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IF SO CONTACT YOUR LOCAL
ATFPTDP OFFICE IMMEDIATELY

This announcemsnt was paid for by the Bursau of Alcohel, Tobacrs,
Firsarms, Paint Thinner, and Deviant Parnography.

STRAPFED)

Everything you need to
bust out in style can be
found in Fully Strapped,
Always Packed™.

This must-have sourcebook
contains 128 pages on
guns, gear, and ammo for
use with Underground™.

Available wherever
Underground™ s sold!




P 72 W v R =)

Y/ RS

=

(gn f&e faueb 9o’ben (745e of g‘:sjbbab) A queen nwas unfaifk{:u’.

P
(S(nce s wife s Abu’fe\- )y JC(nj' (5&»5\*6 yav &AS nevey frusted a wwromman.

E AC& n(5kf 5e m»vm’cs) and eack mornino" ke exceutes kis newys Lv-’bc 50 ske
~

W:" Nevey kave fke orrov!’unit 7 to l’eh-a 7 ym. (Skakv( 74\\‘)5 wviziev, too, s
Doomed. Jf kc fails to Tind 5(\°’s Leauﬂfu’ and C&A\’M‘V‘:ﬁ‘ enouj‘k for t}c

’u’n : to wmarvyr ¢ Wt" 5\4\'0’ Diec. ut amona: the CN2  FEMIAMMING  MNWOMN
3 : 7 5 S
-~

£
wovfk 7 of f&c ’u’nj s wnotice ave }(s oNn  Deay c&i’b\-en.

6&« vizie\-)s e’bcsf baujkh’v ’{noWs- &c\- faf}ev)s revi,. &)esr(fc &cv f‘»f&cv}s

r’cas, s&e veso’vcs to mavvy LS&A&\"’ 7A\° kevsc’f. gcauﬂfu, 2and we”-cbuca('cb)
(S&A&vazab Le,ieves s&c can  save kc\-sc’f and fkc M ADNS of fke ’:(vw,'bom.

Z? e wniaht o the eddina:  arrives, and Abvazad (s ’cb to her Lm’ba’ ch.
S 5 /

‘/Vifkr kev goces tkc viziey s youvw,'c\- bauj'kfev, @(nav:ab, vvkom (Ska&m’ 7‘»\-

&AS 5ranfeb 7 ’Asf m’j‘kf W{f& kcv sistev. (745 fkc ’zin5 AN kis Lv(bc rvcr‘arc

fov s’eer, Q&narzab)s voice sounds in f&c sarh //‘Sisfcv) 6{: 70u ave not

s’cery, ('e” wus  one of youv ,ovc,7 ’Cﬂ"e ('A’cs to Wk(’e AWA7 f&e m'cg&f.”

‘Skak\w\zab srim‘- = ha’c t&at carﬂvatcs cven t}c ’dnj. gcfovc ske coan f(n(sk)

f&c swnovertalkes &c\- and f&c n(gkf is owver. @ina\-zab c;cc’aims at f&c
~
sh-anjjencss of f&c stovy; fke oD, (Skakvazab rrom&scs, (§  cven wmove .’nh-&c;u-

(nj. Jf on’y fkc ’u’n5 Wou’b ’cf &e\- ’.’vc to t'e” it..

(So Lcc,vm fbe Drvcam fkaf sranncb a f&ousanb and  one (j4\’AL‘AH (/V u’j'&fs.




The Duelist (ISSN pending) is a magazine published quarterly by Wizards of the Coast, Inc.. P.O. Box 707 Renton WA 98057-0707, United States of America. The
magazine may not be reproduced in wholie or in part without the prior written permission of the publisher. Material published in The Duelist does not necessarily
reflect the opinions of Wizards of the Coas:. or its editorial staff, who ar¢ not liable for opinions expressed therein. ® denotes a registered trademark and ™ denotes a
trademark, owned either by Wizards o the Coast, Inc., or others. Most product names are trademarks owned by the companies publishing those products. Use of the
name of any product without mention o trademarRk status should not be construed as a challenge to such status. © 1994 Wizards of the Coast . Inc. All rights reserved.




Advertising. Advertismg information is available by writing or Lalling Wizards of the Coesx '\ll advertising submissions are subject to approva] by anards of the
Coast Inc., which reserves the right to refuse any advertising for any reason. Advertisers and/or agencies of advertisers agree not to hold Wizards of the Coast, Inc.
liable for any loss or expense from-any afleged wrongdoing that may arise out of the publication of such advertisements. Subscription Information. Subscriptions to

The Duelist may be obtained with a membership in the Dueiisis’ Convocation. The annual membership fee is $15; an application 1§ available on' page 46 of this issue of
The Duelist. The Duelist can also be purshased for $3.50 an issue at game and hobby stores nationwide, : !

I
|
|
f
'i
|
|
|
|



f,ﬂ

/ ‘.‘{G.

)
&

p\‘

Yy >

~

A History of The Arabian Nights

Flying carpets. Djinns. Aladdin’s lamp. Thanks to The Arabian Nights,
these bits of Eastern folklore sound as familiar fo Western ears as fairies,
leprechauns, and Jack’s beanstalk. Like Western stories, The Arabian
Nights tales bring alive a timeless world of wondrous magic and fantastic
beings, where a wandering merchant may be a long-lost relative and a
good tale well told can save a life.

Like King Shahriyar, who cannot kill his new bride until he hears the end of
her story, readers cannot stop in the middle of one of Shahrazad's “lovely
little tales.” Readers can find something to suit every taste somewhere in
the tales, which range from moral fables and eliquette lessons to ro-
mances, farces, and even a few racy comedies. The form of the fales is as
intriguing as their content; instead of ending one tale before beginning the
next, Shahrazad inserts another story to illustrate a point or explain a
metaphor, then another to provide background on one of the characters,
and perhaps yet another just to make a joke. When she does manage to
work through all the layers and finish a fale, she immediately starts in on
another one, telling Shahriyar—and the reader ~that this new story is even
more strange and fantastic than all the ones before if.

The variety of the tales included in The Arabian Nights reflects the differ=
ing imaginations of the many “authors” who first created them. Originally,
the tales came from many different cultures, growing out of the rich
storytelling traditions of India, Persia, Arabia, Egypt. Babylonia, Israel,
Greece, North Africa, and possibly even China. They were first recorded
as a distinct group sometime in or before the ninth century c.E., according
to a text fragment that mentions the AIf Laylah Wa Laylah, literally the
Thousand Nights and a Night. Though this fitle suggests that there were a
thousand and one stories, there were actually far fewer, perhaps little
more than two hundred; the “thousand” in the title intended only to indicate
a large number, and the extra night was added to alleviate the possible bad
luck associated with even numbers. Though they received little attention
from Arabic scholars, published versions of the tales continued to flourish,
especially in Cairo in the thirteenth to sixteenth centuries.
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The Arabian Nights made its Western debut in I704-1717, when ). Antoine
Galland first translated it into French. Galland, primarily interested in the
literary value of the tales, based his text on a variety of sources and chose
fo include a few tales that had not previously been considered part of The
Arabian Nights. Many other translations of this era were based on Galland’s,
including one or two Arabic versions that were later held up as “original”
Arabic fexts.

E. W. Lane first infroduced parts of The Arabian Nights to English—speaking
audiences in 183 9-1841, but his version was incomplete. A full English
version wasn't available until John Payne’s 1882-1884 edition. Payne’s
translation, written in the Gothic style popular at the time, appealed strongly
fo the Romantic longing for exotic fantasy, popularizing The Arabian Nights
and becoming the standard English version of the ftales. The rather florid
I885-1888 translation by explorer Sir Richard Burton eventually became
more widely disfributed than Payne’s, but Burton relied so heavily on
Payne’s version that many scholars consider his footnotes on Arabic cus-
foms his only real contribution fo his own book. Many modern translations
of the tales still owe some of their phrasing to Payne; one exception to this
is the 1990 translation by Husain Haddawy, who based his version on a
fourteenth—century Arabic manuscript.

Though modern readers are less interested in magic and fantasy than those
of Payne and Burton’s day, the main attraction of The Arabian Nights is the
same as it has always been: the chance to visit the fabled Golden Age of
Baghdad, when Harun al-Rashid was Commander of the Faithful and even
the most unlearned villager could spin tales of wonder. Their inherent
magical flavor and exotic feel provide the perfect setting for the first Magic:
The Gathering expansion set.

—“Beverly Marshall Saling



The Expanding Oniverse

The Philosophy of Expansion Sets

Magic: The Gathering—Arabian Nights is the first of Magic expansion sets, additional cards for use with Magic: The Gathering
decks. These expansion cards are meant to add new color to your game. A regular infusion of new cards will constantly change
the dynamic of the duel, preserving the challenge of trading and deck building. Ideally, the pool of cards upon which players

can draw will be so large that there will always be unknown and surprising elements. Expansion sets are also an opportunity to
develop the character of Dominia. The multiverse is immense; expansion sets allow game designers and players to explore new
parts of it, and discover aspects of the “old” world which new cards can uncover.

To preserve the collecting value of the cards, each expansion will be a limited release. To distin-
guish expansion cards from the cards in the original limited release of Magic: The Gathering,
each expansion will have its own identifying mark. (In the case of Arabian Nights, this is a
scimitar that appears just below the right hand corner of the art.) Some of the expansion cards
may then be incorporated into later editions of Magic: The Gathering decks, so that the environ-
ment in the game is always being refreshed. No new card will be added to the Garhering series
without first appearing in an expansion; this way, players and collectors are not forced to
purchase a whole set of Magic: The Gathering cards to obtain a few new additions.

The Story Behind Arabian Nights

One of the biggest inspirations for Magic: The Gathering—Arabian Nights was The Sandman number 50, Ramadan, by Neil
Gaiman and P. Craig Russell. There is even one card that is directly inspired by that story. From the outset of Magic, I was
interested in the possibility of thematic additions to the game, releases in which the designers and artists would share a com-
mon ground. Reading Ramadan sparked my enthusiasm for a Magic expansion set in the captivating world of the Arabian
Nights. 1 had always been a fan of the Arabian Nights stories, but this book reminded what an intriguing, dynamic environment
the tales offer. The literature is rich with people, monsters, magical devices, and places. Correspondingly the expansion cards
have many creatures, artifacts, and lands. There are Deserts, which provide colorless mana or damage attacking creatures. There
are also a host of rare lands, each which has a special power. Other exciting elements of the expansion include the Djinni and
Efreet cards. Each one is a fairly powerful creature that can be as troublesome to you as it is damaging to your opponent. Even
while in your service, the Djinni and Efreet are struggling to get out of it in their own special way.

Features To Watch Out For
While there are no additional rules for Arabian Nights; there are some new and potential confusing new card features.

Special Lands. There are a number of lands which do things other than provide mana. If these
lands do not explicitly say they produce mana, then they don’t. If these lands are changed to a
basic land type, as with Phatasmal Terrain, they produce the appropriate mana, but lose their
special abilities.

Controlling Cards. When control of a card in play changes from one player to another, the
card, if tapped, remains tapped until the new owner can untap it. If the card is a creature, it
cannot be tapped to attack or to use a special ability until it starts a turn on the new controller’s
side.

Problem Cards. Finally, there are a couple of cards which require a bit of clarification. The first
is Rukh Egg. While the text on the card says that a Rukh is generated “if the Rukh Egg goes to

the graveyard,” the Rukh Egg may not simply be discarded from your hand into the graveyard
comes into play on yous side a the and then brought into play as a 4/4 flying creature. The card should read “if the Rukh Egg is destroyed,”

S ke a normal creare acepr || and players are encouraged to interpret the card in this way. Alladin’s Lamp is also a bit confusing. The

roesr
& goes to the graveyard,
*  a Rukh-—a 4/4 red flying creature—

. that if it leaves play it is removed % = . 3 i 5 .
 from the game en casting cost reads 5 + 5. While it appears to be a mistake, it isn't. The casting cost really is ten mana of
s sinaci sty g pp g y

e 971 any color; ‘107 simply wouldn’t fit into the circle indicating casting costs.

Dl lCLaSC ——Richard Gar ﬁeld
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In 1985, Richard Garfield graduated from the University of
Pennsylvania with a degree in computer mathematics. After two
years with Bell Labs, Richard returned to bis alma mater to obtain
a Ph.D. in combinatorial mathematics. Since 1992, Richard has
taught at Whitman College in Walla Walla, Washington. In
June be plans to leave teaching for a while to concentrate on game

design with Wizards of the Coast.

