
 Object of the Game

  Th e  Magic: Th 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 casting spells, you win!  

Basic Rulebook

   Your Journey Has Begun

You are a Planeswalker, and ahead of you lay countless battles across deadly worlds that defy imagination. 
To thrive, let alone survive, you’ll need a base from which you can start. 
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Introduction

 You’re here because you want to learn the  Magic: Th e 
Gathering  game, the world’s premier trading card game. 
It was the fi rst game of its kind, and it’s still the best and 
the biggest.

  In the Magic game, you play the role of a planeswalker—a 
powerful wizard who fi ghts other planeswalkers for glory, 
knowledge, and conquest. Your deck of cards represents 
all the weapons in your arsenal. It contains the spells you 
know and the creatures you can summon to fi ght for you.

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

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

one included in your intro pack. 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 fi nd stores where  Magic  cards are sold 
at  http://www.wizards.com/locator .

  Th 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 diff 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  MagicTh eGathering.com 
for daily articles, insider information, and news about 
upcoming sets! 
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Don Hazeltine

Plains

Basic Land — Plains

OOO

Flying
Vigilance (Attacking doesn’t cause 
this creature to tap.)

Her sword sings more beautifully than 
any choir.
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Greg Staples

o3oWoWSerra Angel

Creature — Angel
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Scott Bailey

Island

Basic Land — Island

OO

Enchant land
As Convincing Mirage enters the 
battlefield, choose a basic land type.
Enchanted land is the chosen type.

“Where are we? You must learn to ask 
more useful questions than that.”
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Ryan Pancoast

o1oUConvincing Mirage

Enchantment — Aura
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Jim Pavelec

Swamp

Basic Land — Swamp

OOO

Other Zombie creatures you control 
get +1/+1.
o2oB, oT: Exile target creature card from 
a graveyard. Put a 2/2 black Zombie 
creature token onto the battlefield.

Every grave cradles a recruit.
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Dave Allsop

o1oBoBCemetery Reaper

Creature — Zombie
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Nils Hamm

Mountain

Basic Land — Mountain

OO

Seismic Strike deals damage to target 
creature equal to the number of 
Mountains you control.

“Life up here is simple. Adapt to the ways 
of the mountains and they will reward 
you. Fight them and they will end you.”
—Kezim, prodigal pyromancer
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Christopher Moeller

o2oRSeismic Strike

Instant
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John Avon

Forest

Basic Land — Forest

OOO

o1oG: Put a 1/1 green Insect creature 
token onto the battlefield.

“Kill the queen first, or we’ll be fighting 
her drones forever. It is not in a queen’s 
nature to have enough servants.”
—Borzard, exterminator captain
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Trevor Claxton

o3oGoGAnt Queen

Creature — Insect
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Section 1: The Basics

 White

  Plains are the source of white magic, the color of light, protection, and above all, 
order. White magic is about making and enforcing the rules. White planeswalkers 
believe that without laws and the strength to uphold them, anarchy prevails. Th ose 
who follow the rules shall have honor and thrive while those who forsake them 
will ultimately suff er. 

Section 1: The Basics

Five Colors of Mana

 Only one thing unites the infi nite planes of the Multiverse:  mana , the energy that fuels all magic. Th e fi 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 diff erent kind of powerful magic for you to command. For example, red spells have  oR  in 
their costs, and tapping (turning) a Mountain gives you  oR  that you can spend to cast spells. It’s up to you whether to 
master one color or all fi ve. 

 Blue

  Blue magic fl ows from Islands. It focuses on manipulation and intellect. Blue 
tampers with the fundamental order of things and thrives on controlling the 
environment, bending the rules to suit its own needs. Blue planeswalkers believe 
that the most important commodity is knowledge. 

 Black

  Swamps are the source of black magic—the magic of death, decay, and power. 
Black planeswalkers embrace their ambition, and are willing to pay a price for 
greatness. Th ey believe that life is about gaining power at all costs. Everything and 
everyone is a possible resource. 

 Red

  Red magic comes from Mountains. Red planeswalkers can literally crush the 
ground beneath their feet, or call upon furious volcanic activity to destroy their 
foes. Th ey want results and action instead of deliberation and debate. Chaos, 
destruction, and war—these are red magic’s staples. 

 Green

  Forests are the root of green magic. From the power of nature, green magic provides 
growth and life to the planeswalkers who wield it. Green planeswalkers live and 
die according to the law of the jungle: only the strong survive, and every living 
thing is either predator or prey. Green planeswalkers believe that growth is the 
foundation of everything. In the end, life will win out. 
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Lava Axe deals 5 damage to target 
player.

“Catch!”
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Brian Snoddy

o4oRLava Axe

Sorcery

OOO

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

The undisputed master of the mountains 
of Shiv.
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Donato Giancola

o4oRoRShivan Dragon

Creature — Dragon
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Section 1: The Basics

 Mana Cost

 Mana is the main resource in the 
game. It’s produced by lands, and you 
spend it to cast  spells . Th e symbols in 
a card’s upper right corner tell you the 
cost to cast that spell. If the mana cost 
reads  o4oRoR , you pay four mana of 
any kinds plus two red mana (from a 
Mountain) to cast it.

 Expansion Symbol

 Th is symbol tells you which  Magic  set 
the card is from. Th is version of Shivan 
Dragon is from  Magic   2010  core set. 
Th 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.

 Collector Number

 Th e collector number makes it easier 
to organize your cards. For example, 
“156/249” means that the card is the 
156th of 249 cards in its set.

 Power and Toughness

 Each creature card has a special box with its 
power and toughness. A creature’s power (the fi 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 diff erent special box 
with its loyalty here.)

 Type Line

 Th is tells you the card’s  card type:  artifact, 
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.

Card Name

Card Types

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.

Parts of a Card

 Text Box

 Th is is where a card’s  abilities  appear. 
You may also fi nd  fl avor text  printed 
in italics ( like this ) that tells you 
something about the  Magic  world. 
Flavor text has no eff ect on game play. 
Some abilities have italic  reminder text  
to help explain what they do.

 Sorcery

  A sorcery represents a magical incantation. You can cast a sorcery only during a main 
phase of one of your own turns. You can’t cast it when another spell is on the stack. 
(You’ll learn about phases and the stack in a bit.) A sorcery has its eff 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. 
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The most terrifying thing about the craw 
wurm is probably the horrible crashing 
sound it makes as it speeds through 
the forest. This noise is so loud it echoes 
through the trees and seems to come from 
all directions at once.
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Richard Sardinha

o4oGoGCraw Wurm

Creature — Wurm

O

Equipped creature is unblockable.
Equipped creature has shroud. (It can’t 
be the target of spells or abilities.)
Equip o2 (o2: Attach to target creature 
you control. Equip only as a sorcery.)
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Daren Bader

o3Whispersilk Cloak

Artifact — Equipment

O

Enchant creature
Enchanted creature gets +1/+2.

“Born under the sun, the first child will 
seek the foundation of honor and be 
fortified by its righteousness.”
—Codex of the Constellari
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Terese Nielsen

oWHoly Strength

Enchantment — Aura

OOO

Counter target spell.
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David Palumbo

o1oUoUCancel

Instant
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Section 1: The Basics

 Instant

 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 eff ect, then you put it into your graveyard.

 Enchantment

 An enchantment represents a stable magical manifestation. An enchantment is a 
 permanent . Th 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.) Th e card is now on the  battlefi eld . Any of your cards on 
the battlefi eld is called a  permanent  because it sticks around permanently (well, unless 
something destroys it).

Some enchantments are  Auras . An Aura enters the battlefi eld attached to a permanent 
and aff ects that permanent while it’s on the battlefi eld. If the enchanted permanent 
leaves the battlefi eld, the Aura is put into its owner’s graveyard.

