Creatures killed by first strike
damage do not get to deal damage, but any specia effects caused by
their attack or block will still happen. (SeealsoAttack.)

If, forwhatever reason, aspell fails, that spell issaid to have fizzled.
Minor changes cause aspell to fizzZle— atarget becomingillegd or
being removed, for example. When a spell fizzles, the casting cost isnot
refunded and the spell card goes to the graveyard, as if it had been
countered,

A creature with flying (an ability) can only be blocked by other
creatureswith flying (or the "ability" web) . Note that you cannot have
your creatures "fly low" and allow them to be blocked, evenifitwould
be hel pful foryou to do so. Flying creatures can block non-flying
creatures; they just can't be blocked by them.

Sel andwalk.
Thefourth version of the basic card set.

A term used in Shandalar to describe the capacity some creatures have
to attack without becoming tapped.

Manarequired by aspell or effect that may be of any color or colorless.
That is, when the color of the mana does not matter, the spell requires
genericmana..

An enchantment that does not require atarget isaglobal enchantment.
Targeted enchantmentsare local



Graveyard

Great Barrier

Guardian

Hand

Hedl

Homelands

Y our graveyardisyour discard pile, whichisawaysfaceup. Cardsinthe
graveyard aresimply cards;, they aren't artifacts, creatures, or whatever
theywouldbeifthey werein play. Any card that breaksthisrulewill
specifically say s0. Cardsinthegraveyard haveno " memory" of how
they got there or what enchantments or counterswere on themwhen
they were destroyed. They can't be healed or regenerated. Y ou may
look throughyour or your opponent's graveyard at any time, but may
not change the order of cardsthere. Each player's graveyard is
separate. Cardsthat you own dwaysgotoyour own graveyard, no
matter who controlled themlast. If aspell saysthat it affectsacreature
in agraveyard, it can be used on any summon or artifact creature card
inthere, regardless of whether that card wasever in play. It cannot be
used on other types of cards, even if that card would become acreature
whenbroughtinto play. Smilarly, if agodll saysthat it affectsan artifact
inagraveyard, it can be used on any artifact or artifact creature card
there, and so on. (Sealso Prevent; Bury; Hedl; Redirect; Regenerate;
Remove))

SeeBarrier, Gresat.

Anextremely powerful wizardwho protects Shandalar fromthe
predatory planeswa kers and otherswho would misuse Shandaar's
unusual ly rich mana. Though hewas trained and assigned to his post by
Kenan Sahrmal, the Guardian'strueidentity isunknownby even his
closest associates, the L ordsof thefiveGuilds.

A hand isthe cardsaplayer hasdrawnfrom hisor her library but not
yet played. Cardsin your hand arejust cards, they become spellsat the
time you attempt to cast them, and may become creatures, artifacts, or
enchantmentsif the casting succeeds. If aspell or effect returnsacard
toaplayer'shand, the card dwaysgoesback to itsowner's hand, no
matter who controlledit at thetimeitwasreturned. Y ou can never have
another player's card in your hand.

Healing damage, unlike prevention or redirection, does not stop the
damage from occurring. To hed isto repair damage already done.

Anexpansion card set that, among other things, rounds out some of
themoreinteresting speciesin the Magicmultiverse of Dominia.



In Play

Ingtant

Interrupt

Inventory

| dandwalk

Kenan Sahrmal

Kill

Cards that have been played in your territory or in your opponent's
territory are considered "in play." Cardsin either player'shand, library,
and graveyard are not in play. Neither are cards that have been
removed from the game or removed from play. A spell that hasnot

yet been successfully castisnotin play. Cardsthat aren'tinplay are

dso notvdid targetsfor targeted effects, unless the targeting spell—
Counterspell,forexample—specifically saysso.

Aninstantisthe most common type of fast effect spell. The card for an
instant spell is placed inyour graveyard as soon as the spell isresolved.
Instants may be used to respond to other spells, but not to interrupt
them.

Aninterrupt is a specid type of fast effect. Interrupts are the only effects
that can be used while another spell is in the process of being cast, so
only an interrupt can target aspell or counter another spell. Unlike
other fagt effects, an interrupt is dways resolved immediately after itis
announced (unlessitisitsdf interrupted). Another difference between
interruptsand other fast effectsisthat changesmadeby interrupt spells
lastaslong asthetarget remainsin play, even though theinterrupt card
isplaced in the graveyard assoon asthe spell isresolved. This
permanent change only appliesto interrupt spells, not to special
abilitiesthat say to "play asaninterrupt.” Notethat any interrupt that
does not target aspell being cast is considered an instant.

Inthe Deck Builder or at the Sdlection screen, al of the cardsavailable
toyou (those not dready inyour collection or in the deck you're
building). The bottom area of the Deck Builder screen, where the
available cards are displayed, iscdled the Inventory area.

Seel andwalk.

Anancient hero of Shandal ar, Sahrmal drove away the original group
of planeswalkerswho "discovered" Shandalar, though hewas defeated
by Lim-Dul inthe process. L ater, itwas Sahrmal who trained and
ingtalled the Guardian. After the Great Barrier and the Guardian were
in place, Kenan Sahrmal disappeared.

'Kill' isoftenused asaninformal synonymfor 'destroy’ whenreferring
to acreature. Some older cardsaso use thisterm.



Kzzy'n

Land

Landwalk

Legend

Legends

Thecurrent Lord of the Red Guild. Sheisaso known by the honorary
title of the pogt, "Dragon Lord."

Landisatypeof cardthat typically generatesmana. Normally, you may
play oneand only oneland card duringyour turn. Land is colorless and
isapermanent, though it'snever aspell. When aspdl turnsaland of
any typeintoabasicland—aplains, idand, swamp, mountain, or
forest—that land losesitsorigina abilitiesand tekeson all the
properties of the new type, including the color of managenerated.
Understand that land is not manaand manaisnot land; land ismerely
the most common source of mana. Tapping aland for manaisaways
played asamanasource; tapping alandfor any other effectisjusta
normal fast effect. Playingalandisnot castingaspell, soit doesn't
follow thespell timingrules. Nor isitaninterrupt. Y ou may not
"respond to" your opponent's playing aland, and you may not play a
land as aresponse to an opponent's action or while aspell isbeing cast.
Whenalandistapped, any continuous effectsit may havearetill
active, andany effectswhichdo notinclude @ arestill useable.

A creaturewithalandwal k ability—swampwal k, forestwalk,andso
forth—cannot be blocked if the opponent has any land of that type in
play. It can't even be blocked by another creature with the same type of
landwalk.

Alegendisaspecid type of creatureand followsdl therulesfor
creatures, plusone additiona rule. Only one legend of any given name
canbein play at any time. If asecond legend with the same name
comesinto play, itisimmediately buried. If more than onelegend with
matching names come into play at the sametime, al of them are
buried. Any creaturewith thewords'Summon' and 'Legend' (or
‘Legendary") initstypeisalegend.

An expansion card set that includes many of the multiverse'slegendary
characters and heroes; this set introduced the multicol ored, gold-
bordered cards.

Y ourlibraryisyour draw pile. If your library isever empty whenyou
need to draw acard, you lose the duel. Once the duel has started, no
one (includingyou) may look throughyour library or shuffleit unlessa
spell or effect specifically givesaplayer that ability.



Lichlord

Life

Life Regiger

LifeTotal

LIFORule

Lim-Dul

Limited

Local

The current Lord of the Black Guild, sometimes called Skavius Slan.
Though thismagica being inhabitswhat is|eft of the body of the great
hero Azaar — avessd dsoinhabitedinthepast by Lim-Dul — Lichlord
remembers nothing of his body's previous existence.

Each player startsaduel with acertain amount of life. Each 1 damage
done to the player subtracts 1 lifeifitis not prevented or redirected. If a
player haslessthan 1 life at the end of aphase or the start or end of an
attack, that player losesthe duel. Y ou can go below O life and not lose—
if you manageto gain back enough life to put you aboveObefore the
end of the phase. There isno limit to how much lifeyou can gain or
lose; it'spossible (though unlikely) for aplayer to have 100 or 1,000 (or
more) life at the end of adud.

The area of the dueling table where thelife total istalied. Each duelist
has a separate life register.

The amount of life aduelist has at any given moment.

