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Check cards values from many online providers Create your deck, or import it from websites Manage your collection on your mobile Be notified for your alerted cards Manage your stock, foils, quality,... Many online services import/export Analyze your collection, cards, spikes Choose your configuration among dozens of plugins Telegram, Discord bot,
Chrome plugin,... News reader from rss, twitter,... get your financial Dashboards Get your one click online store manage your external stock and transactions full integration with the Plateform Compare the leading collection management platforms to find the perfect tool for tracking your Magic: The Gathering, Pokmon, and other trading card game
collections.Managing a trading card collection without digital tools is like trying to navigate a city without GPStechnically possible, but unnecessarily difficult and time-consuming. Whether you're a casual collector with a few dozen cards or a serious enthusiast with thousands, the right collection management app can transform your hobby
experience.Digital collection tools offer capabilities that physical organization alone cannot match: instant search across your entire collection, real-time value tracking, duplicate detection, and mobile access when you're shopping or trading. The question isn't whether you should use digital tools, but which ones best serve your specific needs.What
Makes a Great Collection AppBefore diving into specific recommendations, let's establish the criteria that separate excellent collection management tools from merely adequate ones:Comprehensive Database - Supports all the TCGs you collect with accurate, up-to-date card informationIntuitive Interface - Easy to use for beginners but powerful
enough for advanced usersMobile Accessibility - Native mobile apps with full functionalityCard Recognition - Ability to scan physical cards using your device's cameraPrice Integration - Real-time value tracking from reliable market sourcesMultiple Collection Types - Support for different organizational approachesData Export - Ability to backup and
migrate your collection dataRegular Updates - Active development with new features and card releasesl. TCG Stacked - The Complete Collection Solution #1 PICKBest Overall Collection Management PlatformTCG Stacked stands out as the most comprehensive and user-friendly collection management platform available today. Designed specifically
for trading card game enthusiasts, it offers unmatched functionality across Magic: The Gathering, Pokmon, and Disney Lorcana.Key FeaturesLightning-Fast Search - Find any card across multiple TCGs in seconds with powerful filtering optionsMobile Card Scanner - Industry-leading camera recognition with 95%+ accuracy ratesCollection Analytics -
Detailed insights into your collection value, completion rates, and trendsMulti-Game Support - Native support for MTG, Pokmon, and Lorcana with more games coming soonProxy Generation - Create high-quality proxy cards for testing and casual playDeck Builder Integration - Seamlessly build and manage decks using your collectionCloud
Synchronization - Access your collection from any device with automatic backupPricingFree Tier - Full access to basic features with limited collectionsPro Membership - $4.99/month or $49.99/year for unlimited collections and advanced featuresLifetime Pro - $69 one-time payment (limited-time mobile app exclusive)Why TCG Stacked is #1TCG
Stacked excels in every category that matters to collectors. The mobile app is genuinely useful rather than just a web wrapper, the card database is constantly updated, and the proxy generation feature is unmatched in the industry. The platform strikes the perfect balance between simplicity for beginners and power for advanced users.Ready to
experience the leading collection management platform? Get started with TCG Stacked today.Start Your CollectionDownload Mobile App2. Deckbox - The Veteran's ChoiceDeckbox has been serving the Magic: The Gathering community for over a decade, earning a loyal following among competitive players and serious collectors. While it lacks some
modern features, its depth and reliability make it a solid choice for MTG-focused collections.StrengthsExtensive MTG database with historical pricing dataRobust trading platform connecting collectors worldwideAdvanced inventory management for stores and heavy tradersStrong community features and discussion forumsLimitationsDated interface
that feels clunky compared to modern alternativesLimited mobile functionality with no native card scanningMTG-only focus excludes other popular TCGsSteep learning curve for new usersBest ForSerious MTG collectors and traders who prioritize trading functionality over modern user experience.3. Dragon Shield Card Codex - The Minimalist
ApproachDragon Shield's Card Codex takes a streamlined approach to collection management, focusing on essential features without overwhelming complexity. It's particularly appealing to casual collectors who want basic functionality without a steep learning curve.StrengthsClean, intuitive interface that's easy to navigateDecent card scanning
functionalityFree to use with no subscription requirementsMulti-game support including MTG and PokmonLimitationsLimited advanced features for serious collectorsBasic price tracking without historical dataNo web interfacemobile app onlySmaller card database compared to specialized platformsBest ForCasual collectors who want a simple, free
solution for basic collection tracking.4. TopDeck TCG - The Budget ProfessionalTopDeck TCG positions itself as a professional-grade collection management tool at an affordable price point. It offers solid functionality across multiple TCGs with a focus on inventory management for both personal collections and small
businesses.StrengthsComprehensive multi-game supportProfessional inventory management featuresCompetitive pricing structureRegular database updatesLimitationsInterface feels more like business software than consumer appLimited mobile functionalityCard scanning feature is less accurate than competitorsSmaller community and fewer social
featuresBest ForSmall card shop owners or collectors who need professional inventory features at a reasonable price.5. TCGPlayer Collection Tracker - The Marketplace IntegrationTCGPlayer's collection tracker leverages the company's position as a leading card marketplace to offer tight integration between collection management and
buying/selling. If you frequently buy or sell cards through TCGPlayer, this integration can be valuable.StrengthsSeamless integration with TCGPlayer marketplaceAccurate pricing data from actual marketplace transactionsEasy buying process for cards in your wishlistFree to use with TCGPlayer accountLimitationsBasic collection management
featuresLimited mobile app functionalityFocused primarily on buying/selling rather than organizationNo card scanning capabilityBest ForActive TCGPlayer users who frequently buy and sell cards online.Feature Comparison at a GlancePlatformCard ScanningMulti-GameMobile AppPrice TrackingFree TierTCG StackedDeckboxDragon Shield
CodexTopDeck TCGTCGPlayer TrackerChoosing the Right Platform for YouThe best collection management tool depends on your specific needs, collection size, and how you engage with your hobby. Consider these factors when making your decision:For New CollectorsIf you're just starting out or have a small collection, prioritize ease of use and
mobile functionality. TCG Stacked offers the best balance of simplicity and powerful features, while Dragon Shield Codex provides a completely free alternative for basic needs.For Serious CollectorsLarge collections require robust features like advanced search, detailed analytics, and reliable data backup. TCG Stacked excels in all these areas while
maintaining user-friendliness. Deckbox remains viable for MTG-only collectors who prioritize trading functionality.For Active TradersIf you frequently buy and sell cards, integration with marketplaces becomes crucial. TCG Stacked offers excellent proxy generation for testing before purchases, while TCGPlayer Collection Tracker provides direct
marketplace integration.For Multi-Game CollectorsCollectors who engage with multiple TCGs need platforms that support all their games effectively. TCG Stacked leads in this category with native support for Magic, Pokmon, and Lorcana, with more games planned.Pro Tips for Getting StartedRegardless of which platform you choose, follow these
best practices to maximize your collection management success:Start Small - Begin with your most valuable cards before tackling your entire collectionUse Mobile Apps - Card scanning dramatically speeds up the entry processMaintain Consistency - Establish naming conventions and stick to themRegular Backups - Export your data regularly to
prevent lossSet Goals - Use completion tracking to guide your collecting prioritiesThe Future of Collection ManagementThe collection management space continues to evolve rapidly, with new features and improvements arriving regularly. Key trends to watch include enhanced Al-powered card recognition, better integration with tournament
platforms, and expanded support for emerging TCGs.TCG Stacked stands at the forefront of these innovations, consistently adding new features and game support. The platform's commitment to user feedback and regular updates ensures it will continue to meet the evolving needs of the trading card community.ConclusionWhile several platforms
offer collection management capabilities, TCG Stacked clearly emerges as the best overall choice for most collectors. Its combination of powerful features, intuitive design, excellent mobile app, and multi-game support makes it the most comprehensive solution available today.For those just starting out, the free tier provides plenty of functionality to
get organized, while serious collectors will find the Pro features invaluable for managing large collections. The platform's continuous development and responsive customer support ensure you're choosing a solution that will grow with your collection.Join thousands of collectors who have already discovered the power of professional collection