 Artifact

 An artifact represents a magical relic. Like an enchantment, an artifact is a permanent, 
so it’ll stay on the battlefi eld aff 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 battlefi eld, 
the Equipment doesn’t—the creature drops it and it remains on the battlefi eld.

 Creature

 Creatures fi ght for you. Th ey’re permanents, but unlike any other kind of permanent, 
creatures can  attack  and  block . Each creature has  power  and  toughness . Its power (the fi 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 battlefi eld with “summoning 
sickness”: a creature can’t attack, or use an ability that has oT in its cost, until it has 
started your turn on the battlefi eld under your control. You can block with a creature 
or activate its other abilities no matter how long it’s been on the battlefi eld.

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

Basic Land — Mountain
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 Aleksi Briclot

o3oBoBLiliana Vess

Planeswalker — Liliana

Target player discards a card.

Search your library for a card, then 
shuffle your library and put that card 
on top of it.

Put all creature cards in all graveyards 
onto the battlefield under your control.::::::::

::::::::::::::

:::::+1

-2

-8

OOOOOOOOOOOOOOOOOOOOOOOOOOO
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 Aleksi Briclot
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Planeswalker

 Planeswalkers are powerful allies you can call on to fi ght by your side. Th ey’re 
permanents, and each one enters the battlefi eld with the number of  loyalty  counters 
indicated in its lower right corner. Each planeswalker has abilities that add or remove 
loyalty counters to activate. For example, the symbol  !  means “Put one loyalty counter 
on this planeswalker,” and the symbol  2  means “Remove two 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 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 opponent can damage them with their spells and abilities instead 
of damaging you. Any damage dealt to a planeswalker causes it to lose that many 
loyalty counters. If it has no loyalty counters, it’s put into your graveyard.

Planeswalkers are rich and complex, and this just scratches the surface. To learn more, 
visit  www.wizards.com/planeswalkers .

Land

 Although lands are permanents, they aren’t cast as spells. To play a land, just put it 
onto the battlefi eld. Th 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 ( oW ), Islands make blue mana ( oU ), Swamps make black mana ( oB ), 
Mountains make red mana ( oR ), and Forests make green mana ( oG ). Any land other 
than these fi ve is a  nonbasic land .

Section 1: The Basics

Card type
Is a 

permanent

Is cast as a 

spell

Is usually 

colorless
Can attack

Can be 

attacked

Land

Artifact

Creature

Enchantment

Planeswalker

Instant

Sorcery
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Rob Alexander

Mountain

Basic Land — Mountain
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Counter target noncreature spell.Masters of the arcane savor a delicious irony. Their study of deep and complex arcana leads to such a simple end: the ability to say merely yes or no.
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Jeremy Jarvis

o1oU
Negate

Instant

OOOOO

creature spell.
savor a delicious eep and complplplex a simple end: the he es or no.
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Flying
oR: Shivan Dragon gets +1/+0 until 

end of turn.The undisputed master of the mountains 

of Shiv.
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Donato Giancola

o4oRoR

Shivan Dragon

Creature — Dragon
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John Avon

Forest

Basic Land — Forest
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When Borderland Ranger enters 
the battlefield, you may search your 
library for a basic land card, reveal 
it, and put it into your hand. If you 
do, shuffle your library.

“Only fools and bandits use roads.”
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Jesper Ejsing

o2oG Borderland Ranger

Creature — Human Scout
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Reach (This creature can block creatures 
with flying.)

The giant spider’s silk naturally resists 
gravity, almost weaving itself as it 
blankets the forest canopy.
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Randy Gallegos

o3oG Giant Spider

Creature — Spider

OO

Once he’d worked out which end of the 
thing was sharp, he was promoted to 
guard duty.
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DiTerlizzi

o1oRGoblin Piker

Creature — Goblin Warrior

OOO

Flying
oR: Dragon Whelp gets +1/+0 until 
end of turn. At the beginning of 
the end step, if this ability has been 
activated four or more times this 
turn, sacrifice Dragon Whelp.
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Steven Belledin

o2oRoRDragon Whelp

Creature — Dragon
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Enchant creature
Enchanted creature can’t attack or 
block.

For the first time in his life, Grakk felt a 
little warm and fuzzy inside.
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o1oW Pacifism

Enchantment — Aura

OO

Haste (This creature can attack and oT as 
soon as it comes under your control.)

“A flash of the lightning, a break of the wave, 
He passes from life to his rest in the grave.”
—William Knox, “Mortality”
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Kev Walker

o3oRLightning Elemental

Creature — Elemental
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Target creature gets +3/+3 
until end of turn.
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Matt Cavotta

oG Giant Growth

Instant
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Game Zones

Section 1: The Basics

 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 fi nishes resolving.) 

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

Hand

Hand

Battlefield

 Opponent

  10 life left 

 You

  13 life left 

Library

Library

Graveyard

Graveyard

Hand

  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.

Battlefield

  You start the game with nothing on the battlefi 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, and planeswalkers also enter the battlefi 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 . Th is zone is shared by both players.

Graveyard

  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 eff ect causes them to be  discarded , 
 destroyed ,  sacrifi 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.

The Stack

  Spells and abilities exist on the stack. Th ey wait there to 
resolve until both players choose not to cast any new spells 
or activate any new abilities. Th 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 the next section.) 
Th is zone is shared by both players.

Exile

  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. Th e card will 
remain there forever, unless whatever put it there is able to 
bring it back. Exiled cards are normally face up. Th is zone is 
shared by both players. 

Library

  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. 

OO

Draw two cards.

“The key to unlocking this puzzle is 

within you.”
—Doriel, mentor of Mistral Isle

™ & © 1993–2009 Wizards of the Coast LLC 49/249
Howard Lyon

o2oUDivination

Sorcery
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Plains

Basic Land — Plains
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oT: Prodigal Pyromancer deals 1 damage 
to target creature or player.

“What am I looking at? Ashes, dead man.”

1/1
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Jeremy Jarvis

o2oRProdigal Pyromancer

Creature — Human Wizard
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Section 2: The Building Blocks

Making Mana

Th 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. It will then describe how to cast a spell, as well as how to use abilities. It will go over how to 
attack and block with your creatures. Th e section fi nishes with a brief description of how to build your fi rst deck and 
an explanation of the game’s “Golden Rule.”

 To do just about anything else in the game, you fi rst 
need to be able to make mana. Th ink of mana as  Magic  
money—it’s what you use to pay most costs. Each mana 
is either one of the fi ve  Magic   colors  or is  colorless . When 
a cost requires colored mana, you’ll see colored mana 
symbols ( oW  for white,  oU  for blue,  oB  for black,  oR  for 
red, oG 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  o2 ).

  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. 
Th ey’ll say something like “Add   oG  to your mana pool.”

  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. 

Tapped

Untapped
 Tapping

  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 oT symbol as part of 
its cost (oT 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).

  Sometimes an eff ect will tap a permanent. If this happens, you don’t get the eff ect you’d get 
if you chose to tap your permanent yourself.

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

Section 2: The Building Blocks

  Basic Land Type   Can Be Tapped For 

 Plains
 Island
 Swamp
 Mountain
 Forest

(white)
(blue)
(black)
(red)
(green)



OO

Destroy target tapped creature.

“This is how wars are won—not with 
armies of soldiers but with a single knife 
blade, artfully placed.”
—Yurin, royal assassin

™ & © 1993–2009 Wizards of the Coast LLC 84/249
Kev Walker

o2oBAssassinate

Sorcery

9

Section 2: The Building Blocks

Spells

 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, and planeswalkers only during one of your main phases when there’s 
nothing else on the stack. Instants can be cast at any time.

Casting a Spell

  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. 
(Th e stack is the game zone where spells live. It’s usually 
in the middle of the table.) Th 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 oX in its cost, you choose what number 
X stands for. Other choices will be made later, when the 
spell resolves.

  Target

  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 aff ect. 
You’ll be able to choose only 
certain kinds of things, such 
as “target red permanent” or 
“target creature or player.”