When more than one fast effect isused in response to the successful
casting of aspell or activation of an effect, theseinstantsform abatch
(or stack) . When both players signal that they are done using fast
effects, dl of the spellsare resolved in reverse order of casting. That is,
thelast cast takeseffect first, and they proceed in LIFO order — lastin,
firstout— until youfinally reachtheoriginal spell or effect.

A vicious, necromantic planeswal ker who invaded Shandalar beforethe
erection of the Great Barrier. This cunningwizard has defeated Kenan
Sahrmal in aduel and twice waged wars of conquest that ravaged the
plane. At present, his spiritisimprisoned somewhere in Shandalar.

The earliest release of the basic card set, sometimes called the "Alpha"
version.

An enchantment that requiresatarget is alocal enchantment. Non-
targeted enchantmentsareglobal .



MainPhase

Main Post

Main Pre

Mana

ManaBurn

Mana Dome

ManaLink

Most of the action in aturn takes place during the main phase. Not only
arefast effectslegd during thisphase asin others, but during your
main phase, you can dso cast permanents and sorceries, declare one
attack, and play oneland. Y ou can perform asmany or asfew of these
actions asyou like, andyou may mix them in any order. For example,
you could summon acreature, then attack, then play aland and
summon another creature.

When duelingin Shandaar, the last of the three "sub-phases’ of the
main phase. Any actionstaken after the attack has concluded (but still
during the main phase) take place during this sub-phase.

When dueling in Shandalar, the first of the three "sub-phases' of the
main phase. Any actionstaken before the attack begins (but only
during the main phase) take place during this sub-phase.

Themagical energy usedfor casting spellsand activating effectsis
cdled mana. Most mana comes from tapping land, but some mana
comesfrom other sources. Manaisnot land, and land is not mana.
Tapping aland for manaisaways played asamanasource, which can
neither be interrupted nor responded to. There are seven types of
mana, consi sting of thefivecolored types—white, blue, black, red, and
green—colorless mana, and generic mana.

SeMana Pool.

When acity has been taken over by one of the Guild Lords, it becomes
bound inside a magical dome. Thisdome drains the magical energies
of the city and channelsit to the controller of the dome.

The reward for aquest might be the establishment of amanalink
between your character and aspecificlocation. What thismeansis that
aslong asthat location remains unconquered, you derive an extral life
fromit. If one of thewizards managesto take over that place, you lose
thelinkimmediately.



ManaPool

Mana Source

ManaStone

ManaTap

Mono Artifact

Morgane

Mountainwalk

When you generate mana (whether by tapping lands or in some other
way), the managoesbriefly intoyour manapool, aholding placefor
mana. Y ou can then use the manain your manapool to cast aspell.

Y our mana pool empties at the end of each phase and at the beginning
and end of an attack; if any unused manaremains in your manapool
whenit empties, you lose 1 lifefor each one manayou didn't use. This
lossoflifeiscdled "manaburn." Y ouwill normally generate manaas
you need it for aspdl and will generate only as much asyou need so
that youwon't have any extra. However, some manasources (like Dark
Ritual) giveyou morethan one mana, which may leaveyouwith extra.
Y ou cannot prevent manaburn using damage prevention spells or
effects, butyou could use effectsthat target "loss of life." Of course,
you'll need to tap for new manato pay for them, since the manathat
wasinyour pool (and caused the burn) isaready considered gone.

Anylandin play or effect on acard in play that you use to generate
mana is considered a mana source. Drawing mana from any source
is not considered an action; it can neither be interrupted nor
responded to.

A type of gem availablein Shandalar. Mana stones come infivecolors,
corresponding to thefivecolors of magic. They are used asamedium
of trade and for powering special world magics. Manastones are of no
use during adudl.

Whenever one of the wizards successfully conquers a city, he or she
establishes amanatap there. When one of them has enough manataps,
that wizard is then able to cast the Spell of Dominion.

Thisisan obsolete term found only on early edition cards. For the
purposes of the Fifth Edition rules, amono artifactis smply an artifact,
and every effect on the card has an activation cost of .

The "Great Druid" isthe current Lord of the Green Guild.

Seel andwalk.



Oneromancer

Owner

Permanent

Phase Bar

Plainswvalk

Poison

Onewho divinesthe future through dreams.

The owner of aspell isthe player brought that spell to the duel. A card
under temporary control of another player isreturned to its original
owner or itsowner'sgraveyardwhenit leaves play, when the controlling
enchantment or effectisremoved, or when the duel isover, whichever
comesfirst. In aduel, cards change owners only through ante or the
effects of afew specia cards. See also Controller.

All artifacts, lands, creatures, and enchantmentsin play are
permanents, asare any tokens representing permanents. (SeeToken.)
Spells that will become permanents aren't considered permanents
until they aresuccessfully cast—thatis, putinto play. Specificaly, any
spell or effect that targets apermanent cannot target aspell that will
becomea permanent; both players must wait until the spell has been
successfully cast and isin play before using such spellsand effects.

Each player'sturn isdivided into severd parts, caled phases. The
phases take place in this order untap, upkeep, draw, main, discard,
cleanup. Each of these phases happens every turn, even if you don't
have anything to do during that phase, and every player can usefast
effectsin al but thefirst and last phases. Thereisno time "between
phases' for thingsto happen; dl actionsand effects take place during
one or another of the phases.

The portion of the Dueling Table used in Shandaar to mark and
control progress from one phase to another.

Seel andwalk.

A term used in Shandal ar to describe the capacity some creatures have
to give aplayer they damage one or more poison counters. If aplayer
gets 10 poison counters, that player losesimmediately, evenif hisor her
opponent has negativelife. It doesn't matter whether the counters
came from the same card or from severa different cards.



Poly Artifact

Power

Prevent

Thisis an obsolete term found on early edition cards. For the purposes
of the Fifth Edition rules, apoly artifact is considered simply an artifact.

A creature's power is the amount of damageit dealsin combat (combat
damage). Itisthefirst of thetwo numberswritten in the lower right
corner of the creature card. If aspell or effect reducesacreature's
power to O or less, that creature deals no damage. (No, creatureswith
negative power do not heal other creatures.) Furthermore, acreature
with O or less power is treated as having apower of Ofor al purposes
except raising the power back up again, for which the actual negative
number isused. Also, if acard saysto give acreature aspecific power
(rather than modifying its existing power), then treat the creature as
though thefirst number in the lower right corner of the card (the
"base power") were actualy changed. Any enchantments on the
creature, including those aready in play, would then build from this
starting point.

Damage prevention effectstarget the damageitself, and they causeitto
simply not happen (unlike healing, which repairs damage already
done). Prevention effects do not target the source of the damage.
Damage prevention only workson "fresh”" damage; that is, it only works
at the time the damage isbeing applied. Note that spdlslike
Unsummon (an instant that returnsacreature to itsowner'shand) and
Giant Growth (aninstant that givesacreature +3/+3 until the end of
theturn) are not damage prevention, and so are not lega to use during
adamage prevention step. Damage prevention or redirection is usdess
ifacreatureis"destroyed" by an effect, since"destroy" isn't equal to any
amount of damage, but regeneration can save a destroyed creature.
None of these can savea creature thatis "buried," A damage prevention
step happens any time that acreatureis sent to the graveyard or
damaged or a player isdamaged. The rules about using spellsand
effects during damage prevention take precedence over any other rule
governing what you can or can't do during agiven part of the turn.



Protection

ONI

Quick Draw

Rare

Redirect

Regenerate

A creature with protection from a particular color of magic cannot be
blocked by creatures of that color or targeted by spells, enchantments,
or effects of that color, and all damage done to it by sources of that
color isreduced to Owhether targeted or not. Additionally, giving a
creature protection from agiven color (with award, for example)
destroys any enchantments of that color aready on the creature.
Protectionisnotimmunity; the creatureisstill vulnerable to non-
targeted, non-damage-dealing effects. For example, Wrath of God (a
white spell that buriesdl creatures) will bury acreaturewith protection
from white. Protection cannot prevent acreature from being sacrificed,
Notethatitis possiblefor acreatureto have protection from some
other characteristic (flying, for example), but thisisrarein Shandalar.

Abbreviation for Quest Navigation Instruments. These include the
Quest Timer and Quest Scrall.

