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EXPAND YOUR POWER IN THE UNIVERSE...

"'he Star Trek: The Next Generation®
Customizable Card Game has something no other
collectible card game can claim: missions, dilemmas,

events, artifacts and personnel from the Star Trek: The
Next Generation® universe. Experience the powerful abil-
ities of Federation, Klingon and Romulan crews! With hun-
dreds of cards and an infinite number of offensive and

defensive strategies, these cards will appeal to collectors,
game enthusiasts and STAR TREK® fans alike.

To start a game, you size up your opponent trying to figure
out whether he’s playing with Federation, Klingon and/or
Romulan forces. Select your affiliation(s) and the missions
you hope to accomplish. Then customize a deck of 60 cards
that includes the ships, personnel and other cards needed to
complete your missions. Your opponent does the same. The
adventure unfolds before your eyes.

Your opponent is a worthy adversary. He's developed a
powerful strategy and placed dilemma and artifact cards in
strategic locations to thwart your efforts. That's okay. Since
the cards possess a “rock, paper; scissors” relationship, there
are ways to overcome those aggravations. To win, you must
overcome dilemmas and complete missions by moving your
ships along a spaceline the two of you have created. The
winner is the first player to score 100 points or have the
highest number of points when one player's deck is depleted.
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SO ST
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AND YOUR POWER ¥ Tugg VERSE
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While your opponent may have a strong strategy, neither
of you know when certain cards will come into play. An
intriguing randomizing element is created when your cards
are shuffled prior to playing. By developing a fresh strategy
and custom deck before starting the game, each game will
be a totally unique STAR TREK® adventure.

There is unlimited depth to this game. The universe of 363
cards is available in randomly-assorted starter sets of 60
cards and expansion sets of |5 cards. Cards are common,
uncommon, rare, or ultra-rare. (Starter sets are usually a
little less expensive per card, but there's a higher probabili-
ty of getting rare cards in expansion sets!) Also, other
exciting cards are in development for future editions and
expansions. The first print run of Star Trek: The Next
Generation® Customizable Card Game is a Limited
Edition, signified by a black border on the face of each
card. Regular printings will have a white border.

Prepare yourself for a powerful experience in a universe
with endless possibilities!

The Art of Great Games

™, ® & © 1995 Paramount Pictures. All Rights Reserved. STAR TREK: THE NEXT GENERATION is a registered trade-
mark of and all characters and related marks are trademarks of Paramount Pictures. Decipher Inc. Authorized User.
Package and contents copyright © 1995 Decipher Inc., PO. Box 56, Norfolk, Virginia U.S.A. 23501-0056. All Rights
Reserved. Customizable Card Game, Expand your power in the universe and The art of great games are trademarks
of Decipher Inc. Gameplay by Technical Game Services.



Deep in Northern TERISIARE
™\ some foun millennia before ihe
N | GRTHERNG, by the reckomning of
the Sages of Minorad.
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® The Shaman ORIEL KJELDOS is not afraid-- |l

she is DETERMINED. Though the ice crashes
behind her, and the frozen'air grows Tank
around her, she wifl ot be stopped. Not
d || when she bears such heavy tidimgs.
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Not when the mAGLC |
born of the ICE AGE
4l |, "a/lies o defend her-

license by ARMADA™ a division of Acclaim Comics Inc., Steven J. Massarsky, President. Office of Publication: 275 Seventh Avenue, New York, NY 10001. Magic: The
Gathering is ™ & © 1995 Wizards of the Coast, Inc. All rights reserved. All characters herein and the distinctive likenesses thereof are trademarks of Wizards of the
Coast Inc. Armada is a trademark of Acclaim Comics Inc. No similarity between any of the names, characters, persons and/or institutions in this magazine with those of
any persons living or dead, or any institution is intended and any such similarity which may exist is purely coincidental. PRINTED IN CANADA.
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Aow;, as 2he monster reefs,
Aing Miko's militia moves
2o Zabe it by hard.
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“THE GLALIER KINGDOM OF STt RP STANDS
ALONE, MY FRIENPS. T HAVE BEEN ON MY LONG-
EST WALKABOUT YET, ANP THIS CRUMBLING
CITAPEL 16 THE LAST STRONGHOLD OF CIVILIZATION
IN ZLL OF TERISIARE, EVERYONE ELSE 16 DEAD,

“KING MIKO, MEMBERS OF THE
STONE COUNCIL, WE CAN NO
LONGER AWIP THIS PLAINEST
OF TRUTHS -~ IT |4 TIME TO LEVE
THIS PLACE. WE MUST JOURNEY
FAR TO THE SOUTH, TO THE LANP
WHICH LIES CLOGEST 10 THE M.
NEITHER OUR SORCERY, NOR
OUR PRIPE , NOR OUR LAST HARD-
WRUNG MEASURE OF ENPURANCE
WILL KEEP OUR VERY £VES
FROM\ FREEZING IN THEIR $0CKETS!"

i "PURING MY TREK 1 HAD V/S/OAS. 1

1

SUPERNATLUIRAL WARFARE ; THIS é
MUCH WE'VE GUESSED. BUT THE
GLALIERS ENCROALH--AN LPHEAVAL,
COSMIC IN ORIGIN, FORCES THE COLY
TO PEEPEN. |F THERE ARE TRULY
6OPS, THEY HAVE FORSAKEN US,
FOR 1 SEE NO END 1O THIS LONG
WINTER.”