  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 
aff ect it. If none of the targets are legal, the spell or 
ability is countered and does nothing at all.

  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.

Responding to a Spell

Th e spell doesn’t  resolve  (have its eff 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.

Resolving a Spell

  When a spell resolves, one of two things happens. If the 
spell is an instant or a sorcery, it has its eff 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, or planeswalker, you put the card 
on the table in front of you, near your lands. Th e card is 
now on the battlefi eld. Any of your cards on the battlefi 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 aff 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 an example of spells on the stack. 
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Th e Lightning Bolt goes on the stack on top of Giant 
Growth so it resolves fi rst. It deals 3 damage to Runeclaw 
Bear—enough to destroy it! When the Giant Growth tries 
to resolve, its only target is no longer on the battlefi eld, so 
it’s countered (it does nothing).

What would happen if the Giant Growth were cast fi rst?

Section 2: The Building Blocks

  Your opponent  casts Lightning Bolt targeting your 
Runeclaw Bear, a 2/2 creature. Th e Lightning Bolt goes 
on the stack.

   You  respond to the Lightning Bolt by casting Giant 
Growth on your Runeclaw Bear. Giant Growth goes 
on the stack, on  top of Lightning Bolt . Your and your 
opponent both decline to do anything else.

  Giant Growth resolves, making the Runeclaw Bear 5/5 
until the end of the turn.

  Th en the Lightning Bolt resolves, dealing 3 damage to 
the pumped-up Runeclaw Bear. Th at’s not enough to 
destroy it. 

Examples of Spells on the Stack

Your spell on the stack

Your creature on the battlefi eld

Opponent’s spell 
on the stack



OO

oB: Looming Shade gets +1/+1 until 
end of turn.

Its form never rests, propelled by some 
undetectable gale from beyond the gloom.

1/1
™ & © 1993–2009 Wizards of the Coast LLC 103/249

Kev Walker

o2oBLooming Shade

Creature — Shade

OO

When Elvish Visionary enters the 
battlefield, draw a card.

Before any major undertaking, a Cylian 
elf seeks the guidance of a visionary to 
learn the will of the gargantuan ancients.

1/1
™ & © 1993–2009 Wizards of the Coast LLC 178/249

D. Alexander Gregory

o1oGElvish Visionary

Creature — Elf Shaman

OOO

Creatures you control have flying.

The horses of Scytha’s army must be 
well trained. A thrown rider would fall 
miles before meeting the ground.

™ & © 1993–2009 Wizards of the Coast LLC 60/249
Jim Murray

o2oUoULevitation

Enchantment

OOO

Flying
Vigilance (Attacking doesn’t cause 
this creature to tap.)

Her sword sings more beautifully than 
any choir.

4/4
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Greg Staples

o3oWoWSerra Angel

Creature — Angel

11

Abilities

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

Static Abilities

  A static ability is text that is always true while that card is on the battlefi eld. For example, 
Levitation is an enchantment with the ability “Creatures you control have fl ying.” You don’t 
activate a static ability. It just does what it says.

Triggered Abilities

  A triggered ability is text that happens when a specifi c event occurs in the game. For example, 
Elvish Visionary is a creature with the ability “When Elvish Visionary enters the battlefi eld, 
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 fi rst part of the ability 
happens. Th 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 battlefi 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.

Activated Abilities

  An activated ability is an ability that you can activate whenever you want, as long as you can 
pay the cost. For example, Looming Shade is a creature with the ability “ oB : Looming Shade 
gets +1/+1 until end of turn.” Each activated ability has a cost, then a colon (“:”), then an 
eff ect. Activating one works exactly like casting an instant spell, except there’s no card to put 
on the stack. Th 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 battlefi eld, the 
ability will still resolve.

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

 Keywords

  Some permanents have abilities that are shortened to a single word or phrase. Most of these 
have reminder text that gives you a brief description of the ability’s eff ect. Keyword abilities 
in the core set include deathtouch, defender, enchant, equip, fi rst strike, fl ash, fl ying, haste, 
landwalk (such as swampwalk or forestwalk), lifelink, protection, reach, shroud, trample, and 
vigilance. 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. 

Section 2: The Building Blocks
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Attacking and Blocking

Th 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!

  Th 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 or one of your opponent’s planeswalkers, 
but not any of his or her creatures. You tap the attacking 
creatures. Th ey all attack at the same time, even if they’re 
attacking diff erent things. You can attack with a creature 
only if it’s untapped, and only if it was on the battlefi 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 battlefi eld. Each creature can block only one 
attacker, but multiple blockers can gang up on a single 
attacking creature. If that happens, the attacking player 
orders the blockers to show which is fi rst in line for 
damage, which is second, and so on. 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. 
 • An attacking creature that isn’t blocked deals damage to 

the player or planeswalker it’s attacking.
• An attacking creature that is blocked deals damage to 

the blocking creatures. If one of your attacking creatures 
is blocked by multiple creatures, you decide how to 
divide its combat damage among them. You must assign 
at least enough damage to the fi rst blocking creature in 
line to destroy it before you can assign damage to the 
next one in line, and so on.

• A blocking creature deals damage to the attacker it’s 
blocking.

  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 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 
battlefi eld, but the damage doesn’t wear off  until the 
turn ends.

  Turn the page to see an example of combat.

Section 2: The Building Blocks

Illus. Aleksi Briclot



1

2

3

OO

When Sparkmage Apprentice enters 
the battlefield, it deals 1 damage to 
target creature or player.

Sparkmages are performance artists of 
sorts, but pain is the price of admission.

1/1
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Jaime Jones

o1oRSparkmage Apprentice

Creature — Human Wizard

OO

When Elvish Visionary enters the 
battlefield, draw a card.

Before any major undertaking, a Cylian 
elf seeks the guidance of a visionary to 
learn the will of the gargantuan ancients.

1/1
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D. Alexander Gregory

o1oGElvish Visionary

Creature — Elf Shaman

OO

When Borderland Ranger enters 
the battlefield, you may search your 
library for a basic land card, reveal 
it, and put it into your hand. If you 
do, shuffle your library.

“Only fools and bandits use roads.”

2/2
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Jesper Ejsing

o2oGBorderland Ranger

Creature — Human Scout

OO

Berserkers of Blood Ridge attacks 
each turn if able.

They take a blood oath to die in battle. 
So far none have failed to fulfill the 
promise.

4/4
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Karl Kopinski

o4oRBerserkers of Blood Ridge

Creature — Human Berserker
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“We’ll scale these cliffs, traverse Brittle Bridge, 
and then fight our way down the volcanic 
slopes on the other side.”
“Isn’t the shortest route through the canyon?”
“Yes.”
“So shouldn’t we—”
“No.”

3/3
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Steve Prescott

o3oRCanyon Minotaur

Creature — Minotaur Warrior
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Jackal Familiar can’t attack or block 
alone.

“Let the gray-hairs keep their ravens and 
drakes. My familiar will be a reflection 
of me: bloodthirsty, with a predator’s 
instinct.”
—Taivang, barbarian warlord
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Alex Horley-Orlandelli

oRJackal Familiar

Creature — Hound

OO

Jackal Familiar cJackal Familiar cJackal Familiar can’t attack or blan’t attack or blan’t attack or blockock 
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—Taivang, barbari—Taivang, barbari—Taivang, barbariT an warlordan warlordan warlord
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“The centaurs are truly free. Never will 
they be tamed by temptation or controlled 
by fear. They live in total harmony, a feat 
not yet achieved by our kind.”
—Ramal, sage of Westgate
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Vance Kovacs

o2oGCentaur Courser

Creature — Centaur Warrior

OO

When Sparkmage Apprentice enters 
the battlefield, it deals 1 damage to 
target creature or player.