A term used in Shandalar to describe the immunity some creatures
haveto summoning sickness. These creatures can attack the turn they
are summoned.

The highest leve of rarity acard can have. Rare cards are the toughest
to find and the most expensive.

Redirecting damage, like prevention but unlike healing, causesthe
damage to not happen to its original target. Redirection effects cause
only the target of the damage to change. Redirection does not
necessarily target the source of the damage.

Regeneration issimilar to healing, in that it repairs damage already
done. A creature going to the graveyard due to either lethal damage or
to a"destroy"” effect can be saved by regeneration. Note that a
regenerated creature does not enter the graveyard. Regeneration
prevents destruction. If acreature regenerates, then itwasn't destroyed
and no special effects that would have happened dueto its destruction
will take place. Regeneration aso allows acreature to ignore dl of the
damage it has taken so far this turn, and regeneration taps the creature
asasde effect—if it wasn't already tapped. Regeneration can only be
used during damage prevention and only on acreature that is going to
thegraveyard.



Remove

Resricted

Resurrect

Revised Edition

Sacrifice

SetFilter

Shandalar

To be"removed from play" means ssimply that acard isno longerin
play on the table. Going to the graveyard or back intoyour hand are
examples of this. In contrast, to be "removed from the game" ismuch
more serious.

When aspell or effect removesacard (or token) from the game, that
card is not put into the graveyard. Instead, it is set asde entirely until the
duel isover. Spelsand effectsthat affect the graveyard do not and can
not affect this card. Also, since the card does not go to the graveyard, no
graveyard effectsoccur.

(1) In Shandalar, one can sometimes gain cards as treasure that are
especialy valuableand not part of the 4th Edition or Astral card sets. For
the purposes of the Deck Builder, these cards are collected under the
generd heading of Redtricted. (2) Generally speaking, a card the use of
whichislimitedin certain types of dueling tournaments.

Resurrection isone method of reclaiming a creature card from your
graveyard. Itisdistinct from regeneration, which can prevent acreature
from going to the graveyard in thefirst place. Beginning players

sometimes confuse the two.

Therevision of thebasi c card set rel eased between Unlimitedand Fourth
Edition. Thiswasthethird version of the basic card set.

Certain cardsrequireyou to sacrificeacard in play, usualy as part of
the cogt of generating aparticular effect You can sacrifice only cards
you control, and you can sacrifice acard that isgoing to the graveyard
(solong asthe effect therequiresthe sacrificeislegd at the time).
Sacrificed cards get buried immediately; they can't regenerate. Sincea
sacrificeisacog, it happensinstantaneously as soon asyou declareit; it
can't be prevented by other effects. Even if the card requiring the
sacrificeis countered or destroyed, the sacrifice till takes place. A
sacrificeisnot atargeted effect.

Any of the buttons used in the Deck Builder to control the inclusion of
cardsin the inventory according to card set.

One of the many planesin the multiverse of Dominia. The plane of
Shandalar is unusually rich in manaand hasthe distinction of being the
only known planeinwhich theability to cast spellsand use magic are
commonplace.



Showcase

Sorcery

Source

Source, Mana
Spdll

Spell Chain

Sack
Sarcrys

In Shandalar, any timewhen it would be hel pful to be able to read the
entire text of aparticular card, there isamethod for doing so. In most
cases, thisinvolvesavery large card displayed in aparticular area(the ...
upper left on the Deck screen, for example). The areawhere thecardis
shown iscalled the Showcase.

Likeaninstant, asorcery cardisplaced in the graveyard immediately
after it isresolved. Sorceries, however, may only be cast during the main
phase of your own turn, and they may not be cast during an attack or as
aresponse to another spell.

The source of damage is the card that dedlt that damage, whether

or not another card helped it do so. For example, if you put a
Firebreathing enchantment on aGrizzly Bearsto increaseits power, al
the damage the Bears dedls is considered damage from the Bears, even
though the Firebreathing hel ped. So, although the Bearsis green and
Firebreathingisred, dl the damage the Bearsdealsis damagefroma
green source. On the other hand, if aland enchanted with Psychic
VVenom becomes tapped, it is the enchantment that is doing the
damage, not the land. Thus, the damage would be from ablue source.
If the enchantment said that the land itself dealt 2 damage, then the
damage would be from a colorless source (because lands are col orless).
Read cards carefully; the source of the damage isadways specified.

SeeMana Source

Cardscomeintwo types: landsand spells. Casting aspell alwaysinvolves
playingacard from your hand. Abilities and effects of cards already in
play are not spellsand cannot be affected by thingsthat affect splls.
Some spells bring apermanent into play; these cards are considered
spellswhile being cast and become creatures, artifacts, or
enchantmentsonly if and after the spell is successfully cast.

A spell in the process of being cadt, dl of the interrupts targeting that
spdll, any interruptstargeting thoseinterrupt, and so on. Also, aspell

just cast and any instants (and interrupts used asinstants) usedin
response to that pell. Spell Chainsare resolved according to specific
timing rules. SeealsoBatch.

SeeBatch.

The name taken by the current Lord of the Blue Guild when she
assumed the post. Though thereis no official tidefor the leader of this
guild, many refer to her asthe"Adra Visionary."



Soning

Summon

Summoning
Sckness

Swvampwalk

Tap, Tapping

Tapped

A terra used in Shandalar to describe the capacity of certain creatures
have to destroy whatever creatures they block or that block them.

Creaturesare usualy brought into play by means of asummon spell.
Summon creature cards are spellswhile being cagt; if the spdll is
successful, the card then remainsin play and representsthe creature
that was summoned. Artifactsand artifact creatures are cast instead of
being summoned, so anything that affectsasummonswon't affect the
casting of an artifact.

No creature can attack or use any special ability the activation cost of
which requires tapping the creature unless the card or token
representing that creature wasin play under your control at the
beginning of your turn. That is, it has been inyour control
continuoudly since your most recent untap phase. This temporary
inability isusualy called"summoningsickness." Creatureswhichhave
summoning sickness can be used to defend, and they can aso use
abilitiesthat don'thave @ aspart of their cogt. Findly, only creatures
can have summoning sickness; any other permanents may be used
immediately after being broughtinto play.

Seel andwalk.

Tapping apermanent meansturning it Sdeways. Many cardswith
abilities or effectsrequire tapping the card aspart or al of the cost of
using that ability or effect. Thisis representedby @ in the activation
cost Note that tapping the card does not in itself generate the effect;
the controller of the card has to announce that he or she isusing the
effect and then tap the card when paying the activation cost. If
something else happensto tap acard, the ability isnot activated.

A sideways card isreferred to as being "tapped.” Non-creature artifacts
are compl etely deactivated for aslong asthey remain tapped, but
tapped creatures and lands till function normally, though tapped
creatures can neither attack nor block. When acard istapped, you
cannot use any of that card's effectsthathave & in the activation cost.



Target

Territory

Token

Atargetisthespecific card, token, or player atwhich aspell or effectis
aimed. Some spellsrequire one or more targets, you can't cast such a
spell if thereare novalid targetsin play. Usualy, the type of target
required will be obvious; acard with thetype "Enchant Land" must be
played on aland, for example. Spellsthat affect awhol e dlass of cards,
such asdl creaturesin play, don't require atarget and can therefore be
cast at any time. If agpdll targets apermanent, that spell can't be cast
until the spell for the permanent issuccessfully cast. If agpel isaimed at
asingletarget and that target is removed from play or becomesinvalid
before the spell resolves, that spell fizzlesand hasno effect. If agpdl is
aimed at multiple targets and one or more of those targets are removed
or become invaid before the spdll resolves, that spell still affectsany of
itsoriginal targetsthat are till valid andin play. Note that no spell
which alows multipletargets can target the same thing more than
once. An effect may target the same thing more than once, but not
during the same activation. Creature combat—attacking and
blocking—isn't considered atargeted effect If aspell or effect requires
atarget, the caster must announce the target at the time she pays the
cogt of and uses the spell or effect; it cannot be changed later. 1f no
legd targets arein play at that time, the spell or eff ect may not be used.

Thelower of thetwo large areasin the dueling screen, whereyou play
most of your cards, is called your territory. The other large areaisyour
opponent's territory.