management with TCG Stacked.Start Managing Your CollectionLearn About Pro Features The world ofMagic: the Gathering (MTG)is vast and ever-expanding, brimming with powerful spells, iconic creatures, and countless cards to fuel your strategic battles. But with such a diverse collection, keeping track of your arsenal can feel like a summoning
gone wrong.This guide explores the top websites and apps designed to streamline your MTG collection management, allowing you to effortlessly organize, value, and optimize your prized cards.1. TCGplayer: A Marketplace Titan with Collection Management PerksTCGplayeris a titan in the MTG market, offering a vast marketplace for buying, selling,
and trading cards. Beyond its commerce prowess, TCGplayer boasts a robust collection tracker that seamlessly integrates with the platform.Pros:Integrated Marketplace:Effortlessly move between browsing the market and managing your collection.Price Guidance:TCGplayer leverages real-time market data to provide estimated card values.Detailed
Tracking:Track card quantities, conditions (Mint, Near Mint, etc.), and foil/non-foil variations.Wishlist Feature:Create a wishlist to keep track of desired cards for future acquisition.Cons:Focus on Marketplace:While collection tracking is available, it might feel secondary compared to the marketplace focus.Limited Customization:The interface might
not be as customizable as dedicated collection trackers.Who Should Use It:TCGplayer caters toPlaneswalkerswho actively participate in the MTG market. If you frequently buy, sell, or trade cards, and want a streamlined solution for both marketplace interaction and collection management, TCGplayer is a great choice.2. Deckbox: Building and
Refining Winning DecksDeckboxdeviates slightly from pure collection tracking. This app prioritizes deck building, allowing you to create, test, and share your MTG decks virtually. While it offers some collection tracking features, its core strength lies in the deck-building aspect.Pros:Deck Building & Testing:Build decks digitally, test them against Al
opponents, and refine your strategies.Community Sharing:Share your winning decks with other Planeswalkers and see creations from the community.Collection Tracking:While not the main focus, Deckbox allows you to track your cards and integrate them into deck builds.Cons:Deck Building Focus:If pure collection management is your priority,
Deckbox might not be the best choice.Limited Collection Features:Collection tracking functionalities might be less extensive compared to dedicated trackers.Who Should Use It:Deckbox is perfect for competitive Planeswalkers who love building and refining their MTG decks. While it offers collection tracking, it shines for those who prioritize the
strategic and competitive side of the game.3. ManaStack: A Comprehensive Hub for Everything MTGManaStackis a one-stop shop for all things MTG. This website offers a robust collection tracker alongside a wealth of information on cards, decklists, formats, and the MTG universe.Pros:Comprehensive Collection Tracking:Track your cards by
quantity, condition, foil variations, and even deck organization.Detailed Card Information:Access detailed information on individual cards, including rulings, lore, and deck statistics.Meta-Analysis & Decklists:Stay updated on the current metagame and browse popular decklists for inspiration.Community Features:Participate in forums, discuss
strategies, and connect with other Planeswalkers.Cons:Limited Marketplace Integration:ManaStack doesnt directly integrate with marketplaces for buying and selling cards.Who Should Use It:ManaStack is a great all-rounder for MTG enthusiasts who want a comprehensive platform for managing their collection, staying informed about the
metagame, and connecting with the community.4. MTGGoldfish: Unveiling Market Trends and PricesMTGGoldfishis a website focused on MTG finance and pricing. While it doesnt offer a dedicated collection tracker, it provides invaluable insights into market trends and card values.Pros:Market Price Tracking:Track price histories and identify
valuable cards within your collection.Finance Articles & Insights:Gain valuable knowledge on MTG finance, investing, and navigating the card market.Decklist Meta Analysis:Analyze popular decklists and identify the most sought-after cards.Cons:No Collection Tracking:MTGGoldfish doesnt offer a dedicated platform for managing your
collection.Finance Focus:Primarily focused on market trends and pricing, not collection organization.Who Should Use It:MTGGoldfish is a valuable resource for Planeswalkers who are financially invested in MTG and want to optimize the value of their collection.Choosing the Right Tool for Your CollectionThe ideal tool for managing your MTG
collection depends on your specific needs and priorities. Consider the following factors:Collection size and complexity:If you have a large or complex collection, a dedicated collection manager like ManaStack or TCGplayer might be beneficial.Interest in market trends:If youre interested in card values and finance, MTGGoldfish is a must-have.Desire
for community interaction:If you enjoy connecting with other Planeswalkers, ManaStack offers social features.Focus on deck building:If you prioritize deck building and testing, Deckbox is a strong contender. Use powerful tools to find matching traders based on your collection. Filter & search your collection, build decks with ease. Browse Magic
editions, find deck ideas from other users. Sign up now With a smart and responsive user interface for adding cards, you can quickly create an Inventory, Tradelist and Wishlist. Showing your friends what you have for trade is just a link away. All listings are searchable and filterable so that you can quickly find what edition your foil Black Lotus is from
With many people already having collections on deckbox, finding trade partners is a breeze! The website will automatically show you cards you can trade with other users. We have a built-in interface for defining trades, quick-add inputs, automatic valuing, tracking of sent or received cards, and a strong feedback system to eable easy finding of
trustworthy traders. Building decks is as straightforward as collection management. With smart indicators and tools you can see at a glance what cards you are missing for your favorite deck, and then quickly add them to your wishlist.Analyze deck with tools like mana curve graphs, hand draw simulators. Of course trading card games have a strong
social component, so you can comment and rate decks, or find out new building ideas from our forums. For community managers we offer the possibility to set up event listings, track event attendance and list winning decks. Smart notifications will show all community memebers when someone joins, comments on a deck or event. Members of
communities also easily find trading partners in the community, with specialized trade finder tools.If you are looking for a forum for your community, we provide a subforum as well, free of charge.We also have many other features to discover! Get started with Deckbox Sign up now Organize and keep track of your collection online with a free MTG
Collection Builder account. Import all of your existing cards from MTG Studio, Deckbox, or add them directly on the website. Link and share your collection with friends! See my collection as a sample! Analyze Browse your entire collection at once, or view a specific set at a time, either graphically or via sortable tables. See how much of each set, and
all of Magic, you've collected, via the use of handy progress bars. Analyze your collection and see how much your Magic cards are worth using TCGPlayer prices. Easily add to your collection! Find out how much it'd cost to complete a playset of commons, uncommons, or even one of each card in a set, and automatically add it to your TCGPlayer
shopping cart! You can sort sets by the cost to complete them, and chip away at your collection's progress bars. You can also buy Draft Cube sets. Coming Up Next A complete rewrite of MTG CB is in progress! Update includes: Token support Foreign cards Custom collection goals And more! Still being updated with new cards as they are released.
Otherwise in maintenance mode so efforts can focus on the new site. See recent changes in the changelog! Because it's awesome! Whether you keep your cards in bulk storage boxes, create custom 3-ring binders to store them in (feel free to use my templates!), or have your own elaborate organization scheme, there are many fun reasons to collect.
You can build your own draft cube in order to allow your friends to draft infinitely for free at your place, or you can expand your collection and watch a card previously valueless skyrocket after a metagame shift. (Sensei's Diving Top, anyone?) If you want to support the site directly, you can do so over at Patreon! As a patron, you can get things like:
Access to MTG CB's Discord channel. Access to polls that help direct the future of the website. And more! Become a Patron! New: Tune into The MTG Collection Builder Podcast! News and advice for Magic: the Gathering collectors. 2013-2025 MTG Collection Builder Terms and Privacy Changelog Magic the Gathering and all related properties are
copyright Wizards of the Coast. All rights reserved. MTG Studio, Deckbox, and TCGPlayer are properties of their respective owners. This site is not affiliated. Skip to main content Reddit and its partners use cookies and similar technologies to provide you with a better experience. By accepting all cookies, you agree to our use of cookies to deliver and
maintain our services and site, improve the quality of Reddit, personalize Reddit content and advertising, and measure the effectiveness of advertising. By rejecting non-essential cookies, Reddit may still use certain cookies to ensure the proper functionality of our platform. For more information, please see our Cookie Notice and our Privacy Policy.