THIS AGE OF ICE HOS ITS ROOTS IN //<‘




72 hos been a /grim week for the people of Storgard. The
Stone Cournci,

#as buried the feaker of Clan Buby,and
no successor fios yet been named. And riow, the darkbest
fear of the surviving Clans has been vorced.

MEMBER OF THES
COUNCIL , YOUR WORPS

Hurn, Sergeant-
at-Arms of the i):ﬂguic;ycﬁcﬂhlf
Boyal Guard,sits Lorthun of Clart
Zzzr/y/az /U',: Sapphire sneer
o, a. 7 7 <
e g in disgist.

YOU SPEAK A5
IF WE ARE ABANRONER
WHEN THE &GOS ONLY
SLEEP. 45 IF 10 RUN
SCREAMING INTO THE NIGHT
HAs MORE HONOR THAN
STANPING STROAMS--
A6 WE Po-- AT
\ VICTORY'S THRESHOLY, A
PN tif

! HERE COMBS MY COLRT
MAGE, FREVALISE-- ZILGETHS
HONORABLE SUICLESSOR, HOW
SPEAKS THE NEW LEAPER OF
CLAN RUBY ON THESE (a4l

MATTERS 7"

PESTROYEP
EVEN HELP THE KINGPOM'S
GROUND NORTHERN QUAP-
AGAINST RANT, WE RESPONDED
MIGHTY BY MOVIMS INTO
RAYAMOR- 'A THE ICE MOUNTAIN'S /
THE GREAT VERY MaW./
GLACIER -
ITGELF/

L
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“l A v
IT WouLP
BE FOLLY FOR
Uus 10 amass
A ANP ATTEMPT A
B\ JOLIRNEY ACROSS
B, THE wasTes, 4B

] B POSSESS THE
W\ VacicaL PoweR

THE LAST OF LS, T SAY LET Us
WRESTLE HER ICY ENBRACE
AS BRAVELY 46 ZILGETH
WRESTLED THE JOHTLLL WORM.



Fill Out 1'c|;|.f; &
survey & Ge

FULL COLOR'
Magic: The Gathering Poster’

AGH

5 The Gathering
COMICS SURVEY

We need your help to bring you the best Magic:
The Gathering comics possible!

Please answer & return this survey by June 1, 1995.
As a reward, all participants will be sent a full color

Magic poster as well as the final results of this survey!

1. Which card games do you play? (Please list all.)
Doom Trooper ____ Jyhad __ Illuminati
Magic__ OnThe Edge ___ Spellfire

Star Trek ___ Wyvern ___ Other ___ None ___
7. Which Magic card, character or expansion

i 9 3 : :
2. How many Magic cards do you own’ series would you like to see as a comic book?

100 orless ____ 101-250 _ 251-500 _
501-1000 ___ 1001-2000 _ 2,001 or more

3. Have you ever attended a gaming convention (Use extra paper if necessary. We will read all suggestions.)
or Magic: The Gathering tournament?
Vs No 8. Which Magic card artist would you most like

to see do a cover for a Magic comic title?
4. Would you be interested in joining a Magic:

the Gathering fan club?
N NGy 9. Which Video game system(s) do you own

5. How many comic books do you buy per month? IBMPC___ Nintendo ___ Super Nintendo ___
Wme. 15 610 ST 1600 Sega___ SegaCD ___ Other

21-30 3150 5199 100 ormore

10.How can we make our new line of Magic: The

6. What are your top three favorite comic titles? Gathering comics even better?

b

2.

3. (Use extra paper if necessary. We will read all suggestions.)
Name: Date of Birth: Sex M/F): ___
Address: City:

State: Zip Code: Country:

YES! Ihave enclosed $1 -Please count my survey & send my full color Magic poster plus the survey results.

INSTRUCTIONS: 1. Please include $1 with your survey to cover the cost of counting your survey & shipping
your Magic: The Gathering poster! 2. Yes, you can photocopy this survey. 3. Please allow 3-6 weeks for the
delivery of your poster & survey results. 4. Offer expires 6/1/95. Surveys must be postmarked by 6/1/95.

Send $1 & survey to: MAGIC SURVEY - P.O. BOX 465-M - GAINESVILLE, VA 22065

Magic: The Gathering is © & trademark 1995 Wizards of the Coast , Inc.



