by Mark Rosewater

-\

®

25 mind-bending puzzles based on the internationally bestselling
trading card game Magic: The Gathering® - plus a special
puzzle by Richard Garfield, award-winning creator of Magic.
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Puzzles!

With its incredible art, infinite strategies, and brainteasing possibilities, Magic: The Gathering® has opened the
door to a world of fantastic challenges. Now Magic: The Puzzling offers Magic blayers and puzzle fans alike the

opportunity to explore that | had always been a big fan of puzzles, so the idea dawned on me that it might be cool for
; ~ The Duelist magazine to publish Magic puzzles much like chess or bridge puzzles, where the
fascinating world through a  game is shown in mid-play and some objective is assigned to solve the puzzle.

maze of thrilling riddles and  jxtje gid | realize at the time that this was Just the first hill in a rather bumpy roller coaster.
Magic: The Puzzling quickly became very popular and was bumped up from one puzzle per

tests, each one more fiendish issue to two (and, as Duelist readers will attest, grew from there).

than the last! With Magic

in an unorthodox manner. By making a player regularly reexamine the cards, | hope to teach
the ultimate lesson of Magic—that the key to playing well is to always keep your mind
- open to,a‘l’léoptions, even those that might not, at firsi glance, seem worthwhile.

mastermind Mark Rosewater
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ating them.
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exerpt from the introduction to Magic: The Puzzling

both? Can your Prodigal Sorcerer'save th'e"day,?f Wh da’culéf combination have you

‘overlooked? Readers of The Duelist magazine have made Mark'Roséw,at,er P ;l;'zlés an international success;
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Summon Cat Warrior

&' Zuran Spellcaster deals 1
¥ damage to target creature or
player.

“A mage must be precise as well as §
| potent; cautious, as well as clever” |§8
§ —7ur the Enchanter ;

| “colorless mana to’your mana pool.
 T'his mana is usable only for
+cumulative upkeep. Play this

| abilily us aninlermpl.

| “There 4s nonobler creanure i all of
- Brisiare,” ;
 —General Jarkeld, the Aretic Fox

et
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- Ineach puzzle, I try to get the solver to tackle a problem that forces him or her to use cards



Summon Tmp

Flying
On guard for larger dangers,
e underestimated the
potcer and speed of the
Inp's muck-crusted clazws.

_ Bogmp1/5

 (with both Webs)

Add * to your mana pool. < 5 o X Eland pecop,

OVt at end of

Target creature gains flying.

it were just cast on the new target.

T (e

Enchantment Alteration Flight

'S tapped,
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Do you know, 1 alays thought
Unicarns were fabulous monsters, 100
1 never saw one alive before!” Well,
now that we have seen oach other.
said the Unicorn, ‘f you'll believe in
‘me, Ill believe in you'”

~—Lewis Carroll

Pearled Unicorn 0/1
(with Weakness)

Target creature gets +3/+3.
During each of its controller’s
upkeeps, put a -1/-1 counter $ Destroy target
on the creature. These enchantment or artifact.
. counters remain even if |
Unstable Mutation is removed.

Target creature gains
| protection from green.
| The protection granted

by Green Ward does not
destroy Green Ward.

Unstable Mutation +3/+3 Disenchant Green Ward




Puzzle Solution

Double Duty

1) Tap the plains and two islands to add one white and two blue mana to your mana pool.
2) Use one white mana to cast Green Ward on Paul’s Bog Imp. This causes both Webs to bounce off the Imp.

3) Use a blue mana to cast Enchantment Alteration to move the Green Ward to the War Mammoth with

Control Magic on it.
4) Use the final blue mana to cast Unstable Mutation on the War Mammoth.

5) Attack with the War Mammoth. Paul can only block with the Bog Imp (due to the Green Ward).

The War Mammoth tramples over it, doing 5 points of damage.



Mark Rosewater is a reqular contribdtor to The Duelist,
where his puzzles first appeared. As a professional
writer for the last seven years, Mark has had the oppor-
tunity to stage several of his own plays, to perform
stand-up comedy, and to work on the writing staff of
the television show “Roseanne.” Having always had a
fascination with games and puzzles, Mark is excited to
be working for Wizards of the Coast, where they let him
explore both every day. Mark lives in Seattle,

Washington, with his pet lemming, Geronimo.
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Wrap your mind around
20 exciting new puzzles
created by Magic mastermind
Mark Rosewater.

You've played the game and stumped every opponent with your skill and wit. Now you hold
in your hands the greatest challenge any Magic: The Gathering® player has ever seen:a
collection of 25 tantalizing new puzzles from Mark Rosewater, based on the internationally
bestselling trading card game. Since their first publication, Rosewater’s Magic: The Puzzling
columns have delighted and perplexed readers of Wizards of the Coast’s The Duelist
magazine. This volume features new puzzles in the traditional format found in The Duelist
and brand-new brainteasers never seen anywhere. Every puzzle, whether at the
beginning, intermediate, difficult, or “nasty” level, dares you to stretch your mind
to solve each riddle and to use your cards in ways you never thought of before. Test
your skill against these knotty new problems and see if you can master the magic!
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