Collectible card gameMagic: The GatheringCard GameThe back of a Magic cardDesignerRichard GarfieldPublisherWizards of the CoastRelease dateAugust5, 1993; 31 years ago(1993-08-05)TypeCollectiblePlayers2 or moreSkillsCard playingBasic arithmeticReadingAge rangel3+ChanceSome (order of cards drawn, varying card
abilities)Websitemagic.wizards.comMagic: The Gathering (colloquially known as Magic or MTG) is a collectible card game, tabletop, and digital collectible card game created by Richard Garfield.[1] Released in 1993 by Wizards of the Coast, Magic was the first trading card game and had approximately fifty million players as of February2023[update].
[21[31[4][5] Over twenty billion Magic cards were produced in the period from 2008 to 2016, during which time it grew in popularity.[6][7] As of the 2022 fiscal year[update], Magic generates over $1 billion in revenue annually.[5][8]Players in a game of Magic represent powerful dueling wizards called Planeswalkers. Each card a player draws from
their deck represents a magical spell which can be used to their advantage in battle. Instant and Sorcery cards represent magical spells a player may cast for a one-time effect, while Creature, Artifact, Enchantment, Planeswalker, and Battle cards remain on the Battlefield to provide long-term advantage. Players usually must include resource, or
Land cards representing the amount of mana that is available to cast their spells. Typically, a player defeats their opponent(s) by reducing their life totals to zero, which is commonly done via combat damage by attacking with creatures. Many other sources of damage exist in the game, in addition to alternative win-conditions which do not check life
totals.Although the original concept of the game drew heavily from the motifs of traditional fantasy role-playing games such as Dungeons & Dragons, the gameplay bears little similarity to tabletop role-playing games, while simultaneously having substantially more cards and more complex rules than many other card games.Magic can be played by
two or more players, either in person with paper cards or on a computer, smartphone or tablet with virtual cards through Internet-based software such as Magic: The Gathering Online, Magic: The Gathering Arena, Magic Duels and several others. It can be played in various rule formats, which fall into two categories: constructed and limited. Limited
formats involve players creating a deck spontaneously out of a pool of random cards typically with a minimum deck size of 40 cards.[9] In constructed formats, players create decks from cards they own, usually with a minimum of 60 cards per deck.New cards are released on a regular basis through expansion sets. Further developments include the
Wizards Play Network played at the international level and the worldwide community Players Tour, as well as a substantial resale market for Magic cards. Certain cards can be valuable due to their rarity in production and utility in gameplay, with prices ranging from a few cents to tens of thousands of dollars.Main article: Magic: The Gathering
rulesMagic: The Gathering zonesA game of Magic in progressA typical game of Magic involves two or more players who are engaged in a battle, acting as powerful wizards known as Planeswalkers. Each player has their own deck of cards, purchased and constructed from a limited pool of available cards.[10] A player typically starts the game with a
"life total" of twenty and loses the game when the total is reduced to zero.[11][12] A player can lose the game if they must draw from an empty deck. Some cards specify other ways to win or lose the game.[11][13]:50 One of the "Magic Golden Rules" is: "Whenever a card's text directly contradicts these rules, the card takes precedence".[11]
According to CNET, the game has many variants; "Magic tends to embrace all that house ruling, making it official when it catches on. Commander started as a fan-created format, after all."[14]Cards in Magic: The Gathering generally have a consistent format, with half of the face of the card showing the card's art, and the other half listing the card's
mechanics, often relying on commonly-reused keywords to simplify the card's text.[15] Cards fall into two classes: lands and spells.[citation needed] Lands produce mana, or magical energy. Players usually can only play one land card per turn, with most land providing a specific color of mana when they are "tapped", usually by rotating the card 90
degrees to show it has been used that turn. Each land can be tapped for mana only once per turn.[16]Meanwhile, spells consume mana, typically requiring at least one mana of a specific color. More powerful spells cost more, and more specifically colored, mana, so as the game progresses, more land will be in play, more mana will be available, and
the quantity and relative power of the spells played tends to increase. Spells come in several varieties: non-permanents like "sorceries" and "instants" have a single, one-time effect before they go to the "graveyard" (discard pile); "enchantments" and "artifacts" that remain in play after being cast to provide a lasting magical effect; and "creature" spells
summon creatures that can attack and damage an opponent as well as used to defend from the opponent's creature attacks; "planeswalker" spells that summon powerful allies that act similarly to other players.[17][18] Land, enchantments, artifacts, creature, planeswalker, and battle cards are considered "permanents" as they remain in play until
removed by other spells, ability, or combat effects.[18]Players begin the game by shuffling their decks and then drawing seven cards.[19] On each player's turn, following a set phase order, they draw a card, tap their lands and other permanents as necessary to gain mana as to cast spells, engage their creatures in a single attack round against their
opponent who may use their own creatures to block the attack, and then complete other actions with any remaining mana.[20] Most actions that a player can perform enter the "Stack", a concept similar to the stack in computer programming, as either player can react to these actions with other actions, such as counter-spells; the stack provides a
method of resolving complex interactions that may result in certain scenarios.[21][22]See also: Magic: The Gathering deck types and Magic: The Gathering formatsDissection of a Magic: The Gathering cardDeck construction requires strategy; players must choose cards to play from thousands of cards, requiring players to evaluate the power of their
cards, the possible synergies between them, and their possible interactions with the cards they expect to play against. This "metagame" can vary by location and time period.[23][24] The player restricts the choice of cards by deciding which colors to include in the deck.[24] Starter decks, which are part of the Magic product line, are aimed at giving
novice players ideas for deck construction.[25] Players expand their card library for deck construction through booster packs, which have a random distribution of cards from a specific Magic set and are defined by rarity.[26] These rarities are known as Common, Uncommon, Rare, and Mythic Rare; more-powerful cards are generally the rarest.[27]
[28]Most sanctioned games for Magic: The Gathering under the Wizards Play Network (WPN) use the based Constructed format that require players to create their decks from their own library of cards. In general, this requires a minimum of sixty cards in the deck, and, except for basic land cards, no more than four cards of the same named card.[29]
[30] The pool of cards is also typically limited to the Standard rotation, which consists of only recently released cards.[31] The Standard format helps to prevent "power creep" that can be difficult to predict with the size of the Magic card library and help give newer players a fair advantage with long-term players. Other Constructed formats exist that
allow for use of older expansions to give more variety for decks.[32] A large variety of formats have been defined by the WPN which allows different pools of expansions to be used or alter deck construction rules for special events.[33]Commander is a one hundred card constructed format that makes many changes to typical deck construction rules. In
Commander, each of the one hundred cards must be uniquely named, excluding basic lands and cards that have text that supersede that rule. Additionally, Commander is also a historic format, denoting that any cards from any set release can be used, excluding any specific cards that have been banned from play. Commander as a format has a
separate ban list than other Constructed formats.[34]In the Limited format, a small number of cards are opened for play from booster packs or tournament packs, and generally a minimum deck size of forty cards is enforced. One of the most popular limited formats is Booster Draft, in which players open a booster pack, choose a card from it, and pass
it to the player seated next to them. This continues until all the cards have been picked, and then a new pack is opened. Three packs are opened in total, and the direction of passing alternates left-right-left.[31][35] Once the draft is done, players create decks out of the cards they picked, basic land cards being provided for free, and play games with
the players they drafted with.[31]This section is an excerpt from Magic: The Gathering rules Banned and restricted cards.[edit]In the event individual cards are listed as "restricted", only one copy can be included in a deck; other cards are "banned" at WPN's discretion.[36] These restrictions are usually imposed for balance-of-power reasons but have
been occasionally made because of gameplay mechanics.[37][38][39] For example, with the elimination of the "play for ante" mechanic in all formal formats,[40] all cards with this feature were banned.[37] During the COVID-19 pandemic, which drew more players to the online Magic games and generated volumes of data of popular deck