Occasiondly, acard will ask you to use atoken to represent a
permanent, such asacreature. These tokens are permanents, and are
affected by spells and effects that affect the appropriate type of
permanent, but they are not considered cards. If any effect (including
damage) takesatoken out of play, itisremoved from thegame. Y ou
cannot return a token to your hand or otherwise maintain it out of play.
A token may be sent to the graveyard, but it cannot stay there. If atoken
iskilled or sent to the graveyard, itisremoved from play immediately
after it reaches there. Thiswill trigger effects that depend on something
going to the graveyard, but not those that depend on it remaining
there. Tokensare not counters. (SeeCounter.)



Tonamur

Toughness

Trample

Turn

The great ocean that surrounds Shandalar's only known continent
Traditional wisdom holdsthat, infact, thereisonly oneland masson
Shanda ar, and that the waters extend around the globe. Whether that
istrue or not, thefact remains that nothing is known of the ocean's
breadth or what other lands (if any) exist onitsfar shores.

A creature'stoughnessisthe amount of damage it can take beforeitis
destroyed. If acreature's toughnessis reduced to O or less, the creature
dies. Notethat damage prevention effectscan only prevent damage;
they cannot prevent effectsthat reduce acreature'sbasi ¢ toughness.

Y ou check whether acreature'stoughnesshasbeen reducedtoOor less
assoon asany spell or effect has been resolved; itis not possiblefor a
creaturetosurviveif itstoughnessislowered below 1. Also, if acard say
togiveacreature aspecific toughness (rather thanto modify its
existing toughness), then treat the creature as though the second
number in the lower right corner of the card (the "base toughness')
wereactually changed. Any enchantmentson the creature, including
thoseaready in play, would then build from thisstaring point.

Normally, an attacking creature that is blocked cannot damage the
defending player. A creature with trample gets around this limitation
by dealingaspecia type of damagein combat, called'trample
damage.' If ablocking creature hastaken damage greater than its
toughness, any excess, unprevented trample damage will "spill over"
from the creature to its controller at the end of damage prevention,
even if the creature that was damaged regenerated. If asingle creature
receives both normal damage and trample damage at the same time,
apply the trample damage last. Since the excess damageisn't redirected
until the creature goesto the graveyard or regenerates, the player can't
choose to take the spillover damage and then save the creature by
preventing 1 damagetoit. Trampleonly functionswhenthecreature
that hasit is attacking, not when it's blocking.

Every turn consists of six phases. When one player'sturnfinishes, the
next player'sturn beginsimmediately. Thereisnotime"between
turns' for usingfast effects. Some spellsmay be used duringany
player'sturn; others may only be played during your own turn. Effects
whichwear off at "end of turn" last until the cleanup phase of the
current turn, no matter whoseturnitis.



Type Filter

Uncommon

Unlimited

Untap

UntapPhase

Upkeep Cogt

Upkeep Phase

Any of the buttons used (in the Deck Builder and Deck screen) to
control theinclusion of cardsin the inventory (or collection)
according to the type of the card.

The medium level of card rarity. Uncommon cards are not as easy to
find or asinexpensive ascommon cards, but are more abundant and
cheaper than rare cards.

The second collected release of the basic card set, which included cards
from boththefirst (Limited or "apha") and second ("beta") versions.

Turning acard back from the sdeways, tapped state to the normal,
upright position is caled untapping the card. Untapping a card does
not normally undo any of the effects caused by tapping the card; it
merely makes the card available to be tapped again.

Thefirst part of each turn isthe untap phase. All youdo inthisphaseis
untap cards; you can't usefast effects. All of your cards untap
simultaneoudly, and you must untap dl of your cards except those
which are prevented from tapping. Some cards giveyou the option of
keeping them tapped; these cards are not required to untap during the
untap phase.

Some cards have an upkeep codt. If you control acardwith an upkeep
cog, during the upkeep phase of your turn you must either pay the cost
or suffer the effects of not paying it before you can use any of the non-
continuous specid abilities of that card.

The second part of each turn isthe upkeep phase. Thisis the first
chanceto usefast effectsduring the turn. Also, al upkeep costsare
dealt with during thisphase. The order inwhich upkeep effectstake
placeisgtrictly defined. Both playersmay usefast effectsboth before
and after each effect. If apermanent with an upkeep cost leavesplay
before the cogt has been paid, the cost does not need to be paid. A
player cannot end the upkeep phase until dl of the permanentswith an
upkeep cost have been dealt with.



Wall

Web

Winning/L osng

World Magic

Any card labded "Summon Wal" counts asaWall, no matter what the
name of the card is—for example, Carnivorous PlantisawWall, though
"Wadl" does not appear in itsname. Wallsare creaturesand follow all
the samerules asany other creature, with one exception: unlessthe
card specifies otherwise, aWall cannot attack (unless, of course, some
other card givesit that ability). Even aWall with power greater than O,
like the Carnivorous Plant, may not attack—but it can deal damage to
any creatureit blocks. Just like any other defender, aWall can normally
block only one attacking creature at a time. Finally, remember that
Wals can be affected by any spellsthat affect creatures, evenifthis
seemsillogical or slly. For example, you can get rid of aWall of Stone
by casting Terror on it.

A term used in Shandalar to describe the capacity some non-flying
creatures have to block flying creatures.

If, at the end of any phaseof either player'sturn or at the beginning or
end of an attack, one player'slife tota isO or less, the other wins. Ifa
player'slifetota reachesO or lessat any other time, that player hasuntil
the end of the phase to get back to 1 or morelife. If both playersare
reduced to O or less life during the same phase, the duel isadraw. Ifyou
can't draw acard when required to do so (your library is empty, for
example), you lose the duel immediately. Certain cards might define
otherwaystowin orlose.

At some cities, extraordinary magical itemsor powers have been
hidden away for long centuries. When you find one of these and pay
the cogt of that magic, you gain accessto it, as represented by aWorld
Magic. Thesespellshavevariousbeneficial effects.

Cardsthat use the term 'you' or 'your' in their text aways mean the
current controller of the card. If acardjust affects 'you,' it can't affect
your creatures. For example, aCircle of Protection—which says
"prevent all damage against you'—can only stop damageto the player,
not damageto that player's creatures. SeeController.



Each player's turn consists of six phases, in order. All of these phases
and dl of the parts of each happen every turn, even if you don't need to
do anything during some of them. There is no time "between phases’
or "between turns'; everything in the game happens during aphase.

Throughout thisAppendix, 'you' means the player whoseturn itis

Damage Prevention Step

Though it isnot noted in the following sequence, any timeacreature
or player is damaged or destroyed, there isan immediate opportunity
to use damage prevention, redirection, and (in acase when something
isgoing to the graveyard) regeneration effects. Thisissometimes called
a"damage prevention" step, a"damage resolution” step, or a"healing"
step. It takes place immediately when the damage is assigned and has
precedence over anything dse that either player might want to do. No
effects or spdls other than damage prevention, redirection, and
regeneration are dlowed during this step.

Beginning and End of Phase Effects

During every phase, there might be effectsthat take place"at the
beginning of or "at the end of" that phase. These effects are dways
handled in the same order, asfollows:

1) Effectsyou (the player whoseturnitis) control comefirst,in
whatever order you choose.

2) Next come those effects controlled by your opponent, in whatever
order she chooses.

Though these effects are generally subject to the usual
interruptions and responses, thereisno opportunity to take any
action before thefirst beginning of phase effect

Note that no interruptions, responses, or fast effects of any sortare
alowed during the untap and cleanup phases. Thus, effects that take
place at the beginning or end of the turn can be neither interrupted
nor responded to.



Untap PhaseE

During thisphasg, dl of your cards untap at exactly the sametime,
unless one or more of them are specifically prevented from doing so by
existing effects. Any "untap effects’ triggered by untapping cards
happen—in the same order as beginning of phase effects.

Neither player can usefast effects during the untap phase.

Upkeep Phase H

All effectsthat say " during upkeep™ happen, inthe sameorder as
beginning of phase effects. Y ou cannot end the phase aslong asyou
have anything in play with an upkeep cost or effect that hasn't been
dedtwithyet. Both playerscan usefast effectsbefore, after, during, and
inbetweentheseupkeep effects.