PARPON MY DIFFERENCE, RUBY
MAGE. WITH YOUR POWER, AND
THE ABILITIES OF MY CHAAPION,
JASON CARTHALION--A6 WELL AS
THE POWER OF THE ARTIFACTS NOW

. Z2N

A rrrrmur washes STOREP WITHIN THE GLALIER--
WWM tﬁéﬁ;ﬂfhﬂgf&c WE CAN MAKE GOOP OLR ESCAPE,
7 e (ndection The Cour

of Freyalise, King audience il
Miko seo/ed his but %55 al. '__,‘C’
cose--or so (2 wauld sZands f,’,‘;,l ;
seem. OBLEL. speass.. The 2aik

) contrmues—
~But Jason is no She guickly surpossed Jason '
lornger: [istening. at tz:ir /e%aons,ané' would

Eutor him in Ehe ways of e
magic.

=
Freyalise came to Storgord
as a lone child, secking shel-
Zer from the frigid wasies.
The Shamans Zo/d King

Miko that she was NMORE &
Ehan hurnan to have survied, |, Z
but the High Court would .
see ker only as a DAUGHTER |-
of the %me Courxil.

e e —— e

AGAINST Oriel. Her Y2
qutet words stirg

Jason. Her carefully
measured Ehoughts

YOU HAVE LOET, ORIEL. OLR PECISION 16
. FINAL.. YOU MAY NOT LEAVE THE CITY AGAIN,
NOR May YOU LAVE ACLESS TO THE KING -
POmMs ReLICS OR MAGES 10 FURTHER
YOUR PELUSIONS.

THIE COUNCIL, NG
— ‘—\\\\



Thot riight, ot
¢he fome o,
Hurn of Clar

MARISKA, WE HAVE BEEN AT '\ o/ WHETHER OR NOT i You KNow

THS FOR MALF THE EVE! KIELPOS 1S RIGHT-- JTH]H] NOTHIAG S
i ik A YoTE was e
1| TAKEN,

T
hi‘
{1 ITH ZILGETH GONE, T AM
MIKO'S MILITARY COMMANDER,
CLAN PEARL FINALLY STaNps
ProLUP! T WILL AOT

I WaS THERE,
MY HUSBANP, vou
SAW 7RUTH IN THE

,;fw §/ --BUT YOUPIP NOT EVEN
\'@L | HAVE THE CourasE To STaND
’\ . AOANST THE KING. Z

T
Yagiet

& 1716 vou WHO ARE V' THE PLANESWALKER
\ NAIVE, BELOVED. FREVALISE |8 F/RST IN
e e Jtmum's EYES...

1l ] J/
+AND IF WE REMAIN IN THIS /CE

> Pr7 MUCH LONGER, T FEAR WE WILL
V aaub (LN \. LOSE MUCH ORE THAN OLR PRIVE,

The Termple of /7 \
Clon. Emerold. . TWIE A WORM ATTACKED
- PHILDEOPHY 16 OVER. ACTION 80 CLOSE ™ AND
MUST PE TAKEN, ZILGETHS DEATH-7
YOU'RE SAYING WE SHOULD IS

DEFY THE KING AND RUN
Away From STORGARD. IS

1 THINK
1 LUNPERSTAND,
SHAMAN-- THOUGH
I'M NOT SURE
WHAT DIFFERENCE
Z CAN MAKE.

'’ THERE CAN BE REasoV/
IN ACTION, MY CHAMPION.
WE MUET LISE OUR

RESOURCES.,, 60T

OUR FRIENRS,




pecr e crstics i THE OLD WITCH STIRS PHOSENT
W PRAYER CHANBEE, the | g IN YOUR KINGPOM , MIKD. THOSE

most forbidden of all | < _ NOST LOYAL 1o ALL THAT YOU'VE
| rvoms in the Poloce of ' : BUILT HAVE BEEN GIVEN

% IT NOT YOUR
B CHARGE TO UPHOLY THE
LAST OF THE FALLEN 4

T
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TEVESH SZAT--
YOUR COUNCIL HAS SERVED
ME WELL FOR MANY ¢

..BUT TONIGHT YOU
OFFEAP ME. MY PEOPLE
PEFY THE COLD WITH THICK
SKINS--BUT ALSEO WITH
HONOR, LOYALTY.
INTEGRITY,

A7 EVEN NOW, CLAN you musT ’ SSESQUELCH THE
W s<STRIKE POWN THIS = FEW, THAT THE MANY [

ENERALY FLOTSSS & \ i
A\ AGAINST YOU. A P/scory MIKO... MAY SURVIVE,
e - i s : " — ] o P <)

A PANIC BORN
A OF THI6 LUNATIC'S Y
VISIONS CAUSES THEM
i o IWMPONAL
OF OUR CHERISHED /4
VALLIESSS .
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Poster girl for the Apocalypse

SHE’S COMING SPRING ‘95

For more on TANK GIRL check out THE LION’S DEN on the INTERNET http:/digiplanet.com/MGM



Fayrior's Erse,
Five doys katern

THE KINGPOM
STILL LOOKS S0 PEACEFUL
aT SUNSET,

i
|

WE U%ep o BeLievE N
THE GLACIER Was A CLOUD
COME POWN 0 LS FROM

HEAVEN.,

Now ITS
2/ NOTHING BUT
| a monvs7eR,
id CRUSHING s A
a8\ Few FeeT at a
> TIME, YEAR AF- /|
REMEMBER 2 TER YEAR. /&
HOW 1'P TaKe s )
YOU UP HERE,
AND WE'D
FIGUT IN

AND PI6COVERED OLR
HERITAGE, JALE.