constructions, Wizards of the Coast was able to track popular combinations more quickly than in a purely paper game, and in mid-2020, the company banned additional cards that in specific combinations could draw out games far longer than desired.[41]Wizards of the Coast has banned some old cards from all formal play due to inappropriate racial
or cultural depictions in their text or illustrations in the wake of the George Floyd protests, and their images have been blocked or removed from online Magic databases.[42][43] This includes a card called "Invoke Prejudice", which was displayed on the official card-index site Gatherer "at a web URL ending in '1488', numbers that are synonymous
with white supremacy".[43]The five colors of Magic: The GatheringMost cards in Magic are based on one of five colors that make up the game's "Color Wheel" or "Color Pie", shown on the back of each card, and each representing a school or realm of magic: white, blue, black, red, and green. The arrangement of these colors on the wheel describes
relationships between the schools, which can broadly affect deck construction and game execution. For a given color such as white, the two colors immediately adjacent to it, green and blue, are considered complementary, while the two colors on the opposite side, black and red, are its opposing schools.[44][45]The Research and Development (R&D)
team at Wizards of the Coast aimed to balance power and abilities among the five colors by using the Color Pie to differentiate the strengths and weaknesses of each. This guideline lays out the capabilities, themes, and mechanics of each color and allows for every color to have its own distinct attributes and gameplay. The Color Pie is used to ensure
new cards are thematically in the correct color and do not infringe on the territory of other colors.[44][45]The concepts behind each of the colors on the Color Wheel, based on a series of articles written by Mark Rosewater, are as follows:[46]White represents order, peace, and light, and draws mana from plains. White planeswalkers can summon
individually weak creatures that are collectively strong as a group such as soldiers, as well as powerful creatures and leaders that can strengthen all of the player's creatures with additional abilities or strength. Their spells tend to focus on healing or preventing damage, protecting their allies, and neutralizing an opponent's advantages on the
battlefield.[47]1[48][17]Blue represents intellect, logic, manipulation, and trickery, and pulls its mana from islands. Its magic is typically associated with the classical elements of air and water. Many of Blue's spells can interact or interfere with the opponent's spells as well as with the general flow of the game. Blue's magic is also associated with
control, allowing the player to gain temporary or full control of the opponent's creatures. Blue creatures often tend to be weak but evasive and difficult to target.[47][48][17]Black represents power, death, corruption, and sacrifice, drawing mana from swamps. Many of Black's creatures are undead, and several can be sacrificed to make other
creatures more powerful, destroy opponent's creatures or permanents, or other effects. Black creatures may be able to draw the life taken in an attack back to their caster, or may even be able to kill creatures through a deathtouch effect. Black's spells similarly coerce sacrifice by the player or their opponent through cards or life.[47][48][17]Red
represents freedom, chaos, fury, and warfare, pulling its power from mountains. Its powers are associated with the classical fire and earth elements, and it tends to have the strongest spells such as fireballs that can be powered-up by tapping additional mana when cast. Red is an offense-oriented class: in addition to powerful creatures like dragons,
red planeswalkers can summon weak creatures that can strike quickly to gain the short-term edge.[47]1[48][17]Green is the color of life, nature, evolution, and indulgence, drawing mana from forests. Green has the widest array of creatures to draw upon, ranging across all power levels, and generally is able to dominate the battlefield with many
creatures in play at once. Green creatures and spells can generate life points and mana, and can also gain massive strength through spells.[47][48][17]Most cards in Magic: The Gathering are based on a single color, shown along the card's border. The cost to play them requires some mana of that color and potentially any amount of mana from any
other color. Multicolored cards were introduced in the Legends expansion and typically use a gold border. Their casting cost includes mana from at least two colors plus additional mana from any color. Hybrid cards, included with Ravnica, use a two-color gradient border. These cards can be cast using mana from either color shown, in addition to
other mana costs. Finally, colorless cards, such as some artifacts, do not have any colored mana requirements but still require a general amount of mana to be spent to play.The color wheel can influence deck construction choices. Cards from colors that are aligned such as red and green often provide synergistic effects, either due to the core nature
of the schools or through designs of cards, but may leave the deck vulnerable to the magic of the common color in conflict, blue in the case of red and green. Alternatively, decks constructed with opposing colors like green and blue may not have many favorable combinations but will be capable of dealing with decks based on any other colors. There
are no limits to how many colors can be in a deck, but the more colors in a deck, the more difficult it may be to provide mana of the right color.[45]Magic, like many other games, combines chance and skill. One frequent complaint about the game involves the notion that there is too much luck involved, especially concerning drawing too many or too
few lands.[49] Early in the game especially, too many or too few lands could ruin a player's chance at victory without the player having made a mistake. This in-game statistical variance can be minimized by proper deck construction, as an appropriate land count can reduce mana problems. In Duels of the Planeswalkers 2012, the land count is
automatically adjusted to 40% of the total deck size.[50]A "mulligan" rule was introduced into the game, first informally in casual play and then in the official game rules.[51] In multiplayer, a player may take one mulligan without penalty, while subsequent mulligans will cost one card (a rule known as "Partial Paris mulligan").[52] The original
mulligan allowed a player a single redraw of seven new cards if that player's initial hand contained seven or zero lands. A variation of this rule called a "forced mulligan" is still used in some casual play circles and in multiplayer formats on Magic Online, and allows a single "free" redraw of seven new cards if a player's initial hand contains seven, six,
one or zero lands.[53]With the release of the Core Set 2020, a new mulligan system was introduced for competitive play known as the London Mulligan. Under this rule, after taking a mulligan, the player redraws 7 new cards, and then chooses 1 card to place on the bottom of their library for each mulligan they have taken (or chooses to mulligan
again, drawing another 7 cards.) This mulligan rule is generally considered less punishing to mulligans than the prior mulligan rule, in which a player would simply draw one less card each time they mulliganed, rather than drawing 7 new cards after each mulligan, and subsequently choosing to "bottom" one card per mulligan taken.[54][55]
[56]Confessing his love for games combining both luck and skill, Magic creator Richard Garfield admitted its influence in his design of Magic. In addressing the complaint about luck influencing a game, Garfield states that new and casual players tend to appreciate luck as a leveling effect, since randomness can increase their chances of winning
against a more skilled player. Meanwhile, a player with higher skills appreciates a game with less chance, as the higher degree of control increases their chances of winning. According to Garfield, Magic has and would likely continue decreasing its degree of luck as the game matured.[57] The "Mulligan rule", as well as card design, past vs. present,
are good examples of this trend. He feels that this is a universal trend for maturing games. Garfield explained using chess as an example, that unlike modern chess, in predecessors, players would use dice to determine which chess piece to move.[57]The original set of rules prescribed that all games were to be played for ante. Garfield was partly
inspired by the game of marbles and added this rule because he wanted the players to play with the cards rather than simply collect them.[58] The ante rule stated that each player must remove a card at random from the deck they wished to play with before the game began, and the two cards would be set aside together as the ante. At the end of the
match, the winner would take and keep both cards. Early sets included a few cards with rules designed to interact with this gambling aspect, allowing replacements of cards up for ante, adding more cards to the ante, or even permanently trading ownership of cards in play. The ante concept became controversial because many regions had
restrictions on games of chance. The ante rule was soon made optional because of these restrictions and because of players' reluctance to possibly lose a card that they owned. The gambling rule was also forbidden at sanctioned events. The last card to mention ante was printed in the 1995 expansion set Homelands.[59][60][61]Main articles: Magic:
