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Ignite Your Spark

In the Magic™  game, you are counted among the elite spellcasters of the Multiverse—the Planeswalkers. Some are 
friends and others are foes. All wield terrifying magic and command armies of creatures torn from the endless planes of 
reality. Your deck of cards represents all the weapons in your arsenal. It contains the spells you know and the creatures 
you can summon to �ght for you. Customize your own Magic deck, then challenge your friends to see whose spark 
burns the brightest!

Trading card games like 
the Magic: �e Gathering ® 
game combine collectable 
cards with a strategy game. 
Start your collection with 
a ready-to-play deck and 
begin battling immediately. 

Once you’ve gotten a 
handle on how to play, 
customize your deck using 
cards from booster packs. 
 
 

You don’t know what cards you’ll get in a Magic 
booster pack. You just start a collection and trade 
with other players to get the cards you want. You 
can �nd stores where Magic cards are sold at 
Wizards.com/Locator.

�e best part about a trading card game is 
that it’s always changing. You design and build 
your own unique decks, and each Magic game 
you play is di�erent. New Magic expansions 
are released a few times a year, and 
each new expansion 
brings new ways to 
stupefy and defeat your 
opponents. Check out 
Magic.Wizards.com  
for articles, insider 
information, and news 
about upcoming sets!

Illus. Brad Rigney

Introduction
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The Basics

Only one thing unites the in�nite planes of the Multiverse: mana, the energy that fuels all magic. �e �ve colors of mana are imbued 
in the land itself, and a Planeswalker with a connection to a place can call upon its mana from across the sea of Æther between worlds.

Each color of mana fuels a di�erent kind of powerful magic for you to command. For example, red spells have  in their costs, 
and tapping (turning) a Mountain gives you  that you can spend to cast spells. It’s up to you whether to master one color or all �ve.

W
White is the color of law, order, and 
structure. �e sprawling Plains, 
populated by soldiers, clerics, and 
angels, provide white mana. You send 
coordinated armies of smaller creatures 
into battle to teach the enemy a lesson.

B
Blue magic relies on trickery and 
manipulation. Islands provide blue 
mana, the color of the deep sea and 
the endless sky. You work behind the 
scenes, controlling your environment 

completely before making a move.

B
Black magic is about death, disease, and 
power at any cost. Black mana comes 
from dank Swamps, where things fester 
and rot. You are as sel�sh and twisted as 
the undead creatures and unspeakable 

horrors you command.

R
Red magic erupts with �re, frenzy, and 
storms of rock and lava. Red mana comes 
from Mountains and volcanoes. You 
act quickly and recklessly, channeling 
your wild emotions to summon mighty 
dragons or crush the ground your 

enemies walk on.

G
Green magic is about growth, life, and 
brute force. �e Forests over�ow with 
green mana, which represents the pulse 
of nature. You empower your creatures 
with the predatory might of nature and 

dominate through sheer size.

F C  M

�e  Magic: �e Gathering game is a strategy game played by two or more players, each of whom has a customized deck of Magic cards. 
Over the course of the game, each player will take turns playing cards such as lands (which enable you to play your other cards), creatures, 
sorceries, and other spells. Each player starts at 20 life. When you reduce your opponent to 0 life by attacking with creatures and playing 
spells, you win!

 1:



 

Flying

oR : Shivan Dragon gets +1/+0 until 
end of turn.

The undisputed master of the mountains 
of Shiv.

/
™ & © 2013 Wizards of the Coast 154/249 

Donato Giancola

Creature — Dragon

OOOo4 oR oRShivan Dragon

10182
41

M_60RR

nogar
D navi hS

0154_MTGM14S-Spell
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P   C

M C
Mana is the main resource in the game. 
It’s produced by lands, and you spend 
it to cast spells. �e symbols in a card’s 
upper right corner tell you the cost to 
cast that spell. If the mana cost reads 

, you pay four mana of any 
kinds plus two red mana (from two 
Mountains) to cast it.

E S
�is symbol tells you which Magic set 
the card is from. �is version of Shivan 
Dragon is from the Magic 2014 core set. 
�e color of the symbol tells you the 
card’s rarity: black for common cards, 
silver for uncommons, gold for rares, and 
red-orange for mythic rares.

C N
�e collector number makes it easier to organize 
your cards. For example, “154/249” means that the 
card is the 154th of 249 cards in its set.

P  T
Each creature card has a special box with its power and toughness. 
A creature’s power (the �rst number) is how much damage it 
deals in combat. Its toughness (the second number) is how 
much damage must be dealt to it in a single turn to destroy it. (A 
planeswalker card has a di�erent special box with its loyalty here,

T L
�is tells you the card’s card type: artifact, 
battle, creature, enchantment, instant, land, 
planeswalker, or sorcery. If the card has 
a subtype or supertype, that’s also listed 
here. For example, Shivan Dragon is a 
creature, and its subtype is the creature 
type Dragon.

C N

Every Magic card has one or more types. A card’s type tells you when you can play the card and what 
happens to the card after you do.

S
A sorcery represents a magical incantation. You can cast a sorcery only during a main phase of one of your 
own turns, and only when the stack is empty. (You’ll learn about phases and the stack in a 
bit.) A sorcery has its e�ect—in other words, you follow the instructions on the card—then you put it into 
your graveyard, which is the game term for your discard pile.

T B
�is is where a card’s abilities appear. You 
may also �nd �avor text printed in italics 
(like this) that tells you something about 
the Magic world. Flavor text has no e�ect 
on game play. Some abilities have italic 
reminder text to help explain what they do.

C T

and a battle card has one with its defense.)
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I
An instant is just like a sorcery, except you can cast it just about any time you want, even during your 
opponent’s turn or in response to another spell. Like a sorcery, an instant has its e�ect, then you put it into 
your graveyard.

E
An enchantment represents a stable magical manifestation. An enchantment is a permanent. �is means two 
things: you can cast one only at the time you could cast a sorcery, and after you cast one, you’ll put it on the 
table in front of you, near your lands. (Most players keep their lands closer to them, then put their other 
cards closer to the middle of the table.) �e card is now on the battle�eld. A card on the battle�eld is called a 
permanent because it sticks around permanently (well, unless something destroys it).

Some enchantments are Auras. An Aura enters the battle�eld attached to a permanent or player and 
a�ects whatever it’s attached to. If the enchanted permanent leaves the battle�eld, or the enchanted player
leaves the game, the Aura is put into its owner’s graveyard.

A
An artifact represents a magical relic. Like an enchantment, an artifact is a permanent, so it’ll stay on the 
battle�eld a�ecting the game. Most artifacts are colorless, so you can cast one no matter what kinds of lands 
you have.

Some artifacts are Equipment. You can pay to attach an Equipment to a creature you control to make that 
creature more powerful. If an equipped creature leaves the battle�eld, the Equipment doesn’t—the creature 
drops it and it remains on the battle�eld.

C
Creatures �ght for you. �ey’re permanents, but unlike any other kind of permanent, creatures can attack

 

and block. Each creature has power and toughness. Its power (the �rst number) is how much damage it deals 
in combat. Its toughness (the second number) is how much damage must be dealt to it in a single turn to 
destroy it. Creatures attack and block during the combat phase.

.

Unlike other types of permanents, creatures enter the battle�eld with “summoning sickness”: a creature 
can’t attack, or use an ability that has  in its cost, until it has started your turn on the battle�eld under 
your control. You can block with a creature or activate its other abilities no matter how long it’s been on 
the battle�eld.

Artifact creatures are both artifacts and creatures. �ey’re usually colorless like other artifacts, and they 
can attack and block like other creatures. An artifact creature can be a�ected by anything that a�ects 
artifacts, as well as anything that a�ects creatures.

or

B
A battle represents a location or con�ict that both players �ght over. You can cast a battle only at the time
you could cast a sorcery. Battles are permanents, and each one enters the battle�eld with the number of
defense counters indicated in its lower right corner. As a battle enters the battle�eld, its controller chooses
a player to protect it. On a Siege, the most common kind of battle, that player must be one of the
controller's opponents, which means you can attack a battle you control. A battle's protector can't attack it,
and only the protector can block creatures attacking it. Damage dealt to a battle removes that many
defense counters from it. When a Siege has no defense counters left, its controller exiles it and may cast the
card's other face without paying its mana cost. 
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P
Planeswalkers are powerful allies you can call on to �ght by your side. You can cast a planeswalker only at the 
time you could cast a sorcery. �ey’re permanents, and each one enters the battle�eld with the number of 
loyalty counters indicated in its lower right corner.

Each planeswalker has loyalty abilities that are activated by adding or removing loyalty counters from the 
planeswalker. For example, the symbol !  means “Put one loyalty counter on this planeswalker” and the symbol 
3  means “Remove three loyalty counters from this planeswalker.” You can activate one of these abilities only 
at the time you could cast a sorcery and only if none of that planeswalker’s loyalty abilities have been activated 
yet that turn.

Your planeswalkers can be attacked by your opponent’s creatures (if so, you can block as normal), and 
your opponents can damage them with spells and abilities that speci�cally target or a�ect planeswalkers. 
Any damage dealt to a planeswalker causes it to lose that many loyalty counters. If a planeswalker has no
loyalty counters, it’s put into your graveyard.

L
Although lands are permanents, they aren’t cast as spells. To play a land, just put it onto the battle�eld. �is 
happens immediately, so no player can do anything else in response. You can play a land only during one 
of your main phases while the stack is empty. You can’t play more than one land a turn.

Most lands have abilities that make mana. You’ll use lands to make the mana you need to pay for spells 
and abilities.

Each basic land has a mana ability that makes one mana of a particular color. Plains make white mana 
( ), Islands make blue mana ( ), Swamps make black mana ( ), Mountains make red mana ( ), and 
Forests make green mana ( ). Any land without the supertype “basic” is a nonbasic land.

C  I   I   
 

I  


C  C  

Land

Artifact

Creature

Enchantment

Planeswalker

Instant

Sorcery

Battle
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oT: Add oG to your mana pool.

“Life grows everywhere. My kin merely 
find those places where it grows strongest.” 
—Nissa Revane

/
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Wesley Burt

Creature — Elf Druid

OoG Elvish Mystic

147464
CG01_M

14

Elvish M
ystic

0169_MTGM14 S-Spell

“And all this time I thought we were 
tracking it.” 
—Juruk, Kalonian tracker

/
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Svetlin Velinov

Creature — Beast

OOoGoG Kalonian Tusker

147389
UG03_M

14

Kalonian Tusker

0182_MTGM14 S-Spell

Reach (This creature can block 
creatures with flying.)

Deathtouch (Any amount of damage 
this deals to a creature is enough to 
destroy it.)

Even dragons fear its silken strands.

/
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Warren Mahy

Creature — Spider

OOo1oG Deadly Recluse

121590
CG03_M

14

D
eadly Recluse

0168_MTGM14 S-Spell

Flying

Creature spells with flying you cast 
cost o1  less to cast.

On Evos Isle, the swift and formidable 
aven enforce the will of the ruling 
sphinxes.

/
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Nils Hamm

Creature — Bird Wizard

OOo2 oUWarden of Evos Isle
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Defender (This creat ure can’t attack.)

Flying

“The air stirred as if fanned by angels’ 
wings, and the enemy was turned aside.” 
—Tales of Ikarov the Voyager

/
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Allen Williams

Creature — Wall

OOo1 oWAngelic Wall
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Andreas Rocha

Basic Land — Island

Island
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Noah Bradley

Basic Land — Island

Island
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Whenever Scroll Thief deals combat 
damage to a player, draw a card.