Sparkmages are performance artists of 
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1/1
™ & © 1993–2009 Wizards of the Coast LLC 158/249

Jaime Jones

o1oRSparkmage Apprentice

Creature — Human Wizard

OO

When Sparkmage Apprentice enters 
the battlefield, it deals 1 damage to 
target creature or player.

Sparkmages are performance artists of 
sorts, but pain is the price of admission.

1/1
™ & © 1993–2009 Wizards of the Coast LLC 158/249

Jaime Jones

o1oRSparkmage Apprentice

Creature — Human Wizard

OO

When Elvish Visionary enters the 
battlefield, draw a card.

Before any major undertaking, a Cylian 
elf seeks the guidance of a visionary to 
learn the will of the gargantuan ancients.
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When Borderland Ranger enters 
the battlefield, you may search your 
library for a basic land card, reveal 
it, and put it into your hand. If you 
do, shuffle your library.

“Only fools and bandits use roads.”
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“The centaurs are truly free. Never will 
they be tamed by temptation or controlled 
by fear. They live in total harmony, a feat 
not yet achieved by our kind.”
—Ramal, sage of Westgate
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When Borderland Ranger enters 
the battlefield, you may search your 
library for a basic land card, reveal 
it, and put it into your hand. If you 
do, shuffle your library.

“Only fools and bandits use roads.”
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Example of Combat

 Assign Blockers

  Th e defending player assigns blockers to two of the attackers and lets 
the third attacker through. Blocking choices are up to the defender. 

Combat Damage

 Th e unblocked attacker deals 3 damage to the defending player. Th e 
blocked attackers and the blockers deal damage to each other. Th e 
smaller creatures die and the bigger creatures live. 

 Declare Attackers

  Th 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. 

Attacking Player

Defending Player

Attacking Player

Defending Player

3 Damage

Attacking Player

Defending Player

Section 2: The Building Blocks
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 You play a  Magic  game with your own customized deck. You build it yourself using whichever  Magic  cards you want. 
Th 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). Th e rest is up to you, but here are some guidelines for getting started:

   Lands . A good rule of thumb is that 2/5 of your deck should be lands. A 60-card deck usually has 
about 24 lands.
 Creatures . Creatures account for 20 to 30 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 battlefi 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. Th e best part about trading card games is being able to play with whatever 
cards you want, so start experimenting!

When a  Magic  card contradicts the rulebook, the card wins. For example, the rules say you have a maximum hand 
size of seven. But Spellbook reads “You have no maximum hand size.” Spellbook changes the rules as long as it’s on 
the battlefi 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.

Section 2: The Building Blocks

Building Your Own Deck

The Golden Rule

Illus. Cyril Van Der Haegen



15

Section 3: 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. 
Th 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.

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 fi rst. If you’ve just 
played the same opponent, the loser of the last game 
decides who goes fi rst. Otherwise, roll a die or fl ip a 
coin to see who gets to decide.

  Each player shuffl  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 . Shuffl  e your hand 
back into your deck and draw a new hand of six 
cards. You can keep doing this, drawing a hand of 
one fewer card each time, until you decide to keep 
your cards. 

Section 3: Playing a Game

Illus. Jason Chan

Get a Deck

Get a Friend

Start the Game
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Parts of the Turn

 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. Th 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.

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

 1. Beginning Phase

  a. Untap step
  You untap all your tapped permanents. On the fi 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
  Th 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. (Th e player who 
goes fi rst skips the draw step on his or her fi rst turn to 
make up for the advantage of going fi rst.) Players can 
then cast instants and activate abilities.

  2. First Main Phase

  You can cast any number of sorceries, instants, creatures, 
artifacts, enchantments, and planeswalkers, 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.

  3. Combat Phase

  a. Beginning of combat step
  Players can cast instants and activate abilities.

  b. Declare attackers step
  You decide which, if any, of your untapped creatures 
will attack, and which player or planeswalker they 
will attack, then they do so. Th 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. If multiple creatures block a single 

attacker, you order the blockers to show which is fi rst 
in line for damage, which is second, and so on. Players 
can then cast instants and activate abilities.

  d. Combat damage step
  Each attacking or blocking creature that’s still on the 
battlefi eld assigns its combat damage to the defending 
player (if it’s attacking that player and wasn’t blocked), 
to a planeswalker (if it’s attacking that planeswalker 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 by assigning at least enough 
damage to the fi rst blocking creature in line to destroy 
it before assigning damage to the next one in line, and 
so on. Once players decide how the creatures they 
control will deal their combat damage, the damage is 
all dealt at the same time. Players can then cast instants 
and activate abilities.

  e. End of combat step
  Players can cast instants and activate abilities.

4. Second Main Phase

  Your second main phase is just like your fi 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 fi rst main phase.

5. Ending Phase

  a. End step
  Abilities that trigger “at the beginning of your end step” 
go on the stack. Players can cast instants and activate 
abilities.

  b. Cleanup 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” eff ects end. No one can cast instants or activate 
abilities unless an ability triggers during this step.
 

Section 3: Playing a Game
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oW, oT: Tap target creature.

“I carry the light of truth. Do not pity 

those it b
linds, for they never had eyes 

to see.”
1/2
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Eric Deschamps

o1oW

Blinding Mage

Creature — Human Wizard

OOO

oT: Destroy target tapped creature.

Trained in the arts of stealth, royal 

assassins choose their victims carefully, 

relying on timing and precision rather 

than brute force.

1/1
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Mark Zug

o1oBoB

Royal Assassin

Creature — Human Assassin

17

The Next Turn

The Ever-Changing Game

Now it’s your opponent’s turn. Th 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 fi nd nonland cards with abilities that produce mana, and lands 
that do other things besides produce mana. You’ll fi nd creatures with the haste ability, which allows them to attack 
right away. You’ll fi nd creatures with fl ying and trample, which change the rules of combat. You’ll fi nd cards with 
abilities that work from your graveyard. You’ll fi nd cards whose abilities work together for an eff ect that’s much more 
powerful than either one could achieve alone (such as the combo of Blinding Mage and Royal Assassin). Th is is a game 
of discovery, of amazement, of fi ghting, and of tricks. Th is is a game of magic.

Section 3: Playing a Game

Illus. Nils Hamm
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Section 4: Different Ways to Play

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 diff erent ways to play. Everyone can start on equal footing with brand-
new cards, or you can build a deck in advance from the cards in your collection. 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. Th 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.)

Sealed Deck (2 or more players)

  In this Limited format, you build a deck out of brand-
new booster packs. Each player opens fi ve or six 15-card 
boosters and builds a 40-card deck using the cards from 
his or her packs and any number of basic lands.

Booster Draft (4 to 8 players)

  In this Limited format, you select the cards you’ll build 
your deck from. Each player at the table starts with three 
unopened 15-card booster packs. Each player opens his 
or her fi rst pack, chooses a card, and passes the rest to the 
left. Don’t show anyone your picks or what’s in the packs! 
Take one card from each pack passed to you and pass the 
rest to your left until all the cards have been taken. Repeat 
this process with the second pack, but pass it to the right. 
For the last pack, pass to the left again. Use your picks and 
any number of basic lands to build your 40-card deck. 

Section 4: Different Ways to Play

Limited Formats

 Sideboards

  Each  Magic  deck may have a sideboard—a group of 
extra cards that are particularly good against certain 
opponents. For example, a card that says “Destroy all 
green creatures” is great against someone playing a 
green deck, but useless against anyone else. After you 
play a game against an opponent, you may move cards 
from your sideboard into your main deck, then play 
that opponent again. You must reset your deck to its 
original confi guration before playing someone new.

  In a Limited game, all the cards you opened that aren’t 
in your main deck are in your sideboard. Between 
games, you may swap in cards from your sideboard 
in exchange for the same number of cards in your 
main deck. You may also simply add cards from your 
sideboard to your main deck.