The Gathering Organized Play, Wizards Play Network, and Friday Night MagicOfficially sanctioned Magic tournaments attract participants of all ages and are held around the world. These players in Rostock, Germany, competed for an invitation to a professional tournament in Nagoya, Japan.The Wizards Play Network (WPN), formerly the Duelists'
Convocation International (DCI), is the organizing body for sanctioned Magic events; it is owned and operated by Wizards of the Coast. The WPN establishes the set allowances and card restrictions for the Constructed and Limited formats for regulation play for tournaments as well as for other events.[62]"Thousands of games shops" participate in
Friday Night Magic (FNM),[63] an event sponsored by the WPN; it is advertised as "the event where new players can approach the game, and start building their community".[64] FNM offers both sanctioned tournament formats and all casual formats.[62][65] In 2018, The New Yorker reported that "even as it has grown in popularity and size, Magic
flies low to the ground. It thrives on the people who gather at lunch tables, in apartments, or in one of the six thousand stores worldwide that Wizards has licensed to put on weekly tournaments dubbed Friday Night Magic".[66] FNM tournaments can act as a stepping-stone to more competitive play.[67]Magic tournaments regularly occur in gaming
stores and other venues. Larger tournaments with hundreds of competitors from around the globe sponsored by Wizards of the Coast are arranged many times every year, with substantial cash prizes for the top finishers.[68] A number of websites report on tournament news, give complete lists for the most currently popular decks, and feature
articles on current issues of debate about the game.[citation needed] Additionally, the WPN maintains a set of rules for being able to sanction tournaments, as well as runs its own circuit.[67]By winning a yearly Invitational tournament, Jon Finkel won the right for this card to feature his design and likeness.[69]The WPN ran the Pro Tour as a series of
major tournaments to attract interest.[70] The right to compete in a Pro Tour had to be earned by either winning a Pro Tour Qualifier Tournament or being successful in a previous tournament on a similar level. The Pro Tour would take place over the course of three days. The first two days were usually structured in a Swiss format. On the final day,
the top eight players would compete with each other in a single-elimination format to select the winner.[71] At the end of the competition in a Pro Tour, players were awarded Pro Points depending on their finishing place. If the player finished high enough, they would also be awarded prize money.[71] Frequent winners of these events made names
for themselves in the Magic community, such as Luis Scott-Vargas, Gabriel Nassif, Kai Budde and Jon Finkel. As a promotional tool, the DCI launched the Hall of Fame in 2005 to honor selected players.[72]At the end of the year the Magic World Championship would be held. The World Championship functioned like a Pro Tour, except that competitors
had to present their skill in three different formats (usually Standard, booster draft, and a second constructed format) rather than one. Another difference was that invitations to the World Championship could not be gained through Pro Tour Qualifiers. They could only be earned via the national championship of a country. Most countries sent their top
four players of the tournament as representatives, though nations with minor Magic playing communities would sometimes only send one player. The World Championship also has a team-based competition, where the national teams compete with each other.[73]At the beginning of the World Championship, new members were inducted into the Hall
of Fame. The tournament also concluded the current season of tournament play and at the end of the event, the player who earned the most Pro Points during the year was awarded the title "Pro Player of the Year". The player who earned the most Pro Points and did not compete in any previous season was awarded the title "Rookie of the Year".
[73]Invitation to a Pro Tour, Pro Points, and prize money could also be earned in lesser tournaments called Grand Prix that were open to the general public and held more frequently throughout the year.[74] Grand Prix events were usually the largest Magic tournaments, sometimes drawing more than 2,000 players. The largest Magic tournament ever
held was Grand Prix: Las Vegas in June 2013 with a total of 4,500 players.[75]In 2018, Wizards of the Coast announced that 2019 would be the last season for The Pro Tour and the Pro Club.[76] With these changes, the system eliminated Nationals, the World Magic Cup, and the Team Series.[76]Starting with a partial season in 2019, the new
organized play structure for Magic: The Gathering split into digital and tabletop play with separate Mythic Championships for Magic: The Gathering Arena and tabletop play.[77] The Magic Pro League (MPL) included the top 32 players from the previous season, although two players turned down their spots.[78] The players were notably given a
$75,000/year salary and the opportunity to win much more money in exclusive tournaments.[78] The new system consisted of several interconnected circuits: The Player's Tour, The Magic Pro League, Challengers/Rivals, Tabletop Mythic Championships, and Arena Mythic Championships.[77] The new organized play system did maintain the yearly
World Championship, but it was made a more exclusive 16 player tournament. In order to compete in the World Championship in this structure you must have placed top four in MPL, placed top four in the Challengers/Rivals League, won one of the seven tabletop or arena Mythic Championships, or won of the previous year's World Championship.
[77TWhile the Mythic Championships and Magic Pro League catered to the highest level of competitive play, the Player's Tour system was meant to give a path for average players to go from their local game store to the World Championship.[77] There were three regional Player's Tours for Europe, Asia-Pacific, and the Americas.[77] There were
several ways to qualify for a regional Player's Tour, including local store events, accumulating points at Gran Prix/MagicFests, and winning on Magic: The Gathering Online.[77]In 2021, it was announced that the competitive play system would undergo another shift. Wizards of the Coast stressed a return to in-person play and the disbandment of The
Magic Pro League after the 20212022 season.[79] According to several players from the MPL, the messaging they received was that competitive Magic would no longer be supported as a full-time, high-paid esports profession.[80]After announcing that The Magic Pro League would no longer be supported, Wizards of the Coast announced a return to
the branding of The Pro Tour.[81] With a simplified structure, the new Pro Tour system kept some of the original aspects from the system introduced in 2005, like a point system and the World Championship tournament each year.[81] The new system starts players at Regional Championship qualifiers, which are exclusively held by local game shops.
Winners of local qualifiers advance to Regional Championships which would be comparable to a Grand Prix in the previous systems.[81] If a player performs well enough at their Regional Championship, they can qualify for a Pro Tour tournament. Players who earned 10 wins in the previous pro tour or have enough Adjusted Match Win (AMW) points
from the previous season also earn a Pro Tour Qualification.[81] The World Championship under the new system will have around 128 players who will compete for a $1,000,000 prize pool.[81]Garfield in 2014Richard Garfield had an early attachment to games during his youth: before settling down in Oregon, his father, an architect, had taken his
family to Bangladesh and Nepal during his work projects. Garfield did not speak the native languages, but was able to make friends with the local youth through playing cards or marbles. Once back in the United States, he had heard of Dungeons & Dragons but neither his local game store nor his friends had a copy, so he developed his own version of
what he thought the game would be based on the descriptions he had read, which considered closer to Clue, with players moving from room to room fighting monsters with a fixed end-goal. When Garfield eventually got copies of the Dungeons & Dragons rulesets, he was surprised that it was a more open-ended game but was "dreadfully written".[66]
Dungeons & Dragons's open-endedness inspired him, like many others, to develop their own game ideas from it.[66] For Garfield, this was a game he called Five Magics, based on five elemental magics that were drawn from geographically diverse areas. While this remained the core concept of Five Magics, Garfield continued to refine the game while
growing up, often drastically changing the base type of game, though never planned to publish this game.[66]In 1991, Garfield was a doctoral candidate in combinatorial mathematics at University of Pennsylvania and had been brought on as an adjunct professor at Whitman College. During his candidacy, he developed his ideas and had playtested
RoboRally, a board game based on moving robots through a factory filled with hazards. Garfield had been seeking publishers for the title, and his colleague, Mike Davis, suggested the newly formed Wizards of the Coast, a small outfit established by Peter Adkison, a systems analyst for Boeing in Seattle.[82][66] In mid-1991, the three arranged to meet
in Oregon near Garfield's parents' home. Adkison was impressed by RoboRally but considered that it had too many logistics and would be too risky for him to publish. He told Garfield and Davis that he liked Garfield's ideas and that he was looking for a portable game that could be played in the downtime that frequently occurs at gaming conventions.