Kapsho merfolk have infiltrated 
fortresses as remote as the desert citadel 
in Sunari in their relentless quest for 
arcane knowledge.

/
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Alex Horley-Orlandelli

Creature — Merfolk Rogue

OOo2 oUScroll Thief
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Counter target creature spell.

“What you attempt to pull from the 

Æther, I can spread onto the wind.”  

—Jace Beleren

™ & © 201 3 Wizards of the Coast 55/24 9 Jon Foster

Instant

OOo1 oU

Essence Scatter
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S-Spell

Flying
Whenever a creature w ith flying 

attacks, you may dra w a card.

“Your mind is t oo filled with foolish 

concerns to hear the subtle whispers 

that the breeze brings.”

/
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Min Yum

Creature — Sphinx
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Windreader Sphinx
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“And all this time I thought we were 
tracking it.” 
—Juruk, Kalonian tracker
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Svetlin Velinov

Creature — Beast

OOoGoG Kalonian Tusker
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Target player sacrifices an attacking 
or blocking creature.

“You were defeated the moment you 
declared your aggression.” 
—Gideon Jura

™ & © 2013 Wizards o f the Co ast 12/249  

Clint Cearley

Instant

OOoWoWCelestial Flare

383741
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Enchant creature

Enchanted creature gets -1/-1 for each 
Swamp you control.

The dread gases didn’t kill Farbid. But as 
he lay in the muck, miserable and helpless, 
watching ghouls and rats advance on him, 
he wished they had.
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Martina Pilcerova

Enchantment — Aura

OOo2oB Quag Sickness
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Q
uag Sickness
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L
When the game begins, your deck of cards becomes your library (your draw 
pile). It’s kept face down, and the cards stay in the order they were in at the 
beginning of the game. No one can look at the cards in your library, but you 
can know how many cards are in each player’s library. Each player has his or 
her own library.

H
When you draw cards, they go to your hand, just as in most other card games. 
No one except you can look at the cards in your hand. You start the game with 
seven cards in your hand, and you have a maximum hand size of seven. (You 
may have more than seven cards in your hand, but you must discard down to 
seven at the end of each of your turns.) Each player has his or her own hand.

T S
Spells and abilities exist on the stack. �ey wait there to resolve until both 
players choose not to cast any new spells or activate any new abilities. �en the 
last spell or ability that was put onto the stack resolves, and players get a chance 
to cast spells and activate abilities again. (You’ll learn more about casting spells 
and activating abilities in the next section.) �is zone is shared by both players.

B
You start the game with nothing on the battle�eld, but this is where the action 
is going to be. On each of your turns, you can play a land from your hand. 
Creatures, artifacts, enchantments, planeswalkers, and battles also enter the battle�eld 
after they resolve. You can arrange your permanents however you want (we 
recommend putting lands closest to you), but your opponent must be able to see 
all of them and tell whether they’re tapped. �is zone is shared by both players.

G
Your graveyard is your discard pile. Your instant and sorcery spells go to your 
graveyard when they resolve. Your cards go to your graveyard if an e�ect causes 
them to be discarded, destroyed, sacri�ced, or countered. Your planeswalkers go 
to your graveyard if they lose all their loyalty counters. Your creatures go to 
your graveyard if the damage they’re dealt in a single turn is equal to or greater 
than their toughness, or if their toughness is reduced to 0 or less. Cards in your 
graveyard are always face up and anyone can look at them at any time. Each 
player has his or her own graveyard.

E
If a spell or ability exiles a card, that card is put in a game area that’s set apart 
from the rest of the game. �e card will remain there forever, unless whatever 
put it there is able to bring it back. Exiled cards are normally face up. �is zone 
is shared by both players.

Since the Magic game doesn’t have a game board, 
zones are the areas of play that exist on your table.

Here’s what a game in progress looks like. In this 
example, there aren’t any exiled cards, and no spells 
are on the stack. (When you put a spell on the stack, 
you take the card from your hand and put it in the 
middle of the table until it �nishes resolving.)

B

O

16 life left

Y

18 life left

HAND

HAND

LIBRARY GRAVEYARD

LIBRARY GRAVEYARD

G Z

C
Z*

C Z*
�e command zone holds a few specialized objects that
a�ect the game but aren't permanents and can't be
destroyed, such as emblems created by planeswalkers.
Some casual variants, such as Commander and Planechase,
also use this zone. �is zone is shared by both players.



™ & © 2013 Wizards of the Coast 233/249 

Andreas Rocha

Basic Land — Plains
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oT : You gain 1 life.

“Healing is more art than magic. Well, 
there is still quite a bit of magic.”
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James Ryman

Creature — Human Cleric
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�is section describes the actions that you’ll take during a game. You’ll learn how to make mana, which is the resource you need to cast spells. 
You’ll learn how to cast a spell, as well as how to use abilities. You’ll also learn how to attack and block with your creatures. �e section �nishes 
with a brief description of how to build your �rst deck and an explanation of the game’s “Golden Rule.”

To do just about anything else in the game, you �rst need to be 
able to make mana. �ink of mana as Magic money—it’s what 
you use to pay most costs. Each mana is either one of the �ve 
Magic colors or is colorless. When a cost requires colored mana, 
you’ll see colored mana symbols (  for white,  for blue,  
for black,  for red,  for green). When any kind of mana 
can be used to pay the cost, you’ll see a symbol with a number 
in it (like ).

Where does mana come from? Nearly every land in the game 
has an ability that produces mana. Basic lands just have a large 
mana symbol in their text boxes to show this—you can tap one 
of them to add one mana of that color to your mana pool. (Your 
mana pool is where mana is stored until you spend it.) Other 
lands, as well as some creatures, artifacts, and spells, may also 
make mana. �ey’ll say something like “Add .” 

Mana that you’ve made doesn’t last forever. At the end of each 
step or phase of the turn, any unused mana in your mana pool 
disappears. �is doesn’t happen often because usually you’ll only 
make mana when you need it to cast a spell or activate an ability.

T

U

T
To tap a card is to turn it sideways. You do this when you use a land to make mana, 
when you attack with a creature, or when you activate an ability that has the  
symbol as part of its cost (  means “tap this permanent”).

When a permanent is tapped, that usually means it’s been used for the turn. You 
can’t tap it again until it’s been untapped (straightened out).

At the beginning of each of your turns, you untap your tapped cards so you can 
use them again.

M M

 

The Building Blocks

Plains

Island

Swamp

Mountain

Forest

 (white)

(blue)

(black)

(red)

(green)

C   B  

 2:
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T
When you see the word “target” 
on a spell or ability, you have to 
choose one or more things for 
the spell or ability to a�ect. 
You’ll be able to choose only 
certain kinds of things, such 
as “target enchantment” or 
“any target.”

You choose the targets for a 
spell when you cast it, and you choose targets for an 
activated ability when you activate it. If you can’t meet 
the targeting requirements, you can’t cast the spell or 
activate the activated ability. Once you choose targets, 
you can’t change your mind later.

When the spell or ability resolves, it checks the 
targets to make sure they’re still legal (they’re still there, 
and they match the requirements stated by the spell or 
ability). If a target isn’t legal, the spell or ability can’t 
a�ect it. If none of the targets are legal, the spell or 
ability is countered and does nothing at all.

C  S
To cast a spell, take the card you want to cast from your hand, show 
it to your opponent, and put it on the stack. (�e stack is the game 
zone where spells live. It’s usually in the middle of the table.)

�ere are a few choices that you need to make right now. If the 
spell is an instant or sorcery and says “Choose one —,” you choose 
which of the options you’re using. If the spell is an instant or sorcery 
and it has a target, you choose what (or who) that target is. Aura 
spells also target the permanents they’ll enchant. If the spell has  in 
its cost, you choose what number X stands for. Other choices will be 
made later, when the spell resolves.

Now check what the spell’s cost is. Tap your lands to produce 
the mana necessary to pay that cost, and pay it. Once you do that, 
the spell has been cast.

R   S
�e spell doesn’t resolve (have its e�ect) right away—it has to wait 
on the stack. Each player, including you, now gets a chance to cast 
an instant or activate an activated ability in response. If a player 
does, that instant or ability goes on the stack on top of what was 
already waiting there. When all players decline to do anything, the 
top spell or ability on the stack will resolve.

R  S
When a spell resolves, one of two things happens. If the spell 
is an instant or sorcery, it has its e�ect (in other words, you 
follow the instructions on the card), then you put the card into 
your graveyard. If the spell is a creature, artifact, enchantment, 
planeswalker, or battle, you put the card on the table in front of you, 
near your lands. �e card is now on the battle�eld. Any of your 
cards on the battle�eld is called a permanent because it sticks 
around permanently (well, until something happens to it). Many 
permanents have abilities, which is text on them that a�ects the 
game.

After a spell or ability resolves, both players get the chance to 
play something new. If no one does, the next thing waiting on 
the stack will resolve (or if the stack is empty, the current part of 
the turn will end and the game will proceed to the next part). If 
either player plays something new, it goes on top of the stack and 
the process repeats.

Turn the page to see examples of spells on the stack.

Now that you can make mana, you’ll want to use it to cast spells. All cards except lands are cast as spells. You can cast sorceries, 
creatures, artifacts, enchantments, planeswalkers, and battles only during one of your main phases when there’s nothing else on the
stack. Spells with the keyword ability �ash and instants can be cast at any time.

S



�e Shock goes on the stack on top of 
Show of Valor so it resolves �rst. It deals 2 
damage to Auramancer—enough to destroy 
it! When the Show of Valor tries to resolve, 
its only target is no longer on the battle�eld, 
so it’s countered (it does nothing).

What would happen if the Show of Valor were cast �rst?

E  S   S

Y    

2 Y    

1 O’  
  

1 Your opponent casts Shock targeting your 
Auramancer, a 2/2 creature. �e Shock goes 
on the stack.

2 You respond to the Shock by casting Show of 
Valor on your Auramancer. Show of Valor goes 
on the stack, on top of Shock.

3
34

You and your opponent both decline to do 
anything else. Show of Valor resolves, making 
the Auramancer 4/6 until the end of the turn.

4 �en the Shock resolves, dealing 2 damage 
to the pumped-up Auramancer. �at’s not 
enough to destroy it.

11
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As you start to accumulate permanents on the battle�eld, the game will change. �at’s because many 
permanents have text on them that a�ects the game. �is text tells you a permanent’s abilities. �ere 
are three di�erent kinds of abilities a permanent can have: static abilities, triggered abilities, and activated 
abilities.

S A
A static ability is text that is always true while that card is on the battle�eld. For example, Imposing 
Sovereign is a creature with the ability “Creatures your opponents control enter the battle�eld tapped.” 
You don’t activate a static ability. It just does what it says.

T A
A triggered ability is text that happens when a speci�c event occurs in the game. For example, Messenger 
Drake is a creature with the ability “When Messenger Drake dies, draw a card.”

Each triggered ability starts with the word “when,” “whenever,” or “at.” You don’t activate a triggered 
ability. It automatically triggers whenever the �rst part of the ability happens. �e ability goes on the 
stack just like a spell, and resolves just like a spell. If the ability triggers but then the permanent the 
ability came from leaves the battle�eld, the ability will still resolve.

You can’t choose to delay or ignore a triggered ability. However, if the ability targets something or 
someone but you can’t choose a legal target for it, the ability won’t do anything.

A A
An activated ability is an ability that you can activate whenever you want, as long as you can pay the 
cost. For example, Blood Bairn is a creature with the ability “Sacri�ce another creature: Blood Bairn 
gets +2/+2 until end of turn.”