Halloween 1993

What is a professor of mathematics doing
designing adventure games?

Well, I've been designing games for—Iet’s see,
I'm thirty—for fifteen years, so it’s been a long
time hobby of mine. I never really expected to
make a career out of it; I stuck to more tradi-
tional careers, more reliable income. It was
more my interest in games which brought me
to mathematics than the reverse, probably.
The sort of thought you use in my field, combi-
natorics, is often the sort of thought you use in
playing games, solving puzzles, and the like.

Do you have any roleplaying experience in
particular, or is it mostly with board games?

Well, I haven’t designed roleplaying games
since I was, oh, twenty. Back then I concen-
trated on homemade systems for Chivalry and
Sorcery™, and before that Dungeons and
Dragons™, I've played a lot of different
roleplaying games in my life. Many people who
run roleplaying games design roleplaying
material as well. I haven’t roleplayed for a long
time, other than small episodic games—no full
scale campaigns. I have a lot of respect for
roleplaying as a hobby, but almost everything
I've designed recently has been a board game.
It seemed there was an abundance of
roleplaying material already available. The
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variety and range of quality was huge, but you
could almost always find something that
would suffice. After all, my objective in de-
signing games has always been to supply the
sort of games I wanted to see and which
weren'’t available.

Had you ever had any of your games
published prior to Magic?

No. Although I've got maybe fifty games in my
closet designed to the point where I've actu-
ally played them with friends, RoboRally is
the closest to being published. In fact it was
purchased from me for publication by FASA,
who gave it bacRk after sitting on it for two
years. RoboRally is what connected me with
Wizards of the Coast in the first place.

I understand that Roborally played a large
part in Magic’s beginnings. How exactly did
Magic become connected with Wizards of the
Coast?

Well, Mike Davis (my partner in RoboRally)
and I had just met with Peter AtRison and Jay
Hayes to discuss the game, in another ulti-
mately failed attempt to see RoboRally pub-
lished. Well, not really failed: they were going
to publish it last year, and now it is on sched-
ule again for spring 1994. I'd asked Peter if




there were any other games he was interested
in seeing made, and he suggested something
which required very little equipment and very
little time to play, say between fifteen and
twenty minutes. So that’s what set me to
thinking. The whole concept came together
very quicRly, because I had a lot of the basic
pieces already lying around. For example, I
had a game for which the deck would change
every time you played it. When a card got
destroyed in the decR, you ripped it up, and if
a card got added, you made a new one and put
it in. It wasn’t exactly the Rind of game you
could publish without seeming like you were
out to get the public. But the basics were
there; I combined that idea with a bunch of
others I had lying around.

What happened after the initial idea? I under-
stand this game tooR two years to playtest;
what are the steps, generally, that go into
developing a dinner conversation into a game
like this?

Well, it’s impossible to generalize. I've never
been involved—I don’t think anybody has—
with a game like Magic or with a playtest
process like Magic. All the other board games
and card games which I designed were vastly
easier to playtest. The hardest part was the
initial three months of thought, coming up
with a chassis for the game which would

handle the requirements which were set upon
it. For example, there was the requirement
that everyone should be able to play with any
selection of cards they liked from the avail-
able cards. And that required a lot of decks to
play around with. Actually, when we got to the
next step, when it was actually good enough to
make cards and give them to my friends, it
was a lot of fun. It was an exciting environ-
ment, something we had never seen before.
Throughout the playtest period the sophistica-
tion of the play environment kRept growing. It
acquired a lot of depth; I had hoped for that,
but hadn’t counted on it.

Was it in the playtest process that the seem-
ingly infinite number of Magic variants devel-
oped? The game hasn't been around very long,
but there are numerous versions of the game
that were not originally captured in the rules.
That seems to be part of its addiction, the fact
that there is so much variety within a given set
of parameters.

The variations have certainly been more
prevalent since it hit the market, because in
playtesting I was usually around to make sure
that people were playing the same game.
People were taught how to play verbally. The
idea was that eventually there would be rules
printed up so that eveyone would be playing
the same game. But there was always some

Photograph © 1993 Lily Wu
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experimentation, because after all, every time
you played a game it was a new deck and
every time you played against somebody new
it was a new game. In many ways varying the
rules is simply an extension of the premise of
the game.

You have said that Magic isn’t really about two
people dueling; it’s more about the participa-
tion of everyone who plays Magic in one
gigantic collective game. What do you mean
by that?

There is a foundation game where two people
sit down and play a game of Magic, to have
this duel or that duel. But anybody who plays
Magic for any length of time Rnows that this
sort of fades in importance, or at least in the
amount of time spent, before trading, barter-
ing, discussing strategy, and so forth. This for
me is a very important part of the game. The
associations you and I make can greatly affect
our interactions in our play group. If I can
convince you that your Force of Nature is
being wasted in your deck, and should actu-
ally be in my decRk, and can trade you some-
thing in return to make your deck work much
better, then the next time we play with every-
body else the game has changed. You might
say that the duel is to Magic what combat is to
a roleplaying game. In a ot of ways, a big part
of the game is storytelling, talRing about the
cards. Even in playtesting, there were rumors
of cards that weren't out there, or which were
out there but someone had put in a closet and
couldn’t find anymore. Stories would evolve
about the world itself. I consider that part of
the game.

How does the multiverse of Dominia, which
you describe briefly in your introduction to

the rulebooR, play a part in Magic:The Gather-
ing? After all, you can play the game without
engaging in Dominia conceptually. Why is
Dominia part of the collectable trading card
game?

The concept for Dominia naturally extends
from the concept of the game itself. In the
game, players are given a piece of an unknown
world. They will learn about the game uni-
verse by playing in it, talRing about it, by
trading, experimenting with cards. The natural
evolution of the game involves the release of
more cards so the game doesn’t remain finite,
but is always growing and changing. This
extends to the concept of a multiverse, where
there is endless possibility—not one world but
many worlds. In Magic, the way the cards mix
and match is wierd; why, for example, would
Arabian Nights cards be mixed in with the Ice
Age cards? One way to understand this is
through a multiverse of planes: the cards
describe some small collection of planes,
which expands and becomes more compre-
hensible as more cards are encountered.

Do you think that, with the release of other
Deckmaster products, Dominia will become a
larger part of the way people play the game?

People will always be able to play Magic as a
card game. For those who want a world to
hang their fantasies on, I think Dominia will be
developed a little bit more. There are certainly
efforts in that direction. The more I think
about it, the less the multiverse becomes a
mere aside to the game.

How do you think the collectability of the
cards affects the game, particularly the
roleplaying experience? Is card collecting an
integral part of the play process in some way?

There are several meanings to the term
collectable. For a gamer it means that many of
the cards are hard to get. If there is a card I
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want, then unless I'm rich I have to negotiate
for it. That adds a social aspect to the game,
and yes I thinR it is a very important part of
the game. It irritates some players that some
Rid can walk in and get a booster pack and the
Rid will have a card in that deck that they
don’t have, and can’t simply buy. It’s part of
the game, and players have to deal with that.
They can deal with that either by trading with
the Rid before the card is covered with choco-
late stains, or by finding some friend who will
trade with them, or by taRing solace in all the
cards they have that others don’t. That’s part
of the game, just as the constant development
of characters is essential to roleplaying.
Would you enjoy roleplaying a character with
all the equipment and abilities in the game?
Your limitations define your character as
much as the character’s abilities do.

Were you surprised at how addictive, how
popular Magic has become? Are there
elements that playtesting and marRketing the
game generated which weren’t part of the
original design?

Every time more people joined the playtest
crowd, the environment got all the more
interesting. It wasn’t like another game—Iike a
board game, say, like RoboRally. The more
people were in contact with RoboRally, the
more people were interested in RoboRally—
that’s it. People would bring some Rind of
personality to the game, but really it was a
very one-dimentional thing compared to
Magic. The more people got involved with
Magic, the more the game developed: the
world size grew, more cards were around,
more varieties of play experience developed,
and more perspectives on the game were
available. It was natural. I thinRk it must be

hard for a player of Magic to realize the
impact of going from handmade card-stock
cards, with black-and-white art xeroxed from
comic booRs, to the cards which Jesper’s put
together, which of course l0ooR stunning. I
knew that they would be collectable because
people were already collecting those little
pieces of card stock—of course they were
going to collect the final product! In them-
selves, they are ten times, a hundred times
much more collectable—orders of magnitude
better. And they still have all the things which
made them collectable before: in particular,
their effect on the metagame, which I Reep
coming bacR to.

I think there are a Iot of aspects of the game
which conspire to make it so addicting. Short
play time, generally— its colorfulness. Also,
oftentimes two-person games are much too
confrontational. Chess— I think chess is a
great game, but a lot of people don’t like
playing it because if the other person is better
than they are they get crushed. At least that is
their perspective; their loss seems like a fault,
as if they didn’t think hard enough or some-
thing. But in Magic people can disassociate
themselves from losing. There is the great
equalizer, lucR, but this game has something
more. People’s decks are losing, but the
people themselves aren’t. I mean, people play
with what is fun to play with, and they build
their deck however they like. Somehow the
responsibility for the game, personally, is
Iessened. Yet there is a lot of sRill to deck
assembly and play. It allows very competitive
people to play with those who aren’t so com-
petitive without either person getting hurt, or
feeling they lost out on something. These
types of games are my favorite, because
sometimes I like to RicR back, relax, play a
game, and not be threatened by it. Other times
I want to go for the throat and play as cleverly
as I can.

One other thing I think lends to its popularity
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is the fact that, really, there aren’t that many
new game ideas out there. | know thatIgotoa
game store three times a year. I've got my
money in my pocket and I'm ready to buy
whatever games I want; maybe I can’t afford it,
but I'm going to treat myself. A lot of times
when I go to a game store I walk away without
anything; the reason is because when I go
there, there is often nothing new, just the
same old stuff dressed up differently. This was
illustrated repeatedly by the rejection of
RoboRally, on the grounds of it not fitting into
any of the game companies’ “universes.” Itis a
credit to Wizards of the Coast that they al-
lowed Magic to be published as I presented it
rather than cramming it into a Primal Order or
Talislanta frameworR. It would have weak-
ened the game. I think that there are people
out there who like playing games, who like
getting into something new, and Magic ap-
peals to them.

I did actually thinR that it was going to be very
successful, as of course so many people who
backed it from the start did also. But as
sucessful as it has been? I don’t know. I do
remember calling Peter many times and
saying how nervous I was because the whole
idea seemed extremely viral. People liked
talRing about the idea of the game enough that
it seemed like it was spreading on its own.
There was always that fear that it would fall
whole-heartedly into somebody else’s hands
before we got a chance, with our small
company’s resources, to put something to-
gether.

Are you worried about what’s happening now
—all these Magic-inspired collectable trading
card games bubbling up here and there?

Umm, no. No, I'm excited by it. Now that my
ideas have been realised, and we have gotten
released first, I'm interested in seeing what
comes out. People following Magic will have
an easier time of it than we had, because they
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have something to model themselves on. That
was really the hard thing about Magic: there
were so many things for which there weren’t
any precedents. There wasn’t anybody we
could call and say ‘what should we do here—
this doesn’t worR’ or ‘how are we going to
handle this problem’ because nobody had
solved any of those problems before. We've
solved a lot of those problems in Magic. But
our competitors are still going to have a hard
time, I believe. I think that designing a trading
card game is much harder than designing a
board game or a card game. I know. That’s a
fact— nobody would argue that. There were
problems in there that people setting out to
design will not know exist until they run into
them. And I'm sure many people will make it
through, and we’ll get a lot more really good
games. I'd like to see that. I'd like to see this
field evolve.

Do you have an idea where the Deckmaster
products will go—how they will be indebted
to Magic, and what challenges they will face
that are different than those Magic encoun-
tered? Will it be inventing an entirely different
game?

I have no clue. I Rnow that in my second
game, I'm having a lot of difficulty getting all
the pieces right; Magic doesn’t seem to have
provided so much help for me there. I really
have no clue what form the others’ trading
card games will have.

Do you have a general direction you want to
see the Deckmaster products go in?