WE MUST BE
BRNE, AND FACE
THE MONGTERS,

THE WAy :
MY MOTHER
AND FATHER PIP7 =
AP 7xER
PARENTS 7 AT THE
LOST OF our
LIVES?

PO vou
REMEMBER
TH/S, FREYALIGET
YOU GAVE IT 1O ME at
MY MOTHER'S PYRE..,

-0, 1§
».YOU 84IP G
THAT |IT SEALED OLR
FRIEMPSHIP FOREVER .
THAT IT WOULDP PROTECT
US--BRING Lib WARMTH,




In 2he hour Ekhat followed,
AN Zhe fifeless bodies of
\ sXPLOS/IONS sixteen were pulled from
- = Zke rubble--

SAPPHIRE ! THIS
18 MURPER!
TREASON!

‘TI6 BEST
you LISTEN 10
YOUR SHAMAN --
LET THE KINGS
GUARD LOOK IN-
T0 THIS
TRAGEDY.

- Moo /8
A g P 7

)y --THe PEOPLE O i
Yl s7oRearp Are No N
LONGER POSSESSED N
N OF FREE WiLL.! 43




Jasorn's spel/ dozz/es

the combatants, pinning

therm in the ¢hralf of |
battle.

Freyafise TAPS Ehe Jond
beneath their feet--felli
dozens, as PERMATEOS
Zurns 2o oozing mud.
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NO BLAPES /

THE GOPS HAVE

FORESEEN THIS,
AND GRANTED
ME WIBPOM--

W/

s10P & / STAWART THRISIARANS
: S WALLOWING IN FILTH-~ 1 Wil
RuE THIS DAY/

5 HUMBLED, \

Y MAYBE--BUTA KING'S
COMMANPHNENT IS

Y Evonns,

| /1S /._,
Pl oy THe EBON HAMZ, THIS QUARREL
Ml A/87 ENP, IF NOT BY CONTEST--THEN
BY THE BLAPE, 1 SAY.

-~ THOLGH OUR WIEAPOMS r THEY WiLL MEET ON
{/ 7

ARE FORMIDABLE, WE DEFINE : HE PLAING TO THE SOUTH--
OLRSELVES BY POWERFLL - == AP PUEL WITH ICE MAGIC
MAGKS, 5 WELL. BOTH SIPES WILL > UNTIL ONE |8 TRAIMPHANT
SELECT A «+AND THE OTHER |6
CHAMPION. ONE
WHOSE cowviCTioN
LESTION,




Severn. days fater, iz
fe. ruins of the
Jarn Emerald.

SPELLLASTING, \
You are CLEARLY M
FREVALISES TS

=
NS

S\

<V

EP
BOW AP THIS
SHIELP O BRING

YOU THE GLIMMER OF |

A CHANCE,

YOU WILL HAVE TO BE )

MAGE, WARRIOR, AP
ZEALOT T0 6TRIKE
POWN THE LIKES oF A
PLANESWALKER,

BUT sHAMaN-- THIS 16

| THE BoW OF THE AMORD)C

WARRIOR, AND YO HOLD
TUE SHIELD OF PRINCE
BILIKIS-- THEEE RELICA
\  ARE FORBIDDEN 0 LS./

THE W/FE OF
MIKD'S BERGEANT-
AT-ARMS HAS MANY

PRIVILEOES,

CARTHALION.

OLACIER PURING
THE CHAOS LAéT

ARE REVUCEP TO

THIEVERY.

-

> HOUSE ENMERALD'S
PESTRUETION Whé NO
ACCIPENT, JAGON-- IT Was

POWERFUL MASAC.
iz < '

YoUWILL HavE o ¥ /\I/

AL VER, JABON, /’ 4
N > 4 / ’
. L

7
\A

YR

THE DUEL WILL
4 NOT BE SEEN 48
HONOR BOLUND
&1 IF ONE oF vou
BETRAY4S YOUR
CONVICTION, AND
YIELDS.

I'M SCRRY, CHILD.
1 KNOW SHE wAS
ONCE YOUR FRIEND.

AND IF SUCH EVIL Has
ALLIEP ITSELF WITH OUR KING,
THEN WE MUAT PO WHAT 18 -




Zale aféerroon, Zhe YES, JasoN.
next day. O 2he oy 1M arFear
TUNDEA 2o the soutk You are.

prssonor Me
BY HOLPING
BACK .