Each activated ability has a cost, then a colon (“:”), then an e�ect. Activating one works exactly like 
casting an instant spell, except there’s no card to put on the stack. �e ability goes on the stack just like 
a spell, and resolves just like a spell. If you activate an ability but then the permanent the ability came 
from leaves the battle�eld, the ability will still resolve.

Some activated abilities contain the symbol in their costs. �is means that you must tap the 
permanent to activate the ability. You can’t activate the ability if the permanent is already tapped.

K
Some permanents have abilities that are shortened to a single word or phrase. Many of these have 
reminder text that gives you a brief description of the ability’s e�ect. Common keyword abilities include
deathtouch, defender, enchant, equip, �rst strike, �ash, �ying, haste, hexproof, indestructible, lifelink,
menace, protection, reach, trample, vigilance, and ward. Most of these are static abilities, but keyword
abilities can also be triggered abilities or activated abilities. Detailed explanations of each of these 
abilities can be found in the glossary at the end of this rulebook.

A
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�e primary way to win the game is to attack with your 
creatures. If a creature that’s attacking your opponent isn’t 
blocked, it deals damage equal to its power to him or her. 
It doesn’t take that many hits to drop your opponent all the 
way from 20 life to 0!

�e middle of each turn is the combat phase. (You’ll learn 
about the parts of the turn in a bit.) In your combat phase, 
you choose which of your creatures will attack, and you 
choose who or what they will attack. Each one can attack 
your opponent, a planeswalker they control, or a battle they protect, 
but not any of his or her creatures. You tap the attacking creatures.
�ey all attack at the same time, even if they’re attacking 
di�erent things. You can attack with a creature only if it’s 
untapped, and only if it was on the battle�eld under your 
control when the turn began.

Your opponent chooses which of his or her creatures will 
block. Tapped creatures can’t be declared as blockers. For 
blocking, it doesn’t matter how long the creature has been on 
the battle�eld. Each creature can block only one attacker, 
but multiple blockers can gang up on a single attacking 
creature. Creatures don’t have to block.
 
 

After all blockers are chosen, combat damage 
is assigned. Each creature—both attackers and 
blockers—deals damage equal to its power.

deals damage to the player,  planeswalker, or 
battle it’s attacking.

the blocking creatures. If one of your attacking creatures 
is blocked by multiple creatures, you divide its combat
damage among them however you like. 
 
 

blocking.

Illus. D. Alexander Gregory

If damage is dealt to your opponent, he or she loses that much 
life! 

If damage is dealt to your opponent’s planeswalker, that many 
loyalty counters are removed from it. If damage is dealt to a battle,
that many defense counters are removed from it.

If a creature is dealt damage equal to or greater than its toughness 
over the course of a single turn, that creature is destroyed and goes 
to its owner’s graveyard. If a creature takes damage that isn’t lethal, 
that creature stays on the battle�eld, but the damage doesn’t wear 
o� until the turn ends.
Turn the page to see an example of combat.

A  B
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Hexproof (This creat ure can’t be 
the target of spells or abilities your 
opponents control.)

“The forest is my cover and I hold it 
close. In such a tight embrace, there is 
no room for wickedness.”

/
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Allen Williams

Creature — Elf Scout

OoGGladecover Scout
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Islandwalk (This cre ature can’t be blocked 
as long as defending player controls an 
Island.)

Whenever Merfolk Spy deals combat 
damage to a player, that player reveals a 
card at random from his or her hand.
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Matt Cavotta & Richard Whitters

Creature — Merfolk Rogue

OoUMerfolk Spy
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Phantom Warrior can’t be blocked.

“The construction of a defense is not 
accomplished by adding bricks.” 
—Jace Beleren

/
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Greg Staples

Creature — Illusion Warrior

OOOo1 oU oUPhantom Warrior
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In the dim light beneath the vast trees 
of Deepglade, baloths prowl in search 
of prey. Their guttural calls are more 
felt than heard, but their attack scream 
carries for miles.
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Jesper Ejsing

Creature — Beast

OOOo2 oG oGRumbling Baloth
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“And all this time I thought we were 
tracking it.” 
—Juruk, Kalonian tracker
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Svetlin Velinov

Creature — Beast

OOoG oGKalonian Tusker
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Voracious Wurm enters the battlefield 
with X +1/+1 counters on it, where X is 
the amount of life you’ve gained this turn.

Shepherds in Kalonia know it’s better to let 
sheep roam than have them be trapped when 
the wurms are feeding.
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Igor Kieryluk

Creature — Wurm

OOo1 oGVoracious Wurm
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Flying

When Messenger Drake dies, draw 
a card.

The more important the message, the 
larger the messenger.
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Yeong-Hao Han

Creature — Drake

OOOo3 oU oUMessenger Drake
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A P

D P

Hexproof (This creat ure can’t be 
the target of spells or abilities your 
opponents control.)

“The forest is my cover and I hold it 
close. In such a tight embrace, there is 
no room for wickedness.”
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Allen Williams

Creature — Elf Scout

OoGGladecover Scout
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Islandwalk (This cre ature can’t be blocked 
as long as defending player controls an 
Island.)

Whenever Merfolk Spy deals combat 
damage to a player, that player reveals a 
card at random from his or her hand.
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Matt Cavotta & Richard Whitters

Creature — Merfolk Rogue
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Phantom Warrior can’t be blocked.

“The construction of a defense is not 
accomplished by adding bricks.” 
—Jace Beleren
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Greg Staples

Creature — Illusion Warrior
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Flying

When Messenger Drake dies, draw 
a card.

The more important the message, the 
larger the messenger.
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Creature — Drake
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Islandwalk (This cre ature can’t be blocked 
as long as defending player controls an 
Island.)

Whenever Merfolk Spy deals combat 
damage to a player, that player reveals a 
card at random from his or her hand.
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Creature — Merfolk Rogue
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Flying

When Messenger Drake dies, draw 
a card.

The more important the message, the 
larger the messenger.
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1/1 3/3

A P

D P

Hexproof (This creat ure can’t be 
the target of spells or abilities your 
opponents control.)

“The forest is my cover and I hold it 
close. In such a tight embrace, there is 
no room for wickedness.”
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Allen Williams

Creature — Elf Scout
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Islandwalk (This cre ature can’t be blocked 
as long as defending player controls an 
Island.)

Whenever Merfolk Spy deals combat 
damage to a player, that player reveals a 
card at random from his or her hand.
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Phantom Warrior can’t be blocked.

“The construction of a defense is not 
accomplished by adding bricks.” 
—Jace Beleren
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Creature — Illusion Warrior
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Flying

When Messenger Drake dies, draw 
a card.

The more important the message, the 
larger the messenger.
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E  C

A B
�e defending player assigns blockers to two of the 
attackers and lets the third attacker through. Blocking 
choices are up to the defender.

C D
�e unblocked attacker deals 3 damage to the defending 
player. �e blocked attackers and the blockers deal damage 
to each other. �e smaller creatures die and the bigger 
creatures live.

D A
�e attacking player attacks with his three biggest creatures 
and taps them. He doesn’t attack with the smallest because 
it’s too easy to destroy, and it might be useful for blocking 
on the opponent’s next turn.

3 Damage

D P
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T G R

You play a Magic game with your own customized deck. You build it yourself using whichever Magic cards you want. �ere are two rules: 
your deck must have at least 60 cards, and your deck can’t have more than four copies of any single card (except for basic lands). �e rest 
is up to you, but here are some guidelines:

Lands. A good rule of thumb is that 40% of your deck should be lands. A 60-card deck usually has about 24 lands.
Creatures. Creatures account for 15 to 25 cards in a typical 60-card deck. Choose creatures that have a variety of mana costs. 
Low-cost creatures are potent early on, but high-cost creatures can quickly win a game once they enter the battle�eld.
Other cards. Artifacts, enchantments, planeswalkers, instants, and sorceries round out your deck.

After you play with your new deck for a while, you can start to customize it. Take out cards you don’t feel are working well and add new 
cards you want to try. �e best part about trading card games is being able to play with whatever cards you want, so start experimenting!

Once they build up their collections, Magic players often choose to build di�erent decks for di�erent formats. Formats are de�ned by 
what cards can be played in them. �e most popular Magic format is called Standard. It uses only the newest sets the game has to o�er, with 
the oldest sets rotating out each year. Standard events are available all year, worldwide. When you’re ready to start exploring other Magic
formats, go to Magic.Wizards.com/formats for more information. 

When a Magic card contradicts 
the rulebook, the card wins. For 
example, the rules say creatures 
enter the battle�eld untapped. But 
Imposing Sovereign is a creature 
that says “Creatures your opponents 
control enter the battle�eld tapped.” 
Imposing Sovereign  changes the 
rules as long as it’s on the battle�eld. 
One of the things that makes the 
Magic game fun to play is that there 
are individual cards that let you break 
almost every rule.

B Y O D
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Playing a Game

Now that you know the elements of the game and how to perform the main actions, it’s time to walk through a turn. �is section 
describes what happens in each part of a turn. In a typical game, you’ll skip many of these parts (for example, nothing usually 
happens in the “beginning of combat” step). An actual Magic game is pretty casual, despite how complex the structure may seem.

You’ll need your own Magic deck. You’ll also need a way to keep track of both players’ life totals, as well as small items to 
use as counters or tokens.

When you’re �rst getting started, you may want to pick up a ready-to-play deck, such as a Starter Kit or preconstructed deck,
or borrow a deck from a friend. After you’ve built up your collection, try building your own deck using the guidelines on page 15.

To play a game, you’ll need an opponent! Your opponent will play against you using his or her own deck.

Each player starts at 20 life. You win the game 
by reducing your opponent to 0 life. You also 
win if your opponent has to draw a card when 
none are left in his or her deck, or if a spell or 
ability says that you win.

Decide which player will go �rst. If you’ve 
just played the same opponent, the loser of the 
last game decides who goes �rst. Otherwise, roll 
a die or �ip a coin to see who gets to decide.

Each player shu�es his or her deck, then 
draws a hand of seven cards to start. If you 
don’t like your opening hand, you can mulligan. 
Shu�e your hand back into your deck, draw a new
hand of seven cards, then put a number of cards
on the bottom of your library equal to the number
of mulligans you've taken. You can keep doing this
until your opening hand would be zero cards.

G  D

G  F

S  G

Illus. D. Alexander Gregory

 3:
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Below are the parts of a turn. Each turn proceeds in the same sequence. Whenever you enter a new step or phase, any triggered abilities 
that happen during that step or phase trigger and are put on the stack. �e active player (the player whose turn it is) gets to cast spells and 
activate abilities, then the other player does. When both players in a row decline to do anything and nothing is waiting to resolve, the game 
will move to the next step or phase.

With each part of the turn is a description of what can happen during that part, if it’s your turn.

A. UNTAP  STEP

You untap all your tapped permanents. On the �rst turn of the 
game, you don’t have any permanents, so you just skip this step. No 
one can cast spells or activate abilities during this step.
B. UPKEEP  STEP

�is part of the turn is mentioned on a number of cards. If 
something is supposed to happen just once per turn, right at the 
beginning, an ability will trigger “at the beginning of your upkeep.” 
Players can cast instants and activate abilities.
C. DRAW  STEP

You draw a card from your library. (�e player who goes �rst skips 
the draw step on his or her �rst turn to make up for the advantage 
of going �rst.) Players can then cast instants and activate abilities.

You can cast any number of sorceries, instants, creatures, artifacts, 
enchantments, planeswalkers, and battles, and you can activate abilities. 
You can play a land during this phase, but remember that you 
can play only one land during your turn. Your opponent can cast 
instants and activate abilities.