Yes, I would like to see it go into simpler
games. Magic was never a massmarket game. 1
was hoping that it would be popular with
game hobbyists; otherwise, it would need to
be simpler. I expect the Deckmaster line to
develop simpler and simpler games, hopefully
without sacrificing the Raleidescope of colors
that has generated so much enthusiasm.




Do you have any feel for how Magic: The
Gathering, separate from other Deckmaster
games, will evolve—how play will change? In
your editorial for this issue of The Duelist, you
mention the difference between the wild play
environment and the structured play environ-
ment, and suggest that the general movement
is away from everybody getting very excited
and trying to build these unbeatable decks
towards using the tools that you have on hand,
and posing that as the challenge. WorRing
within a structure—the difference between
duplicate and contract bridge, that sort of
development. Do you think Magic is headed in
that direction?

I think that with what we have right now,
Magic, it’s necessary that people take the
deckbuilding only so seriously. I think the
wild free-for-all and the more structured
environments will both exist. The less com-
petitive and the Iess resourced players will
always be able to really compete and build
whatever decks they want. The more competi-
tive players may find that building more and
more powerful decks in an unstructured and
card-rich environment makes the game less
fun. In the future, it’s possible that our card
mix will be such that even the well-resourced
players, the very competitive ones, will be

able to build decks without boring themselves.

Other people will take it upon themselves to
restrict themselves and others in various
ways, limiting the development of decks that
are not much fun to play or play against. They
may be fun to develop; that was certainly a
conscious decision on my part. At the begin-
ning we were thinRing ‘oh, we shouldn’t have
these card combinations available because
they’re too powerful.’ But after a while I
realized that everyone was having a blast
finding these powerful combinations, “Riller
decks” as they're often called, and so I
stopped being really careful about it. So yes, I
think both environments will exist. It’s easy to
find the wild environment because that is sort

of how the game begins, but the structured
environment is not as easy to find. A lot of
serious people play and think ‘oh, this is a
great game to play, but after a while, with all
these decks that are so powerful and boring to
play, why should we bother? The structured
environment allows you to deal with that.
Players have an enormous amount of control
over the sorts of games they are playing.

Are you disturbed by any of the directions
Magic has gone: certain destructive tenden-
cies, things that bother you about the way the
game has taken off? Or does it have its own
life now, separate from the designer’s inten-
tions?

It's certainly had its own life, separate from
the designer’s intentions, ever since its early
playtest days. Am I displeased with any of
those things? No, no, not really. It’s exciting to
me to see the variety of people who have been
brought together by the game. I've no real
complaints yet. It hasn’t been out there long,
so I don’t know its longrange effects. If the
market becomes flooded with trading card
games of various and sundry quality as a
result of Magic, I'll be disappointed.

Has developing Magic affected your life in any
unexpected ways; has it directed you along
paths you never thought you'd follow?

Yes, absolutely. Next year I'll be leaving
teaching for a year, perhaps a couple years, to
enter the game industry. I never would have
felt confident enough in the game industry to
do that without Magic’s success. Certainly, no
matter how successful RoboRally is, it would
never have led to that. The game has had very
major affects on my life in general. The friend-
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ships that have been forged designing this
game and putting it together are very strong;
they p‘robably wouldn’t have developed
without the game. Spending so much time on
something over such a long period of time is
bound to affect you.

How about on your students—has it had any
effect on the classroom at all?

The game was fully developed by the time I
became faculty at Whitman. My teaching has
been full-time. Now there is a growing aware-
ness of Magic among the students. I get ques-
tions, about equal parts cards questions and
‘where can I get decks’ questions. But its effect
on my students has been very small.

Do you think you'll go back to teaching even-
tually, after a few years in the gaming indus-
try?

It all depends. I enjoy teaching; there is a
good chance I will return.

Do you have a favorite game designer, some-
one who in your mind has made a significant
contribution to the gaming industry?

Well, I've already given my undying praise of
Cosmic Encounter, both the original from
Eon and Mayfair’s excellent reprint. Certainly
Tom Jolly, Wiz War. Oh, Francis Tresham, the
fellow who made 1830 and Civilization: any
two games that are so different shows talent
to me. Those are some games off the top of my
head. I'll probably Rick myself later for forget-
ting my all time favorite game or something.
Oh, and an amazing book came out last year
by Schmittberger, New Rules for Classic
Games. It is a must for a game enthusiast.

We were also interested in your sources of
inspiration. Outside of developing Magic, and
your worR as a professor, what Rinds of things
do you do, what do you find inspirational? Not
that you necessarily have a life outside Magic
and teaching; it seems like those things would
take an awful lot of time.

Recently it hasn’t felt like I've had much of a
life outside of Magic. Well, certainly all forms
of literature; fiction is one thing I sticRk to,
even in the depths of my darkest time-con-
sumption nightmares. I read before I go to
sleep, and often in the morning; I try to alter-
nate between science fiction/fantasy books
and other forms of fiction. Movies—I love
movies. 'm a movie glutton. I haven’t seen any
for a long while, but when I was at Penn, I
averaged probably a movie a week. And I
would see dreadful films and amazing films,
and I would enjoy them all. I had the capabil-
ity of criticizing each of them, but that didn’t
mean [ didn’t still enjoy them, both main-
stream and alternative. I enjoy cross-country
sRiing, and crayfish-hunting—those are when
I'm in the Northwest. Family: visiting family
and friends is very inspiring. And certainly—I
meant to mention this before—playing games.
I haven’t done much of that either, recently.
Certainly I couldn’t design games without
enjoying playing them. I know some designers
that I think would disagree; they prefer just to
design them. I couldn’t do that. I like to have a
game group that meets once or twice a weeR—
to play anything, from card games to board
games to roleplaying games.

What Rinds of card games do you play?

Any Rind of card game. I thinR it’s easier to
name the card games that I don’t play. I mean,
I even play war. Although with war you have
to makRe it interesting. Last time I played war
we played that every time you won a war, you
got to add a new rule to the game. The rules
began with something like if you played an
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eight, it would automatically win, and evolved
into if you played the Queen of Spades you
had to run around the room shrieRing. And
then there was the sort of global rule that said
if you forgot a rule then you lost a card. So,
any Rind of game. I play bridge, I play hearts—
several games from the Far East I won’t men-
tion because they probably won’t be recog-
nized. Poker. PoRer is an amazing game, often
under-recognized for its strategic game value.
And in all of these games, I play the original
forms and respect them (except for war,
where I don’t respect the original) but I also
play mutant forms.

I have played so many bizarre forms of hearts
that I've considered writing an entire book of
hearts. I'm probably regarded, by some of the
faculty members at Penn, as having set back
mathematical progress by some number of
years. Part of that was the fact that I would
constantly distract people, and one of the
things I would distract them with was a hearts
ladder. The game was sort of a blend of
English-American hearts and Chinese hearts,
which I called Turbo hearts. We had this
Turbo hearts ladder for several years, and it
was a lot of fun. Many people were weaned on
this and consider regular hearts boring and
vanilla.

Well, I wouldn’t want to leave out this last,
very important question, which has to do with
your socRks, Richard. I understand that you
don’t often wear the same Rind of sock on
both feet. Our project coordinator, Vic Wertz,
was interested in a detailed explanation of this
phenomenon, and what it perhaps expresses
about you.

Well, I would expect Vic to get right to the
heart of things. I'm glad he asked such an
insightful question. When I was at Bell Labs—
I worked at Bell Labs for a couple years—

I stopped matching my socks for a while
because it was just too time-consuming. After

a little while, when I got back to graduate
school, I thought ‘oR, Iet’s match all my socks.’
So I tried to match all my socks, and I came
up with seventeen socks with no mates. I had
no clue where the others had gone, whether
perhaps I had just worn one without the other
for enough times that they looked different,
or whether they legitimately didn’t have a
mate. It seemed like a waste to throw them all
away, so I said ‘forget it; it saves me time
anyway.” So now I have a sock box, a very
large box in my closet filled with socks, and I
reach in and grab two. I'm beginning to take
more care these days. Sometimes I go for
particular types of contrast, like matching my
Ieft sock with my pants and my right with my
shirt. Also, I get such a hard time when I
actually do draw a matching pair that
oftentimes I'll throw one back in, which I used
to not do. My friends have encouraged me in
this; I was recently visited by a friend from
the East Coast, who brought me six, eight
different socks, one from each of her friends.
My family has fought it, of course, with the
traditional tactic of giving me all socks the
same color. So I have a large number of these
gray socks, one of which is on my left foot
right now. But my family is hopelessly out-
numbered, because my sock box is way too
big for them to make a significant impact.
They've given up.

Well, is there potential for another collect-
able trading game here, collectable trading
socRks?

Maybe this was the inspiration for the cards.
But I've never traded anybody my socRks.
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Five Player Magic

1 looked to my left at Blue and he shook his head in powerless sympathy; he could not help me against Red. Red's
divisive tactics had caused tension early on. First he brought out the Ankh of Mishra, then laid a web of Manabarbs
across the lands. Enemy and ally alike would fall to his erosive design unless he were taken out of the picture, and
quickly. My power was not great, but he had used bis strength early; and while Green and Black would not help me,
they could not find reason to hinder me either. It was not long before the Red mage had fallen, and the real battle

began. :
back of the Magic cards: white, blue,

I needed to stop Blue, who was working furiously against black, red, green. Each player has his
Green, my only partner against Black. But did I dare risk
angering my Blue ally? I pretended to unknowingly
permit Green to take the upper hand in his battle
against Blue. I could easily have finished off Blue
then, but I wanted to use his power to my advantage.
[ offered to protect him if he would expend some of his
power against Black, his ally against Green. He )
agreed. But he had a way out that I hadn’t foreseen. I
used my remaining strength to hold off the blow of
Green. Blue could now strike against Black, and be
protected from Green, as we had agreed. I was shocked to see
his creatures move on the offensive against me. Stunned and left in a star-shaped pattern, skipping every other
drained of power, I could do nothing but watch, helplessly, as I player: white, black, green, blue, red.

was destroyed. Not surprisingly, Black solidified his unspoken

own deck, composed of creatures
and spells of a single color, land
for that color, and any desired
artifacts. The “enemies” of
any given player are the two
people across from him, and
his “allies” are the people
sitting just to either side. Each
color, therefore, is pitted
directly against its two tradi-
tional enemies. Play rotates to the

alliance with Blue the next round with defense and a stun- Offense and Defense. Each game turn follows the

ning blow to Green. I would have commiserated with Green’s pattern established in the original version of Magic.

position, but a dead face holds no pity. I have no doubt that While the casting of spells and tapping and

he was not left to suffer long. untapping of creatures is the same as in the two

player version, other aspects of game play have been

The game depicted here is one of the several multi-player modified. First, since each player has more than one

versions of Magic: the Gathering which we have designed opponent, each player may attack more than one

and played at Omni Group. Magic is a game remarkable person during his attack phase. If more than one

in its versatility, and it lends itself well to variations. The person is to be attacked in a game turn, the attacker

five player duel in particular seems a natural extension of must specify which creatures are attacking each

the five color game, and is interesting both because of the player. Secondly, a spell that normally affects the

variety of spells that are “opponent” will affect either of the two people

played, and the opposite the caster, not both. The player should

complexity of the state at which opponent any given spell or artifact is
interactions aimed when it is first cast. If the spell or effect

that occur. remains for more than a single round (such as with
an enchantment like Lifetap or an artifact like Black
Beginning Vise), its object may be changed during the
Play. controller’s upkeep. Likewise, spells or effects that
The five normally affect just the caster (Stream of Life,
players, Forcefield, etc.) may affect either the caster or one
each repre- of his two allies. Again, the subject must be chosen
senting one at casting time, and may be altered during upkeep.
color of magic,
sit in a circle in the Sharing Resources. The rules governing this aspect
order depicted on the of the game are extraordinarily flexible, and help
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can keep the five player y

variation interesting.
However, whatever
rules you use

should be

discussed and
decided upon

before the game
starts, or you

may have some
unhappy players.
No player has the
right to look at another
player’s hand, even if they are allies, nor are they allowed
to discuss cards they currently have. While allies may
discuss general strategy with their allies, it must be done
openly. Only the active player may attack during his
turn, and he may not use any of his allies’ creatures or
other resources to assist him. One exception to this is
mana. The active player may “borrow” mana from a
consenting ally, though the ally may set any conditions
that he desires. Mana that is borrowed does not move in
front of the borrower, but rather taps in front of the
owner, untapping as normal during the owner’s untap
phase. Non-active players may also choose to assist
another player by using instants and interrupts. For
example, a player may reduce the damage suffered by an
ally being attacked by using a Healing Salve on the
defending player rather than on himself.

