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GETTING READY

THE FIRST TIME YOU PLAY

Before your first game, pop out the
cardboard map tiles, scout markers,
and +1/+1 counters. Discard any
extra material.

CHOOSING A TRIBE

~ Each player chooses one of the four
tribes: vampires, pirates, merfolk;
or dinosaur riders. Grab the 60-
card deck and scout marker that
correspond to your tribe. You'll also
need a way to track your life total.

Set aside the tokens and +1/+1

counters for now. Each deck has ways

to use them during the game.

BUILDING THE MAP

Map tiles affect gameplay in
exciting ways! Follow these steps to
build the map:

1: Find the 6-cost map tile named
Orazca, the Golden City and
set it aside.

2: Separate the other map tiles
into three piles: 1-cost, 3-cost,
and 6-cost.

3: Shuffle each pile face down.

4: Without turning over the tiles,
choose sixteen 1-cost, ten 3-cost,
and three 6-cost tiles. Set the rest
aside—you won't be using them
this time.

5: Shuftle Orazca, the Golden City
into the pile of 6-cost tiles.

6: Arrange the tiles in the center
of the table as shown in the
diagram below.

PLAYING THE GAME

IT'S A FREE-FOR-ALL!

Explorers of Ixalan™ is a free-for-
all Magic™ game. If all players
are familiar with Magic, choose
a starting player at random.
Otherwise, the most seasoned
adventurer should go first. Each
player starts with 20 life.

TwO-PLAYER GAMES

The starting player skips his or her
first draw step, and each player may
take a mulligan to six cards (as in a
regular game of Magic).

THREE- OR FOUR-
PLAYER GAMES

The starting player draws a card

on his or her first turn, and each
player’s first mulligan draws a new
opening hand of seven cards rather
than six. Subsequent mulligans
reduce your opening hand by one
card as normal.

You can attack multiple opponents
in the same combat. Any time a card
refers to an opponent, it means any
of the other players, even if you've
made a temporary pact with them.

+ Four 60-card decks

+ 50 map tiles

¢ 1-cost x 25
¢ 3-costx 18
¢ 6-costx 7

+ Four scout markers
+ 20 double-sided tokens

+ 36 +1/+1 counters

DISCOVERING THE MAP

Map tiles bring the game to different
locations across Ixalan. You can
discover one tile on each of your
turns, but only at a time when you
could cast a sorcery. Discovering a
tile reveals its bonus; some bonuses
are one-time effects, while others
last for the entire game.

The inner jungles of Ixalan conceal
many powerful secrets, but you can’t
jump ahead to the most expensive
tiles at the center of the map. A

map tile can’t be discovered if it’s
connected to another map tile with
a lower cost (see diagram below).

To discover a tile, pay its cost: one,
three, or six mana. Turn the tile face
up and see what happens!

1-cost tiles
can always be

This 3-cost tile can be |
discovered because
there are no 1-cost
tiles connected to it.

There is still one 3-cost tile
connected to this 6-cost tile,
so it can't be discovered yet.



MAP TILES

There are three kinds of tiles.

EVENTS

Event tiles have an immediate effect
and are removed from play after
they resolve. While event effects
cannot be countered, players can
respond to them by casting instants
or activating abilities.

QUESTS

Quest tiles reward you when
certain in-game conditions are met.
When you discover a quest, place

it face up in front of you. Once a
quest is complete, the quest tile is
removed from play.

SITES

Site tiles are placed in front of the
player. Each has an ongoing effect
that immediately starts affecting the
game. Site tiles can be conquered.
If one or more creatures you
control deal combat damage to

an opponent (even if that damage
would knock that player out of the
game), you may take one of that
opponent’s site tiles for yourself.
Only one site can be conquered
each combat.

If a player leaves the game, all quest
and site tiles in front of that player
are removed from play. If any of
that player’s tile effects are waiting
to resolve, they cease to exist and

. have no effect.

2 damage to each opponent.