Draw Phase n

Before the draw, there isan opportunity to use fast effects.

Y oumustdraw acard. Thedraw takesplace asafast effect (notan
interrupt). Ifyou cannot draw acard becauseyour library isempty, you
lose. If afast effect preventsor takesthe place of your normal draw, you
can not draw.

After the draw, there is another opportunity for fast effects.

Man Phase

For convenience, the main phaseisdivided into three parts.



PRE-COMBAT

COMBAT

land into play. Y ou can do this at any time except during
the casting of a spell or the resolution of an effect (aspell
chain). Ifyou choose to put aland into play now, you will
not be able to do so during post-combat. Putting aland
into play (like tapping aland for mana) is not an action,
and thus presents no opportunity for fast effects.

m In the earliest portion of the main phase, you can put one

Y ou can cast any number of gpellsand use effects—of any type—
during pre-combat, aslong asyou have enough mana. Y ou can cast
gpellsand use effectsboth before and after putting alandinto play. Any
spell (or effect) beginsaspell chain, and thus presents an opportunity
for interrupts and responses.

==9 Youcan make one attack during the main phase—again, at
3 any time except during aspell chain. You don't have to
: attack every turn, but if you choose to, the sequence of
events once the attack has begun is not flexible. For ease of

reference, well treat Combat asif it were divided into five
sub-phases.

Note that when you click on [fj ,youareonlyannouncingyour
intentionto attack. The attack doesn't actudly startimmediately. Both
players have achance to use spellsand effects that must be played
"before the attack” to have any effect. Onceall of these have been
resolved, combat begins. (If you don't like the new situation, you can
awaysattack with no creatures.)

Declare Attackers §§

Y ou decidewhich of your creatureswill take part in the attack.
Tapped creatures and those with summoning sickness cannot attack.
Onceyou have declared acreature as an attacker, you cannot remove it
from the attack.

Ifyou want to band any of your banding creatures with an attacker
toform agroup, you must do so now.

If any of the creaturesyou include in the attack has aspecia attack
cost associated with it, you must pay that costwhenyou designate that
creature asan attacker.

Y our opponent cannot do anything whileyou are declaring
attackers, andyou can't use any effects or cast spells, either.



Fag Effects #&

Once the attack lineup has been declared, both players have an
opportunity to usefast effects. Atthispoint, the creaturesareofficially
"attacking creatures’ and can be targeted by the appropriate spells and
effects. Thereareafew pointsto keepinmind at thisjuncture.

¥ If aplayer takes control of one of the attacking creatures (even if
you "take" control of one of your own), itisremoved from the attack
and no longer counts as an attacker.

¥ |If an attacking creatureis killed or otherwise removed from play
now, it is considered removed from the attack and no longer counts
asan attacker.

¥ Thisisthelast chance to prevent ablock by making an attacker
unblockable.

Declare Blocking &

Y our opponent declares the bl ocking—which creatures are blocking
each of the attacking creatures. Blockers are not tapped, but tapped
creatures cannot block. The defending player must pay any special
blocking costsfor acreature, as heeded, when declaring that creature
asablocker. Multiple creatures can block asingle attacker, but no
creature can block more than one attacker (unless, of course, acard
specifically givesitthat ability).

Y ou cannot do anything whileyour opponent is declaring the
blocking.

Once ablock has been declared, the blocked attacking creatures
have been bl ocked andwill remai n blocked no matter what happensto
the blocker later.

Fast Effects ¥

After the blocking has been declared, both players have another
opportunity to usefast effects. The creaturesinvolvedin the blocking
are officially "blocking creatures" now, and can be targeted by the
appropriate spellsand effects. Likebefore, there are afew pointsto
keepinmind.

¥ |f someone takes control of one of the attacking creatures at this
point (evenifyou "take" control of one of your own), itisremoved
from the attack, isno longer considered an attacker, and will not
ded or receive combat damage. The same appliesto blocking
creatures, but any creature that was blocked by the removed blocker
remainshblocked.



¥ |fan attacking creature is killed or otherwise removed from play
now, itisremoved from combat, is no longer an attacker, and will
neither deal nor receive combat damage. The same applies to
blocking creatures, though any creature that was blocked by the
removed blocker remains blocked.

¥ |f ablocker becomestapped, itwill not del combat damage. Any
creature blocked by it remains blocked, and the blocker might till
receive combat damage.

¥ |f ablocked attacker is made unblockable now, itistill blocked and
will till exchange combat damagewith its blocker,

Resolution P§

Thisis the damage dealing step, when the combat damage is actualy
assigned and any damage prevention takes place. Neither player can
take any action during resolution except to use damage prevention,
redirection, and regeneration fast effects—and the interrupts that
target these effects. There are two thingsto keep in mind beforewe
continue.

¥ Any attacker or blocker which regenerated during an earlier step
cannot deal any combat damage or be dealt any combat damage.

¥ A blocked attacker with no remaining blockers cannot dedl any
combat damage unlessit has trample.

First of dl, attackerswith first strike deal their power in damage to
whatever isblocking them, and blockerswith first strike dedl their
power in damage to the attacker they're blocking. Unblocked attackers
withfirst strike ded their power in damage to the defending player. All
of this happens at exactly the same time. (If there is a choice about how
to divide up any damage, the player controlling the damage-dealer
chooses, unlesshandingisafactor.)

Note that there isadamage prevention step at this point, and
creaturesthat have taken lethal damage and are not regenerated go to
the graveyard.



POST-COMBAT

Next, those attackerswithoutfirst strikewhich have not takenlethal
damage dedl their power in damage towhatever isblocking them, and
surviving blockers ded their power in damageto the creaturesthey're
blocking. Unblocked attackerswithout first strike deal their power in
damageto the defending player. All of this happensat exactly the same
time. (If thereisachoice about how to divide up any damage, the
player controlling the damage-dealer chooses, unlessbandingis a
factor.)

Next, any remaining trample damage "spillsover" to the defending
player.

After thefinal trample damage has been assigned, another damage
resolution step occurs. During thisstep, both players can use damage
prevention, redirection, and regeneration effects—pluswhatever
interruptstargettheseeffects. No other fast effectsarealowed. After
that, creatures till in play which have taken lethal damage and not
been regenerated go to the graveyard.

Any effectstriggered or permitted by creaturesgoing to the
graveyard happen now. No other actions (fast effectsor interrupts)
arealowed.

Finally, combat ends. Any effectsthat happen "at the end of
combat" take place. Neither player can do anything during thisstep.

After combat is over, you can cast spells and use effects
) again—any number, of any type, aslongasyou have
enough mana. Any spell or effect beginsaspdl chain, and

thus presents an opportunity for interrupts and (if itis
successfully cast) responses.

Ifyou did not put aland into play during pre-combat, you can put
oneinto play now. Y ou can do thisat any time except during aspell
chain. Puttingalandinto play isnot an action, and thus presentsno
opportunity for fast effects.



Discard Phase [,

Beforethe discard, thereisan opportunity to usefast effects,

Ifyou have more than seven cardsin your hand, you must discard
until you have only seven. Ifyou have seven or fewer, you may not
discard, even if youwant to. The discardjust happens; it is not aspell or
fast effect, does not present an opportunity for fast effects, and cannot
be interrupted.

Fast effectsare not dlowed after thediscard.

Cleanup Phase H

Once Discard iscomplete, no player may useany fast effectsuntil the
next turn begins. The Cleanup phasejust happens

All damageisremovedfrom al surviving creatures. At exactly the
same time, every effect and spell that lasts "until end of turn" expires.

Findly, any effects that happen "at end of turn" take place, in the
same order as end of phase effects usualy do.

The turn isover, and the next beginsimmediately. Thereisnotime
between turns.
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ustomer Support

Ifyou have any questions about Magic: The Gathering or any of our
other products, please contact MicroProse Customer Support at:

MicroProse
2490 Mariner Square Loop
Alameda,CA 94501
ATTN: Customer Support

» (510)522-1164
9:00AM to5:00 PM Pecific Time
Monday through Friday

*Fax
(510)522-9357

» World Wide Web
WWW.miCroprose.com

*FTP
ftp.microprose.com

America Online

To reach our Customer Support board in the Industry Connection,
press|ciJK]for "Go to Keyword." Then type MICROPROSE in the
Keyword window. |n addition to posting and reading messages, you
can download filesfrom the "Software Libraries." Send electronic
mail to Customer Supportat MPS|.