Eliminating Players. When a player loses all his life

points, he is eliminated from the game. All of the player’s

cards remain in play, but they are no longer under that

player’s control. Lands may be borrowed for mana freely

by the deceased player’s allies; however, since the player
no longer has an untap phase, this mana may only be
used once. Artifacts, unless continuous, cannot be used,
because there is no one around to use them. However,
any artifact may be copied, stolen, shattered, or disen-
chanted, as usual. Similarly, creatures may be cloned or
stolen, but cannot be controlled by other players. All
enchantments or spells remain in
effect on the player’s
cards, including spells

cast after a player
leaves the game.

Winning. A player

wins if his two
enemies are eliminated
from the game before he

is. It is possible for there to be more than one winner

in a game; one player’s victory does not stop game play.

A player that has won a game while others are still
competing may either choose to quit the game,
leaving his creatures, artifacts, and land to act in the
way that a deceased player’s would, or may con-
tinue playing—to honor an agreement, for ex-
ample, or to act as a spoiler—until the game is
concluded.

Strategy. When Magic play to a five person game,
there are some basic strategies you should consider.
First, know your opponents: does the person playing
Red have a penchant for Lightning Bolts? Also, be
careful to balance your deck: a White deck full of
Benalish Heroes and Mesa Pegasai, for example, won't
be much good if Black gets a Pestilence out. Don't
ignore the complex interactions in this variation: you
might just want to ask which of his two enemies your

ally is going to attack before you lend him your mana,
since one of his enemies is your other ally! Of course,
there is no way to enforce a treaty or agreement, so
don’t ever leave yourself too open to betrayal. Then
again, it’s easy to get too cautious. Remember that
you're not the only one that has two opponents—be
willing to seize the advantage when you have the
opportunity. And finally, load your deck with some
defense: if youre lucky, smart, and tough enough, you
can let your allies do most of the dirty work against
your opponents.

—Mose Wingert

The preceding multi-player version of Magic was developed by
Mose Wingert and the other members of Omni Development, Inc., a
firm that provides contract software programming in the NEXTSTEP
environment for Wizards of the Coast and other clients.
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1. Tranquility and Gloom. Since Tranquility removes
all enchantments from play, you can use it to get pasta
minefield of Circles in one fell swoop. If you have any
green cards in your deck, it’s probably worth having
Tranquility just to counter Circles. However, the problem
with this strategy is that Tranquility also wipes out your
own Circles. A similar ploy is Gloom, which makes all
Circles of Protection, including your own, cost three
mana to use.

2. Disenchant. This card is useful as a point defense,
taking out just that one Circle that’s holding back all
eight of your creatures.

3. Artifact Creatures. Juggernauts, Obsianus Golems,
and such are perfect for getting around Circles because
they do colorless damage.

4. Swarming. If you have more creatures than your
opponent has land, then attack. Not everything will
get through, but your opponent won’t be able to stop
everything, either. A lot of little creatures that are hard
to block work best here. Even if you don’t have more
creatures than your opponent has lands, you’ll still do
well. If you have seven creatures, your opponent will
have to choose between taking damage from those he
or she can’t block and not being able to use seven
lands. A variant on swarming is Pestilence. Since you
can Pestilence several times during your turn, you can
use it in combination with creature attacks to force
your opponent to run out of mana. However, this only
works well when your opponent is very low in life.

5. Land Destruction. One playtester, Dave Pettey,
approached the Circle problem by reasoning that if
you have no mana to power the Circles, then the
Circles are useless. Enough land destruction cards,
such as Sinkholes or Stone Rains, will stop any deck
relying on Circles of Protection for defense.

6. Land-Tapping Strategies. If you can force your
opponent to tap his land, he won’t be able to power his
Circles. For example, you could Power Sink one of
your opponent’s spells. This forces him to tap his land,
rendering his Circles useless. Of course, there is a
counter to this strategy. Make sure you have at least
one land in your hand, then cast your spell. If your
opponent does use Power Sink, you can still play the
one land at the end of your main phase to power your
Circle of Protection. Another counter to this Power
Sink strategy is to use sources of mana other than land.
Power Sink forces you to tap your land in order to
counter the spell. However, Power Sink does not affect
creatures or artifacts that provide mana unless their
mana has already been added to your mana pool.
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You might also consider using Power Leak. It costs two
mana to prevent damage from this card, so if you play a
Power Leak on each of his enchantments, your opponent
will be forced to use his land to prevent the damage, and he
won'’t be able to power his Circles.

Alternatively, you can wait until your opponent has exactly
enough mana to cover all your attacks, and then Twiddle
one of her lands. If your opponent lets you Twiddle her
land, she has one less land than she needs to counter your
attack. If, however, your opponent chooses to tap her land,
interrupting your Twiddle, and then you don’tattack, she
suffers a point of damage for the mana that remains unused
in her mana pool. Twiddle actually works better than Icy
Manipulator in this case, because Twiddle is a surprise
maneuver, whereas your opponent always knows Icy
Manipulator is out there.

7. Manabarbs. This card does one point of damage for
each land that is tapped. So, even if your opponent has
a Circle, tapping a land to power it just causes another
point of damage. Of course, it’s still worth the one point
of damage from Manabarbs to protect against anything
that is doing more than one point of damage.

8. Laces and Sleight of Mind. Laces change the color of a
card; with the right type of Lace, you can change creatures
or spells to a color for which your opponent has no
Circle of Protection. Again there is a counter-strategy:
Sleight of Mind, which allows your opponent to change
the color of her Circle of Protection, making her
Circles far more versatile. For example, you might use
Lifelace to change your red giant into a green Giant,
getting it past your opponent’s Circle of Protection:
Red, but your Sleight of Mind-carrying opponent can
respond by changing her Circle of Protection: Red to
Circle of Protection: Green. Of course, you could also
use a Sleight of Mind to your advantage, changing the
color of you opponent's Circle to one she has no use at
all for at the moment.

9. Multiple colors. This final suggestion may seem
obvious, but a five-color deck is far less vulnerable to
Circles than a three-color deck. And a one-color deck is
dead meat against a Circle of Protection.

There are certainly other sly combinations out there
that will get around Circles of Protection, as well as
strategies for protecting them. The basic approach,
though, is to develop more prudent ways to manage
your mana so you’ll be able to defend yourself while still
casting spells. If you strike the right balance, Circles of
Protection can be an extremely valuable addition to
your deck.

—Chris Page




As a child in Sitka, Alaska, Anson Maddocks’ haunts were
woods, ocean shores, and Russian graveyards. In 1988, Anson
moved to Seattle, where he attended the design program at
Cornish College of the Arts. He later left Cornish to pursue
illustration full-time.

Anson’s many art credits include numerous gallery shows and
installations in the Seattle area, as well as illustrations for
several Seattle based magazines. His fantasy work has
appeared in products from Garfield Games, Mayfair Games,
Pagan Publishing, and Wizards of the Coast.

[ T

How did you get involved with Magic in the first place?

I got hooked up with Wizards of the Coast about two years
ago. I knew their art director, Jesper Myrfors, from school,
Cornish College of the Arts. He asked to see some of my
work at one point. He had seen a book that I had done a
while ago, called Darkdreamer, which 1 was really not that
happy with, but which he thought was interesting. So I
showed him that, and some of the recent work I'd been
doing, which is more surreal than fantasy or science fiction.
He gave me some tasks from the Talislanta bestiary,
Thystram’s Collectanea. To begin with, he just had me do a
couple pieces to see how I would do. He liked them, so he
dumped a whole load of them on me, and as the deadline

for the book drew closer, he kept piling more and more on

me. Actually, Magic was the same way. I ended up taking a
lot of work that other people couldn’t get done in time. I
did four in one day, at one point, just to meet the deadline.

I did thirty-one; thirty were used.

Photo © 1993 Chereys Humphries



How is Magic art assigned? Has Jesper always just given artists the card name
and let them do anything they want with the design?

Yes, that’s how it was originally, and it was really exciting to him, I think. He
likes to let the artists interpret the titles of the cards the way they see them. That
way he’s completely surprised when he sees their work, and it probably produces
more variety throughout the deck. With Magic: The Gathering, the designers had
a general idea of what the text was going to be, but when they saw the artwork
they tried to tailor the text to the art. But I can’t decide whether it’s good or bad
to know more about the card or not. Now that I know about Magic, 1

might try to suit the work to the game, and I don't know if that’s such

a good idea. I try to get as diverse as possible in the cards that I do.

How is collectable card game art different from book illustrations or
paintings? What makes it different, other than its smaller size?

That's actually a major factor right there. Since books and paintings
are larger, you have to put a bit more care into them. (Don’t tell Jesper
that.) What I mean is that the Magic card is going to be reduced so
much from the original. You kind of have a sense of what’s going to be
lost in the reduction, so you know where you can take liberties, where
you can leave spaces a little rougher than you would on something
that you know is going to be seen at actual size. That's why I am a
little hesitant to sell the originals for Magic; some of them I just don't
like the looks of at actual size.

I prefer surrealism. I don’t have a strong interest in fantasy; I like to do it, but
don't like traditional fantasy. Elves and dwarves and things like that. It’s not
really my cup of tea in general. But if I do them, I like to do them in a new way.
I like my own sort of homemade fantasy. That’s a good challenge: to take
something traditional like that and reformat it, so that it still has its core, but it
has my feel to it.

: ! e ; : » : :
[ know a lot of roleplaying is based on myth, archetypes that have been i
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fantasy world forever. 1 like to take the traditional and do sometl

it; where does that something else come from?

The world that I like to pull my images from is really my own creation. When
I’'m taking a traditional idea, 'm just marrying it with my own...formula. It’s a
little bit darker, a little more sensual, maybe; a little theatrical.

1 1
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['ve heard people say about the Hurloon Minotaur,” What did Anson do? Did he
give the minotaur a mirror and have it paint itsel” There is a sort of...hyper-
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realism tq the things that you do, as if they were mmk'}-xd on sometning that

atomically, but is cor tely foreien to this world.

[ studied anatomy a lot, and I took courses in college specifically for my art. I
was in courses with medical students. Actually, for a long time I wanted to be a
surgeon. I've always been fascinated by anatomical functions, the skeletal and
muscular systems. To me it’s really important to animate my figures and make
them believable. Actually, I gave a lecture on Alien Anatomy at a local conven-
tion, where I led discussions on believable anatomy.

Art from Magic: The Gathering.
Above: Shanodin Dryads. Facing
page: three early sketches and the
final version of Hurloon Minotaur.




Do you do resea rch for your work?

I do a lot of visual research. I keep encyclopedias on hand at all times, just in
case. I try to pull resources from all different areas; that way it has a
fresh feeling for me, and it’s always exciting for me to do it. For the
Magic card Sengir Vampire, I went out of my way not to do a
traditional vampire. That's what makes it fun. My vampire isn’t going
to be Bela Lugosi with a medallion around his neck.

Do you use models at all? Human models, that is.

Sometimes. Human, inhuman...Sometimes I use a model to do a
piece for which I've specifically had an atmospheric or photographic
idea in mind. Or, if I have a person that I think would be particulatly
appealing in a piece, and I'd like to capture their essence, so to speak.
(Do you ever use yourself as a model?) I think it’s something that just happens in
my work. My features pop up in characters. My anatomy, my proportions...I'll be
drawing something and I'll realize it looks an awful lot like me. Sometimes that’s
good, sometimes that’s bad; sometimes I'll let it go, and sometimes it’s com-
pletely inappropriate for what I'm working on.

What media do you use when you are doing Magic cards, or your other work?
I use just about everything: from watercolor to marker to colored pencil, acrylic,
gouache, oils...

Are there other artists that you take inspiration from?

Currently I think one of my favorite fantasy artists is Brom. I like the

way he blends graphic style in with his images, so they hold up
graphically but they look convincing at the same time, which is racher
difficult. I like Norman Rockwell a lot; he’s one of my heros. (An
interesting mix of styles, there.) Then there’s Salvadore Dali, who I also
like quite a bit. H.R. Giger. Let’s see: Klimt, Moebius, Bilal...oh, also
Milo Manara, and Aubrey Beardsley.