A. BEGINNING  OF  COMBAT  STEP

Players can cast instants and activate abilities. �is is your 
opponent’s last chance to cast spells or activate abilities that stop 
your creatures from attacking.
B. DECLARE  ATTACKERS  STEP

You decide which, if any, of your untapped creatures will attack 
and which player, planeswalker, or battle they will attack. �en they do 
so. �is taps the attacking creatures. Players can then cast instants 
and activate abilities.
C. DECLARE  BLOCKERS  STEP

Your opponent decides which, if any, of his or her untapped creatures 

will block your attacking creatures, then they do so. Players
can then cast instants and activate abilities.

D. COMBAT  DAMAGE  STEP

Each attacking or blocking creature that’s still on the battle�eld 
assigns its combat damage to the defending player (if it’s attacking 
that player and wasn’t blocked), to a planeswalker or battle (if it’s attacking 
that permanent and wasn’t blocked), to the creature or creatures 
blocking it, or to the creature it’s blocking. If an attacking creature is 
blocked by multiple creatures, you divide its combat damage among 
them however you like. If any attacking or blocking creature has �rst 
strike or double strike, there are two combat damage steps instead
of one. Creatures with �rst strike or double strike deal their damage
in the �rst step; everything else, plus creatures with double strike
again, deal damage in the second.

E. END

 
OF

 
COMBAT

 
STEP

Players can cast instants and activate abilities. 

Your second main phase is just like your �rst main phase. You can 
cast every type of spell and activate abilities, but your opponent can 
only cast instants and activate abilities. You can play a land during this 
phase if you didn’t during your �rst main phase.

A. END  STEP

Abilities that trigger “at the beginning of your end step” go on the 
stack. Players can then cast instants and activate abilities.
B. CLEAN UP  STEP

If you have more than seven cards in your hand, choose and discard 
cards until you have only seven. Next, all damage on creatures is 
removed and all “until end of turn” and “this turn” e�ects end. No 
one can cast instants or activate abilities unless an ability triggers 
during this step.

P   T
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Now it’s your opponent’s turn. �at player untaps his or her permanents and goes from there. After that player is done, it will be your turn 
again. Keep going until a player is reduced to 0 life. As soon as a player has 0 life, the game ends immediately and the other player wins!

One of the fascinating aspects of the Magic game 
is that it changes from turn to turn—and the cards 
themselves can actually alter the rules of the game. As 
you play, you’ll �nd nonland cards with abilities that 
produce mana, and lands that do other things besides 
produce mana. You’ll �nd creatures with the haste 
ability, which allows them to attack right away. You’ll 
�nd creatures with �ying and trample, which change 
the rules of combat. You’ll �nd cards with abilities 
that work from your graveyard. You’ll �nd cards 
whose abilities work together for an e�ect that’s much 
more powerful than either one could achieve alone 
(such as the combo of Tenacious Dead and Gnawing 
Zombie). �is is a game of discovery, of amazement, 
of �ghting, and of tricks. �is is a game of magic.

T E-C G

Illus. D. Alexander Gregory

T N T
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Different Ways to Play

L F

You know everything you need to play a Magic game. But what kind of game will you play? Appropriately enough for a game with so 
many options, there are lots of di�erent ways to play. Everyone can start on equal footing with brand-new cards rather than build decks 
in advance from the cards in their collections. You can even play with a bunch of friends, not just one.

In Limited play, each player builds his or her own deck on the spot out of a number of booster packs. In other words, your deck is made 
from a limited card pool. Each deck must contain at least 40 cards (rather than the usual 60 for a Constructed deck). �e only cards 
you can play with are the ones opened in those packs, plus any number of basic land cards. (A 40-card deck should have about 17 lands 
and about 15 creatures.)

S D (   )
In this Limited format, you build a deck out of brand-new booster packs. Each player opens six booster packs and builds a 40-card 
deck using the cards from his or her packs and any number of basic lands.

In this Limited format, instead of just opening your cards and building a deck, you and the other players at the table select (draft) the 
cards for your decks. Each player at the table starts with three unopened booster packs. 

At the start of a booster draft, each player opens a pack and picks the card he or she wants from it. (You can’t see the cards that the 
other players draft.) �en each player passes the rest of the pack to his or her left. You pick up the pack that was passed to you, select a 
card, and pass the rest to your left. �is process continues until all the cards have been drafted. Next, each player opens a second pack, 
but this time, you pass the pack to your right. After all those cards are drafted, you open the third pack and pass to the left again. Use 
your picks and any number of basic lands to build your 40-card deck.

To play these formats and more, check out events 
at your local gaming store!

 
Wizards.com/Locator

 4:
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T-H G
In a Two-Headed Giant game, you and a teammate play against 
another two-person team. You and your teammate can show each 
other your hands and discuss strategy. Your team has a shared life 
total that starts at 30, you and your teammate have a shared turn, 
and your team’s creatures attack the other team as a group. But you 
continue to have your own individual library, control your own 
permanents, spend your own mana, and so on.

C
In a Commander game, each player’s deck is led by a legendary 
creature of his or her choice—�ttingly, that’s the deck’s commander. 

�e rest of the deck is a specially crafted arsenal of creatures, 
artifacts, and other spells, designed to re�ect the personality of 
that commander and take advantage of his or her strengths. A 
Commander game is best enjoyed as a Free-for-All game among 
3–6 players, although two-player games are also common. 
Find out more about this grassroots, player-built format at

 

Magic.Wizards.com. Each deck is exactly 100 cards with no 
duplicates other than basic lands, each player starts at 40 life, and a
player who’s been dealt 21 combat damage by the same commander
loses the game. 
 

P
�e Planechase variant adds a deck of oversized plane cards that 
set the location for your multiplayer battles across the Multiverse. 
�e planes have abilities that alter the rules of the game. If you 
don’t like your current surroundings, you can try to planeswalk by 
rolling the planar die, but be prepared for the occasional chaotic 
result!

A
In an Archenemy game, one player starts with 40 life and an 
extra deck of oversized scheme cards. �at player is known as the 
archenemy. �e other players play as a team and try to defeat the 
archenemy.

Learn more about these and other Magic formats at Magic.Wizards.com/formats.

In a multiplayer game, a player’s �rst mulligan is free - it doesn’t count toward the number
of cards that player puts on the bottom of their library. Subsequent mulligans count as normal.

In a Two-Headed Giant game, the team who plays �rst skips the draw step of their �rst 
turn. In all other multiplayer games, no player skips the draw step of his or her �rst turn.

T

You can play a Magic game with more than two players in it. �ere are dozens of di�erent ways to do so. Some of the most popular are 
Two-Headed Giant and Commander, which can be played using only traditional Magic cards from your collection. Other multiplayer 
variants use oversized cards or a special die to provide a unique experience for your play group.

M V

(A few legendary Vehicles and Spacecraft can also be commanders.) 



T

U
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Glossary

, , ,   , 
One of these generic mana symbols in a cost means “this many of 
any type of mana.” For example,  in a cost means you can pay 
two mana of any type, such as  and , or  and , or  and 
one colorless mana, and so on. (If  is in a cost, you get to choose 
what number the X stands for.) �ese symbols are only found in 
costs.

 ( )
One white mana. Tapping a Plains makes . A card with  in its 
mana cost is white.

 ( )
One blue mana. Tapping an Island makes . A card with  in 
its mana cost is blue.

 ( )
One black mana. Tapping a Swamp makes . A card with  in 
its mana cost is black.

 ( )
One red mana. Tapping a Mountain makes . A card with  in 
its mana cost is red.

 ( )
One green mana. Tapping a Forest makes . A card with  in its 
mana cost is green.

 ()
�is symbol means “tap this card” 
(turn it sideways to show that it’s been 
used). It appears in activation costs. 
You can’t pay a  cost if the card is 
already tapped. Also, remember that 
you can’t pay your creature’s or   costs 
until the creature starts your turn on 
the battle�eld under your control.

, ,   
Hybrid mana symbols represent a cost that can be paid with either 
of two colors. For example, a cost represented by the  symbol 
can be paid with one blue mana or one red mana. It’s both a 
blue and a red mana symbol, and a card with in its mana 
cost is both white and black.

/
Instead of numbers, some creatures have stars for their power and 
toughness. �is means the creature’s power and toughness are set 
by an ability it has rather than being �xed numbers. For example, 
Nightmare has an ability that reads “Nightmare’s power and 
toughness are each equal to the number of Swamps you control.” If 
you control four Swamps when Nightmare enters the battle�eld, it 
will be 4/4. If you play more Swamps later on, it will get even bigger.

A
Any text on a permanent (except reminder text and �avor text) tells 
you the permanent’s abilities. �ere are three kinds of abilities a 
permanent can have: activated abilities, static abilities, and triggered 
abilities. Unless they say otherwise, abilities “work” only while the 
permanent they’re on is on the battle�eld. Once a triggered ability 
triggers or an activated ability is activated, it will resolve unless 
it’s countered; it doesn’t matter what happens to the source of the 
ability once the ability goes on the stack. See “Activated Abilities” 
on page 12.

A
You activate an activated ability by putting it on the stack. You 
activate an ability just as you cast a spell: announce it, choose its 
targets, and pay its activation cost. See “Activated Abilities” on 
page 12.

A 
One of the three kinds of abilities a permanent can have. An 
activated ability is always written in the form “cost: e�ect.” See 
“Abilities” on page 12.

A 
�e player whose turn it is. �e active player always gets the �rst 
chance to cast spells and activate abilities.

o  

( )
One colorless mana. Colorless mana can pay generic costs (like     ), 
 and costs that speci�cally require    , but it can't pay colored mana costs.

 ()
�is symbol means “untap this card.” It appears in activation 
costs. You can't pay a     cost if the card is already untapped. 
As with     costs, you can't pay your creature's     costs until 
the creature starts your turn on the battle�eld under your 
control. 

 5:
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A 
Some spells say they have an additional cost. To cast that spell, you 
must pay both the mana cost in the upper right corner of the card 
and its additional cost.

A
A one-on-many multiplayer variant that features oversized scheme 
cards.

A
A card type. See “Artifact” on page 6.

A 
�is is both an artifact and a creature. See “Creature” on page 6.

A
How your creatures deal damage to your opponent. During 
your combat phase, you decide which, if any, of your untapped 
creatures will attack, and which player, planeswalker, or battle they will 
attack, then they all do so at once. Attacking causes creatures 
to tap. Creatures can attack only players,  planeswalkers, or battles ( not 
other creatures.) Your opponent then gets a chance to block your 
attacking creatures with his or her own creatures. See “Attacking 
and Blocking” on page 13.

A 
A creature that’s attacking. A creature is attacking from the time 
it’s declared as an attacker until the combat phase ends, unless 
it’s somehow removed from combat. �ere’s no such thing as an 
attacking creature outside of the combat phase.

A
A special type of enchantment that can be attached to a permanent 
(or sometimes a player). Each Aura has the keyword “enchant” 
followed by what it can be attached to: “enchant creature,” “enchant 
land,” and so on. When you cast an Aura spell, you choose one 
of the right kind of permanent to target. When the Aura resolves, 
it’s put onto the battle�eld attached to that permanent (it’s not 
targeting it anymore). If an Aura is ever attached to something that 
doesn’t match its enchant ability—or attached to nothing at all—it’s 
put into its owner’s graveyard.

B 
�ere are �ve basic lands. Plains make 

 (white mana). Islands make  (blue 
mana). Swamps make  (black mana). 
Mountains make  (red mana). Forests 
make  (green mana). �ey each say 
“basic” on their type line (basic is a 
supertype). Lands other than these �ve 
are called nonbasic lands.