Tke Charmpion of
Clan Puby grimly
unrtfeashes a DEAPLY

| But Jason is swift--awakenin
| 2Ae GPEEN ¢hat Jes c?ormng

THIS 16 No
~FROL/C IN THE
SNOW, JASON,




Hearé pounding in his fiest
Jason strikes Zhe ground, SUM-
moning a crealure whose B/TE
75 77207°€¢ RE THAL Zhamn any Hormis

N0 1A

,,,Buféz;ﬁ‘grzr/i
S 5e 7 722...
TAKE HER, 3V R ——

EKL v \ ! :
Lgrle aéﬁf(;?ua : W < ure wing biows

PUEL TO 4 from over the frozen

SWIET END, AN SENOES : STEPPES 2o the cas?—

~-[iftirng the

cornbatarts into Y
ke sky with
HUTRICANE I

WE'RE BEING
THROWA/ TOWNARD
STORGARY /

W rovestic s66aUABBLES 8
ARE BEST RESOLVEP IN THE
HOME, My FRIENPESS.,..
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KZANOM, Freyofises [
bonded WOLVEKINE, |
makes skhori wor€ |
B of SEKLISTLS...
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~Ras forced the Glacter— |J 7 4

W | 2%e “cloud from HEAVEN"

of their childhood--¢o
CRASHING down...

- down upon 7z_
\ornly WORLD Zkey
ewer Erew.
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Taopping the very bowess
of e MUV TANG
around ¢hem, e B
Champion pults MAGHA
from &he caréh--
—

~Firing angry geysers
of MTEN LAV hur-
dreds of ,fccé into the

v
-~ REACH
e LION

INTO THE BLACKNESES.!
R TaP.. Ve’

WMl 721251 52475 e o ool Le2 vecer 16
voice is dg;’fW”d : - W HNGUaRpED/ 4
i oy 2he 7277 .
| “CPACK and v
\ THUNDER of e | 2
| collapsing glxcier:. B
W\

wAnd £he h:lghasé ir%
in STORGARD crumbles
beneath Freyalise’s feel.




VON'T GO HEZLS,
YOURSELE! HELP )
ME TO FIX THIS

)

—

D
~ \’4-

=
»

)

LIBN'T IT
BEAUTIALLT

THIS FOLLY :
BELONGS TO LS

ALL, MY LOVE.,
BUT THERE 18

AL8o
REEMPTION...

TLIRA FROM FIERY
A RED..ANP waLkK




YOUR BURNS MUST BE
SALVEP-- ANV THERE ARE
MANY WHO %1‘ BE

RESCUED F THE
_ GLACIER'S COLLAPSE.

Jason, Orie/, Mariska,
“A Kurn, and FOUE DOZEN
A clonspecple went into
Zne co/d thot doy.

King, ina VAINGLOBIOUS
qu 20 rebui/d wiot
been Festroyed.

you HA
a PUBL ABANST AN
MOV

AART MY KINGTOM.
TAKE

STRFE-~ T WILL
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BOB LAYTON
Editor-in-Chief

Behold.. Magic:The
Gathering—The Shadow Mage ...
Ice Age on the World of Magic:
The Gathering, and the birth of
Armada Comics!

These first two incredible
publications are the corner-
stones of a whole new direction
for Acclaim Comics and for the
industry in general.

In the past, other comics companies have treated
licensed products as “third-class citizens,” producing
them with second-string talent and little fanfare.

Not us. L

Our goal in creating Armada is to produce the
highest qus duct, destined to compete with the
cream of the erop. Mutants be warned!

Armada is spearheaded by Jeff Gomez as Line Editor
and Writer of the first two books. Without Jeff's enor-
mous talent and tireless efforts, none of this would be
possible. Along with his energetic Assistant Editor,
Jeof Vita, Gomez has put together some of the best
‘comic book collaborations you’ll ever see.
~ Charles Vess, Val Mayerik, Rafael Kayanan, Rodney
Ramos and James Pascoe are just the beginning of the
kind of top talent gracing these pages.

You now hold the flagship of the Armada line.

It’s time to set sail for the best in adventure

and entertainment.
JEOF VITA
Asst. Editor

Hello and welcome to Icy
Manipulations—the official let-
ters column for Ice Age on the
World of Magic: The Gathering.

Now for those of you groaning
at the above name, please under-
stand that it is only temporary!
But, unless some of you creative
types out there come up with
anything better, I'm afraid you're
stuck with it. So, unless you think that it’s the greatest
name ever, please send in some suggestions!

Now, on to the good stuff!

You are holding one of the premiere offerings from
Acclaim Comics’ newest imprint, Armada! Both Ice
Age on the World of Magic: The Gathering and Magic:
The Gathering—The Shadow Mage were produced in
cooperation with Wizards of the Coast, those crazy
Rids over in Washington that introduced the world to
Magic: The Gathering! The folks at WOTC are especial-
ly excited about this project because it debuts the all-
new magic of their next expansion set—Ice Age.

Now, if you're unaware of this phenomenon we call
Magic: The Gathering, just sit back and relax while I
walk you through.