You said your pieces are theatrical and sensual. What do you mean by

that exactly?

I just mean that because they are still, and because I'm trying to
convey so much, they can be extremely gestural, or sensual—it’s like
they are struggling to gesticulate something that they're thinking. My
art is almost mimelike in its poses—stressed. Not very subtle. Also,
you are working on something you think of as sensual, and you put

Axsouss

sensual elements into it, it’s really enjoyable to work on. Certain

things, like organic matter of any kind, are very sensual. When I am

rendering something that is very soft, or just visually dynamic, that has

a lot of curving shapes or weight to it, gravity, or motion, or stream-

lined things—all of those things I think of as sensual. I may unnatu-

rally streamline the body just to give it a more dynamic feel. I sometimes go to
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extremes on facial features: fuller lips, flared nostrils, larger eyes, accentuated
cheekbones, just because I find all of thosc features intriguing, and when I
emphasize them I'm sort of making a statement on what I find attractive about
them. Long, spiderlike fingers sometimes. That’s where the theatrical thing comes
in, too, you know: all the features are extremely high-contrast. It’s almost as if
everybody’s always wearing make-up or always wearing rich clothing. Everything
is emphasized. It’s hard for me to knock things back into subtlety. I always have a
tendency to want to bring it to the front, what it is that I like about an object. It’s
really hard to put a hierarchy on an image, and say ‘T want to focus on this and
drop everything else back.” I want to glorify everything about it.

Does that a rk?

No, it never works. It ends up flattening out the entire
piece if you have everything on a pedestal. It brings
) ) g g

everything to the front, so your eye is completely con-

fused; it doesn’t know where to pay most of its attention.

I usually notice it in a sketch. Because I look at a sketch
as just that; I never try to refine it, or make it more than it
was to begin with. So usually I'll make a sketch and then
look at it and say ‘wow, I got the idea across that I wanted
to, I focused on what I wanted to.” That’s the beauty of a
sketch; it’s very raw, and it defines what it needs to define.
If I work on a piece for too long, then I tend to flatten it
out by excess.

I think I work very fast, but that might be because I lose

track of time while I'm doing it. As I said, with Magic I was doing a couple cards
a day when I did them. With 7hystram’s 1 did five in one day, at the most. It
depends on my mood. If I'm having a good, what my friends and I call ‘art day,’ I
can crank out a good number of them in a short period of time. But if 'm
uninspired or having a down day then I can’t work fast at all; in fact, I end up
throwing out everything that I do.

['m addicted to momentum. If I start accomplishing things, I just keep with it.
If I start getting things done early in the day I'll just go with it, accomplish

hing all at once that should usually take a week. (Do you get up early?) No,
[ don't. Do I go to bed early? No. I get to sleep around 4:30 and get up around
noon. (The t creati urs of t y being at night?) Yeah...I think that’s
because there is no interference, nothing to distract you. In the early morning
nobody is calling me, there’s nothing good on television...all there is is a light and

a table and a piece of work that needs to be done.
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In the Roleplaying World. Above:
An example of Anson's work for
Wizards of the Coast's The Primal
Order line. Anson's covers and
interior illustration have been
featured in numerous industry
publications.

Previous pages: Jester was displayed
at the traveling rock concert
Lolapalusa 1992.



Yes, I do. That’s the great thing

about coffee shops. Mark Tedin,
Andi Rusu, and I always go to
these places together and work.

They are good because you sit Mixed Media. Thirteen feet long
down at a table, and you really with a ten foot armspan, Grendel
have nothing else to do there (left) was part of a 1992 installation
except focus on what you've called 7he Tragedy of Obsolescence.
brought with you. You can't Pictured below is Lamp, another
wander around. Well, you could detail from the same installation.
wander around and chat with

people, but you can't turn on the

television or anything. Once

you've paid rent on your drink,

you're rooted to the spot for a
while. You have to produce something. (That’s a very different picture of coffee
shops than most people have. They don' think of getti vork done there; they

g0 to participate in the mystique of the artist.) Well, I do that too.
< do you do other than illustrating?

I have a lot of different areas that I try to keep going at the same time. 1

an illustrator for the Seattle Weekly and various publishers: Wizards of the Coast,
White Wolf, Pagan. And I like doing large paintings. But I have to hang them in
places because I cant keep them around. This is a very small place. I have to take
the paintings apart to get them down the stairs.

Mark Tedin and I both worked at a nightclub called the Down Under; we
1pletely overhauled the place, and reworked it into a large installation. It
involved murals, sculpture, lighting, mechanical things...We got grossly under-
paid for it, but it was fun to do. I also do a lot of sculpture. Not so much

anymore, because I cant stand having the materials around me—it
creates incredible clutter, and I just don’t have the room to do it.

1 UI(! you do i)-\
I was selling vintage clothing at a retail store; I had done some house
painting before that. Then, when I quit a regular job to do this
exclusively, freelancing was a roller-coaster, economically. I went
veriods of starvation. And then when I got even a meag \ A A

sum of money it was like a gold mine to me.

Art is my main form of expression, so I rely on it heavily to vent—
and to absorb, actually. When you create a lot, you have to have good

internal library to draw from, and not everything can come from

resources or from photographs. So I'm constantly absorbing things. I
can justify spending ridiculous amounts of money on films and
books, because that’s sort of a creative write-off. I will throw myself
into things I normally wouldn't be interested in just because they are
different, and I know they can provide a new perspective on things.

As far as how it affects my lifestyle, well, T do a lot of work for
subcultural events. Parties, clubs, industrial shows, et cetera. People ask me on



the spur of the moment to borrow work for some event and I just loan them a
few paintings or sculptures for the evening.

What's the strangest thing you've ever done—well, no, let me rephrase that—the

strangest assignment you've ever had?

Maybe the Unspeakable Oath cover for Pagan Publishing.

Why is it strange, other than its...strange..?

Well, I guess, that’s the most blatantly strange piece I've ever done, just because
it looks like flesh sewn together and bound to a book cover. I don’t know...that
ranks at the top.

It reminds me of some Magic cards you've done.

They requested I do this based on what they saw in one of the
Magic cards.

ally? Living Wall, or Lure?
Living Wall. Which was censored. You knew that, didnt you?
No. What happened to it?
There was an esophagus which they thought looked too much
like it could be a sphincter in another part of the body. That
was the only one that got censored
Jesper was responsible for censorship?
I take the Fifth on that.

Is artistic integrity a big issue for you?
gro £ )

Yes. Making artistic or moralistic sacrifices—I think about that a lot. A lot of

artists will not do something because they feel like they're compromising the
way they view their art for somebody else’s ideas. But I find it extremely chal-
lenging. Whether 'm making something under my specifications or somebody
else’s specifications, it’s a challenge that I put myself to. And I love challenges; |
love to challenge myself, and I love to be challenged by others. And when I'm
working with another person, who has verbal or written descriptions of some-
thing, and it’s up to me to come up with the visual translation of that—I love
that. It’s sort of like communicating with somebody: they say something, you
say something back to them, and you try to agree on something. That to me is
great—to interact with writers and art directors.

its ever happened to your art? (Groan.) Have people
.f;i‘»iﬁlrii_\ \li"\“j.\.:

I had a piece in Lolapalusa (Jester, pictured on the center spread of the magazine)

which someone climbed up to get on top of a fence. So there are black shoe

marks on it which I had to paint over it because they wouldn’t come out. I had a

piece stolen from The Center On Contemporary Arts; that was sort of a back-

handed compliment, I guess. Actually I'd like it back. There are some
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pieces...the people who bought them were so strange I don’t know that I'd want
to know what happened to them.

Do you keep a lot of your art for yourself?

No, I try to get rid of it as soon as possible. (Because you want to sell
it, of because...) No, because I want it out of my sight, actually. I
don’t want to be too influenced by the last thing I did. I want to be
influenced by new ideas constantly. And also I dont want to feel that
I've accomplished a lot in a given time, because that might cause me
to get lazy. That may or may not be true, but I project that on
myself. I like to have fresh, clean walls, so I can keep a clear head; I
don't like to be cluttered, mentally. And that happens when I have
too much to look at.

Let me ask you about the effects of Magic. Do you think chat its

popularity in circles other than fantasy ones is going to have some

sort of impact on the way fantasy art is perceived by the world at large? I know a
lot of people tend to look down on the genre as being ‘light,’ ‘illustrations’ rather
than good art, whatever that means. Have you had that experience?

My stuff being taken for less than fine are? Yes. Actually I think I view it that

way. To answer the first part of your question, though: I think if people get

interested in Magic, and they haven’t had a lot of fantasy exposure before, it Upcoming Magic Releases. A
might draw people into the market. They will see other things that are available preview of Anson's latest Magic
and it may spark their interest. work: Urza's Mine, from Magic:
The Gathering—Antiquities, and
Spinal Villain from Legends.

Has that happened with you, personally? [ know that some artists have had a lot
more interest taken in them now that they've done Magic cards. Have you
gotten more work as a result of Magic? Do you want more work than Magic?

With fantasy work, yes, its helping me. It’s definitely good exposure. And you
can make a great miniature portfolio out of the cards; you don't have to carry
huge things around. Nice and compact, like slides.

[ love motion pictures; | would love to do special effects make-up,
or computer work. I've done some video in the past; I think that’s
probably the grandest art form, because you can incorporate any-
thing into it. That’s the only way you can get an idea completely
across, by coming at it from all directions. Also, lot of people have
urged me to do graphic novels, but I don’t know if they would be as
rewarding. They seem like a lot more work than reward to me. Time
is a huge factor. Thanks to Jesper.

SR
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Yes, I'm working on all the expansions. I look forward to Jesper’s
dark expansion set in particular.
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J The musings of Richard Garfield

Growing up in Eugene, Oregon, my friends and
I used to play a game called The Hunt. The
hunters attempted to “damage” the pursued
player by taking his flags or shooting him with a
dart gun. The unique thing about this game was
the disparity between the sides: anywhere from
three to ten people would join forces to hunt a
single player. I loved being the hunted; I knew I
wasn’t going to win, so I tried to put up the best
fight I could. I also enjoyed the hunter’s role,
laying traps and trying to out-think the oppo-
nent. Aside from the dubious implications this
childhood pursuit has for my psychological
makeup, it shows that I have never been particu-
larly interested in “fair” games. While I don’t
mind being in a position of gross power in
games, I also enjoy fighting from an incredible
disadvantage. In these cases, it isn’t winning or
losing that matters, but the play itself. And when
a win does go an unexpected way, it is something
to be remembered. I am not suggesting that
fairness doesn’t have its place;it is simply
overrated.

Magic lends itself to a huge variety of competi-
tions, and the players have a lot of control over
how fair the environment is in which they play.
Arenas of Magic play can be roughly divided
into two categories: the wild environment and
the structured environment. In the wild envi-
ronment, players can draw on any source of
cards. Players can trade and duel with whomever
they choose, with whatever decks they choose.
This glorious anarchy attracts many people. You
can play with deck concepts and ideas for a
while, and trade the decks away when they grow
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tiresome. You can hunt down the weak decks for
easy victories, or try and defeat a local Goliath.

The wild environment is usually favored by
those who delight in deckbuilding. New Magic
players in particular love to fiddle with their
decks, learning the fine art (or cold science) of
deck construction. After all, one joy of the game
is getting that first deck to work well. After
playing in this sort of environment for a while,
however, you may find that you’ll want to
reduce the emphasis on designing decks merely
to win. Otherwise the play will grow stagnant, as
players invent powerful decks that are boring

to play.

This does not mean you have to refrain from
being competitive. Rather, the object of the
competition changes, shifting away from the
construction of a monster deck toward winning
with the tools you allow yourself. Most play
groups I know have lots of decks floating
around: the retired superdecks, the weird decks,
the medium-power decks. These decks all have
some sort of vague ranking, and players tinker
with them and compete them against each other
to get the duels that they most enjoy. Some
players are not trying to get a particular deck to
win often, but rather to keep it from losing quite
so often. Sure, the heavyweights can trounce the
featherweights, but that doesn’t mean the
featherweights have no place. A featherweight is
fun to play and tinker with. And it may take out
a lightweight, or even a mediumweight, from
time to time.