  When building a deck, you can 
include any number of basic lands. You 
can’t have more than four copies of any 
other cards in your deck.B  

Each basic land has a subtype, which appears after “Basic Land —” 
on its type line. �ese are the “basic land types,” which are the same 
�ve words as the basic land names. Some nonbasic lands also have 
basic land types. Any land with a basic land type has an activated 
ability that makes one mana of the appropriate color, even if it doesn’t 
say so in the text box. For example, every Forest has the ability “  : 
Add .”

B
A game zone. See “Battle�eld” on page 8.
B
To stop an attacking creature from damaging you, a planeswalker you control,
or a battle you protect, by having it �ght one of your creatures instead. 
After your opponent attacks with one or more creatures, you can 
have any number of your untapped creatures block. Each one can 
block one attacking creature. You can have two or more of your 
untapped creatures gang up and block a single attacking creature. If 
an attacker is blocked, it will deal its combat damage to the creature 
blocking it instead of to the player, planeswalker, or battle it was attacking. 
Blocking is optional. See “Attacking and Blocking” on page 13.

B 
An attacking creature that’s blocked by at least one creature. Once 
a creature is blocked, it stays blocked for the rest of the combat 
phase—even if all the creatures blocking it leave combat. In other 
words, once a creature is blocked, there’s no way for it to deal 
damage to the player, planeswalker, or battle it’s attacking (unless the 
attacking creature has trample). �ere’s no such thing as a blocked 
creature outside of the combat phase.
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B
A card type. See “Battle” on page 6.
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B 
A creature assigned to block an attacking creature. If a creature 
blocks an attacker, the attacker deals its damage to the blocker 
instead of to the player, planeswalker or battle it’s attacking. Once a
creature blocks, it stays a blocking creature for the rest of the 
combat phase—even if the creature it’s blocking leaves combat. 
�ere’s no such thing as a blocking creature outside of the 
combat phase.

B,  
A pack of randomly assorted Magic cards. When you want to 
add more cards to your collection, this is what you’ll get. �e
exact contents vary by product and set. Find stores where Magic
cards are sold at Wizards.com/locator.

B D
See “Limited Formats” on page 19.

C 
Every card in your deck has at least one card type: artifact, creature, 
battle, enchantment, instant, land, planeswalker, or sorcery. A card’s type is 
printed under its illustration. Some cards, like artifact creatures, have 
more than one type. Some cards also have subtypes, such as “Goblin” 
and “Warrior” in “Creature — Goblin Warrior,” or supertypes, such 
as “basic” in “Basic Land — Forest.”

C
You cast a spell by putting it on the stack. Di�erent kinds of spells 
can be cast at di�erent times, but the things you have to do to 
cast a spell are always the same: announce it, choose its targets 
(and make certain other choices right away), and pay its cost. See 
“Spells” on page 10.

C  —
When you see the phrase “Choose one —” on a card, you have to 
choose one option on the card when you cast it. You can’t change 
your mind and choose something else later on, even if your �rst 
choice doesn’t work out.

C
�e �ve Magic colors are white, blue, 
black, red, and green. If a spell 
or ability tells you to 
choose a color, you 
must choose one of 
those �ve. A card’s color 
is determined by its mana 
cost. For example, a card that 
costs  is blue and a card 
that costs  is both red and 
white. Cards with no colored mana in 
their mana costs, like most artifacts, are colorless. (Colorless is not a 
color.) Lands are also colorless.
 Some e�ects can change a spell or permanent’s color. For 
example, “Target creature becomes blue until end of turn.” �e new 
color replaces the previous colors, unless the ability says otherwise.

C
Lands and most artifacts are colorless. Colorless is not a color. If 
something tells you to choose a color, you can’t choose colorless.

C
In general, combat means attacking, blocking, and all the stu� 
that happens during a combat phase.

C 
Damage dealt by creatures due to attacking and blocking. A 
creature deals combat damage equal to its power. �is damage is 
dealt during the combat damage step. Any other kind of damage 
doesn’t count as combat damage, even if it’s dealt as the result of a 
creature’s ability during combat.

C  
See “Parts of the Turn” on page 17.

C 
See “Parts of the Turn” on page 17.

C 
A game zone used for objects that a�ect the game but aren’t 
permanents. Some planeswalkers create emblems that go here, and 
some multiplayer variants use this zone for their oversized cards.

C
A casual variant in which each player’s deck is led by a legendary 
card of their choice, usually a creature.
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C
To stop playing a game and give your opponent the victory. You 
can concede a game at any time (usually if you realize you won’t 
be able to avoid losing). When you concede, you lose the game.

C
A group of play formats that use decks you build in advance. A 
Constructed deck must have at least 60 cards, and it can’t have 
more than four copies of any single card (except for basic lands). 
Standard is the most popular Constructed format. 

C 
An e�ect that lasts for some duration. �ese are di�erent from 
one-shot e�ects, which just happen once and don’t have a 
duration. You can tell how long a continuous e�ect will last by 
reading the spell or ability it came from. For example, it might say 
“until end of turn.” If the continuous e�ect comes from a static 
ability, it lasts as long as the permanent with the ability is on the 
battle�eld.

C
You control spells you cast and permanents that entered the 
battle�eld on your side. You also control abilities that come from 
permanents you control.
 Only you can make decisions for things you control. If you 
control a permanent, only you can activate its activated abilities. 
Even if you put an Aura on your opponent’s creature, you control 
the Aura and its abilities.
 Some spells and abilities let you gain control of a permanent. 
Most of the time, this means the card will move from your 
opponent’s side to yours. But for Auras or Equipment attached to 
other cards, the controller changes but it doesn’t move.

C
A spell’s controller is the player who cast it. An activated ability’s 
controller is the player who activated it. A permanent’s controller 
is the player who cast it—unless another spell or ability changes 
who controls it. A triggered ability’s controller is the player who 
controlled the source of the ability when it triggered.

C
A cost is something you have to pay to take another action. You must 
pay a cost to cast a spell or activate an activated ability. Sometimes 
a spell or ability will also ask you to pay a cost when it resolves. 
You can’t pay a cost unless you can pay all of it. For example, if an 
activated ability’s cost (the part before the “:”) tells you to discard a 
card and you have no cards in your hand, you can’t even try to pay it.

C    
To cancel out a spell or ability so it has no e�ect. If a spell is 
countered, it’s removed from the stack and put into its owner’s 
graveyard. Once a spell or ability starts to resolve, it’s too late to 
counter it. Lands aren’t spells, so they can’t be countered.

C   
Some spells and abilities tell you to put a counter on a permanent. 
�e counter marks a change to the permanent that lasts for as long 
as it’s on the battle�eld. A counter usually changes a creature’s power and 
toughness, or tracks a planeswalker’s current loyalty or a battle’s current defense.
You can use anything you want as counters: glass beads, dice, or whatever.

C
A card type. See “Creature” on page 6.

C 
�is tells you what kind of creature a creature is, such as Goblin, 
Elf, or Warrior. You �nd creature types in the middle of the card 
after “Creature — .” If a creature has more than one word after the 
dash, the creature has all of those creature types.
 Some spells and abilities a�ect multiple creatures with a certain 
type. For example, Predatory Sliver reads “Sliver creatures you 
control get +1/+1.” All creatures you control with the Sliver 
creature type, including Predatory Sliver, get the bonus.

D
�is is what knocks down a player’s life total, lowers a planeswalker’s 
loyalty, and destroys creatures. Attacking and blocking creatures 
deal damage equal to their power. Some spells and abilities can also 
deal damage. Damage can be dealt only to creatures, planeswalkers, 
battles, or players. If a creature is dealt damage equal to or greater than 
its toughness in one turn, it’s destroyed. If a planeswalker is dealt 
damage, that many loyalty counters are removed from it. If a battle 
is dealt damage, that many defense counters are removed from it. 
If a player is dealt damage, it’s subtracted from the player’s life total
unless the source has infect, in which case the player gets that many 
poison counters instead. Losing life is not the same as being dealt
 damage. E�ects that cause you to lose life can’t be 
 prevented.
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D
A keyword ability seen on creatures. Deathtouch is an ability that 
causes a creature to deal an exceptionally lethal form of damage 
to other creatures. A creature dealt any amount of damage by 
a source with deathtouch is destroyed. If your creature with 
deathtouch is blocked by multiple creatures, you can assign as 
little as 1 damage to each of the blocking creatures!
D
At least 60 cards of your choice, well shu�ed. (Limited formats in 
which players build their decks as part of the event allow 40-card 
decks.) To play a Magic game, you must have your own deck. 
Once the game starts, your deck becomes your library.
D  
See “Parts of the Turn” on page 17.
D  
See “Parts of the Turn” on page 17.
D
A keyword ability seen on creatures. Creatures with defender can’t 
attack.

D 
�e player who is being attacked, or who controls the planeswalker
or protects the battle that's being attacked, during a combat phase.

D
To move a permanent from the battle�eld to its owner’s graveyard. 
Creatures are destroyed when they’ve taken damage equal to or 
greater than their toughness. Also, lots of spells and abilities can 
destroy permanents (without dealing damage to them).

 

Sometimes permanents are put into the graveyard without 
being destroyed. If a permanent is sacri�ced, it isn’t “destroyed,” 
but it’s still put into its owner’s graveyard. �e same is true if 
a creature’s toughness is reduced to 0 or less, two legendary 
permanents with the same name controlled by the same player 
are on the battle�eld, or  an Aura i s  on the batt le�eld but
isn’t enchanting what’s described in its “enchant” ability. 
D
“Dies” is another way to say that a permanent “is put into a graveyard 
from the battle�eld.”

D
To take a card from your hand and put it into your graveyard. If a 
spell or ability makes you discard cards, you get to choose which 
cards to discard—unless the spell or ability says another player 
chooses the cards or you have to discard “at random.”
 If you have more than seven cards in your hand during your own 
cleanup step, you have to discard until you have seven.

D 
A keyword ability seen on creatures. Creatures with double strike 
deal their combat damage twice. When you reach the combat 
damage step, check to see if any attacking or blocking creatures 
have �rst strike or double strike. If so, an extra combat damage 
step is created just for them. Only creatures with �rst strike and 
double strike get to deal combat damage in this step. After that, 
the normal combat damage step happens. All remaining attacking 
and blocking creatures, as well as the ones with double strike, deal 
combat damage during this second step.

D  
To take the top card of your library (deck) and put it into your 
hand. You draw one card during each of your turns, at the start 
of your draw step. You also draw if a spell or ability lets you; this 
doesn’t a�ect your normal draw for the turn. If a spell or ability 
lets you put a card into your hand from your library but doesn’t 
use the word “draw,” it doesn’t count as drawing a card.

D 
See “Parts of the Turn” on page 17.

D  
�e other meaning of “draw” is a game that ends with no winner. 
For example, if a spell like Earthquake deals enough damage so 
that both players drop to 0 or less life, the game is a draw.

E
What a spell or ability does when it resolves. �ere are several 
types of e�ects: one-shot e�ects, continuous e�ects, prevention 
e�ects, and replacement e�ects. You can look up each one in this 
glossary.

E
Some planeswalkers’ abilities create an emblem that leaves a 
lasting e�ect on the game. Once an emblem is created, it can’t be 
destroyed and its abilities apply until the game ends.