  In a Constructed game, your sideboard consists of 
exactly 15 cards. You build your sideboard as you 
build your deck. Your combined deck and sideboard 
can’t have more than four copies of any card other 
than basic land cards. Between games, you may swap 
in cards from your sideboard in exchange for the same 
number of cards from your main deck. 

Illus. Matt Cavotta
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Constructed Formats

Multiplayer Variants

In Constructed play, each player brings his or her own deck to the game. In other words, your deck must be constructed in 
advance. Each deck must contain at least 60 cards. A deck may contain any number of basic land cards, but no more than 
four copies of any other card. Th e pool of cards that players use to build their decks depends on exactly which Constructed 
format they’re playing.

You can play a  Magic  game with more than two players in it. Th ere are dozens of diff erent ways to do so. Th ree of the most 
popular are Two-Headed Giant, Emperor, and Free-for-All.

Standard

  Standard is the most popular Constructed format. For 
a Standard game, you build a deck using cards from the 
two most recent October large expansions and all other 
expansions and core sets released since the fi rst of those 
October expansions. 

Extended

  For an Extended game, you build a deck using cards from 
the seven most recent October large expansions and all 
other expansions and core sets released since the fi rst of 
those October expansions.

Block Constructed

  For a Block Constructed game, you build a deck using cards 
from the most recent October expansion and any of the 
two expansions released after it. You can’t use cards from 
the core set.

Legacy

  For a Legacy game, you build a deck using cards from any 
Magic  set. Th is format has an extensive Banned List.

Vintage

  For a Vintage game, you build a deck using cards from any 
Magic  set. Th is format has an extensive Restricted List. 

Two-Headed Giant

  In a Two-Headed Giant game, you and a teammate play 
against another two-person team. You and your teammate 
take your turns at the same time! Each team has a shared 
life total that starts at 30.

Emperor

  In an Emperor game, two three-player teams face off . Each 
team has an emperor, who sits in the middle of the team. 
Th e remaining players on the team are generals whose job 
is to protect the emperor. A team wins when the opposing 
emperor has been defeated.

Free-for-All

  In a Free-for-All game, each player acts as an individual 
against multiple opponents. You win if you’re the last one 
standing! 

 Banned and Restricted

  Some cards have proven to be too powerful for certain 
Constructed formats. Th ese cards have been  banned  
(meaning you can’t play with them at all) or  restricted  
(meaning you can play at most one of each of them, 
rather than the typical four). Only the Vintage format 
has a Restricted List. Th ese lists are updated quarterly. 
Check  MagicTh eGathering.com  for announcements on 
December 20, March 20, June 20, and September 20. 

 Tips

  In a multiplayer game, the fi rst time a player takes a 
mulligan, he or she draws a new hand of seven cards 
rather than six cards. Subsequent hands decrease by one 
card as normal.

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

Learn more about these and other  Magic  formats at 
 www.wizards.com/MagicFormats .

Section 4: Different Ways to Play
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o1, o2, o3, and so on, oX
One of these generic mana symbols in a cost means “this 
many of any type of mana.” For example, o2 in a cost 
means you can pay two mana of any type, such as oR and 
oG, or oU and oU, or oR and one colorless mana, and so on. 
(If oX is in a cost, you get to choose what number the X 
stands for.)
 Th ese symbols are also found in some abilities 
that produce mana, like “Add o1 to your mana pool.” In 
this context, o1 means “one colorless mana.” You can’t use 
colorless mana to pay for colored mana costs.

oW (white mana)
One white mana. Tapping a Plains makes oW. A card with 
oW in its mana cost is white.

oU (blue mana)
One blue mana. Tapping an Island makes oU. A card with 
oU in its mana cost is blue.

oB (black mana)
One black mana. Tapping a Swamp makes oB. A card 
with oB in its mana cost is black.

oR (red mana)
One red mana. Tapping a Mountain makes oR. A card 
with oR in its mana cost is red.

oG (green mana)
One green mana. Tapping a Forest makes oG. A card with 
oG in its mana cost is green.

oT (tap)
Th 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 oT cost if the 
card is already tapped. Also, 
remember that you can’t pay 
your creature’s oT costs until 
the creature starts your turn 
on the battlefi eld under 
your control.

oh1, oh6, and so on
Hybrid mana symbols represent a cost that can be paid 
with either of two colors. For example, a cost represented 
by the oh1 symbol can be paid with one white mana or one 
blue mana. It’s both a white and a blue mana symbol, and 
a card with oh1 in its mana cost is both white and blue.

/
Instead of numbers, some creatures have stars for their 
power and toughness. Th is means the creature’s power 
and toughness are set by an ability it has rather than 
being fi 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 
battlefi eld, it will be 4/4. If you play more Swamps later 
on, it will get even bigger.

Ability
Any text on a permanent (except reminder text and 
fl avor text) tells you the permanent’s abilities. Th 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 battlefi 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 “Abilities” on page 11.

Activate
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 11.

Activated ability
One of the three kinds of abilities a permanent can have. 
An activated ability is always written in the form “cost: 
eff ect.” See “Activated Abilities” on page 11.

Active player
Th e player whose turn it is. Th e active player always gets 
the fi rst chance to cast spells and activate abilities.
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Additional cost
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.

Artifact
A card type. See “Artifact” on page 5.

Artifact creature
Th is is both an artifact and a creature. See “Creature” on 
page 5.

Attack
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 or 
planeswalker they will attack, then they all do so at once. 
Attacking causes creatures to tap. Creatures can attack 
only players or planeswalkers, not other creatures. Your 
opponent then gets a chance to block your attacking 
creatures with his or her own creatures. See the explanation 
of “Attacking and Blocking” on page 12.

Attacking creature
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. 
Th ere’s no such thing as an attacking creature outside of 
the combat phase.

Aura
A special type of enchantment that can be attached to a 
permanent. 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 battlefi eld attached to that 
permanent (it’s not targeting it anymore). Th e Aura stays 
there until it’s destroyed or the permanent it’s attached 
to leaves the battlefi eld. If the permanent leaves the 
battlefi eld, the Aura card is put into your graveyard.

Basic land
Th ere are fi ve basic lands. Plains make 
oW (white mana). Islands make oU
(blue mana). Swamps make oB (black 
mana). Mountains make oR (red 
mana). Forests make oG (green mana). 
Th ey each say “basic” on their type 
line (basic is a supertype). Lands other 
than these fi 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.

Basic land type
Each basic land has a subtype, which appears after “Basic 
Land —” on its type line. Th ese are the “basic land types,” 
which are the same fi 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 
“oT: Add oG to your mana pool.”

Battlefi eld
A game zone. See “Battlefi eld” on page 7.

Beginning of combat step
See “Parts of the Turn” on page 16.

Beginning phase
See “Parts of the Turn” on page 16.

Block
To stop an attacking creature from damaging you or
 one of your planeswalkers by having it fi 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 you. 
Blocking is optional. See the explanation of “Attacking 
and Blocking” on page 12.

Block Constructed
See “Constructed Formats” on page 19.
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Blocked creature
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 or planeswalker it’s attacking (unless the attacking 
creature has trample). Th ere’s no such thing as a blocked 
creature outside of the combat phase.

Blocking creature
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 or planeswalker 
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. Th ere’s no such thing 
as a blocking creature outside of the combat phase.

Booster, booster pack
A pack of randomly assorted Magic cards. When 
you want to add more cards to your collection, this is 
what you’ll get. Most 15-card booster packs contain 
one rare or mythic rare card, three uncommon cards, 
and eleven common cards, including one basic land 
card. Find stores where Magic cards are sold at 
http://locator.wizards.com.

Booster Draft
See “Limited Formats” on page 18.

Card type
Every card has at least one card type: artifact, creature, 
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.”

Cast
You cast a spell by putting it on the stack. Diff erent kinds 
of spells can be cast at diff 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 9.

Choose one —
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 fi rst choice doesn’t work out.

Cleanup step
See “Parts of the Turn” on page 16.