If you still want to maintain the challenge of
building a power deck, there are some rules you
can impose on yourself and other willing
playgroup members without greatly restricting
your play environment. One option is to main-
tain a single random deck that you keep separate
from your card pool. You can use this deck to
duel or trade with other people, but you cannot
simply add cards to it. Such a low-power deck
may eventually grow in strength, and it is inter-
esting to watch its progress or decline. I main-
tained such a deck for about six weeks, and
through trade and play the deck eventually had
120 cards to draw on, including several more
rare cards than it started with.

You might also consider raising the minimum
number of cards required for a duel, since it is
much harder to make a predictable sixty-card
deck than a predictable forty-card deck. It is also
a challenge to construct a good deck while
limiting yourself to two or three cards of any
particular type (excluding land, of course). If you
enjoy this challenge, you might go further: try
building a winning deck with no duplicate cards!

Once you have developed your deck-tuning
strategies, however, you may find that the wild
environment loses its charm. Power playing
considerably narrows the field of viable oppo-
nents. Also, there may be such an unequal
distribution of cards in your playgroup that
dueling against certain decks becomes frustrat-
ingly predictable. This is where the structured
environment can add depth to the game. Struc-
tured environments vary, but they are all de-
signed to keep the game fairer by controlling
the players’ access to cards. The simplest way to
develop a structured environment within the
playgroup is to give each player a random
starting deck. This deck could be a factory deck,
or one assembled using cards provided by one or
more of the players. In this case, decks are built
by trading between members of the playgroup
rather than by purchasing cards. A more com-
plex method, but one which better satisfies the
player who enjoys the competition of deck
construction, is the draft. All the cards are laid
on the table and players take turns picking cards

for their decks. In a simpler form of the draft,
the card set is shuffled and one card is turned up
for each player. Each player selects a card; first
pick then rotates to another player, and more
cards are turned up. To speed up the draft, the
cards can be grouped in twos or threes. While
some players prefer to keep land out of the
draft, others like to make land a limited re-
source, something that rarely happens in the
wild environment.

Another game element that may be restricted is
the trade. Trading can be a terribly influential
factor in the game, and can dominate the com-
petition if it isn’t controlled. While some players
prefer the free-for-all, others may choose to
restrict trading to some time period before or
between games, or forbid it all together. You
may also decide that all trades must be made
public within the playgroup.

Dueling can be structured in a variety of ways.
The competition may remain a random set of
duels between individuals or teams, or it may
build toward a single winner. You may elect to
hold a round robin, where each player competes
with every other player a certain number of
times. While some players prefer not to risk
their important cards in an ante, requiring an
ante is a good way to even the stakes in games
between a strong and a weak deck. It can be fun
to compete two decks until ante losses make one
of them unplayable.

A structured environment does not make a wild
environment impossible; the playgroup merely
has to keep the cards for each type of play
separate. 'To preserve the integrity of structured
play decks, you may choose to mark the cards,
or to store the decks in the care of a single
player. Serious playgroups have even been
known to record the contents of all the decks.

Future versions of Magic may cater more to
keeping the wild environment under control by
keeping the cards more uniform in strength.
Regardless of the card mix, however, players can
improve their game by creating the play envi-
ronment that best suits their interests.

Du
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Most of the cards in Magic are fairly
straightforward. Few questions arise
over the use of Lightning Bolt, for
instance, or creatures without
special abilities. But there are some
cards that continue to confound
players, particularly those involving
complex tapping and timing maneu-
vers. In an effort to clear up some of
the confusion, here’s a discussion of
a few of these troublesome cards
and how they work.

i
most common problem cards are
Twiddle and its cousin lcy Manipula-
for. lcy Manipulator allows its con—
froller to tap any land, creature, or
artifact in play, while Twiddle allows
the caster to either tap or untap a
card. The confusion surrounding
these cards stems from differing
ideas of what “tapping” is. When a
land card says “Tap fo produce
mana,” players assume that turning
the card sideways is what releases
the mana. Onfortunately, that isn't
quite accurate. “Tapped” and
“‘uptapped” refer to the position of
the card, not to the generation of
effects. A player frees mana info the
mana pool and then turns the land
card sideways to remind everybody
that this card has had its mana
drained this turn. Creatures work
the same way; the controller emn—
ploys the creature in an attack or
defense, and taps the card to indi-
cafe that it has been used. A change
in position indicates a change in the
status of the card: the resources of
an untapped card are potentially
available fo the controller this turn,
while the resources of a tapped card
are not. Cards like Twiddle allow you
fo change the availability of a card's
resources without actually generat-

ing the effects. If you use lcy Ma-
nipulator to tap your opponent’s
Basalt Monolith, for example, you
have made the three mana that your
opponent could have gotten from it
inaccessible until the card is un-
tapped. You haven't taken control of
the Monolith, or generated three
mana for yourself; you have only
prevented your opponent from using
it. On the other hand, it your use
Twiddle to untap your own Basalt
Monolith, you have made the card
available for use, even though you
didn’t spend the three mana required
fo untap it. The only exceptions fo
this “availability without the effects”
rule are cards with enchantments on
them that are activated when the
enchanted card is tapped. In these
cases, the effects of these enchant-
ments still happen, even though the
card being tapped is not generating
any of its own effects. For land
enchanted with Psychic Venom or
Wild Growth, for example, Twiddling
the land will cause the controller of
the land fo get bitten by the Venom
or gifted by the Growth, though the
land's mana remains unavailable.

. The ambiguous identity
of the Jade Statue constantly causes
problems. The only one of the origi-
nal Magic: The Gathering cards that
called just “Artifact,”, the Jade Statue
acts rather lik e an artifact creature
but isn't one. It can be a creature on
the turn it comes into play as long as
the mana cost is met. The statement
“can be a creature only during an
aftack or defense” means either
aftack or defense, not both, since
making it a creature during the
attack phase taps it. It's ver y difficult
fo put creature enchantments on this
object, since you can't cast enchant-



ments during a battle, and that's the
only time the Statue is a creature. If
you manage to cast Holy Strength
on the artifact, then that enchant—
ment fakes effect only when the
artifact is brought to life. There is a
way around these difficulties, how=
ever. Since the Statue is a non-
creature artifact, casting an Ani-
mate Artifact spell on it would make
it a 4/4 creature full fime.

Perhaps the most
mysterious Magic card is lllusionary
Mask. This card allows a player to
bring a creature into play face down,
and spend extra mana to disguise
the casting cost. As soon as the
creature gives or receives damage,
or is tapped, then it must be turned
face up. lllusionary Mask doesn't
suppress any potentially revealing
features of the card being Masked. If
you cast Clockwork Beast or Rock
Hydra through the Mask, for ex—
ample, you still have to put counters
on the card, which sort of gives the
surprise away.

The secondary effects of lllusionary
Mask can be complicated. Consider
what happens if you have a Throne
of Bone, which gives you | life for
every black spell cast. Flow can you
tell it you should get a life point for
the casting of the Masked card? If
your opponent brings a creature info
play behind the lllusionary Mask,
then you may put a point of mana
info the Throne of Bone, and your
opponent must infor m you if you've
received a point of life or not. This
tells you whether or not the creature
is black.

Trying to stop the lllusionary Mask
can also be a bit tricky. You can’'t use
Spell Blast on the Mask because it's
a fast effect from an artifact, but you
can Spell Blast the summoning. Y ou
know the cost of the creature is

equal fo or less than the amount of
mana spent, so guess the cost and
cast your spell. Your opponent will
tell you, once you've cast the spell,
whether or not it was enough to
actually stop the summoning. L.ook
on the bright side. If the spell fails,
you know for sure that the creature
is bigger than you thought.You can
also try color-specific anti-spell
cards like Deathgrip or Blue El-
emental Blast to stop the summon-—
ing, even though you aren't sure of
the masked card’s color. Remember, ¥
however, that Red Elemental Blast /
and other anti-spells require a valid
target to be cast. The kind of land
tapped in the surnmoning will fell you
whether or not a card could be of a
certain color: if an Island is tapped, it
might be blue. In a slightly odd quirk
of the lllusionary Mask, you may
play a Blue Elemental Blast on a
concealed card even if no Islands
were fapped. Y ou know ahead of
fime that the spell will fail, but

you might want fo cast a spell that
accomplishes nothing; the Black
Vise and the Iron Star would be two
reasons for doing so. Because

you don't know for certain what the
color is, you may attempt fo cast
any spell for which the card might
be a valid target. s

Power Sink is more effective. Your
opponent has spent somme mana on
the summoning, and some on the
Mask. A Power Sink forces him or
her to spend more on the summon-
ing, and if’s too late to decide to use
less with the Mask to make up for
the extra drain. And of course, there
is the straightforward approach: you
can use Counterspell.

Perhaps the most wildly
interpreted card is Chaos Orb. Many Y [£S72eEA3] 7
players feel that when the Orb is in ANOENTN RS
play, anything goes. Onfortunately,
there are some rules that apply to




the Orb's use. It has to rotate 360 degrees,
and your opponent isn't allowed to physi-
cally interfere with the spell. This means
your opponent can't blow on it when you
play it, and he or she can't change the posi-
fion of his cards once the Orb is in play.
There are no rules against setting up your
playing area at the outset of the duel in a
way that makes using the Orb difficult, like
faping your cards fo the wall or placing
them around the room. Of course, such
strategies can greatly inhibit game play. If
your opponent does not know you are
playing with an Orb, you have the advantage
of surprise. Because artifacts can be used
the turn they are summoned, you can stun
your opponent with the Orb by spending
two mana to put it into play and using a
third immediately to drop it. The simplest
strategy when playing against someone
who is known fo use the Orb effectively is
to keep an anti—artifact spell in your hand.
Osually, though, there isn't much to worry
about when the Orb comes in play because
few people can drop it with any accuracy.

There are a few other
cards that appear confusing only because
players don't actually believe the card text.
When Kudzu says “the player whose land it
just destroyed may place it on another land
of his or her choice,” the new target land
could be any land in play. Kudzu will usually
cross back and forth between opponents,
but it doesn’t have to: you could play Kudzu
on your own land and choose to destroy
more of your own land.

Lich is another spell that is strange enough
that many people think there has been a
mistake somewhere.With Lich, you lose all
the life points you have at the moment but
you aren’'t dead. The damage you receive is
measured not in life points but in cards. If
you gain more life, you draw more cards.
However, if you take a point of damage, you
cannot simply discard a card, but must
send one of your cards in play to the
graveyard. Your life now depends upon the
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number of cards you can keep in play. This
enchantment can help keep you in the game
when you have a lot of cards out, but it can't
directly harm your opponent. Specifically,
you can't use Lich to kill your opponent by
playing it on him or her and then Disen—
chanting it. You can only play Lich on your-
self, in your own ter ritory; uniike “Enchant
Creature” spells, blanket “Enchantments”
cannot be played in your opponent’s
territory.

Those are the most confusing cards,
though there are many others that that have
caused players problems. Magic is such a
dynamic game that the interactions be-
tween the cards can get extremely infricate.
After all, one of the most enjoyable aspects
of the game is figuring out how cards can
work together. Osually the rules can guide
you through any difficulties; if you pay
careful attention to the precise effects of
the cards and the order in which they occur,
you can usually sort out any conflicts or
seeming paradoxes that may arise. But if
you do get stuck, we're here. You can
always e—mail your questions fo

questions wizards.com, or call W izards of
the Coast, and we'll do our best to help you.

-Dave Howell
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...there are some new Deckmaster games in the works.
Vampire: The Masquerade™

At the Comicfest convention in Philadelphia, Wizards of the Coast, Inc. and
White Wolf, Inc. finalized their agreement to produce a Deckmaster game
based on White Wolf's popular Vampire: The Masquerade roleplaying game..
Wizards of the Coast announced that Richard Garfield, designer of Magic: The
Gathering, will be the chief designer for the game. The game is scheduled for
release in summer of 1994 to coincide with the release of the Interview with a
Vampire movie based on the book by Anne Rice. Set in White Wolf's World of
Darkness, this new Deckmaster game, tentatively entitled Jyhad, enacts the
struggle of two ancient vampires. The mechanics of the game will be radically
different from those in Magic: The Gathering, but will use the same collectable
trading card format that was established with Magic. Both current Magic
illustrators and top artists in the vampire genre have expressed interest in
worRing on the series.