D
A characteristic that only battles have. A battle card’s defense is 
printed in its lower right corner: that’s how many defense counters
it gets when it enters the battle�eld. Each 1 damage dealt to a battle
removes a defense counter from it. 
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E
A keyword ability seen on all Auras. It’s usually followed by a 
description of a permanent (for example, “enchant creature” or 
“enchant land”), which tells you what kind of permanent the 
Aura can be attached to. When you cast the Aura, you must target 
that kind of permanent. Similarly, Auras with “enchant player” or 
“enchant opponent” target a player when they’re cast. If an Aura is 
ever attached to something that doesn’t match its enchant ability, 
it’s put into its owner’s graveyard.

E
When an ability of an Aura says 
“enchanted creature” (or “enchanted 
artifact,” “enchanted land,” and so 
on), it means “the creature the Aura 
is attached to.” For example, Mark of 
the Vampire has the ability “Enchanted 
creature gets +2/+2 and has lifelink.” 
Only the creature that Mark of the 
Vampire is attached to gets the bonus.

E
A card type. See “Enchantment” on page 6.

E   
See “Parts of the Turn” on page 17.

E 
See “Parts of the Turn” on page 17.

E  
When artifact, battle, creature, enchantment and planeswalker spells
resolve, they enter the battle�eld as permanents. Lands also enter 
the battle�eld as permanents.

 

Some triggered abilities start with “When [this permanent] enters 
the battle�eld, . . . .” When a permanent with an ability like this is 
put onto the battle�eld, this ability triggers right away. Some abilities 
also trigger when certain other permanents enter the battle�eld.

 

Some cards say they enter the battle�eld tapped. �ese cards 
don’t enter the battle�eld and become tapped—they’re already 
tapped by the time they’re put onto the battle�eld. Similarly, 
creatures that “enter the battle�eld with [some number of ] +1/+1 
counters,” or whose power or toughness will be modi�ed by a 
continuous e�ect, don’t enter the battle�eld and then change size.
On newer cards, “enters the battle�eld” is shortened to just “enters.”

E
A keyword ability seen on all Equipment. It tells you how much it 
costs to attach the Equipment to one of your creatures. It doesn’t 
matter whether the Equipment is unattached or is attached to a 
di�erent creature. You can activate this ability only during your 
main phase, when no spells or abilities are on the stack. �e equip 
ability targets the creature you’re moving the Equipment onto.

E
A type of artifact that represents a weapon, armor, or other item 
that your creatures can use. When you cast an Equipment spell, 
it enters the battle�eld like any other artifact. Once it’s on the 
battle�eld, you can pay its equip cost any time you could cast a 
sorcery to attach it to a creature you control. You can do this even 
if the Equipment is attached to another creature. Once it’s attached 
to a creature, the Equipment then has some e�ect on it. If the 
equipped creature leaves the battle�eld, the Equipment “drops to 
the ground” and stays on the battle�eld, waiting for you to attach 
it to another creature.

E 
A nickname for any ability that makes a creature harder to block. 
Flying is the most common evasion ability.

E
A game zone. Exile is essentially a holding area for cards. If a spell 
or ability exiles a card, that card is moved to the exile zone from 
wherever it is. See “Exile” on page 8.

E 
See “Parts of a Card” on page 5.

F
Some e�ects cause a creature to �ght another creature. When two 
creatures �ght, each deals damage equal to its power to the other.

F 
A keyword ability seen on creatures. Creatures with �rst strike deal 
their combat damage before creatures without �rst strike. When 
you reach the combat damage step, check to see if any attacking 
or blocking creatures have �rst strike or double strike. If so, an 
extra combat damage step is created just for them. Only creatures 
with �rst strike and double strike get to deal combat damage in 
this step. After that, the normal combat damage step happens. All 
remaining attacking and blocking creatures, as well as the ones 
with double strike, deal combat damage during this second step.
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F
A keyword ability. A spell with �ash can be cast any time you
could cast an instant.

F 
Italic text (italic text looks like this) in a card’s text box that’s just for 
fun. Flavor text sets a tone or describes part of the magical world of 
the card. If the text is in parentheses, it’s there to remind you about 
a rule—it’s not �avor text. Flavor text has no e�ect on how the card 
is cast.
F
A keyword ability seen on creatures. A creature with �ying can’t be 
blocked except by creatures with �ying or reach.

F
A kind of landwalk. See the glossary entry for “Landwalk.”

G
A game zone. See “Graveyard” on page 8.

H
A game zone. See “Hand” on page 8.

H
A keyword ability seen on creatures. A creature with haste can 
attack as soon as it comes under your control. You can also 
activate its activated abilities with or      in the cost.

H
A keyword ability seen on permanents. A permanent with 
hexproof can’t be the target of spells or abilities controlled by an 
opponent. �e player who controls the permanent with hexproof 
can still target it with spells and abilities.

I
An indestructible permanent can’t be destroyed by damage or by 
e�ects that say “destroy.” It can still be put into the graveyard for 
other reasons. See the glossary entry for “Destroy.”

I
A card type. See “Instant” on page 6.

I
When you see this word, you know a spell or ability creates a replacement 
e�ect. See the glossary entry for “Replacement e�ect.”

I
A keyword ability seen on creatures. A creature with intimidate 
can’t be blocked except by creatures that share a color with it and/
or artifact creatures.

L
A card type. See “Land” on page 7.
L 
A subtype of a land. See the glossary entry for “Basic land type.”

L
Landwalk is the name for a group of keyword abilities that 
includes plainswalk, islandwalk, swampwalk, mountainwalk, 
and forestwalk. A creature with landwalk can't be blocked if the
defending player controls at least one land of the speci�ed type.

L  
A permanent leaves the battle�eld when it moves from the 
battle�eld zone to any other zone. It might return to a player’s 
hand from the battle�eld, go to a graveyard from the battle�eld, 
or go to some other zone. If a card leaves the battle�eld and later 
returns to the battle�eld, it’s like a brand-new card. It doesn’t 
“remember” anything from the last time it was on the battle�eld.

L
Legendary is a supertype, so you’ll �nd it written on the type line 
before the card type. If a player controls two or more legendary 
permanents with the same name, that player chooses one of them 
to stay on the battle�eld and the rest are put into their owner’s 
graveyard. (Di�erent players can control legendary permanents 
with the same name.) �is is known as the “legend rule.”

L
A game zone. See “Library” on page 8.

L,  
Each player begins the game with 20 life. When you’re dealt 
damage by spells, abilities, or unblocked creatures, you subtract 
the damage from your life total. If your life total drops to 0 or less, 
you lose the game. If something causes both players’ life totals to 
drop to 0 or less at the same time, the game is a draw.

K
A card type that always appears alongside another card type, as in
“Kindred Enchantment - Merfolk.” It lets a noncreature card have
creature types. Older cards used the card type “tribal” instead. 
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L
A keyword ability seen on permanents. Damage dealt by a 
permanent with lifelink causes that permanent’s controller to 
gain that much life, in addition to behaving like normal damage.

L
A group of play formats using cards from booster packs you open 
just before you play. See “Limited Formats” on page 19.

L 
Most damage dealt to you causes you to lose life, which is why 
it’s subtracted from your life total. (Damage from a source with 
infect gives you poison counters instead.) In addition, some spells
and abilities say that they cause you to lose life. �is isn’t the 
same as damage, so it can’t be prevented.

L
Loyalty is a characteristic that only 
planeswalkers have. Each planeswalker 
card has a loyalty number printed in 
its lower right corner: that’s how many 
loyalty counters it gets as it enters the 
battle�eld. �e cost to activate one of 
a planeswalker’s activated abilities is to 
put loyalty counters on it or remove 
loyalty counters from it. Each 1 damage 
dealt to a planeswalker causes a loyalty 
counter to be removed from it. If a 

planeswalker has no loyalty counters on it, it’s put into its owner’s 
graveyard. See also “Planeswalker” on page 7.

M 
See “Parts of the Turn” on page 17.

M
�e magical energy you use to pay for spells and some abilities. 
Most mana comes from tapping lands. �ere are �ve colors of 
mana:  (white),  (blue),  (black),  (red), and  (green). 
�ere’s also colorless mana.

M 
�e place where your mana is stored until you spend it or until 
the current step or phase ends.

M
A series of games against the same opponent. Most matches are 
best two out of three, so the �rst player to win two games wins 
the match. �e loser of the �rst game decides who goes �rst in 
the second game, and so on.

M
A Constructed format that’s growing in popularity. �e Modern 
format uses cards from Eighth Edition and 
in the modern card frame. 

M
At the beginning of a Magic game, you draw the top seven 
cards of your library. If you don’t like that hand for any reason, you
can mulligan: shu�e it into your library, draw a new hand of
seven cards, then put a number of cards on the bottom of your
library equal to the number of mulligans you've taken. You can
keep doing this until your opening hand would be zero cards.
When both players have kept their opening hands, you start
playing.

M 
A card with more than one color of mana in its mana cost. For 
example, a card with the mana cost  is both black and red. 
Most multicolored cards have a gold background.

M 
A Magic game that starts with more than two players in it. See 
“Multiplayer Variants” on page 20.

M 
�e total amount of mana in a mana cost, regardless of color. For 
example, a card with a mana cost of  has a mana value of
5. A card with mana cost  has a mana value of 2. 

M 
An ability that adds mana to your mana pool. Mana abilities can 
be activated abilities or triggered abilities. A mana ability doesn’t 
go on the stack when you activate it or it triggers—you simply get 
the mana immediately.

Mirrodin® forward,

M
A keyword ability seen on creatures. A creature with menace can't
be blocked except by two or more creatures.

M 
See “Parts of a Card” on page 5. Also see the glossary entry for 
“Mana Value.”
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N
See “Parts of a Card” on page 5.
 When a card’s name appears in its text box, the card is referring 
to itself, not to any other cards with the same name.

N-
When a spell or ability’s text refers to a “nonland card” or a 
“nonblack creature,” and so on, it means “a card that’s not a land,” 
“a creature that’s not black,” and so on.

N 
Any land that doesn’t have the 
supertype “basic” on its type line—
in other words, any land not named 
Plains, Island, Swamp, Mountain, or 
Forest. You can’t put more than four 
copies of any one nonbasic land card 
into a deck.

O- 
An e�ect that applies to the game 
once, and then it’s done. For example, 
Divination reads, “Draw two cards.” 

When it resolves, its e�ect is done. One-shot e�ects di�er from 
continuous e�ects, which last for some amount of time.

O
A person you’re playing against. If a card says “an opponent,” it 
means one of its controller’s opponents.

O
�e person who started the game with the card in his or her deck. 
Even if your opponent has control of one of your permanents, 
you’re still its owner. (If you loaned your friend a deck, he or she 
will be the “owner” of all the cards in it during the game.) �e 
owner of a token is the player who created it.

P 
Sometimes a spell or ability will ask you to pay life as part of its 
cost. To pay life, subtract that amount of life from your life total. 
You can’t pay more life than you have. Paying life isn’t damage, so 
it can’t be prevented.

P
A card or token on the battle�eld. Permanents can be artifacts,
battles, creatures, enchantments, lands, or planeswalkers. Once 
a permanent is on the battle�eld, it stays there until it’s destroyed, 
sacri�ced, or removed somehow. You can’t remove a permanent from 
the battle�eld just because you want to, even if you control it. If a 
permanent leaves the battle�eld and then re-enters the battle�eld, it’s 
treated like a brand-new card. It doesn’t “remember” anything about 
the last time it was on the battle�eld.
 Unless they say otherwise, spells and abilities a�ect only 
permanents. For example, Unsummon reads, “Return target 
creature to its owner’s hand.” You must target a creature on the 
battle�eld, not a creature card in a graveyard or anywhere else.

P 
�e permanent types are artifact, battle, creature, enchantment, land,
and planeswalker. Permanents can have more than one type.