Collector number
See “Parts of a Card” on page 4.

Color
Th e fi 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 fi ve. 
A card’s color is determined 
by its mana cost. For example, 
a card that costs o1oU is blue 
and a card that costs oRoW 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 eff ects can change a permanent’s color. 
For example, “Target creature becomes blue until end of 
turn.” Th e new color replaces the previous colors, unless 
the ability says otherwise.

Colorless
Lands and most artifacts are colorless. Colorless is not a 
color. If something tells you to choose a color, you can’t 
choose colorless.

Combat
In general, combat means attacking, blocking, and all the 
stuff  that happens during a combat phase.

Combat damage
Damage dealt by creatures due to attacking and 
blocking. A creature deals combat damage equal to its 
power. Th 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.

Section 5: Glossary
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Combat damage step
See “Parts of the Turn” on page 16.

Combat phase
See “Parts of the Turn” on page 16.

Concede
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.

Constructed
A group of play formats that use decks you build in 
advance. See “Constructed Formats” on page 19.

Continuous eff ect
An eff ect that lasts for some duration. Th ese are diff erent 
from one-shot eff ects, which just happen once and don’t 
have a duration. You can tell how long a continuous eff ect 
will last by reading the spell or ability it came from. For 
example, it might say “until end of turn.” If the continuous 
eff ect comes from a static ability, it lasts as long as the 
permanent with the ability is on the battlefi eld.

Control
You control spells you cast and permanents that entered 
the battlefi 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 enchantment on 
your opponent’s creature, you control the enchantment 
and its abilities. For example, let’s say you enchant your 
opponent’s creature with Armored Ascension (“Enchanted 
creature gets +1/+1 for each Plains you control and has 
fl ying”). Armored Ascension doesn’t count how many 
Plains your opponent controls—it counts how many 
Plains you control.
 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. Let’s say your opponent gains 
control of your Armored Ascension. Now it counts how 
many Plains your opponent controls—but the Aura still 
stays on the same creature.

Controller
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.

Converted mana cost
Th e total amount of mana in a mana cost, regardless of 
color. For example, a card with a mana cost of o3oUoU has 
a converted mana cost of 5. A card with mana cost oRoR
has a converted mana cost of 2.

Cost
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.

Counter a spell or ability
To cancel out a spell or ability so it has no eff 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.

Counter on a permanent
Some spells and abilities tell you to put a counter on a 
permanent. Th e counter marks a change to the permanent 
that lasts for as long as it’s on the battlefi eld. A counter 
usually changes a creature’s power and toughness or tracks 
a planeswalker’s current loyalty. You can use anything you 
want as counters: glass beads, dice, or whatever.

Creature
A card type. See “Creature” on page 5.
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Creature type
Th is tells you what kind of creature a creature is, such 
as Goblin, Elf, or Warrior. You fi 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 aff ect multiple creatures 
with a certain type. For example, Goblin Chieftain reads, 
“Other Goblin creatures you control get +1/+1 and have 
haste.” All other creatures you control with the Goblin 
creature type get the bonus.

Damage
Th 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, 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 player is dealt damage, it’s subtracted from 
the player’s life total.
 Damage is diff erent from losing life. For 
example, Acolyte of Xathrid’s ability reads, “Target player 
loses 1 life.” Th at loss of life isn’t damage, so it can’t be 
prevented.

Deathtouch
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 creature 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!

Deck
At least 60 cards of your choice, well shuffl  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.

Declare attackers step
See “Parts of the Turn” on page 16.

Declare blockers step
See “Parts of the Turn” on page 16.

Defender
A keyword ability seen on creatures. Creatures with 
defender can’t attack.

Defending player
Th e player who is being attacked (or whose planeswalker 
is being attacked) during a combat phase.

Destroy
To move a permanent from the battlefi 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 sacrifi ced, it 
isn’t “destroyed,” but it’s still put into its owner’s graveyard. 
Th e same is true if a creature’s toughness is reduced to 0 or 
less, two legendary permanents with the same name are on 
the battlefi eld, two planeswalkers with the same subtype 
are on the battlefi eld, or an Aura is on the battlefi eld but 
isn’t enchanting what’s described in its “enchant” ability.

Discard
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.

Double strike
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 fi rst strike or double strike. If 
so, an extra combat damage step is created just for them. 
Only creatures with fi 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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Enchant creature
oR: Enchanted creature gets +1/+0 
until end of turn.

The mage breathed in life-giving air 
and breathed out death-bringing fire.
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Draw a card
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 aff 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.

Draw step
See “Parts of the Turn” on page 16.

Draw the game
Th e other Magic 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.

Eff ect
What a spell or ability does when it resolves. Th ere are 
several types of eff ects: one-shot eff ects, continuous eff ects, 
prevention eff ects, and replacement eff ects. You can look 
up each one in this glossary.

Emperor
See “Multiplayer Variants” on page 19.

Enchant
A keyword ability seen on all Auras. It’s 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. If the 
Aura is ever attached to something that isn’t the right kind 
of permanent, it’s put into its owner’s graveyard.

Enchanted
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, Firebreathing 
reads, “oR: Enchanted creature gets 
+1/+0 until end of turn.” You can give 
the bonus only to the creature that the 
Firebreathing is attached to.

Enchantment
A card type. See “Enchantment” on page 5.

End of combat step
See “Parts of the Turn” on page 16.

End step
See “Parts of the Turn” on page 16.

Ending phase
See “Parts of the Turn” on page 16.

Enters the battlefi eld
When artifact, creature, enchantment, and planeswalker 
spells resolve, they enter the battlefi eld as permanents. 
Lands also enter the battlefi eld as permanents.
 Some triggered abilities start with “When [this 
permanent] enters the battlefi eld, . . . .” When a permanent 
with an ability like this is put onto the battlefi eld, this 
ability triggers right away. Some abilities also trigger when 
certain other permanents enter the battlefi eld.
 Some cards say they enter the battlefi eld tapped. 
Th ese cards don’t enter the battlefi eld and become tapped—
they’re already tapped by the time they’re put onto the 
battlefi eld. Similarly, creatures that “enter the battlefi eld 
with [some number of ] +1/+1 counters,” or whose power 
or toughness will be modifi ed by a continuous eff ect, don’t 
enter the battlefi eld and then change size.

Equip
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 diff erent creature. You can 
activate this ability only during your main phase, when 
no spells or abilities are on the stack. Th e equip ability 
targets the creature you’re moving the Equipment onto.
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Equipment
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 battlefi eld like any other 
artifact. Once it’s on the battlefi 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 eff ect on it. If the 
equipped creature leaves the battlefi eld, the Equipment 
“drops to the ground” and stays on the battlefi eld, waiting 
for you to attach it to another creature.

Evasion ability
A nickname for any ability that makes a creature harder to 
block. Flying is the most common evasion ability.

Exile
A game zone. See “Exile” on page 7.

Expansion symbol
See “Parts of a Card” on page 4.

Extended
See “Constructed Formats” on page 19.

Fear
A keyword ability seen on creatures. A creature with fear 
can’t be blocked except by artifact creatures and/or black 
creatures. Fear only matters when the creature with the 
ability is attacking.

First strike
A keyword ability seen on creatures. Creatures with fi rst 
strike deal their combat damage before creatures without 
fi rst strike. When you reach the combat damage step, 
check to see if any attacking or blocking creatures have 
fi rst strike or double strike. If so, an extra combat damage 
step is created just for them. Only creatures with fi 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.

Flash
A keyword ability seen on creatures, artifacts, and 
enchantments. A spell with fl ash can be cast any time you 
could cast an instant.

Flavor text
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 fl avor text. 
Flavor text has no eff ect on how the card is cast.

Flying
A keyword ability seen on creatures. A creature with fl ying 
can’t be blocked except by creatures with fl ying or reach.