ILATIONS

ADDRESS ALL LETTERS TO:

ICY MANIPULATIONS
Jeof Vita - Asst. Editor
c¢/o ACCLAIM COMICS
275 Seventh Avenue
New YorR, N.Y. 10001
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Magic: The Gathering is the nation’s hottest
collectible trading card game. The game itself is a
duel between two players who represent the most
powerful magicians on the fantastic world of
Dominaria. Both players are Planeswalkers who take
turns casting spells that will both defend their ground
and defeat their opponent.

Dominaria’s myriad lands produce five different-
colored mana (black, blue, red, white, & green),
which is the power source for Dominaria’s magic.
Spells differ in their casting cost and power, and cer-
tain spells have neat little fast effects which can make
games more interesting. Players combine skill, strat-
egy and a heaping dose of good Iuck to construct
their decks.

A player can customize his or her deck based on
which strategy he/she wishes to employ. One might
wish to utilize a creature-based attack and load
up with green spells. Another might like a more
direct-damage deck and use more red magic. Players
who favor manipulative and deceptive game play
can use blue magic to frustrate opponents, while
white magic can be used for defense and balanced
attacking. The black magic, a popular choice, is the
magic of death and decay—not for the squeamish!

Since the release of Magic: The Gathering not too
Iong ago, there have been five expansion sets which
have been used to augment existing decks by provid-
ing new spells from various planes in Dominia’s vast
universe. The latest expansion set, Ice Age, will be
released this summer as a stand-alone set. That
means that you as a player can choose to play Ice Age
as a game by itself OR mix the cards into your exist-
ing play decks! A lot of the old favorites from Magic's
bygone days are resurrected in Ice Age so new players
can join right in without missing a step.

In fact, as an added bonus, the first two books of
this series contain actual Magic: The Gathering—Ice
Age cards for you to begin your collection! Be sure to
check out the Bone Shaman card painted by Anson
Maddocks. This card is especially useful against those
opponents who like to rely on regenerating creatures.
It is definitely an advantage for those Red and Black
decks. This is the first peek that players will get of
some of the awesome powers that inhabit the frozen
worlds of the Ice Age!

But don’t fret. We won’t be undertaking this journey
into the frozen wastes by ourselves. We have a trusty
guide on our side in the form of Shawn Carnes, a
Wizards of the Coast Magic rules guru, who will be
explaining the use of all these great new spells.
Shawn will show off all the neat combinations that
we use in the story and provide you with strategy tips
for you to use in your next Magic duel!

All we ask is that you read the book. The Armada
team has really put heart and soul into this book to
make it look spectacular, and I think we succeeded.
Next up, write in and Iet us know what you think.
My name is Jeof Vita, the Assistant Editor for the
series. I'm here to answer all your comments, ques-
tions and suggestions about the books. By the way,




I'm also an avid Magic player, so if you have any ideas
for awesome spell combinations that we can use in
the bookR, please send ‘em on in!

So, to make sure that we get the ball rolling, we're
holding a contest! The writer of the best letter will
receive an original piece of art commissioned exclu-
sively for this contest. One winner will be selected
from both Maglc: The Gathering—The Shadow Mage
and Ice Age on the World of Magic: The Gathering.
Each piece of art will be drawn by the respective
series artists. Val Mayerik does the honors for
Shadow Mage and Rafael Kayanan handles the Ice

On behalf of the Armada team, I'd like to thank you
for picking up this book. I hope you enjoy it half
much as we've enjoyed creating it. So—come with me
now as we step into—The Ice Age!

Seer Analysis
by Shawn F. Carnes

Hello once again, planeswalkers! This is Shawn,
and I am (still) one of the tried and tested rules gurus
at Wizards of the Coast, the makers of Magic: The =
Gathering. The play-by-play this time around will be = %@

for the premiere of the Ice Age comics series,

featuring excitement in the realm of Ice Age. As you
may or may not know by now, this will be a no-holds-

barred analysis of the magical combat as it relates to
the game. Without further delay, let’s take a look at
the whopping introduction as well as the climactic

ending to issue #1.

It seems to be the trademark for the comics folks to
start things off with a bang! The Johtull Worm is
advancing hard and fast on Oriel the Shaman, who
seems more ticked-off than frightened. The Johtull
Worm in Ice Age is a nasty creature, but its weakness

lies in more than one creature blocking it. Jason uses
this kRnowledge to his advantage perfectly, having
summoned a Dire Wolf and a Kodiak Bear. Add
Zilgeth's Sabretooth Tiger to the fray, and the Johtull

Worm is in some serious trouble; this is especially so
('m not sure if this is true...your guess is as good as
mine, here!) when they appear to be Giant Growthed!
Check out how huge they are!

Anyhow, the Worm starts making its way through
the horde of summoned monsters; the monsters have
nothing to lose, so they die trying to bring the Worm
down a notch or two. Still, the Worm survives, and
moves in on the heroes at large. After Jason casts an
unsuccessful Icy Prison spell, Zilgeth, a more
advanced mage (though not quite yet a planeswalk-
er), casts some direct damage (Flare and Incinerate—
at the cost of his life) to help the warriors bring down
the mighty beast.