CAN'T TAKE
IT WiTH You

The next time an opponent leaves the
game, draw twc
four Treasure tokens.

and create

2 ) -

GOLD LADEN
SHIPWRECK

At the beginning of your end step, create
a Treasure token.

SCOUTING AHEAD

Each player has one scout marker. If
you discover a tile on your turn, you
may then place your scout marker on
any 3-cost or 6-cost tile that becomes
available as a result.

Your scout marker reserves a map tile
for you until your next turn. You don’t
necessarily have to discover that tile
on your next turn, but no other player
may discover it until then. Remove
your scout marker at the beginning of
your next turn.

Once you discover
this 1-cost tile, the
3-cost tile above it
will become available.

WINNING THE GAME
When all your opponents have
been defeated, you have conquered
Ixalan—and you win the game!

AN EXPLORER'S
GUIDE TO IXALAN

Here are some tips to keep in
mind when playing:

+ None of the map tiles have
negative effects for the person
who discovers them.
Discovering tiles is exciting
and can give you great
bonuses, but don’t forget
to cast the spells in your
hand. Creatures are key in
multiplayer games.
Remember that sites are
conquerable. If one of your
opponents has one, you may
want to attack that player. If
you have one, your opponents
are probably thinking the
same thing.

You may make temporary
truces and alliances during the
game, but ultimately, you're
on your own!

How 1O STORE YOUR
GAME COMPONENTS

Store counters and
markers here.
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CERATOPS

STAMPEDE

When you reveal this tile or take it from
another player, draw two cards.

Keep until your next turn.

Whenever a creature attacks a player ’
other than you, that creature - - At the beginning of your upkeep,
gains double strike until MELE E AT draw two cards and deal 3

end of turn. - THE GATES . damage to each opponent.

Event

Event

Keep until your next turn. Keep until your next turn.

At the beginning of combat on each Creatures your opponents control
% player’s turn, that player may attack each turn if able. They

\ choose a creature. Until end " M]GHT bF'THE ' S, can't attack you. " :! THE BLOOD
L of turn, that creature gets 7 SUN EMPIRE Weg FAST EN DS

+3/+3, gains trample,
and can't attack you.

Create a Dinosaur token, then put two
+1/+1 counters on each creature
you control.

: For each opponent, destroy up to one
. target permanent that player controls.

TRESPASS AT )~ RISETROM '.'j;\ L
SPlTl—‘lRE BASTION ' THE DEPTHS |

Event

/

Deal 3 damage to target creature
or player.

Put the top six cards of your library into
A your graveyard, then search your
?’ AR graveyard for a number of creature

WAVER[NG : " cards whose total power is 6 or { [ WEATHER

* ALLEGIANCES B < P e onto e THE STORM

Exchange control of two target creatures. Each player discards their hand. Each
opponent draws four cards. You draw
seven cards and untap all lands

you control.
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THROW

OVERBOARD

Event

Destroy target creature you don’t control.

Return up to two target creatures
controlled by different players to their
owners’ hands.

BLADE AND
CLAW

Quest b Event A

The next time you attack with exactly
: two creatures, untap them and they
N each get +2/+2 until end of turn.

\ .~ -PLACATETHE: '{ 8 ' SECURE THE:
RAPTORS geat HIGH GROUND %

Choose two target creatures controlled
by different players. Those creatures
fight each other.

Keep until your next turn.

Creatures can't attack you.

UNWITTING
ACCOMPLICE

Quest

When you cast your next instant or
sorcery spell, copy that spell,
and you may choose new

Gain control of target creature until end
of turn. Untap that creature. It gains
haste until end of turn.

targets for the copy. \ : foy SXROLLS OF
ZCANTA

Quest

{( The next time you deal combat damage Each player draws two cards, then each
: to an opponent with the most life, of your opponents discards two cards.

create a Dinosaur token. Q e

/
/




555C2495000003 EN
©2017 Wizards of the Coast LLC



-\
Too MUCH BLESSING.OF
TO CARRY B THE SHAPERS

Event ‘ Quest

You create two Treasure tokens and an e P \ Your next creature enters the battlefield

A opponent of your choice creates with three additional +1/+1 counters
3 one Treasure token. on it.