CompuServe:

To reach our Customer Support board in the Game Publishers B
Forum, type GO campusat any "!" prompt. Then select " Section 2"
for MicroProse. In addition to posting and reading messages, you
can downloadfilesfrom the"Libraries (Files)" menu. Send
electronic mail to Customer Support at 76004,2223.

GEnie

To reach our Customer Support board in the Games RoundTable,
typem805; 1atany "?' prompt. Then select "Category 12" for
MicroProse. In addition to posting and reading messages, you can
download filesfrom the "Games RoundTable Libraries." Send
electronic mail to Customer Support at MICROPROSE.



WorldWideWeb:

Y ou can read the latest news and information about MicroProse on
our World Wide Web page at www.microprose.com. Download
files from our FTP site at ftp.microprose.com. Send electronic
mail to Customer Support at support@microprose.com.

MicroProse Cusomer Support BBS:

To reach our Customer Support BBS, phone (510)522-8909 [8-N-
1]. The BBS supports 300 baud to 14.4K (v.42bis) and Xmodem,
Y modem and Zmodem transfer protocols. After you are logged in,
follow the onscreen promptsto sign on asanew user. The
Customer Support BBS has message areas and filelibraries.

How to Get Help

Ifyou are having problemswith Magic: The Gathering, we can best
helpyouif (1) you are at your computer whenyou call and (2) you
havethefollowinginformation handy:

» Version number of Magic: The Gathering

» Your computer's brand and model

* Your computer's BIOS brand and version number
» Total RAM installedinyour computer

* Version number of DirectX drivers

» CD-ROM brand and model name

» Video card brand and model hame

» Sound card brand and model name

» Mouse brand and version number of mouse driver
» Joystick brand and model name

« Any error massage you see in the game

When you call our Customer Support phone number,
press[4]to access our automated help line for fast answersto
commonly asked questions or press[s]to access our automated
faxback service.
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170,173,184,191-192

Blocker 71-72, 77,86-87,91,95,127-128,142,
161,163,167,191-192

Blocking 70-73,77,85-87,88,93-95,127-128,
142,161,162,163,165,167,168,183,184,
191-193

Blocking Creature 72,85-86,88,94-95,161,
162,163,167,168,183,184,191-192

BlueMana52-53, 65,148,175
Border31,34,54

Brass Man 105,129,131

Bribe 41-43

BuildingaDeck 134,141-144,168
Buried 83,101,163,169,173,178,180
Burn,Mana67,176

Bury 104,163,167

C

Cancel 67,112,115-116
Card

Color 28,40,54,137,148,164

Controller 72, 75,84,166,182,186
Owner 82,84,92,106,166,171

Type 40, 51,55-58,135,172,173,183,185

Parisof 51,54
Trading 35, 39-40,45
Caster 78,97,164,166,168,183

Cading 28,50,53,55-58,63-67,70-71, 74,
77-78,95,97,102,115,120-124,164,166,
169,173,174,175,181,182,190

Casting Cost 28,51,53,64-66, 74, 78,115,
120-121,137,151,164,166,170

Cadtles 24,26,38-39,42,109,141
Challenge 41-42

Chronicles 164

Circleof Protection 66,76,140,144,186

City 24,26,28,30-32,35-36,39,43,46"8,109,
135-136,139,175,176

Cleanup 60,64,69, 76-77,82,117,164,177,
184,188,194

Clue22,24,26,37,39
Cockatrice 153

Collection 23,26-30,35,44,48,135-141,
164,172

Color

Cad 28,40,54,137,140,148,164
Deck 12,20,27,37, 39-40,135-136,140,
141-144,145-146,167
Mana 28,51-54,65-66,81,120-121,137,
142,148-149,164,165,170,173
Spell  52-53,54,65-66,121,181
ColorlessMana 53, 65, 81,165,170,175

Combat 63,68,70-73,87, 93-95,103,116-117,
119,125-128,161-162,165,167,178,184,
190193

Combat Bar 116-117,125,127-128
Combinations144

Common 51,57,153,165

Concede 112,165

Conjurer'sWill 26,48

Conquered City 31,35-36
ConsolidateDuplicateCards27,136,146



Continuous Artifact 58,74,81,124,161,165
Continuous Effect 74-75,81,160,165
Controller 72, 75,84,162,166,182,186
Conversion 97

Copies 27,85,136,139,146

Cost

Activation 51,58,62,74,76,79,81,84,91,
96,105,153,160,161,166,169,176,
182,183

Casting 28, 51,53,56,58,64-66, 74, 78,
115,120-121,124,137,144,151,164,
166,170

X 66,115,121,125,151

Counter 73,78,98,101,106,166,172,183

Counterspell 55, 98

Creature 24, 29, 31,33,35-39,40,41,42-"\3,
47-48,51,53-54,55-58,64-67,68-72,
76-77,79-80,81,82,83-84,84-95,98,
100-105,109,114,119,126-129,131-132,
137,142,149-150,152-153,156-157,
160-163,165-173,178-180,182-184,186,
188,190-192

Abilities 29,84-95,114,127,137,152-153

Artifact 40,57-58, 81,150,161,166,
171,182

Attacking 71-73, 79-80, 85-88,90-91,
93-94,126-127,161-163,167,
183-184,186,191-192

Blocked 71,88-89,94,161,163,167,170,
173,184,191-192

Blocking 72,85-86,88,94-95,161-163,
167-168,183-184,191-192

Defending 71,85-86,94,162-163,
167-168,184,191

Summoned 58,69,79,182

Token 83,149,162,182-183

wall 80,186

Curse 24, 43,109

D

Damage 50,52,54-55,57,64, 66, 63-70, 72-73,
76-77,79"81,85-88,90-96,100-105,119,
125,127-132,153,161-166,167,168-171,
174,176-179,181,183-184,186,188,
191-194
Healing 101,103,171,178,188
Prevention64,73,91-92,96,100-105,119,

120,128,132,168,170-171,176,
178-179,184,188,192-193
Redirecting 179
Source of 178,179,181
Timing of 104

Ded Damage 68,72-73,76-77,87-88,90-91,
93-94,101,127,167,170,186,191-193

Deathlace 100

Deck  17,19-20,23,25-30,34-35,37,39,44-45,
48,50,60,110,134-158,164,167,168,172

DeckBuilder 10,17,134,145-155,157,165,
168,170,172,180,181,185

Color of 12,20,37,40,140,142-143,
145,165

Restrictions134,138

Starting 12,19-20
Declare Attack 70-71,86,161-162,175,190
Declaring Attackers 71,127-128,190
Declaring Blockers 127-128

Defending Creature 71, 85-86, 94,162,163,
167,168,184,191

Destroy 50,77-78,88,92-93,98,101-102,104,
106,153,167,168,172,178,179,182

Difficulty Level 12,19,138,156
DirectX 10
Disadvantage 24, 38,43,109

Discard 60,63-64,115,131,168,169,171,177,
1%



Discard Phase 60,65-64,131,168,194

Discard Pile 60,63,171

Disintegrate 66

Dome, Mana 35-36, 46,175

Dominia 181

Dominion3,6,16,24,32,3536,46,168,176

Done 27,30,32,55,112,115-116,121-122,
125-128,136,138,150,154-156,169,174,

Draw  60,62,101,110,115,118,129-130,168,
169,173,177,179,186,189

Draw Phase 60,62,118,129-130,168,177,
186,189

Drudge Skeletons 76,91,93

Duel 17,23-24,32-33,37-39,42-44,47-18,50,
54-56,60-106,109-119,120,134-135,
138-144,155-158,160,165,168,169,
173-174,177,186

Dueling Table 14,110-119,120,156,174,177

Dungeon 37-38,45,140

Dungeon Clues 22, 24, 26,37,39

Dwarven Warriors 68

E

Effect 51,55-58,62,64, 67-70, 72, 74-51,
83-85,90-95,97-106,112-114,116-117,
119-120,122-125,128-132,152-153,
160-161,163-166,168-174,176-180,
182-185,188-190,193-194