P
One of the main sections of a turn. �ere are �ve: beginning phase, 
�rst main phase, combat phase, second main phase, and ending 
phase. Some phases are divided into steps. If a player has mana left 
over as a step or phase ends, that mana is lost. See “Parts of the Turn” 
on page 17.

P
A multiplayer variant that features oversized plane cards.

P
A card type. See “Planeswalker” on page 7.
P
You play a land by putting it onto the battle�eld from your hand. 
You can play a land only once each turn during one of your main 
phases when nothing’s on the stack. Lands don’t go on the stack 
when you play them.

 

Some e�ects tell you to play a card. �at means to play a land 
or cast a spell, depending on the card’s type.

P
Either you or your opponent. If a spell or ability lets you choose 
a player, you can choose yourself. You can’t choose yourself if it 
says “opponent.” If you’re playing a multiplayer game (a game 
with more than two players), everyone in the game is a player, 
including your teammates.
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P
When you see this word in the text of a spell or ability, you know 
it’s a prevention e�ect.

P 
An e�ect that stops damage from being dealt. A prevention e�ect 
works like a shield. If damage would be dealt but a prevention 
shield is in place, some or all of that damage isn’t dealt. A 
prevention e�ect can prevent all damage a source would deal, or it 
can prevent just a speci�c amount of damage.
 For example, Fog reads, “Prevent all combat damage that would 
be dealt this turn.” You can cast Fog long before combat, and its 
e�ect will hang around for the whole turn. �en, if creatures try 
to deal combat damage during that turn, Fog prevents it.
 Prevention e�ects can prevent damage from being dealt to 
creatures, to players, or both. If a prevention e�ect could prevent 
damage from being dealt by multiple sources at the same time, 
the player who would be dealt that damage, or who controls the 
creature that would be dealt that damage, chooses which source to 
prevent the damage from.

P
Since players can cast instants and activate abilities during each 
other’s turns, the game needs a system that makes sure only one 
player can do something at a time. Priority determines, at any given 
time, which player can cast a spell or activate an activated ability.
 �e active player (the player whose turn it is) gets priority at the 
beginning of each step and each main phase—except for the untap 
step and the cleanup step. When you get priority, you can cast a spell, 
activate an activated ability, or pass (choose to do nothing). If you do 
something, you keep priority, so you make the same choice again. 
If you pass, your opponent gets priority, so now he or she gets that 
choice. �is goes back and forth until both players pass in a row.

 P
A keyword ability seen on creatures. A creature with protection 
will always have “protection from ________.” �at something is 
what the creature is protected from. It might be protection from 
red, for example, or protection from Goblins. Protection does 
several speci�c things for the creature:

prevented.

equipped by those kinds of Equipment.

abilities from those kinds of cards.

P   
To move a card or token into the battle�eld zone. When a spell or 
ability tells you to put something onto the battle�eld, that’s not the 
same as casting it. You just put it onto the battle�eld without paying 
its costs.

R
How likely it is you’ll get a 
particular card. �ere are four 
levels of rarity for Magic 
cards: common, uncommon, 
rare, and mythic rare. �e 
exact number of each rarity 
varies by product, but every 
booster contains at least one rare or mythic rare card.

R
A keyword ability seen on creatures. A creature with reach can 
block a creature with �ying. However, a creature with reach can 
be blocked by any kind of creature.

= common

= uncommon

= rare

= mythic rare

P
�e number to the left of the slash in the box in the lower right 
corner of a creature card. A creature deals combat damage equal 
to its power. A creature with 0 power or less deals no damage in 
combat.

When both players pass in a row, if there’s a spell or ability 
waiting on the stack, it resolves. �en the active player gets 
priority again, and the system repeats. When both players pass in 
a row, if there’s no spell or ability waiting on the stack, that part of 
the turn ends and the next one begins.

 P
�e player chosen to protect a battle. A battle's protector can never
attack it, and only the protector can block creatures attacking it. See
“Battle” on page 6.
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R
To prevent a permanent from 
being destroyed later in the turn. A 
regeneration e�ect works like a shield. 
A spell or ability that says “Regenerate 
[a permanent]” puts a regeneration 
shield on that permanent that can be 
used up at any time during the turn. 
If a permanent would be destroyed 
and it has a regeneration shield, it’s not 
destroyed. Instead, it becomes tapped, 

it’s removed from combat (if it’s an attacking or blocking creature), 
and all damage is removed from it. �at regeneration shield is 
then used up. �e permanent never leaves the battle�eld, so any 
Auras, Equipment, or counters that were on it remain there. Any 
unused regeneration shields go away during the cleanup step.
 Although a permanent with a regeneration shield can’t be 
destroyed, it can still be put into the graveyard for other reasons. 
See the glossary entry for “Destroy.”

R 
Italic text in parentheses (like this) in the text box that reminds you 
of a rule or keyword ability. Reminder text isn’t meant to tell you all 
the rules for an ability. It just reminds you of how the card works.

R  
If an e�ect removes a creature from combat, it’s not attacking or 
blocking anymore. If it blocked a creature before it was removed, 
the attacking creature stays blocked, so no damage would get 
through to the player, planeswalker or battle that’s being attacked.
A creature that’s removed from combat neither deals nor is dealt
combat damage.

R 
A kind of e�ect that waits for a particular event and then replaces 
that event with a di�erent one. Replacement e�ects have the 
word “instead” in them. For example, Darksteel Colossus reads, 
in part, “If Darksteel Colossus would be put into a graveyard from 
anywhere, reveal Darksteel Colossus and shu�e it into its owner’s 
library instead.” �e e�ect replaces the action of putting Darksteel 
Colossus into the graveyard with the action of shu�ing it into its 
owner’s library. Darksteel Colossus never hits the graveyard at all.

R
When you cast a spell or activate an activated ability, or when 
a triggered ability triggers, nothing happens right away. It just 
goes on the stack. After each player gets a chance to respond to 
it, it will resolve and its e�ect will happen. If another spell or 
ability counters it, or if none of its targets are legal when it tries 
to resolve, it won’t resolve at all (and if it’s a spell, it’s put into its 
owner’s graveyard).

R,  
To cast an instant or activate an activated ability right after another 
spell or ability has been put on the stack. See “Responding to a 
Spell” on page 10.

R
When you reveal a card, it’s shown to all the players in the game.

S
To choose one of your permanents on the battle�eld and put it 
into its owner’s graveyard. You can sacri�ce only permanents you 
control. Sacri�cing a permanent is di�erent from destroying it, so 
the permanent can’t be regenerated. You can sacri�ce a permanent 
only if a spell or ability tells you to, or if it’s part of a cost.

S D
See “Limited Formats” on page 19.

S
To randomize the order of the cards in your deck. At the beginning 
of every Magic game, your deck is shu�ed. Some cards will tell you 
to shu�e your library as part of their e�ect (usually because the 
e�ect let you look through your library).

S
Magic events allow the use of a sideboard—a group of extra cards 
that are particularly good against certain opponents. After you play 
a game against an opponent, you may make changes to your deck 
using cards from your sideboard. You must reset your deck to its 
original con�guration before playing someone new.
 In Constructed formats, your sideboard consists of up to 15 
cards. Your combined deck and sideboard can’t have more than 
four copies of any card other than basic land cards. Your deck 
must have at least 60 cards.
 In Limited formats, all the cards you opened that aren’t in 
your main deck are in your sideboard. Your deck must have at 
least 40 cards.
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S
A card type. See “Sorcery” on page 5.

S
Where damage or an ability came from. Once an ability has gone 
on the stack, removing its source doesn’t stop the ability from 
resolving.

S
All types of cards except lands are spells while you’re casting them. 
For example, Serra Angel is a creature card. While you’re casting 
it, it’s a creature spell. When it resolves, it becomes a creature.

S
A game zone. See “�e Stack” on page 8.

S
�e most popular Constructed format. It uses only the newest 
sets the game has to o�er, roughly the last three years' worth,
with the oldest sets rotating out each year. 
See Magic.Wizards.com/formats for the current list of legal sets.

S 
One of the three types of abilities a permanent can have. See 
“Static Abilities” on page 12.

S
Every phase except the main phase is divided into steps. Speci�c 
things happen during some steps. For example, you untap your 
permanents during your untap step. If a player has mana left over 
as a step or phase ends, that mana is lost. See “Parts of the Turn” on 
page 17.

S
All types of cards can have subtypes. Subtypes come after the 
long dash on the type line. Subtypes of creatures are also called 
creature types, subtypes of lands are called land types, and so on. 
A card can have multiple subtypes or none at all. For example, a 
“Creature — Elf Warrior” has the subtypes Elf and Warrior, but 
a card with just “Land” on its type line doesn’t have a subtype.
 A few subtypes have special rules. See the glossary entries for 
“Aura,” “Equipment,” “Basic land type.” 
Creature subtypes don’t have any special rules associated with them.
 Some e�ects can change a permanent’s subtype. For example, 
“Target creature becomes an Elf until end of turn.” �e new 
subtype replaces the previous subtypes of the appropriate kind, 
unless the ability says otherwise.

S
All types of cards can have supertypes. Supertypes come before 
the card type on the type line. For example, a “Basic Land — 
Forest” has the supertype “basic,” and a “Legendary Creature 
— Human Warrior” has the supertype “legendary.” Supertypes 
have no speci�c correlation to card types. Some supertypes have 
speci�c rules associated with them.

T
To turn a card sideways. See “Tapping” on page 9.

T
A word used in spells and abilities. See “Target” on page 10.

T 
See “Parts of a Card” on page 5.

T
Some spells and abilities create permanents that aren't represented 
by cards. �ese permanents are represented by tokens. Tokens can 
be creatures, but they can also be artifacts (such as Treasure, Clue,
or Food tokens) or enchantments. You can use anything you want
as a token, but you should use something that can be tapped. 
Tokens are considered permanents in every way, and they're a�ected
by all the rules, spells, and abilities that a�ect permanents of their types.
If one of your tokens leaves the battle�eld, however, it moves to the
new zone (such as your graveyard) and then immediately vanishes from
the game. 

 

T
�e number to the right of the slash in the box in the lower right 
corner of creature cards. If a creature is dealt damage equal to 
or greater than its toughness in a single turn, it’s destroyed. If a 
creature’s toughness is reduced to 0 or less, it’s put into its owner’s 
graveyard.

T
A keyword ability seen on creatures. Trample is an ability that 
lets a creature deal excess damage to the player, planeswalker, or battle
it’s attacking even if it’s blocked. When a creature with trample is 
blocked, you have to deal at least enough of its combat damage 
to the creatures blocking it to destroy all those creatures. But if 
each blocking creature is assigned damage at least equal to its 
toughness, then you can assign any of the attacking creature's 
damage that’s left over to the player, planeswalker, or battle it’s 
attacking.
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T 
One of the three types of abilities a permanent can have. See 
“Triggered Abilities” on page 12.

T
Each turn is divided into phases, and most phases have steps. See 
“Parts of the Turn” on page 17.

T-H G
See “Multiplayer Variants” on page 20.

T 
See “Parts of a Card” on page 5.

U
A creature is unblocked only if it’s attacking and the defending 
player has decided not to block it.

U
To turn a tapped card upright so it’s ready to be used again. See 
“Tapping” on page 9.

U 
See “Parts of the Turn” on page 17.

U 
See “Parts of the Turn” on page 17.

V
A keyword ability seen on creatures. When a creature with 
vigilance attacks, it doesn’t become tapped.

W  
You win the game when any of the following things happens:

(Creatures with infect or toxic give players poison counters.) 

loses the game.