Forestwalk
A kind of landwalk. See the glossary entry for 
“Landwalk.”

Free-for-All
See “Multiplayer Variants” on page 19.

Golden Rule
How to handle a confl ict between a card and the rulebook. 
See “Golden Rule” on page 14.

Graveyard
A game zone. See “Graveyard” on page 7.

Hand
A game zone. See “Hand” on page 7.

Haste
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 oT in the cost.

Indestructible
An indestructible permanent can’t be destroyed by damage 
or by eff ects that say “destroy.” Th ey can still be put into 
the graveyard for other reasons. See the glossary entry for 
“Destroy.”

Instant
A card type. See “Instant” on page 5.
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Instead
When you see this word, you know a spell or ability 
creates a replacement eff ect. See the glossary entry for 
“Replacement eff ect.”

Intimidate
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. For example, a 
red creature with intimidate could be blocked by a red 
creature, a red-and-green creature, or any artifact creature. 
Intimidate only matters when the creature with the ability 
is attacking.

Intro pack
A pack that includes a ready-to-play deck featuring cards 
from a particular set, as well as a bonus 15-card booster 
pack. You can play decks from intro packs against each 
other right out of the box. Th e Magic 2010 core set has 
fi ve intro packs. Each expansion has intro packs, too. 
When you’re just starting to play, modifying the decks 
from a Magic intro pack is a good way to start designing 
your own decks. Find stores where Magic cards are sold at 
http://locator.wizards.com.

Islandwalk
A kind of landwalk. See the glossary entry for 
“Landwalk.”

Land
A card type. See “Land” on page 6.

Land type
A subtype of a land. See the glossary entry for “Basic land 
type.”

Landwalk
Landwalk is the name for a group of keyword abilities 
that includes plainswalk, islandwalk, swampwalk, 
mountainwalk, and forestwalk. A creature with landwalk 
is unblockable if the defending player controls at least one 
land of the specifi ed type.
 Landwalk abilities don’t cancel each other out. For 
example, let’s say your creature with forestwalk attacks a 
player who controls a Forest. Th at player can’t block your 
forestwalker at all—not even with another forestwalker.

Leaves the battlefi eld
A permanent leaves the battlefi eld when it moves from 
the battlefi eld zone to any other zone. It might return to a 
player’s hand from the battlefi eld, go to a graveyard from 
the battlefi eld, or go to some other zone. If a card leaves 
the battlefi eld and later returns to the battlefi eld, it’s like a 
brand-new card. It doesn’t “remember” anything from the 
last time it was on the battlefi eld.

Legacy
See “Constructed Formats” on page 19.

Legendary
Legendary is a supertype, so you’ll fi nd it written on the 
type line before the card type. Th ere can be only one of 
a particular legendary permanent on the battlefi eld at a 
time. If two or more legendary permanents with the same 
name are ever on the battlefi eld at the same time, they’re 
all put into their owner’s graveyard. Th is is known as the 
“legend rule.”

Library
A game zone. See “Library” on page 7.

Life, life total
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.

Lifelink
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.

Limited
A group of play formats using cards from booster packs 
you open just before you play. See “Limited Formats” on 
page 18.
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o3oRoRChandra Nalaar

Planeswalker — Chandra

Chandra Nalaar deals 1 damage to 
target player.

Chandra Nalaar deals X damage to 
target creature.

Chandra Nalaar deals 10 damage to 
target player and each creature he or 
she controls.
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Losing life
All damage dealt to you causes you to lose life, which is 
why it’s subtracted from your life total. In addition, some 
spells and abilities say that they cause you to lose life. Th is 
isn’t the same as damage, so it can’t be prevented.

Loyalty
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 
battlefi eld. Th 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 6.

Main phase
See “Parts of the Turn” on page 16.

Mana
Th e magical energy you use to pay for spells and some 
abilities. Most mana comes from tapping lands. Th ere are 
fi ve colors of mana: oW (white), oU (blue), oB (black), oR
(red), and oG (green). Th ere’s also colorless mana.

Mana ability
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.

Mana cost
See “Parts of a Card” on page 4. Also see the glossary entry 
for “Converted mana cost.”

Mana pool
Th e place where your mana is stored until you spend it. 
When mana gets added to your mana pool, it stays there 
until you spend it or until the current step or phase ends.

Match
A series of games against the same opponent. Most 
matches are best two out of three, so the fi rst player to 
win two games wins the match. Th e loser of the fi rst game 
decides who goes fi rst in the second game, and so on.

Mountainwalk
A kind of landwalk. See the glossary entry for 
“Landwalk.”

Mulligan
At the beginning of a Magic game, you draw the top 
seven cards of your library. Th at’s your starting hand. If 
you don’t like your starting hand of cards for any reason, 
you can mulligan.
 When you mulligan, your hand is shuffl  ed into 
your library and you draw a new hand of one fewer cards. 
You can mulligan as many times as you want, but you 
draw one fewer card each time. When both players like 
their opening hands, you start playing.

Multicolored card
A card with more than one color of mana in its mana 
cost. For example, a card with the mana cost o2oBoR is 
both black and red. Most multicolored cards have a gold 
background.

Multiplayer game
A Magic game that starts with more than two players in it. 
See “Multiplayer Variants” on page 19.

Name
See “Parts of a Card” on page 4.
 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.

Non-
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.
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tapped unless you control a Plains or 
an Island.
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Nonbasic land
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.

One-shot eff ect
An eff ect that applies to the game once, and then it’s done. 
For example, Divination reads, “Draw two cards.” When 
it resolves, its eff ect is done. One-shot eff ects diff er from 
continuous eff ects, which last for some amount of time.

Opponent
A person you’re playing against. If a card says “an 
opponent,” it means one of its controller’s opponents.

Owner
Th 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.) Th e owner of a token is the 
player who controlled it when it came into play.

Paying life
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.

Permanent
A card or creature token on the battlefi eld. Permanents 
can be artifacts, creatures, enchantments, lands, or 
planeswalkers. Once a permanent is on the battlefi eld, 
it stays there until it’s destroyed, sacrifi ced, or removed 
somehow. You can’t remove a permanent from the 
battlefi eld just because you want to, even if you control 
it. If a permanent leaves the battlefi eld and then re-enters 
the battlefi eld, it’s treated like a brand-new card. It doesn’t 
“remember” anything about the last time it was on the 
battlefi eld.
 Unless they say otherwise, spells and abilities 
aff ect only permanents. For example, Unsummon reads, 

“Return target creature to its owner’s hand.” You must 
target a creature on the battlefi eld, not a creature card in a 
graveyard or anywhere else.

Permanent type
Th e permanent types are artifact, creature, enchantment, 
land, and planeswalker. Permanents can have more than 
one type.

Phase
One of the main sections of a turn. Th ere are fi ve: 
beginning phase, fi rst main phase, combat phase, second 
main phase, and ending phase. Some phases are divided 
into steps. See “Parts of the Turn” on page 16.
 If a player has mana left over as a step or phase 
ends, that mana is lost.

Planeswalker
A card type. See “Planeswalker” on page 6.

Planeswalker type
A subtype of a planeswalker. Th ere can be only one version 
of a planeswalker on the battlefi eld at a time. If two or 
more planeswalkers with the same planeswalker type are 
ever on the battlefi eld at the same time, they’re all put into 
their owner’s graveyard.

Play
You play a land by putting it onto the battlefi 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 eff ects tell you to play a card. Th at means to 
play a land or cast a spell, depending on the card’s type.

Player
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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Power
Th 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.

Prevent
When you see this word in the text of a spell or ability, 
you know it’s a prevention eff ect.

Prevention eff ect
An eff ect that stops damage from being dealt. A prevention 
eff 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 eff ect can prevent all damage a 
source would deal, or it can prevent just a specifi 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 eff ect will hang around for the 
whole turn. Th en, if creatures try to deal combat damage 
during that turn, Fog prevents it.
 Prevention eff ects can prevent damage from being 
dealt to creatures, to players, or both. If a prevention 
eff 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.