Looking back at the battle, that must have been
some Johtull Worm! In the first attack phase, the
Wolves and the Bears combine to defend. Even
though the worm is weakened, it is still more than
enough to destroy the two blockers. Unfortunately

~ Shield of the Ice Prince, |

~ he lmpzs will help him ln
: ‘this j

 were pretty mtense; It

for the Sabretooth Tiger, it attacked alone and was
quickly consumed. It looks like Jason is a monochro-
matic wizard, concentrating mainly on the powers
of green magic.

Now, on to the finale of issue #1. The action picks up
as Jason and Freyalise (the Court Mage of the Glacier
Kingdom) square off in what promises to be an intense
duel. 'Alise draws first blood, popping Jason with a
Flare—a sort of limited Fireball—which the comic
reflects fairly well. Jason takes some geographical
cover as he brings out a Wall of Pine Needles to hide
behind. Though this won't stop the direct damage, any
creature that ’Alise sends will have to deal with it.

Freyalise spends her “turn” pleading for Jason to
yield, Jason takes advantage of this to get down to
business; he summons a Woolly Spider. Apparently,
before 'Alise can react, the nefarious Tevesh Szat casts
a Hurricane into the fray, sending them flying. (By the
way, the Hurricane was treated well; it only damages
flying creatures and the players.) Seeing as how the
Spider was not flying, it was appropriate to see it
survive the chaos. Indeed, the Spider begins to bear
down on ’'Alise as she brings forth a Grizzled
Wolverine. The monsters Rill each other as the stakes
get even higher.

As the spells get more nasty, some artistic license
must be extended to the creators. Following a
devastating Lava Burst by 'Alise, Jason responds by
casting an Icequake, nearly Rilling himself and causing
his opponent to fall to her apparent death. Now, as I
read the story, I felt Jason didn’t have much strength in
black spelh. the other hand, it is implied that

‘Nordic Warrior and the
magical artifacts which g

 battle.

was nice to see a com-
plete duel after whetting
our appetite with the . -
openlnq Johtull Worm sequence. It's also cool to see
some of the lecemls refered to in the upcoming Ice Age
expansion (King Miko and his Staff of Ice Lords,
Kjeldos, and the Kingdom of Storgard itself, to name a
few). Bring on Ice Age #2!

Until next time, may you always escape the Black Vise.

NEXT IN DUELIST MAGAZINE

The Duelist is the official Deckmaster magazine
published by Wizards of the Coast, the makers of
Magic: The Gathering. The Duelist is your bimonthly
guide to Magic and the fascinating multiverse of
Dominia—from the ancient history of the Antiquities
War, to gripping sagas of survival in the Ice Age. Card
lists, strategy articles, rules variants, reviews, and
“Magic: The Puzzling.” Artist profiles, beautiful full
color artwork, the latest Magic news...it all comes your
way in The Duelist.



JEFF GOMEZ
Writer/Editor

When I stepped into the pala-
tial offices of Wizards of the
Coast, it was like tumbling
through the looking glass! What
appeared to be a high-tech
industrial park on the outskirts
of Seattle, turned out to be a
dream world, where anyone
who's ever loved comics, gam-
ing, music and fantasy would
Iove to work. It's a place where aliens, dinosaurs, vam-
pires and gothic rock intermingle, and all the root
beer you could ever want is on tap in the employee
Iunch room!

The people at Wizards of the Coast respond to intel-
ligence and passion. They had listened to a lot of
pitches to do a Magic: The Gathering comic booR, but
they chose Acclaim Comics because they truly
believed we had the passion to do Magic right! It's my
job to see to it that we do just that, so here’s what you
can expect:

1. Stories that incorporate the Magic cards into
Wizards of the Coast’s official history and chronology.

2. Articles and previews in the back of each of our
issues, taking you behind the scenes at both Armada
Comics and Wizards of the Coast. You'll learn about
the making of each of the miniseries, as well as tips on
how to better construct your Magic decks.

3. More information about the world of Dominaria,
its many lands and the heroes, villains and creatures
that populate them.

You'll be able to enjoy each of our miniseries indi-
vidually, but just wait 'til you start stringing them
together! Bigger mysteries will begin to unfold. Hints
and portents will clue you into major upcoming
events. Clever readers will be rewarded, so do write!
(Who knows? Your letter may be published. And cool
fan art, like Hassan Godwin’s Ice Warrior, could find
its way onto these pages.)

A few “thank you's” are due: I'd like to thank the
gang at Chameleon Comics in Flushing, Queens for
being the first to show me how to play Magic: The
Gathering...well! I also want to acknowledge my orig-
inal gaming group: Danny, Dave, Amado, and espe-
cially Mark Pensavalle for sneaking me the galleys to
the first Magic novel.