Netrunner™

At the GenCon Game Faire in Milwaukee, Wizards of the Coast, Inc. and

R. Talsorian Games signed a letter of intent to develop a Netrunner Deckmaster
game based on the popular Cyberpunk 2020 roleplaying game produced by R.
Talsorian. Tentatively announced as a Richard Garfield design, no release date
has been set for the Netrunner Deckmaster game.

Middle-earth™

Wizards of the Coast, Inc. and Iron Crown Enterprises have agreed to produce a
Middle-earth Deckmaster game to be released late 1994 or early 1995. Under this
sublicensing agreement, Wizards of the Coast will develop a collectable trading
card game set in Middle-earth. the fantasy world of ].R.R. Tolkien's classic novels,
The Hobbit and The Lord of the Rings trilogy. The design team for the game will be
headed by Magic: The Gathering developer Skaff Elias.
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WHAT’S NEW? -WITH PHIL AND DIXTE!

'co AWAY. T DON'T DO WHAT'S NEW?
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IS No SucH THING.

” HA! THAT 'S
BECAUSE MAGIC ™
IS THE VERY FIRST
B\ ONE. EVER!

IT WAS CREATED, ALMOST BY ACCIDENT, BY A
MATHEMATICIAN NAMED RICHARD GARFIELD.
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MAMMOTHS! HA. T BLOCK YouR p——

PITIFUL MAMMOTHS |OH, DID T MENTI
WITH MY WAL oF |THAT THEY 'RE

AUCE. ?
NN RIGHTEOUS, FIRE
N WM BReATHING- |
Nl BERSERIKC
a8, MAMMo?Hs?
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e Scheduled for release in February \,:
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¥ Long ago, when magic had no color, two wizards battled for con- 0
e trol of Dominia. Now Antiquities unearths the relics of this ancient A
“ ’ rivalry, over seventy-five artifacts and spells for use with your 8,
i Magic: The Gathering deck. So stash a few Antiquities in your e
+ Magic deck, and unleash the power of the past. S
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5y, 8 Magic: The Gathering—Revised Edition ’ &
o Decks WOTC16100, $7.95; boosters WOTC16700, $2.45 &)
: Scheduled for release in March Y
: In mid-March these gray-bordered cards will take the place of the ¢ ,
(5 white-bordered Unlimited Edition Magic cards. Offering corrected e
L cards and clarified rules, the Revised Edition releases will feature a s
- constantly changing card mix. The first version contains thirty X
ok cards from the first two Magic expansions, including these from g
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:, Mijae Djinn Kird Ape Flying Carpet s
e Serendib Efreet Jandor’s Ring Magnetic Mountain :, :
<A Desert Twister Brass Man Erg Raiders
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A Scheduled for release in March \ ,:
b Vet } s
N, At last comes the much-demanded players’ handbook for Magic. £%
7 The Pocket Players® Guide offers the clarified and expanded Revised 8
t; Edition rules for standard, multi-player, and tournament play. The ::
5 volume also includes an official list of the original Magic: The Gath- e
"4 ering cards, as well as tips on collecting, deck-building strategies, e
~ and Richard Garfield’s notes on the design of Magic and the nature o
~ of Dominia. K>
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x> From across the multiverse, the N/
P Legends have assembled. Introduc- X
P ing a new expansion of over 300 ?
NG cards exploring Dominia’s heroes: ¢
o Johan, Gabriel Angelfire, Sivitri v
’:: Scarzam, Hunding, and many NC
NS more. Beware the Red magician with her hordes of Kobolds, and X
3O the Necromancer who dares to unleash the Horror of Horrors on A
PR the world. In the company of mythic figures you’ll discover new S
o spells and potent artifacts, creatures with the venom of Killer Bees Lo
<A and sorcery with the power to Defy Death. Share in the struggle of o
et heroes, and embrace the possibilities which Legends bring to life. L&)
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William Shakespeare
As You Like It

Come, let me squat close by vour ear and whisper secrets s learned from the toothpoints of a
harrowmg life. Put aside your pitchfork. You did not stagger all this way down Cemetery
Road only to peer in fear at my rumpled hide, eh? Though I am a bunch-backed brute, you
cannot earn this old toad’s wit with curses.

I mark your scars and books; you've been at the Game, haven’t you? Not even a half-century
old, but there you go playmg ante with the Masters and wondering why you lose. Perhaps
this once I will guide you past the claws of your dilemma, and save my cookpots for more
mature fare. Sit closer, my tasty friend; I will not bite tonight.

You're a brave one, presenting your quandary in person. In the future you may send letters
rather than yourself. Only the great wizards do I gleefully insist visit me in person, all the
better to see how well they have aged.

What's this you offer? Ah, a letter, but not from you. Are you nothing more than a messen-
ger, child? Well hand it here, don’t keep an old toad waiting. Let me slit this thing’s paper
throat and see what’s inside. This is a rich one. Listen and learn, my brave young pilgrim:

Dearest Toad,. &

me. I'm up against a pathetic, coattail-riding,
h up some ideas on how to make my Backyard
fast mana, Lightning Bolts, Disintegrates, and

Its time for meto collect on one of the many favors
backstabbing parasite of a wizard, and I need you
Barbecue deck take his Walk Into This deck. The BB
Fireballs—a deadly combination, if I do say so mysel ile the all-blue WIT uses fast mana, Psychic
Venoms, Power Sinks, and Black Vises—cowardly defenses all. The problem is that he starts poisoning my
land and countering my spells before my mana pool grows large enough to let my X-spells triumph.

Help me get the jump on him, and I'll bring you some of these little butterflies you like so much next time
I'm in the area.

—Snark

What a fool this one is, and you twice the fool for bringing me this! This, child, is a petty
ing to pass himself off as one of the Masters. But I'll go along with his little game,
you grow the spine to write your own letters. Take a reply:




Dear Snark,

Now, now! Surely you don't expect me to feed your curiosity unless I can have you over for dinner? One
would think you had quite forgotten you manners. Today, then, I shall answer your letter, but Monday [
shall expect you over for fava beans and a nice Chianti—and butterflies.

So, this masked adversary pesters you with an infinitely frustrating deck? How well I know that ap-
roach! But there are some weaknesses upon which you can prey. j

0or thing, you cannot outrace his fast mana, so why not slow him down
Rains to raze the lands and Shatters to ruin the mana-producing artifacts.

The Shatters willulis et
and you will suffer comp,

lack Vises. Destroy the Black Vises whenever he plays them,
ige from them.

Why be so contrary, though? Perhaps you should help your opponent bite off more than he can chew by
feeding him mana. A Mana Flare will make his Psychic Venoms cheaper, which will present a problem
to your wretched victim when you play a Power Surge. The Mana Flare will cause each land in the
game to produce two mana whenever tapped rather than one, so your opponent will tap fewer lands
when playing Black Vises and Psychic Venoms. The Power Surge will turn that apparent advantage
a disadvantage by causing your opponent damage during up,(’ec'p for every land not tapped. Toget
cards will put your opponent in a double-bind. At the same time, your barbecue should produce ¢
the burn. Your X-spells will be more powerfid, and can easily use up all of the extra mana you pro
so the Power Surge will hurt your opponent more than you.

Mind your manners, and don’t forget to use a Fork when eating this delicate meal. The Fork card
duplicates your spells, effectively doubling the power of all your attacks.

In closing, 1 find both your decks guilty of the original sin: one color. As soon as the two of you :tlmt
playing with Elemental Blasts, your duels will become quite amusing. Your Red Elemental Blasts wi.
cheaply counter or destroy his spells, but his Blue Elemental Blasts will do the same to you. By playing
with single-color decks, you both leave yourselves wide open to this efficient defense. I suggest you start
using a two-color deck, though you might want to load up with Red Elemental Blasts and play a match
against your opponent first. Won't he be surprised!

Your hungry friend,
Toad

I see you scribble well, young wizard—an admirable trait for one of your profession.
Should you devote such skill to corresponding with me, I will guide you away from some
of the graver mistakes of your kin. In time, perhaps, we can train you to take your place
among the other Masters I have had at my supper table.

Send your tactical and strategic questions to:

Ask Toad
P.O. Box 707
Renton, WA
98057-0707

Ty e s P Lo AR S B
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Duel for Dominia

The duel depicted in this story has a bit of history behind
it. This was the last game in a two-out-of-three duel during
the final round of the tournament held at GenCon 93, the
first officially sanctioned Magic: The Gathering tournament.
The participants were Rick Townsend, playing the part of
Anton in the tale below, and Alex Parrish, known here as
Karshan. And the winner was ..well, read on and see.

la. Alex puts a mountain in
play.

1b. Alex taps a mountain,
and summons Mons’s Goblin

Raiders.

DueList

I know you are sfill out there somewhere. | can feel your presence.
Though I drove you back to your desolate mountain haven, I know
that you are not yet defeated, not yet ready to yield. Now | alone
stand in your way, the last obstacle on your path of domination.
Though you are powerful, Karshan, you now know that I too am not
without my influences. I can only hope that you have not sensed
my weariness since our last battle; that you also must pause to
regain your magical potence. I am tired. Yet | would give my last
breath before I would stand by and watch you rule over Dominia.

Anton’s eyes shot open, awake. A feeling crept through his body:; a
feeling very familiar and very unwanted. A sense that magical
energies were gathering near his domain had invaded the tranquil-
ity of Anton’s sleep, clinging to his awareness. He rose abruptly
from the thatched cot and crossed the main floor of his cottage to
the door. He threw it open, nearly ripping it from its hinges as he
heard the first clap of thunder echo down the valley before him. It
was as he had feared; the centermost peak of the Ki-Tirn moun-
fains looming above him had taken on an eerie, red glow (1a), per—
ceivable only by a wizard.

So soon. We shall see if your youthful energies betray you to
foolishness, Karshan.

Anton stepped out info the clearing in front of his home and began
to clear his mind, preparing for the duel. At that moment, a stream
of red light arced down from the top of the glowing mountain,
striking the ground just in front of the Sharnward Swamp at the
base of the Ki-Tirn range. Showers of ghostly sparks rose from
the terminus, slowly taking the shape of a Goblin raiding band
advancing upon the valley floor (1b). The clanking of their light
armor was barely audible above the hiss of the rain that had begun
fo fall. Anton stretched out with his consciousness, frying to ac-
cess the magical energies from the nearest section of the Grand
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Plains behind him. A field of faint, white light acknowledged his
contact (2).

The Goblins march broke into a run. The swampland behind them
lit up in an almost ultraviolet glow (3a) as they raised the standard
of their master, the Great Crest of Karshan, etched magically info a
banner from orcs of Tullor (3b). When the attack came, the Goblins
fighting with extra zeal, knowing that their lord supported them
directly (3c). Anton recoiled; Karshan had drawn first blood. He
immediately drew upon the power of the forest around him (4a)
and the plains behind, tracing a Circle of Protection (4h) to ward
off the Goblins and the other mountain—born creatures that
Karshan might bring fo his aid. The pattern completed, his mana
temporarily gone, he waited for his opponent’s next move.

Readying for their next attack, Karshan's Goblins began to move,
then paused suddenly. The ultraviolet glow emanating from the
swamp reached out to meet them, bathing each in an unearthly
light. Anton watched their metamorphosis with horror. Eyes on fire,
tendons tensing, a renewed hatred coursed through them (5a).
They turned to look in Anton’s direction, then came alive, attacking
with doubled effect (Gh). They were willing to die for their
summoner-yet they met with no resistance.

What is this? Where are my creatures? If only | had more time to
rest

Anton responded with a spell of his own. Extending his control
across fo the next section of forest, (62), he joined its greenish
glow with that of the plains, and out shot a bolt of white light, strik—
ing the Goblins. With a blast of energy, the white spell mingled with
the ultraviolet, dissolving the fibers of Karshan's spell (6b). The
Goblins newfound strength waned. The ultraviolet light was now
gone. Anton waited, not using the energy from the last parcel of
forest available to him. He knew that he would need it to activate
the protective Circle.

The red glow extended to the next mountain peak (7a). Anfon
wiped the rain from his brow, anticipating the Goblins’ next assault,
waiting with mana in reserve.

The rain—something wrong with the rain. It doesn't have the right
scent, the right—color! Move!