Continuous74-75,81,160,165-166,169
Resolving 83-84,96-97,101,104,169
Targeted 83,143,172,179,191
Timing75,77,95,97-102
Upkeep 128130

Elemental Blast, Blue 77-78, 98,101

Elemental Blast, Red 101,143

Enchant 53, 56, 67, 83-84,150,169,183
Artifact 82,150
Creature 56, 67, 83-84,150
Enchantment 150,169
Land 82-83,150,183
World 56,82,169

Enchantment 37,53,56,65,69,75,78,82,
84-85,88,92-97,150,166,169,170,174,
177,181
Global 82,130,150,170,174
Loca 82,169-170,174

End6,22,24,36,39,47,61-64,67,69, 75-77,
84,91,94,97,99-101,104-105,114-115,
117,119,123,125,128-131,138,140,157,
162-164,168-169,174,176,178,184-186,
188-189,193-1%4

Endof Phase 61-64,67,69,105,117,119,164,
168,174,176,184-186,188-189,194

Endof Turn 64,69,75-77,84,101,105,129,
164,178,184,186,188,194

Energy Flux 130
Exit 14,18,145-146,157-158

F

Fallen Empires 169

Fast Effect 55-56,62,72, 74, 77,79,92-93,95,
99-100,102-103,105,112,116-117,123,
130,142,160-161,163,168-169,172-174,
185,188-189,194

Fast Effects, Resolving 96-97,101
Feldon's Cane 131



Filter

Color 40,147-148,164-165

Other 150

Set 147,170,181

Type 29,40,138,185
Firebal 54-55,66-67

Firebreathing 54,75,181

FrstStrike60,73,88,103,127,152,160,170,
192-193

FizzZle 67,131,170
Flavor Text 51,54

Flying 54, 71,84-89,101,114,127,152-153,
160,169-170,179,186

Food 22-23,34-36,42-43
Forest 163,173

Forestwak 89,170,173
Fourth Edition 147,170,180
Frozen Shade 54, 76

G

Game Menu 10,12,17-18,145,156
Gauntlet 156,158

Generic Mana 53-54,57,61,65-66, 81,165,
170,175

Giant Growth 55,64,77,178

Giant Spider 88

Gives Ahility 152,173,186,191

Global Enchantment 82,130,150,170,174
Goblin 57,143

GoblinKing 57

GoblinRock Sled 57

Gold 22-23,34,36,40,42-43,47,141,154

Graveyard 5,60,63,65,67,69,72-73,77-78,80,
82,84,90-93,101-102,104-106, 111,
117-118,120,128,131-132,162-163,
166-168,170-172,177-181,183-184,188,
192-193

Graveyard, Timing 69

Gray Mana 65,165

Gray Ogre 54,98

Great Druid 6,176

Green Mana 33,48,52-53,65, 91,175
Grizzly Bears 101,181

Guardian 4-6,32,162-163,171-172
Guild Lords 4-6,175

H

Hand 60,63-70,72,74,78,85,90,100-102,
110-111,113-115,117,120-121,130-131,
134,142,144,163-164,166,168,171-172,
178,180-181,183,194

Hedl Damage 64,69,73,162,171,178

Help 14,34,39,41-42,63,69,88,92,95,112,
116,196,199

Holy Strength 54,56,75
Homelands 171
Hurloon Minotaur 53-54, 68-69

HypnoticSpecter 68

In Play 8,37,39,50-51,54,56-57,60-62,66,
68,70,73,75-82,84,87,89-90,96-97,
100-102,104,106,111-115,117-118,120,
123-125,129-131,134,142-144,156-157,
163,166,169,171-173,176-178,180-184,
189,193



Indeo 10
Inflatable 76
Installing, Game 89

Instant 38,40,53,55-56,75, 77, 84,99-104,
123,172,178,181

Interrupt 17,53,55-56,73,75,77-78,95-104,
106,121-123,163,169,172-173,182,189

Stack 55,99
Timing 75,77,99

Inventory  28,31,136-137,145-151,153-154,
165,170,172,181,185

Ironroot Treefolk 54
Island Sanctuary 130
Idand

Land Card 31,96-97,163,173
Terrain 31,33,97

Idlandwalk 89,172

J

Journal 24
Jump 71,75,84,101-102

K

Kenan Sshrma 2-5,162,171-172,174
Keyboard Controls 24-25

Kill 55, 71-72,77,87-88,92,94,104,130,172
KormusBell 80

Kzzy'n 6,172

Lairs33,36,45,140
Land

Basic 31,33,51-52,97,113,163,173
Forest 163,173
Island 31,96-97,163,173
Mountain 96-97,163,173
Plains 40
Swamp 163,173
Landwalk 89,127,152,170,172-173,176-177,
17)

Leap of Fate 26,48
Legend 173

Lethal Damage 69, 72-73,91-92,95,100,
103-104,128,162,167,170,179,192-193

Library 60, 62,65, 111, 118,130,138,141,
143-144,154,163,168,171-173,186,189

Lichlord5-6,162,174

Life  2,20,22-24,31-32,35-39,47,50,53,66,
83,92,109, 111, 118-119,121,125,157,
166-168,174-177,186

Lifelace 121

Life Register 111, 119,121,125,174
LIFO 98-99,163,169,174
Lightning Bolt 88,131

Lim-Dul 2-6,160,162-163,172,174
Lim-Dul'swWar 2,5,160,162-163

Limited 33, 40, 42,44, 78,138,140,160,174,
180,185

Link, Mana 31-32,34-36,47,175



Llanowar Elves 53

L oad Saved Game 18,156

Locd Enchantment 82,169-170,174
Lock, Mana 141

Lord of the Pit 131,144

M

Main Menu 9-10,12,14,16-18,145-146,156

Main Phase 56, 60, 62-63,70, 78, 80,120,161,
165,168,175,181,189-190

Post-combat 63
Pre-combat 63,117,190
Mana 2,4-5,22,24,26,28,31-40,43,45-48,

50-54,57,61,63-67,75-77,79,81,85,

91-92,95,100,102-103,106,109-115,

119-121,124-125,130,137,141-142,

147-149,151,164-165,169-171,173,

175-176,181,190,193

Black 33,48,52-53,65-66,75-76,85,148,
175

Blue 33,48,52-53,65,142,148,175

Burn 67,175-176

Color of 4,28,32,35,45,47,52-54,65-66,
81,119,121,137,142,147-149,
164-165,170,173

Colorless 53,65,81,165,170,175

Dome 35-36,46,175

Generic 53-54,57,61,65-66,81,165,170,
175

Gray 65,165

Green 33, 48, 52-53,65,91,175

Link 31-32,34-36,47,175

Lock 141

Pool 52,67,100,106, 111, 115,119-121,
165,175-176

Red 33,45,47-48,52-54, 66,142,148,175

Short 100

Squirrels 48

Stone 31-32,35,45,47-48,176

Symbols28,65,137,147-148,165
Tap 32,46,51-53, 75,100,113,120,124,
176
White 31,33,48,52,148,175
Manabarbs 79

Map, Plain 31

Marker 22,119-121,125,166

Match 29,40,138,156-158

Menu, Main 9-10,12,14,16-18,145-146,156
Menu, Options29,138

Menus 17

Mesa Pegasus 87

Millstone 143

Mini-menu  14,27-28,30,110-111,113,
115-117,121-122,125,127-128,136,138,
146-147,155,158

Mishra's Factory 82,149

Mono Artifact 176

Morgane 176

Mountain
Land Card 96-97,163,173
Terrain 97

Mountainwalk 176

Mulligan 110

Multicolored 34,52,173

Multiverse 2,5,171,173,181

N

Name 3,5,8,25,28,40,51,54,57,80,90,106,
110,115,136,146,150,153-155,157,173,
182,186,199

NativeAbility 152
Non-CreatureArtifact 40,58,81,161,165
Non-targeted 56,67,90,99,150,174,179



O

Oasis 52
OptionsMenu 29,138

Owner 69,82,84,86,92,106,164,166,171,
177-178

P

Paralyze 61,129

Partsof aCard 51, 54

Permanent 56-57,62,65,67,73,75,77-79,
82-84,100,102-105,113,122-124,
131-132,164,166,168-169,172-173,177,
181-183,185