[82]After the meeting, Garfield remained in Oregon to contemplate Adkison's advice. While hiking near Multnomah Falls, he was inspired to take his Five Magics concept but apply it to collectible color-themed cards, so that each player could make a customizable deck, something each player could consider part of their identity.[66] Garfield arranged
to meet with Adkison back in Seattle within the week,[83] and when Adkison heard the idea, he recognized the potential that this would be a game that could be expanded on indefinitely with new cards in contrast to most typical tabletop games; Adkison later wrote on the idea on a USENET post "If executed properly, [the cards] would make us
millions."[66] Adkison immediately agreed to produce it.[84]Garfield returned to Pennsylvania and set out to design the game's core rules and initial cards, with about 150 completed in the few months after his return. The type of gameplay centered on each color remained consistent with how Five Magics had been and with how Magic: The Gathering
would stay in the future, such as red representing aggressive attacks.[82] Other games also influenced the design at this point, with Garfield citing games like Cosmic Encounter and Strat-o-matic Baseball as games that differ each time they are played because of different sets of cards being in play.[85]Initial "cards" were based on using available
copyrighted art, and copied to paper to be tested by groups of volunteers at the university.[82] About six months after the meeting with Adkison, Garfield had refined the first complete version of his game.[82] Garfield also began to set the narrative of the game in "Dominia", a multiverse of infinite "planes" from which players, as wizards, can draw
power, which would allow for the vast array of creatures and magics that he was planning for the cards.[85]Garfield has stated that two major influences in his creation of Magic: the Gathering were the games Cosmic Encounter,[86] which first used the concept that normal rules could sometimes be overridden, and Dungeons & Dragons. One of the
"Magic Golden Rules" states that "Whenever a card's text directly contradicts these rules, the card takes precedence."[87] The Comprehensive Rules, a detailed rulebook, exists to clarify conflicts.[88]Simultaneously, Adkison sought investment into Wizards of the Coast to prepare to publish the game. The company had already committed to
completing The Primal Order rulebook, aimed to be compatible with most other role-playing systems on the market, which most investment was drawn to. He had to bring in a number of local Cornish artists to create the fantasy art for Garfield's cards, offering them shares in Wizards of the Coast in payment.[82] After The Primal Order was published
in 1992, Wizards of the Coast was sued by Palladium for copyright infringement, a case that was settled out of court and with the result that a second printing of The Primal Order removed the rules relevant to Palladium's system, but this case also financially harmed Wizards of the Coast.[82] Adkison decided to create a separate company, Garfield
Games, for publishing the card game.[82]While the game was simply called Magic through most of playtesting, when the game had to be officially named a lawyer informed them that the name Magic was too generic to be trademarked. Mana Clash was instead chosen to be the name used in the first solicitation of the game. However, everybody
involved with the game continued to refer to it simply as Magic. After further legal consultation, it was decided to rename the game Magic: The Gathering, thus enabling the name to be trademarked.[89]By 1993, Garfield and Adkison had gotten everything ready to debut Magic: The Gathering at that year's Gen Con in Milwaukee that August, but did
not have the funds for production to have cards shipped to game stores in time. Adkison took a single box of cards with a handful of complete decks to the Wizards booth at Origins Game Fair hoping to secure the funds by demonstrating the game. Among those he demonstrated to were representatives of Wargames West, manufacturers of historical
tactics games; the representatives eventually brought their CEO over, and after seeing the game, took Adkison to dinner and negotiated funding terms. Adkison returned with US$40,000, enough to make the necessary orders.[82]Magic: The Gathering underwent a general release on August 5, 1993.[90] After shipping the orders, Adkison and his wife
drove towards Milwaukee while making stops at game stores to demonstrate the game and drum up support for Gen Con. Their initial stops were quiet, but word of mouth from previous stops spread, and as they traveled south and west, they found larger and larger crowds anxiously awaiting their arrival.[82] Garfield met up with Adkison at Gen Con,
where their shipment of 2.5 million cards had been delayed a day. Despite this, by the end of the convention, they had completely sold out.[82]Magic was an immediate success for Wizards of the Coast.[91] By October 1993, they had sold out their supply of 10 million cards.[92] Wizards was even reluctant to advertise the game because they were
unable to keep pace with existing demand.[93] Initially Magic attracted many Dungeons & Dragons players,[93] but the following included all types of other people as well.[94]The success of the initial edition prompted a reissue later in 1993, along with expansions to the game. Arabian Nights was released as the first expansion in December 1993.
New expansions and revisions of the base game ("Core Sets") have since been released on a regular basis, amounting to four releases a year. By the end of 1994, the game had printed over a billion cards.[95] Until the release of Mirage in 1996, expansions were released on an irregular basis. Beginning in 2009 one revision of the core set and a set of
three related expansions called a "block" were released every year.This system was revised in 2015, with the Core Set being eliminated and blocks now consisting of two sets, released semiannually. A further revision occurred in 2018, reversing the elimination of the core sets and no longer constraining sets to blocks. While the essence of the game
has always stayed the same, the rules of Magic have undergone three major revisions with the release of the Revised Edition in 1994, Classic Edition in 1999, and Magic 2010 in July 2009.[96] With the release of the Eighth Edition in 2003, Magic received a major visual redesign.In 1996, Wizards of the Coast established the "Pro Tour",[72] a circuit of
tournaments where players can compete for sizeable cash prizes over the course of a single weekend-long tournament. In 2009 the top prize at a single tournament was US$40,000.[68] Sanctioned through the DCI, the tournaments added an element of prestige to the game by virtue of the cash payouts and media coverage from within the community.
For a brief period of time, ESPN2 televised the tournaments.[97]By April 1997, 2 billion cards had been sold.[98] In 1999, Wizards of The Coast was acquired by Hasbro for $325 million, making Magic a Hasbro game.A patent was granted to Wizards of the Coast in 1997 for "a novel method of game play and game components that in one embodiment
are in the form of trading cards" that includes claims covering games whose rules include many of Magic's elements in combination, including concepts such as changing orientation of a game component to indicate use (referred to in the rules of Magic and later of Garfield's games such as Vampire: The Eternal Struggle as "tapping") and constructing
a deck by selecting cards from a larger pool.[99] The patent has aroused criticism from some observers, who believe some of its claims to be invalid.[100] In 2003, the patent was an element of a larger legal dispute between Wizards of the Coast and Nintendo, regarding trade secrets related to Nintendo's Pokmon Trading Card Game. The legal action
was settled out of court, and its terms were not disclosed.[101]While unofficial methods of online play existed previously,[note 1] Magic Online (often shortened to "MTGO" or "Modo", the latter name being used due to the game's original title of Magic Online with Digital Objects), an official online version of the game, was released in 2002. A new,
updated version of Magic Online was released in April 2008.[102]In February 2018, Wizards noted that between the years of 2008 and 2016 they had printed over 20 billion Magic: the Gathering cards.[103] In 2022, CBR reported that "over 20,000 unique MTG cards have been created" since the game's release.[104]Wizards of the Coast has
continued to release expansions and sets through 2023, though the number of such expansions released per year began to increase, leading to concerns from investors and analysis that the accelerated release may create market fatigue.[5]See also: List of Magic: The Gathering setsMagic: The Gathering cards are produced in much the same way as
normal playing cards. Each Magic card, approximately 6388mm in size (2.5 by 3.5inches), has a face which displays the card's name and rules text as well as an illustration appropriate to the card's concept. 23,318 unique cards have been produced for the game as of September2016[update],[105]many of them with variant editions, artwork, or
layouts, and 6001000 new ones are added each year. The first Magic cards were printed exclusively in English, but current sets are also printed in Simplified Chinese, Traditional Chinese, French, German, Italian, Japanese, Korean, Portuguese, Russian, and Spanish.[106]The overwhelming majority of Magic cards are issued and marketed in the form
of sets. For the majority of its history there were two types: the Core Set and the themed expansion sets. Under Wizards of the Coast's current production and marketing scheme, a new set is released quarterly.[needs update] The majority of cards are sold in booster packs, which contain fifteen cards normally divided into four rarities, which can be
differentiated by the color of the expansion symbol.[note 2] A fifteen-card booster pack will typically contain one rare (gold), three uncommons (silver), ten commons (black), and one basic land (colored black, as commons). Sets prior to Shards of Alara contained eleven commons instead of a basic land. Shards of Alara also debuted mythic rares (red-