GOLD-LADEN
SHIPWRECK

Quest . T Site

At the begmnmg of your end step, create
a Treasure token.

The next time you would draw a card,
instead look at the top four cards of
your library, then put one into

¢ ‘\\ your hand and the rest on the A RE)UVEN ATlNG
v bottom of your library. g WATERS

You gain 4 life and an opponent of

The next time an opponent leaves the
your choice gains 2 life.

game, draw two cards and create
four Treasure tokens.

Quest : 7 , & Site

The next time you would draw a card,
instead look at the top four cards of
X your library, then put one into

your hand and the rfsst on the ; 7 NATURAL s> ' ; DEEPROOT

bottom of your library.

At the begmnmg of your end step,
create a Saproling token.

DEFENSES % | , TREE

£ Event RN Site
T T TN T S T R T P T S e, — E————
You create two Saproling tokens and an ‘ At the begmmng of your end step, put a
opponent of your choice creates +1/+1 counter on target creature

one Saproling token. G Q you control.
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MiSTS

£ Event

E Put a permanent card with converted

Ty mana cost 3 or less from your hand
onto the battlefield.

Event

Deal 2 damage to each opponent.

PLUNDERTHE A VALUABLE" -
PLUNDERERS RECON

7 Quest
'\ The next time combat damage is Create a Treasure token. Look at any
% dealt to you, create two face-down tile. :
A Treasure tokens. i
\

Fps? FROM THE:: .
MisSTS

The next creature that enters the
battlefield under your control enters
with an additional +1/+1 counter *

PLUNDER THE  CHSCICEETET LRI .. BROADSIDE ; '
PLUNDERERS ' Y - ASSAULT"

Put a permanent card with converted
mana cost 3 or less from your hand
onto the battlefield.

Event

The next time combat damage is
dealt to you, create two
Treasure tokens.

Deal 2 damage to each opponent.

VALUABLE
RECON

? : Event
i \ Create a Treasure token. Look at any

face-down tile.

The next creature that enters the
battlefield under your control enters
with an additional +1/+1 counter
on it, and it gains haste until
end of turn.
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CANNONS TO ~ CANNONS TO
PORT : : STARBOARD
Quest ‘ Quest

< The next time you deal combat damage
s to the player on your left,

The next time you deal combat damage
to the player on your right,
draw a card.

‘ \ draw a card. ;
WALLS OF . % y ©_CANNONS TO
ADANTO R : PORT

Site

Creatures can't attack you. An opponent
may pay 1 to ignore this effect
until end of turn.

The next time you deal combat damage
to the player on your left,
draw a card.

CJURGLE'S & 8 ' CANNONS.TO
BOUNTY " %8 STARBOARD

The next time you deal combat damage
to the player on your right, /
draw a card.

HIGH AND DRY,
PIRATES' MARKET

/ Site

The next time you deal combat damage )
to the player on your left,
draw a card.

At the begmnmg of your end step, you
may discard a card. If you do,
draw a card.

CANNONS.TO
STARBOARD

4 Quest
S T S S S T I IS e I
The next time you deal combat damage
to the player on your right,
draw a card.

DUSK’'s
EMBRACE

Quest

The next time a creature you control
dies, draw a card.




THE GOLDEN CITY AWAITS ...

Play as one of four rival tribes: vampires, pirates, merfolk, or dinosaur riders.
Explore the tile-based map, uncovering bonuses that will swing the e
tide of battle in your favor. Discover the lost city of Orazca =
to gain unimaginable power. Defend the city

against.your rivals and claim
dominion over Ixalan!

CONTENTS
+ Four 60-card decks

+ 50 map tiles

+ 20 double-sided tokens
*36 +1/+1 counters

+ Four scout markers

* Four deck boxes

* Rules insert
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