Pestilence 76,90

Phantasmal Terrain 97

Phase 56,60-64,67,69-70,72,76-78,80,82,
105,111-112,114-122,125-126,128-131,

161,164-165,168-169,174-177,181-182,
184-186,188-190,194

Bar 111, 116-117,119,121-122,125-126,
128,177
Cleanup 60,64,69,76-77,82,117,164,
169,184,194
Discard 60, 63-64,131,168,194
Draw 60,62,118,129-130,168,186,189
Main 56,60,62-63,70,78,80,120,161,
165,168,175,181,189-190
Stop 112,116-117,125
Untap 60-61, 64, 72,80,105,182,185,189
Upkeep 61-62,64, 80,105,116,128,185,
189
PlainMap 31
Plains
Land Card 52,97,163,173
Terrain 97
Plainsvak 177

Plane 2-6,17-18,46,108,147,160-161,163,
168,174,181

Planeswaker 2,5-6,161,163,174
Pay
Remove From 72,130,180

Sequence of 188194
Poison 119,152,155,177

Poly Artifact 178

Pool, Mana 52,67,100,106, 111, 115119-121,
165,175-176

Power 4-6,20,26,29,32-33, 35,45-48,51-52,
57-58,68-69, 71-72,76,80,84,90,109,
114-115,118,122,137,142,149,151,153,
161,165-168,178,181,186,192-193

Prices 34,43
Priestess 87,90
Prodigal Sorcerer 77,94,125

Protection 3,5,20,52,65-66,76,82,84-85,
90-91,95,127,140,144,152,160,163,169,
179,186

PsychicVenom 181

QNI 23,179
Quest 22-23, 34-35, 45,47-48,140,175,179

Scroll 22-23,179
Timer 22-23,179
Quickening 26,48

R

Rarity 29,40,137,153,165,179,185

Red Mana 33,45,47-48,52-54,66,142,148,
175

RedirectDamage69,73,162,179



Regeneration 64,75,85,91-93,101,103,127,
132,152,163,168,178-180,188,192-193

Register 17, 111, 119,121,125,174
Remove

From Game 17,167
From Play 72,130,180
2I(Q)sﬁolving 83,95-97,101,104,169,203-204,

Respond to  55,63,95-96,99-100,102-103,
116,122,130,163,172-173

Redtricted Cards 147,180
Restrictions, Deck 134
Resume 18,32
Resurrection 180
Revisad 180

Riddle 38,43

Road 18,30

Rod of Ruin 81

Royal Assassn 93-%4

Rules 14, 52-54, 61, 69, 77,81,83,86,89,95,
106,108,110,124-125,138,141,160,
169-170,173,176,178,182,186,197

S

Sacrifice  104,130-132,144,160,166-167,180
Sainted One 160

Samite Healer 95

SavingaGame 16

Scathe Zombies 76

Scroll,Quest 22-23,179

Scryb Sprites 94

Scrying Crystal 32

Sengir Vampire 55,87,92,105

Sequence of Play 183194

Shandalar 2-6,10,12,14,16-20,22-48,50,54,
60,108-132,134-135,138-139,145,147,
153-157,160-161,163,165,168-172,
174-177,179-182,184,186

Shanodin Dryads 89
Shortcuts, Keyboard 26

Showcase 27,39-40, 111, 113-114,117-120,
135-136,145-146,181

Sideboard 140,158

Situation Bar 112,115-116,119,121,125,
127-128

SkaviusSan 5,174

Seight of Mind 82,84

Sorcerer 19, 77,94,125,138,156
Sorceress Queen 63-69

Sorcery 40, 53, 56,104,181
Source of Damage 178-179,181
Spesk to WiseMan 35

Sodl  16,24,26,32,35-36,40-41,46-48,51-57,
63-71,73-75,77-85,90-92,95,97-106,
112-113,115-116,119-125,131-132,142,
161,163-164,166-174,176-184,190,
19314

Casting 64, 69, 73,128
Chain  55,122-123,125,181-182,190,193
Color 52, 54, 65-66,84,121,142,164,170
Type 51, 57, 65,80-82,161,172-173,193

Squirrels, Mana 48

Stack, Interrupt 55,99

Staff of Life 32

Starcryst 6,182

Starting Deck 12,19-20

Starting, Game 18

Starvation 43

Statistics  24,29,35,138,155,158



Status  22-24,32,39,43,123,149
Stone, Mana 31-32, 35,45,47-48,176
Stoning 153,182

Stop, Phase  112,116-117,125

Strip Mine 160

Sub-filters 29,138,147,150
Sub-phases 117,125,165,175,190

Successfully Cest 57,65,68,73,78,82,92,98,
100,102,104,122-123,161,166,172,177,
181,183,193

Summon 40,50,53,57-58,68,73,78-81,98,
100,149-150,166,171,173,175,182,186

Summoning Sickness 57-58,69,71, 79-81,153,
161,179,182,190

Swamp (Land Card) 163,173
Swampwalk 47,89,173,182
Sword of Resistance 26,48
Symbol

Mana 65
Tap 51

T

Tap 32,46,51-53,57,61,71,74-77,80-S3,93,
100,102-103,105,113,120,124,129,161,
167,176,182

Symbol 51
Mana 32,46,51-53,75,100,113,120,124,
176
Tapped 52,58,60, 71-72,74,76-77,79-83,
92-93,102-103,113,124,153,161-162,
165-167,170,173,179,181,183,185,
190192

Tapping 51-52,72,81,100,102-103,124,160,
173,175-176,182,185,190

Target 55-56,58,66-67,69,73,77-78,81-84,
90,93,98-102,104,112,114-115,119-123,
125,131,143,150,160-162,169-170,172,
174,176-179,183,192-193

Targeted Effects 83,143,172,179,191
Targeting 67,100-101,122,143,150,172,182
Terrain 22, 30-31, 33-34, 41,97

Idand 31,33,97
Mountain 97

Territory 34, 60,82, 111, 114,119,121,125,
172,183

Terror 54,87,100,102,186
Thoughtlace 65-66, 77-78,98

Thunder Staff 26, 45,47-48

Timer, Quest 22-23,179

Timing 69,75,77,83,95,99,104,173,182

Graveyard 69
ofDamage 104
of Effects 95
of Interrupts 77, 99
Token 83,104,149,162,164,166,177,180,
182-183

Token Creatures 104,149,162,164
Tome of Enlightenment 139
Tonamur 30-31,33,184

Toughness 29,51,57-58,64,68-69,71-73, 76,
84,88,92,100-101,114,118,122,137,142,
149,151,161,167-168,184

Trading 35,39,140

Trample 72,87,94-95,127,147,152,160,167,
169,184,192-193

Triggered Effects 104-105,123,189,193
Tsunami 140,143

Turn 29,36,50-51,55-57,60-66,69-71,73,
75-81,84,89,91-92,96-99,101,105,110,
112,116,120,129,137,141,144-145,147,
149,152-153,161,164,168-169,173,175,
177-179,181-182,184-186,188,190,194

Turn, Phases of 60,105,116,169,177,184,188
Tutorial 9,14,17,196
Twiddle 103,105,167



Type
Card 39-40, 51, 57,113,122,135,140,164,
172-173,183,185
Creature  51,56-57,80-82,84,161,173
Spell 51, 57, 65,80-82,161,172-173,193

U

Unblocked 77,89,94,167,192-193
Unclelstvan 95

Unholy Strength 54

Unlimited  139-140,160,163,180,185
Unstable Mutation 84

Unsummon 102,132,178

Untap 51,60-61,64,72, 80,103,105,129,131,
177,182,185,188-189

Untap Phase 60-61, 64, 72,80,105,182,185,
189

Until End of Turn 64, 69, 75-77,84,101,129,
164,178,184,194

Upkeep  60-64,80,105,116,128-131,144,169,
177,185,189

Upkeep Phase 61-62,64,80,105,116,128,185,
189

Uthden Troll 77

Vv

Venom 94,181

Village 24,28, 30-31,34-36,39,43,45,48,109,
135-136,139-140

Visge 20

W

wall 54,71,80,91,186

Wall of Brambles 91

Wanderlust 129

War Mammoth 94-95

Ward 4, 85,179
Web88,153,170,186,198-199

White Knight 82,84,88,91
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