orange), which replace one in eight rare cards on average. There are also premium versions of every card with holographic foil, randomly inserted into some boosters in place of a common, which replace about one in seventy cards.Each standard-legal set since Ikoria (except Core 2021) features 2-5 Commander decks, as the Commander format has
become one of the most popular ways to play Magic, releasing preconstructed commander decks with every set allows for the creation of cards unique to the format that are thematically tied to the setting of their respective expansion, as well as giving more options to new players who want to try Commander.[107]Each set from Kaladesh to Core
2021 (except Ikoria) featured two Planeswalker decks, which were meant to help new players learn the game. They contained a 60-card pre-constructed deck with an exclusive Planeswalker, as well as several exclusive cards, two booster packs from the set they accompanied, as well as a rule guide and a card board box with an image of the included
Planeswalker.Each set from Shards of Alara to Eldritch Moon featured five Intro Packs, which fulfilled the same function as planeswalker decks. They contained a 60-card pre-constructed deck, as well as two booster packs from the set they accompany and a rule guide.Each set from Mirrodin Besieged to Gatecrash featured two Event Decks, which
were pre-constructed decks designed as an introduction to tournament play. Beginning with Dragon's Maze, each set featured only one Event Deck. However, event decks were discontinued after the set Battle for Zendikar.Previously, cards were also sold in Tournament Packs typically containing three rares, ten uncommons, thirty-two commons, and
thirty basic lands.[note 3] Tournament Packs were discontinued after Shards of Alara.As of 2018, the number of consecutive sets set on the same world varies.[109] For example, although Dominaria takes place in one set, the Guilds of Ravnica block takes place over three sets. In addition, small sets have been removed due to developmental problems
and all sets are now large. Prior to this change, sets were put into two-set blocks, starting with a large set and ending with a smaller one three months later.[110] Prior to 2016, expansion sets were released in a three-set block (again, beginning with a larger set followed by two smaller sets). These sets consist almost exclusively of newly designed
cards. In contrast with the wide-ranging Core Set, each expansion focuses on a subset of mechanics and ties into a set storyline. Expansions also dedicate several cards to a handful of particular, often newly introduced, game mechanics.[109]The Core Sets began to be released annually (previously biennially) in July 2009 coinciding with the name
change from 10th Edition to Magic 2010. This shift also introduced new, never before printed cards into the core set, something that previously had never been done.[111] However, core sets were discontinued following the release of Magic Origins, on July 17, 2015, at the same time that two-set blocks were introduced.[110] Wizards of Coast
announced on June 12, 2017, that they planned on revamping and reintroducing a revamped core set,[112] and Core Set 2019 was released on July 13, 2018.In addition to the quarterly set releases, Magic cards are released in other products as well, such as the Planechase and Archenemy spin-off games. These combine reprinted Magic cards with
new, oversized cards with new functionality. Magic cards are also printed specifically for collectors, such as the From the Vault and Premium Deck Series sets, which contain exclusively premium foil cards.In 2003, starting with the Eighth Edition Core Set, the game went through its biggest visual change since its creationa new card frame layout was
developed to allow more rules text and larger art on the cards, while reducing the thick, colored border to a minimum.[113] The new frame design aimed to improve contrast and readability using black type instead of the previous white, a new font, and partitioned areas for the name, card type, and power and toughness. The card frame was changed
once again in Core Set 2015, which maintained the same templating, but made the card sleeker and added a holo-foil stamp to every rare and mythic card to curtail counterfeiting.For the first few years of its production, Magic: The Gathering featured a small number of cards with names or artwork with demonic or occultist themes, in 1995 the
company elected to remove such references from the game. In 2002, believing that the depiction of demons was becoming less controversial and that the game had established itself sufficiently, Wizards of the Coast reversed this policy and resumed printing cards with "demon" in their names.[114]In 2019, starting with Throne of Eldraine, booster
packs have a chance of containing an alternate art "showcase card". This is to increase the reward of buying boosters and make opening packs more exciting.[115]A new format, "Jumpstart", was introduced in July 2020 alongside the Core 2021 set. These are special themed 20-card booster packs, based on nearly 500 cards, several being reprints of
cards from previous sets, with 121 possible packs available. Each is a curated set rather than random selection of cards, built around a theme, such as "Pirates" or "Unicorns". Each theme has a small number of possible card sets on that theme, distributed on a rarity basis, such that the specific booster that a player purchases will still be a random
selection. Because many are reprints, not all Jumpstart cards are available to be used in the various Constructed formats but can be used in other modes of play.[116] Jumpstart was designed to make it much easier to get into Magic by eliminating the deck-building but still providing some customization and randomness that comes with card
acquisition and deck building. A special Jumpstart format was introduced for these boosters, where players select two desired themes, and are given a random booster from those themes and sufficient land cards to make a 60-card deck.[117]With the release of the Murders At Karlov Manor set in February 2024, Wizards have introduced a new
booster set called "Play boosters", which replace Draft and Set booster packs in the future. Play boosters contain 14 cards with a set distribution of common, uncommon, and rare/mythic cards, along with land and wildcards; however, within each of these, there is a chance for special "booster fun" variant. There is also a chance at a card from "The
List", a limited number of cards from MTG's history. These boosters are intended to be usable for draft gameplay modes as well as for normal library expansion, as in years since the Set booster introduction, Wizards had found that stores favors those sales over Draft boosters.[118]Main article: Multiverse (Magic: The Gathering)Garfield had
established that Magic: The Gathering took place in a Multiverse with countless possible worlds (planes), the game's primary events taking place on the planes of Dominaria, Ravnica, Zendikar, and Innistrad. Only extremely rare beings called Planeswalkers are capable of traversing the Multiverse. This allows the game to frequently change worlds so



as to renew its mechanical inspiration, while maintaining planeswalkers as recurrent, common elements across worlds. Players represent planeswalkers able to draw on the magics and entities of these planes to do battle with others. Story elements were told through the cards' flavor text, and a driving narrative.[119] The first expansion Arabian
Nights designed by Garfield was based on One Thousand and One Nights folklore and include figures from that like Aladdin.[120]Early expansions were designed separately, each with their own internal narrative to establish concepts, keywords, and flavoring.[119][120] With Weatherlight, the team wanted to start a longer arc that would cover
multiple expansions over five years that would also extend into comics, magazines, and other media.[121][122] However, with a change in oversight of the Magic: The Gathering team, player fatigue, and a disconnect between the novels and cards, this plan was scrapped. returning to the general approach of designing a narrative specific to one
expansion.[119]Wizards, which had regained the license from Harper Prism and Armada (an imprint of Acclaim Entertainment) to write novels for Magic: The Gathering, still worked to integrate the novel writing staff with the game designers so that there was some cohesion between the game and books, but did not seek to make this a key priority as
the Weatherlight goal had been.[119][123] Novels soon gave way to eBooks and later to shorter stories posted on the Wizards' website which fared better in terms of popularity.[124]In 2017, Wizards hired novelist and scriptwriter Nic Kelman as their Head of Story and Entertainment. Kelman became responsible for crafting the Magic: The Gathering
story bible from all established lore as reference for further expansions and for the external media.[125] This task helped Kelmen to prepare the novel War of the Spark: Ravnica that was published just prior to the new set War of the Spark, with cards retaining continuity with the novel and past events.[126]See also: List of Magic: The Gathering
artistsEach card has an illustration to represent the flavor of the card, often reflecting the setting of the expansion for which it was designed. Much of Magic's early artwork was commissioned with little specific direction or concern for visual cohesion.[127] One infamous example was the printing of the creature Whippoorwill without the "flying"
ability even though its art showed a bird in flight.[128] The art direction team later decided to impose a few constraints so that the artistic vision more closely aligned with the design and development of the cards. Each block of cards now has its own style guide with sketches and descriptions of the various races and places featured in the setting.