And finally, I'd like to close with a special thanks to
Mike Tuccinard, Frank Bozyan, and Rafael Soler for
their hard work in production on the Magic books.
They're not listed in the big staff box at the end of this
editorial, but I felt their extra round-the-clock effort
makes them worth a round of applause.

Valiant’s BIRTHQUAKE!
Shake-Ups!

Armada readers are going to want to check out
some of the hot books coming out under our sister
imprint, Valiant. The folks over at Valiant are shaking
things up with their BIRTHQUAKE! renaissance.
They've imported some of the hottest talent in comics
to work on fresh angles and great stories featuring
some of comics’ most intriguing characters. Here are
a few samples:

Dan Jurgens, a key creator in the life and death
of Superman, takes on Solar, Man of the Atom.

What would you do if you suddenly found yourself
with the powers of a god? Strap in for a wild ride that
will tear down everything you knew about Phil
Seleski as he struggles to answer that very question!

Bart Sears, Andy Smith, and Ron Marz helm X-O
Manowar, the adventures of a barbarian warrior who
controls the most powerful weapon ever—a sentient
suit of alien armor. Sears, Smith and Marz promise
new levels of art and storytelling that will keep fans,
old and new, coming back for more!

Norm Breyfogle and Sean Chen join Kevin VanHook
in chronicling the monthly adventures of Bloodshot.
A nanite-enhanced former Mafia hitman, Bloodshot
now fights the good fight to pay penance for his evil
past. Breyfogle, Chen and VanHook welcome the
chance to test Bloodshot’s limits by blurring the line
between man and machine!

The action doesn’t stop there as top talents such as
Jackson Guice, Bernard Chang, Mike Manley, Paul
Gulacy, Rags Morales, and Bob Hall each Iend their
creative hands to a dynamic, new Valiant universe!
Grab on to something solid as Acclaim Comics’
BIRTHQUAKE! rocks the nation!

NEXT ISSUE:

Ice Age on the World of
Magic: The Gathering #2

N R N
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Centuries after the fall of the Glacier Kingdom, the
world of Dominaria has warmed to the point where a
new and wondrous civilization has risen. The Knights
of Kjeldor have set out to explore their world—and rid
it of those who would use sorcery to keep it a frozen
wasteland. This is the story of one such order of
knights, who now face their greatest enemy: the malev-
olent magus Lim-diil, who is using his vast power to
raise an army of the undead to see to it that Kjeldor is
crushed forever! “The Frozen Dead” has a painted
cover by Charles Vess, and includes a Magic: The
Gathering — Ice Age Expansion Deck preview card.



THIS MONTH IN SHADOW MAGE:

Magic: The Gathering - The Shadow Mage #1

On the world of
Dominaria, in the Iland
known as Stonehaven, an
infant named Jared is
rescued from a spectacular

| magic duel, and cared for by

a lowly Spellsquire. In the
years to come, the old man

= prepares the boy to take
! vengeance upon the im-

mensely powerful Planes-
walker who slew Jared's
father. The haunted and
Ionely victim of a Soul
Syphon spell, Jared must
solve the mystery of the

s Aster Fall, a nefarious
l scheme which threatens all

of Dominaria. But the

d Shadow Mage must come to
B terms with the incredible

forces at his command
before he can tap the five
Lands, and duel the
Planeswalker, himself!

AND COMING IN MAY:

Fallen Empires
A Magic: The Gathering Miniseries #1

AR A S A K T R . T BN AR B TSI N N M 6 S MR

This two-part series focuses

on the events hinted at in
Wizards of the Coast’s Fallen
Empires expansion card set.
Ail the drama and tragedy
caused by the coming ice age

(4 will be dramatically told by
; the editorial team that is

bringing you the Shadow
Mage and Ice Age series. The

story takes place between the
Urza/Mishra War set forth in
Antiquities, and the story

now being told in Ice Age. As

with all our comics, the plot
is officially sanctioned by
Wizards of the Coast, and
contains many of the charac-
ters, places and spells fea-

tured in the cards. This issue
boasts a painted cover by
Anson (Hurloon Minotaur)

Maddocks, and will be poly-
bagged with a booster pack of
Fallen Empires cards!

Something lurks around the corner.

Follow the Magic team into the heart of urban darkness and

supernatural terror in The City Knights.

Special preview coming in Ice Age #2 and Shadow Mage #3.
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rom the creators of Magic™
definitive reference for trading
card game players and collectors.
This bi-monthly magazine offers
the latest in Deckmaster news;
here you can learn the history of
Dominia from its creators, brush
up on deck-building strategies
from the Magic world champion,
and get the first look at upcoming
trading card game releases.
Fullcolor and art-intensive,
each issue spotlights
the work of a
different artist, and
every page features
artwork and
backgrounds by
your favorite
Deckmaster
illustrators.

<ybe Duelist offers you the inside story on trading
Jcard games from the artists and designers defining

OF THE COAST

Magic: The Gathering. Deckmaster. and /he /
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