Just as Anton bolted from his position, the heavy drops of rain
began to alter. First forming small pebbles, then growing to nearly
the size of large fists, they pelted the trees, the ground, his home
(7b). The stones fell for only a few moments, but they destroyed all
that they struck. The land where Anton had made his home was
gone, as was the power it would have produced. Anton’s heart

2. Rick puts a plains in
play.

3a. Alex puts a swamp in

play.

3b. Alex taps a mountain
and a swamlp, and casts
Oreish Oriflamme.

3e. Alex attacks with
Goblins. Score: Alex 20,
Rick 18.

4a. Rick puts a forest in play.

4b. Rick taps a plains and a
forest, and casts Circle of
Protection: Red.

5a. Alex lurﬁ a swamp, and
casts Unholy Strength on
Goblins.

5b. Alex attacks with
Goblins. Score: Alex 20,

Rick 14.

6a. Rick puts a forest in
play.

6b. Rick taps a plains and a
forest, and casts Disenchant
on the Unholy Strength.

7a. Alex puts a mountain
in play.

Th. Alex taps both a moun-
tains and a swamp, and casts
Stone Rain on Rick’s
untapped forest.

DueLisC
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Te. Alex attacks with Goblins.
Score; Alex 20, Rick 12.

8. Rick puts a plains in
play.

9a. Alex puts a swamp in

play.

9b. Alex taps both a
mountains and both a
swamps, and summons
Juggernaut.

9c. Alex attacks with
Goblins.

9d. Rick taps plains into
Cirele of Protection: Red,
and takes no damage.

10a. Rick puts a forest in
play.

10b. Rick taps both forests
and both plains, and
summons Giant Spider.

1la. Alex taps a swamp,
and casts Dark Ritual.

11b. Alex taps a mountain
to cast Disintigrate on
Giant Spider, and taps a
swamp, plus uses mana
from the Dark Ritual, for
four points of damage to
the S};)(i)der, killing it.

1le. Alex attacks with
Goblins and Juggernaut.

Score: Alex 20, Rick 4.

Duelist &l
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ached with the loss, which made the sting of the Goblins’ next
aftack all the worse (7¢). All that he could do for the moment was to
reach out toward more vital lands (8), and hope that the tables
would soon turn.

How many more fricks do you hold, Karshan? How much longer
can you keep this up? You may think that I am beaten,. But I still
hold some secrets of which even you are unaware.

The swamp’s area of radiance doubled (92), casting a ghastly aura
of dark violet light against the base of the Ki-Tirn.

It's almost beautiful, Karshan.

Anfon chuckled to himself. The chuckle turned into a choke as he
saw a huge figure appearing through the haze of the rain, a great
construct of stone and wood rising from the valley, making its way
directly for him (9b). The Juggernaut would be here soon, but for
the moment he would must tend to the ever—-present harassment
of the Goblins (9¢). With a thought, he transferred the mana from
one parcel of plains into his Circle of Protection (9d). The Goblins’
fell short, halted in their tracks by the mystical powers of the
Circle.

With the Goblins cowed for the moment, Anton saw his chance.
Reaching out fo the next section of forest (10a), he dredged up all
of his energies. Tapping deeply into his subconscious, he called out
fo the creatures of the forest. His answer came, materializing
before him in the form of a colossal Spider (10b), its legs the size
of tree trunks:; it could knock the birds from the air if it wished.

I must have more time. The Spider may hold off Karshan’s Jug-
gernaut for a while, but even it will fall to the machine’s power soon.
If only I can hold on just a little longer

Somewhere through the storm, a light buzzing noise had begun. It
reached Anton’s ears, slowly gaining volume, becoming more
recognizable. He strained against the sound of the falling rain,
frying to identify the sound. Voices! Voices that were not quite
hurman, yet not of the animal world. They rose in a dischordant
choir, chanting, vibrating, seeming fo warp the bounds of reality, so
that the violet glow of the swamp intensified threefold (11a). A
streak of red light, razor thin and sharp, slashed out from the
mountaintfop, targeting the great arachnid with pinpoint accuracy
(1b). For just a second, Anton thought he heard the thing scream,
but the beast was replaced by a thin cloud of fine dust quickly
dispersed by the rainfall. The Juggernaut and the Goblins were then
upon him (11e), the magical banner sfill inspiring them.

I must not lose consciousness



Anton let loose a desperate call for help, releasing mana from the

forest. Coming to his aid were the Scryb Sprites (12), normally the 12. Rick taps a forest, and
pranksters of the woods, yet often its protectors. The Sprites s SR O
knew the gravity of their position; they must stop the great Jugger-

naut or allow Dominia to fall info the hands of Karshan. They were

prepared to die for Anton, and for the land. They flew between

Anfon and his enemies and waited for the attack.

Karshan’s army advanced, slowly this time. The Goblins bore
wicked grins painted across their faces as if they carried some
terrible secret hidden behind their grisly visages. The Juggernaut,
unrelenting in its attack, seemed aware of its own unstoppable
nature. Anfon waited, sensing the fate of Dominia slipping from his
control. The Sprites were all he had left.

The Goblins’ horrible secret made itself known. Anton could do

nothing as he watched a field of shimmering, flashing energy en— 13a. Alex taps a swamp
gulf the Sprites, filling them with a fatal fear (132). Their screams of and a mountain, and casts
terror were the last thing Anton heard before the legions of Terror on Secribe Sprites.

Karshan descended upon him (13b) and the mighty wizard fell. TR

: ; e ; Goblins and Juggernaut.
Y » Rarshan. S;my S >S STl Score: Alex 20, Rick 0.
You have defeated me, Karshan. But know this; my spirit lives still Seores Akex-90. Rick 0

I will return one day to reclaim that which is mine. In the meantime,
others will come to take from you what you have usurped, and one
day another will be stronger than you. Power has its price, and |
have measured yours. So live looking over your shoulder,
Karshan. I will be back.

°

From all of us at Wizards of the Coast and the Duelists’
Convocation, congratulations to Alex Parrish, the 1993
GenCon Magic tfournament champion, and to all of the
players in that first, historic fournament.

=Steve Bishop
Duelist
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Duelists’
Convocation
News

Tournament Coordinators Needed

Things are going well for the Duelists’ Convo-
cation. The response and enthusiasm has been
nothing short of amazing. A bit shocking,
considering it’s associated with Magie: The
Gathering. Currently, we're working very hard
to build up the tournament circuit on a
national level, and I've been talking to quite a
few people across the country that are inter-
ested in becoming Duelists’ Convocation
Tournament Coordinators. The Coordinators
are essential to national tournament play:
these are the people that arrange and run the
tournaments for you in your local area. Of
course, there are benefits associated with being
a Coordinator, as well as a certain amount of
prestige in Magic circles. If you are interested
in becoming the Tournament Coordinator for
your area, write to me at Wizards of the Coast.
There aren’t a lot of time constraints, and it’s a
lot of fun.

The Duelists’ Forum

Duelists’ Convocation members should be
excited to learn that they will soon be receiv-
ing two Deckmaster publications rather than
one. Since The Duelist is becoming a quarterly
magazine, we thought we should circulate a
monthly newsletter to keep members in-
formed of current Convocation events. Like
The Duelist, the newsletter will offer gaming
and collecting information, tournament
results, and Magic news of all kinds. This
publication, tentatively called 7he Duelists’
Forum, is only available to members of the
Duelists’ Convocation. So look for the first
issue of The Duelists’ Forum in March, and the
next issue of The Duelist in April.

Duelisc
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Upcoming Conventions

There are numerous conventions in the next

few months that will be holding officially

sanctioned Magic tournaments. The asterisks

indicate conventions at which I won’t be
present, but Duelists’ Convocation Tourna-
ment Coordinators will.

Ghengis Con
Denver Colorado
February 18-20

RadCon
Richland, Washington
February 25-27

OrcCon

Los Angeles, California
February 18-21

*Simcon
Rochester, New York
March 24-27

*TwisterCon
Oklahoma City, Oklahoma
March 25-27

Norwescon 17
SeaTac, Washington
March 31-April 3

We will add to this list in future issues, and
hopefully this list will continue to get longer
and longer as more Tournament Coordina-
tors get signed up. Hope to see you at a
tournament soon!

—Steve Bishop
Director
Duelists’ Convocation



collectable trading card game items. The
Collector’s Corner will also contains tips on
acquiring and appraising the latest Deckmaster
releases. The Classifieds offer you the opportu-
nity to announce Magic events in your area,
including local conventions, trading sessions,
informal tournaments, league play, and artists’
signings. It is also an opportunity to contact
other Magic players in your area, organize gaming
groups, and publicize the activities of local
chapters of The Duelists’ Convocation.
Announcements should be short, no more than
forty words long, and should include specific and
accurate information about the trade or event.
You should also provide the street address and the
phone number or e-mail address of someone who

¥ P an
ncements like “Serra Angel seeks Veteran
: ome Island Enchantment,” so don’t
send them. Here is our first announcement, a good
example of what to send:

Limited edition Magic: The Gathering cards for trade.
Cards wanted: Balance, Blaze of Glory, Chaos Orb,

- Cockatrice, Island Sancturary, and Purelace. Contact
‘Howard Dawson, 938 Hampton Rd, Grosse Pointe

Woods, MI 48236. (313) 885-0705.

If you submit an announcement for a month in
which The Duelist is not published, we will include
it in the closest preceding issue. (We apologize to
those people who submitted announcements for
events prior to the release of the first issue.) We will
also include your announcement in the closest issue
of The Duelists’ Forum, the monthly Duelists’
Convocation newsletter. If you are interested in
receiving this newsletter, as well as a yearly sub-
scription to 7he Duelist, we encourage you to
become a member of the Duelists’ Convocation,
the official Deckmaster players' organization. A
membership application is provided below.

Duelists’ Convocation~ Membership

Annual Membership Fee : $15 US
Make check or money order payable to Wizards of the Coast

Name:

Address:

Date of Birth:

Phone:

Your Signature

Parent/Guardian Signature (if you are under eighteen years of age)

Date filed:
Received by:

Membership #:
Payment method:

Mail this form or a photocopy of this form to: leards of the Coast P. O Box 707 Renton WA 98057
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WotC staff for surviving the siege; the authors, artists, and playtesters who have make
a Deckmaster magazine worth doing; and everyone who believed in Magic. Finally, we
would like to thank the flu, for proving that things can always get worse.
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WIZARDS =

An Art Gallery

Celebrating I<antasy & Science Fiction

Y A =N HE.@OMNET®R. 44 A &

117 Main St. Kirkland, WA 98033

When WIZARDS opened its doors in July 1993, we had no idea what the summer
had in store. Since our move to Seattle in 1987, we had dreamed of starting a
gallery catering fo fantasy art collectors. Roleplayers and avid science fiction
fans ourselves, we wanted to encourage what we feel is a fascinating and often
overlooked genre. We never expected that, only a few months after we got going,
we would be approached by Wizards of the Coast, the creators of the most
popular fantasy game of the year, and asked to display Magic: The Gathering art.

Since then, we have been overwhelmed with calls and e~mail from gamers and
collectors looking for the originals of their favorite card art. The gallery curently
displays over 140 pieces by these Magic artists:

Rob Alexander
Julie Baroh

Kev Brockschmidt
Melissa Benson
Cornelius Brudi

Sandra Everingham

Phil Foglio

Kaja Foglio

Dan Frazier
Daniel Gelon
Quinfon Hoover
Nichola Leonard
Anson Maddocks

Jeff Menges
Jesper Myrfors
Mark Poole
Christopher Rush
Andi Rusu

Brian Snoddy
Ron Spencer
Mark Tedin
Richard Thomas
Drew Tucker
Tom Wanersirand
Dameon Willich
Susan Van Camp

The gallery is located at 17 Main Street in Kirkland, Washington. If you are
inferested in viewing or finding our more about Magic: The Gathering or the
other fine fantasy and science fiction pieces we carry, we invite you to stop by!

Marcus Rieck
WIZARDS Gallery

Phone: (206) 828-0237 CompuServe ID: 72172, 2227
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Coming Next Issue

A look at three new Deckmaster™ releases

Antiquities

Over eighty artifacts and spells frormn Dorninia’s past

I Lgends

Magic's first stand-alone expansion set

The Dark

A moody addition fo your Gathering deck

Plus, alook at Magic: The Gathering—The Revised Edition, a

——
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history of the five colors of Magic, stories from The Gathering’s

playtesting days, the musings of Richard Garfield, and more.

Featuring the art of Quinton Hoover
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