If both players would lose the game at the same time, the game is 
a draw—nobody wins.
 Di�erent multiplayer variants may modify the conditions for 
winning the game.

X 
When you see X in a mana cost or an activation cost, you get 
to choose the number that X stands for. For example, Volcanic 
Geyser is an instant spell that costs  and deals X damage. 

When you cast Volcanic Geyser, you choose what number X is. 
If you pick three, for example, Volcanic Geyser costs  and 
deals 3 damage. If you pick four, Volcanic Geyser costs    and 
deals 4 damage.

Y
�e word “you” on a spell or ability refers to the current controller 
of that spell or ability.

Z
An area of play in a Magic game. See “Game Zones” on

 

page 8.

Parts of the Turn

1. Beginning phase
 a. Untap step
 b. Upkeep step
 c. Draw step
2. Main phase

3. Combat phase
 a. Beginning of combat step
 b. Declare attackers step
 c. Declare blockers step
 d. Combat damage step
 e. End of combat step
4. Main phase (again)

5. Ending phase
 a. End step
 b. Cleanup step

W
A keyword ability seen on permanents. Whenever a permanent 
with ward becomes the target of a spell or ability an opponent
controls, that spell or ability is countered unless that player pays
the ward cost. 
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Magic: The Gathering Turn Structure

Phase Step

A

B

A

B

A

B

A

B

A

B

A

B

"Deals combat damage" and "is dealt combat damage" triggered abilities trigger. (510.3a.) A

The active player gets priority to cast instants and spells with flash, to activate abilities, and to take certain special actions 

(116.). (510.3.)
B

"Deals combat damage" and "is dealt combat damage" triggered abilities trigger. (510.3a.) A

The active player gets priority to cast instants and spells with flash, to activate abilities, and to take certain special actions 

(116.). (510.3.)
B

A

B

A

B

A

B

A

B

A

B

Adapted from the Comprehensive Rules effective August 7, 2026 by BoiledOwlbear

Original Format Devised by April King (@CubeApril)

The table below shows the structure of a single turn from start to finish. The first column contains the five phases of the game, the second column has the steps that are in each phase, and the third column lists the actions that 

must be taken during that step, in order. All phases and steps occur regardless of whether any actions are taken or abilities are triggered (500.1.) unless otherwise noted.

No player receives priority in the Untap Step or in certain Cleanup Steps (when no state-based actions would be performed and no triggered abilities are waiting to be put on the stack). These steps end when all specified actions 

within that step are completed. (500.3.) All other phases and steps end when the stack is empty and all players pass priority in succession. (500.2.) At this time, unused mana empties from each player's mana pool. (500.5.)
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Untap (502.)

Phasing happens. All phased-out permanents that the active player controlled when they phased out phase in, and all phased-in permanents with phasing that the active player 

controls phase out, simultaneously. This is a turn-based action that does not use the stack. (502.1.)

If it's day and the previous turn's active player cast no spells during that turn, it becomes night. If it's night and that player cast two or more spells during that turn, it becomes 

day. If it's neither day nor night, this check doesn't happen. This is a turn-based action that does not use the stack. (502.2.)

The active player determines which permanents they control will untap, then untaps them all simultaneously. This is a turn-based action that does not use the stack. (502.3.)

Unused mana empties from each player's mana pool. (500.5.)

Upkeep (503.)

Abilities that triggered during the untap step (502.4.) and "at beginning of upkeep" triggered abilities are put on the stack together before the active player gets 

priority, in the order described in Legend A regardless of which triggered first. (503.1a.)

The active player gets priority to cast instants and spells with flash, to activate abilities, and to take certain special actions (116.). (503.1.)

Unused mana empties from each player's mana pool. (500.5.)

Draw (504.)

Active player draws a card. This is a turn-based action that does not use the stack. (504.1.) In a two-player game, the player who plays first skips the draw step of their first turn. 

(103.8a.)

"At the beginning of the draw step" triggered abilities trigger (500.6.), as do any abilities that trigger when the active player draws a card.

The active player gets priority to cast instants and spells with flash, to activate abilities, and to take certain special actions (116.). (504.2.)

Unused mana empties from each player's mana pool. (500.5.)

First (Precombat) Main 

Phase (505.)

First, the active player sets top card of their scheme deck in motion if they are the Archenemy (Archenemy Games see Rule 904.). This is a turn-based action that does not use the 

stack. (505.3.)

Second, the active player puts a lore counter on each Saga they control with one or more chapter abilities. This is a turn-based action that does not use the stack. (505.4.)

Third, if the active player controls one or more Attractions, the active player rolls to visit their Attractions. This is a turn-based action that does not use the stack. (505.5.)

"At beginning of next main phase" and "at the beginning of precombat main phase" triggered abilities trigger. (500.6.)

The active player gets priority to cast instants and spells with flash, to activate abilities, and to take certain special actions (116.). (505.6.) While the stack is empty, 

they may also cast sorcery-speed spells (sorceries, creatures, artifacts, enchantments, planeswalkers, and battles) and play a land if they haven't played one this turn 

(305.2., 505.6a-b.). Lands may not be countered or responded to per 505.6b.

Unused mana empties from each player's mana pool. (500.5.)

The active player gets priority to cast instants and spells with flash, to activate abilities, and to take certain special actions (116.). (507.2.)

Unused mana empties from each player's mana pool. (500.5.)

Declare Attackers 

(508.)

The active player declares their attackers. If the defending player controls any planeswalkers or protects any battles (or the game allows attacking multiple players), the active 

player also announces which player, planeswalker, or battle each attacker is attacking. (508.1b.) If no creatures are declared as attackers or put onto the battlefield attacking, the 

Declare Blockers and Combat Damage steps are skipped (508.8.). This is a turn-based action that does not use the stack. (508.1.)

Triggered abilities that trigger off attackers being declared trigger. (508.1m.)

The active player gets priority to cast instants and spells with flash, to activate abilities, and to take certain special actions (116.). (508.2.)

Unused mana empties from each player's mana pool. (500.5.)

Declare Blockers 

(509.)

The defending player declares their blockers and which attacking creatures they will block. This is a turn-based action that does not use the stack. (509.1.)

Triggered abilities that trigger off blockers being declared trigger. (509.1i.)

The active player gets priority to cast instants and spells with flash, to activate abilities, and to take certain special actions (116.). (509.2.)

Unused mana empties from each player's mana pool. (500.5.)

"At beginning of combat" triggered abilities trigger. (500.6.)

Combat Damage 

(510.)

Combat Damage (510.)

If no attacking or blocking creatures have first or double strike as the combat damage step begins, ignore the bracketed text in the first 

combat damage step. (510.4.)

All blocked creatures [with first strike or double strike] assign combat damage to their blockers. (510.1c.)

All unblocked creatures [with first strike or double strike] assign combat damage to the player, planeswalker, or battle they're attacking. 

(510.1b.)

All blocking creatures [with first strike or double strike] assign combat damage to the creatures they're blocking. (510.1d.)

All assigned damage is dealt simultaneously. This is a turn-based action that does not use the stack. (510.2.)

Unused mana empties from each player's mana pool. (500.5.)

Second Combat Damage (510.4.)

If no attacking or blocking creatures have first or double strike as the first combat damage step began, this second combat damage step 

never occurs. (510.4.)

All blocked creatures that did not have first strike or double strike when the first combat damage step began or currently have double 

strike (510.4.) assign combat damage to their blockers. (510.1c.)

All unblocked creatures that did not have first strike or double strike when the first combat damage step began or currently have double 

strike (510.4.) assign combat damage to the player, planeswalker, or battle they're attacking. (510.1b.)

All blocking creatures that did not have first strike or double strike when the first combat damage step began or currently have double 

strike (510.4.) assign combat damage to the creatures they're blocking. (510.1d.)

All assigned damage is dealt simultaneously. This is a turn-based action that does not use the stack. (510.2.)

Unused mana empties from each player's mana pool. (500.5.)

Check for state-based actions and triggered abilities, such as those that trigger "at the beginning of the next cleanup step". (514.3a.)

If no state-based actions or triggered abilities occur, unused mana empties from each player's mana pool and the cleanup step ends. (500.5., 514.3a.)

Unused mana empties from each player's mana pool. (500.5.)

Second (Postcombat) 

Main Phase(s) (505.)

"At beginning of next main phase" and "at the beginning of postcombat main phase" triggered abilities trigger. (500.6.)

The active player gets priority to cast instants and spells with flash, to activate abilities, and to take certain special actions (116.). (505.6.) While the stack is empty, 

they may also cast sorcery-speed spells (sorceries, creatures, artifacts, enchantments, planeswalkers, and battles) and play a land if they haven't played one this turn 

(305.2., 505.6a-b.). Lands may not be countered or responded to per 505.6b.

Unused mana empties from each player's mana pool. (500.5.)

End of Combat (511.)

"At end of combat" triggered abilities trigger. (511.2.)

The active player gets priority to cast instants and spells with flash, to activate abilities, and to take certain special actions (116.). (511.1.)

As soon as the end of combat step ends, all creatures, battles, and planeswalkers are removed from combat. (511.3.)

"Until end of combat" effects end. (500.5a.)
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Beginning of Combat 

(507.)

First, if the game being played is a multiplayer game in which the active player's opponents don't all automatically become defending players, the active player chooses one of 

their opponents. That player becomes the defending player. This is a turn-based action that doesn't use the stack. (507.1.)

BoiledOwlbear.com

"At the beginning of the next cleanup step" triggered abilities trigger. (514.3a.)

The active player gets priority to cast instants and spells with flash, to activate abilities, and to take certain special actions (116.). (514.3a.)

Unused mana empties from each player's mana pool. (500.5.)

Repeat the cleanup step. (514.3a.)

Legend

The next time a player would receive priority (603.3.), triggered abilities are put on the stack in a two-part process: first, each player in APNAP order (the active player, then each 

other player in turn order) puts on the stack each triggered ability they control whose trigger condition isn't another ability triggering, in any order they choose; then each player 

in APNAP order puts their remaining triggered abilities on the stack in any order they choose. (603.3b.)
Each time a player would get priority, the game first performs all applicable state-based actions as a single event, then repeats this process until no state-based actions are 

performed. Then triggered abilities are put on the stack. These steps repeat in order until no further state-based actions are performed and no abilities trigger. Then the player 

who would have received priority does so. (117.5.) All players must pass priority in succession without any player casting a spell, activating an ability, or taking a special action for 

the top spell or ability on the stack to resolve or, if the stack is empty, for the step or phase to end. (117.4.) Exception: mana abilities don't use the stack and can't be responded to; 

a player may activate one whenever they have priority, and also in the middle of casting a spell, activating an ability, or resolving a spell or ability, whenever a mana payment is 

called for. (605.3.) Choices and actions a resolving spell or ability instructs players to make happen during that resolution and are not separate response windows.
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End (513.)

"At the beginning of the end step" or "At the beginning of the next end step" triggered abilities trigger. (500.6.) A permanent with such an ability that enters the 

battlefield during this step, or a delayed trigger created during this step, waits until the next turn's end step. (513.2.)

The active player gets priority to cast instants and spells with flash, to activate abilities, and to take certain special actions (116.). (513.1.)

Unused mana empties from each player's mana pool. (500.5.)

Cleanup (514.)

The active player discards down to their maximum hand size (usually seven). This is a turn-based action that does not use the stack. (514.1.)

Simultaneously remove all damage marked on permanents (including phased-out permanents) and end all "until end of turn" or "this turn" effects. This is a turn-based action that 

does not use the stack. (514.2.)