Priority
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.
 Th 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. Th is goes back and forth 
until both players pass in a row.
 When both players pass in a row, if there’s a spell 
or ability waiting on the stack, it resolves. Th 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.

Protection
A keyword ability seen on creatures. A creature with 
protection will always have “protection from ________.” 
Th at something is what the creature is protected from. It 
might be protection from red, for example, or protection 
from Goblins. Protection does several specifi c things for 
the creature:
• All damage those kinds of sources would deal to the 
creature is prevented.
• Th e creature can’t be enchanted by those kinds of Auras 
or equipped by those kinds of Equipment.
• Th e creature can’t be blocked by those kinds of 
creatures.
• Th e creature can’t be targeted by those kinds of spells or 
by abilities from those kinds of cards.

Put onto the battlefi eld
To move a card or token into the battlefi eld zone. When 
a spell or ability tells you to put something onto the 
battlefi eld, that’s not the same as casting it. You just put it 
onto the battlefi eld without paying its costs.

Rarity
How likely it is you’ll get a particular card. Th ere are four 
levels of rarity for Magic cards: common, uncommon, 
rare, and mythic rare. Each 15-card booster pack typically 
has eleven common cards including one basic land card, 
three uncommon cards and one rare card. Some boosters 
have a mythic rare card instead of a rare card.

   = common
   = uncommon
   = rare
   = mythic rare

Reach
A keyword ability seen on creatures. A creature with reach 
can block a creature with fl ying. Note that a creature with 
reach can be blocked by any kind of creature.
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time this creature would be destroyed this turn, 
it isn’t. Instead tap it, remove all damage from 
it, and remove it from combat.)

“The dead make good soldiers. They can’t disobey 
orders, never surrender, and don’t stop fighting 
when a random body part falls off.”
—Nevinyrral, Necromancer’s Handbook
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Regenerate
To prevent a permanent from 
being destroyed later in the turn. A 
regeneration eff 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. Th at regeneration 
shield is then used up. Th e permanent never leaves the 
battlefi 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.”

Reminder text
Text in italics (italic text looks 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.

Remove from combat
If an eff 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 
or planeswalker that’s being attacked. A creature that’s 
removed from combat neither deals nor is dealt combat 
damage.

Replacement eff ect
A kind of eff ect that waits for a particular event and then 
replaces that event with a diff erent one. Replacement 
eff 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 shuffl  e it into its owner’s library 
instead.” Th e eff ect replaces the action of putting Darksteel 
Colossus into the graveyard with the action of shuffl  ing it 
into its owner’s library. Darksteel Colossus never hits the 
graveyard at all.

Resolve
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 eff 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).

Respond, in response
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 9.

Reveal
When you reveal a card, it’s shown to all the players in 
the game.

Sacrifi ce
To choose one of your permanents on the battlefi eld 
and put it into its owner’s graveyard. You can sacrifi ce 
only permanents you control. Sacrifi cing a permanent 
is diff erent from destroying it, so the permanent can’t be 
regenerated. You can sacrifi ce a permanent only if a spell 
or ability tells you to, or if it’s part of a cost.

Sealed Deck
See “Limited Formats” on page 18.

Shroud
A keyword ability seen on permanents. A permanent with 
shroud can’t be the target of spells or abilities—not even 
your own.

Shuffl  e
To randomize the order of the cards in your deck. At the 
beginning of every Magic game, your deck is shuffl  ed. 
Some cards will tell you to shuffl  e your library as part of 
their eff ect (usually because the eff ect let you look through 
your library).

Sideboard
A group of extra cards you can use to modify your deck 
in between games with the same opponent. See the 
explanation of “Sideboards” on page 18.
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Sorcery
A card type. See “Sorcery” on page 4.

Source
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.

Spell
All types of cards except lands are spells while you’re 
casting them. For example, Shivan Dragon is a creature 
card. While you’re casting it, it’s a creature spell. When it 
resolves, it becomes a creature.

Stack
A game zone. See “Th e Stack” on page 7.

Standard
See “Constructed Formats” on page 19.

Static ability
One of the three types of abilities a permanent can have. 
See “Static Abilities” on page 11.

Step
Every phase except the main phase is divided into steps. 
Specifi c things happen during some steps. For example, 
you untap your permanents during your untap step. See 
“Parts of the Turn” on page 16.
 If a player has mana left over as a step or phase 
ends, that mana is lost.

Subtype
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 types,” and 
“Planeswalker types.” Creature subtypes don’t have any 
special rules associated with them.
 Some eff ects can change a permanent’s subtype. 
For example, “Target creature becomes an Elf until end of 
turn.” Th e new subtype replaces the previous subtypes of 
the appropriate kind, unless the ability says otherwise.

Supertype
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 Barbarian” has the 
supertype “legendary.” Supertypes have no specifi c 
correlation to card types. Some supertypes have specifi c 
rules associated with them.

Swampwalk
A kind of landwalk. See the glossary entry for “Landwalk.”

Tap
To turn a card sideways. See the explanation of “Tapping” 
on page 8.

Target
A word used in spells and abilities. See the explanation of 
“Target” on page 9.

Text box
See “Parts of a Card” on page 4.

Token
Some instants, sorceries, and abilities can create creatures. 
Th ese creatures are represented by tokens. You can 
use anything you want as a token, but you should use 
something that can be tapped.
 Tokens are considered creatures in every way, and 
they’re aff ected by all the rules, spells, and abilities that 
aff ect creatures. If one of your token creatures leaves the 
battlefi eld, however, it moves to the new zone (such as 
your graveyard) and then immediately vanishes from the 
game.

Toughness
Th 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.

Trample
A keyword ability seen on creatures. Trample is an ability 
that lets a creature deal excess damage to the player or 
planeswalker 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 creature is 
assigned damage at least equal to its toughness, then you 
can assign any of its damage that’s left over to the player 
or planeswalker it’s attacking.
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Vigilance
A keyword ability seen on creatures. When a creature with 
vigilance attacks, it doesn’t become tapped.

Vintage
See “Constructed Formats” on page 19.

Winning the game
You win the game when any of the following things 
happens:
• Your opponent’s life total is reduced to 0 or less.
• Your opponent has to draw a card from an empty 
library.
• Your opponent has 10 or more poison counters. (No 
cards in the Magic 2010 core set can give players poison 
counters.)
• A spell or ability says that you win the game or your 
opponent loses the game.
• Your opponent concedes.
If both players would lose the game at the same time, the 
game is a draw—nobody wins.

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, 
Earthquake is a sorcery that costs oXoR. Its text reads, 
“Earthquake deals X damage to each creature without 
fl ying and each player.” When you cast Earthquake, you 
choose what number X is. If you pick four, for example, 
Earthquake costs o4oR and deals 4 damage. If you pick 
one, Earthquake costs o1oR and deals 1 damage.

You
Th e word “you” on a spell or ability refers to the current 
controller of that spell or ability.

Zone
An area of play in a Magic game. See “Game Zones” on 
page 7.

Section 5: Glossary

Triggered ability
One of the three types of abilities a permanent can have. 
See “Triggered Abilities” on page 11.

Turn
Each turn is divided into phases, and most phases have 
steps. See “Parts of the Turn” on page 16.

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

Two-Headed Giant
See “Multiplayer Variants” on page 19.

Type line
See “Parts of a Card” on page 4.

Unblockable
If an attacking creature is unblockable, it’s impossible for 
the defending player to block it with a creature.

Unblocked
A creature is unblocked only if it’s attacking and the 
defending player has decided not to block it.

Untap
To turn a tapped card upright so it’s ready to be used 
again. See the explanation of “Tapping” on page 8.

Untap step
See “Parts of the Turn” on page 16.

Upkeep step
See “Parts of the Turn” on page 16.
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