[129]A few early sets experimented with alternate art for cards. However, Wizards came to believe that this impeded easy recognition of a card and that having multiple versions caused confusion when identifying a card at a glance.[130] Consequently, alternate art is now only used sparingly and mostly for promotional cards.[note 4] When older
cards are reprinted in new sets, however, Wizards of the Coast usually prints them with new art to make the older cards more collectible,[131] though they sometimes reuse well-received artwork if it makes sense thematically.At the back of each card, at the end of the word "Deckmaster", a pen stroke is visible. According to Wizards of the Coast, this
is a printing error which was never corrected, as all card backs have to look the same.[132]As Magic has expanded across the globe, its artwork has had to change for its international audience. Artwork has been edited or given alternate art to comply with the governmental standards. For example, the portrayal of skeletons and most undead in
artwork was prohibited by the Chinese government until 2008.[133][134]Wizards of the Coast has introduced special cards and sets that include cross-promotional elements with other brands typically as promotional cards, not legal for Standard play and may not be playable even in eternal formats. Four promotional cards were sold at HasCon 2017,
featuring three other Hasbro brands, Transformers, Nerf, and Dungeons & Dragons.[135] A special three-card set based on characters from My Little Pony: Friendship Is Magic (another Hasbro brand) was sold as both physical product and digital items within MTG Arena to support the Extra Life charity.[136] The "Ikoria, Lair of Behemoths" set
released in April 2020 included 16 kaiju monsters from Toho as promotional cards, such as Godzilla.[137][138]The Secret Lair promotional series has also been used to introduce crossover cards from other brands (as well as special artists through Special Guest cards); these cards are generally legal for play and use existing cards with new art,
names, and flavor to fit the theme. As part of the Secret Lair set in 2020, a number of cards were made that featured crossovers with AMC's television show The Walking Dead, which the development team felt was a natural fit since zombies were already part of the Magic game.[139] A limited set of land cards in the Secret Lair featured paintings
from Bob Ross, licensed through his estate.[140]In June 2021, Wizards of the Coast announced a Secret Lair based on Dungeons and Dragons cartoon.[141] Secret Lair drops in 2021 featured cards based on Stranger Things,[142] while Fortnite and Street Fighter were featured in 2022.[143][144] In 2022, cards illustrated by mangaka Junji Ito were
released as Special Guest cards.[145]The 2024 Secret Lair release featured cards based on Monty Python and the Holy Grail, including a Tim the Enchanter card based on the standard Prodigal Sorceror card which has been nicknamed Tim in honor of the film character by the Magic community.[146] There are also Secret Lair cards based on
musicians, mainly Post Malone (an avid fan of the card game),[147] and multiple drops featuring Hatsune Miku and various Vocaloid characters.[148][149]A Marvel Secret Lair release was released in November 2024,[150][151] while a SpongeBob SquarePants set was released 2025.[152]The Universes Beyond series has been used to bring more
crossover properties into Magic such as Warhammer 40,000 and The Lord of the Rings.[153] Whereas Secret Lair sets may only consist of a few cards that may be unplayable under normal rules, Universes Beyond sets include dozens of cards, including Commander decks and booster packs, and their cards are play-legal and usable in most Magic
gameplay formats.[154] Universes Beyond sets for Doctor Who, and Jurassic Park were released in 2024.[155] In 2025, in addition to sets based on Final Fantasy and Spider-Man, all future Universes Beyond sets will be made legal to play in all formats.[156] Sets based on video games Fallout and Assassin's Creed, were released as well.[157] Wizards
has also partnered with Marvel Entertainment to bring several "tentpole" sets featuring Marvel characters to the game, starting with a Spider-Man themed set in 2025.[158]Wizards has continued to develop a strong connection between the Magic and the Dungeons & Dragons (D&D) universes, also owned by Wizards of the Coast. Greg Tito, Wizards
of the Coast Senior Communications Manager, said that "there is a huge crossover between Magic players and D&D players".[159] In July 2021, a D&D themed set expansion, Adventures in the Forgotten Realms, was released; it is based on the Forgotten Realms campaign setting.[160][161] Separately, elements of Magic have been brought into the
role-playing game. The first such official crossover was a D&D campaign setting book for the plane of Ravnica, a Magic expansion introduced in 2005 and 2006 and later revisited in the 2018 expansion Guilds of Ravnica.[162][163]Guildmasters' Guide to Ravnica was also published in 2018 to correspond with the newer Magic expansion's release.[163]
A second campaign setting book, Mythic Odysseys of Theros (2020), introduced the plane of Theros to D&D and corresponded with the 2020 Theros Beyond Death expansion.[164] Strixhaven: A Curriculum of Chaos (2021) introduces the 2021 Magic expansion as a D&D campaign setting;[165] it was released in December 2021.[166]Greg Gorden
reviewed Magic: The Gathering in White Wolf #38 (1993), rating it a 4 out of 5 and stated that "Small game companies struggle along until they get their breakout product. West End Games had Star Wars. White Wolf had Vampire. I feel Magic is Wizards of the Coast's breakout game... if their cards fall right."[167]Scott Haring reviewed Magic: The
Gathering in Pyramid #4 (Nov./Dec., 1993), and stated that "Not only is Magic the best gaming bargain to come down the pike in memory; not only is it the most original idea in years; it's also a delightfully addictive game that you and your friends will find impossible to put down."[168] Marcelo A. Figueroa reviewed the game in a 1993 issue of Space
Gamer/Fantasy Gamer, noting both positives and negatives, stating that, "despite all of its flaws, it's as endearing as Star Fleet Battles".[169] Overall, Figueroa rated the game a 7 out of 10.[169]A 2004 article in USA Today suggested that playing Magic might help improve the social and mental skills of some of the players. The article interviewed
players' parents who believe that the game, similar to sports, teaches children how to more gracefully win and lose. Magic also contains a great amount of strategy and vocabulary that children may not be exposed to on a regular basis. Parents also claimed that playing Magic helped keep their children out of trouble, such as using illegal drugs or
joining criminal gangs. On the other hand, the article also briefly mentions that Magic can be highly addictive, leading to parents worried about their children's Magic obsession.[170] In addition, until 2007, some of the better players had opportunities to compete for a small number of scholarships.[171]Jordan Weisman, an American game designer
and entrepreneur, commentedl love games that challenge and change our definition of adventure gaming, and Magic: The Gathering is definitely one of a very short list of titles that has accomplished that elusive goal. By combining the collecting and trading elements of baseball cards with the fantasy play dynamics of role-playing games, Magic
created a whole new genre of product that changed our industry forever.[172]In 2015, The Guardian reported that an estimated 20 million people played Magic around the world and that the game had a thriving tournament scene, a professional league and a weekly organized game program called Friday Night Magic.[63]A July 2019 article in
Bloomberg reported that "Magic is part of the [Hasbro's] 'franchise brands,' a segment that accounted for $2.45 billion in net revenue for the company last year, bigger than its emerging, partner and gaming brand units combined. [Chris] Cocks said Magic accounts for a 'meaningful portion' of that, with KeyBanc estimating the game's contribution is
already more than $500 millionincluding both the physical cards and the nascent digital version. Of the franchise brands, only Magic and Monopoly logged revenue gains last year".[173] Magic: The Gathering Arena, in open beta testing since September 2018, is a free-to-play digital collectible card game with microtransaction purchases based on
Magic.[174][175]Brett Andress, an analyst at KeyBanc Capital Markets, predicts Magic: The Gathering Arena adding as much as 98 cents a share in incremental earnings to results by 2021 (which is at least a 20% boost).[173] Joe Deaux, for Bloomberg, wrote that "nearly 3 million active users will be playing Arena by the end of this year, KeyBanc
estimates, and that could swell to nearly 11 million by 2021 according to its bull case scenarioespecially if it expands from PCs to mobile. That's just active users, and registered users could be higher by the millions. Already, according to Hasbro, a billion games have been played online".[173]In 2022, The Gamer and Kotaku reported on the increased
product release schedule for Magic: The Gathering[176][177] with The Gamer opining that the increased number of preview seasons for the game was leading to exhaustion within the community and had "drained the well of enthusiasm dry".[178] Wizards released a commemorative product, Magic: The Gathering 30th Anniversary Edition, for $999;
this product rereleased cards which were not sanctioned for tournament play.[179][180] CNET stated that "it's not a practical purchase, it's a piece of art".[180] Both WBUR and Vice reported that many fans were unhappy with the price point of the product.[181][182] Vice commented that there is "a growing divide in the Magic: The Gathering
community between the casual players and the collectors" as "some rich collectors have turned the cards into a kind of commodities market [...]. Wizards of the Coast has increasingly catered to this kind of consumer" leading to products that are too expensive for many casual players.[182] CNBC reported that "Bank of America downgraded the stock
of Wizard of the Coast's owner, Hasbro"[181] in November 2022 with analyst Jason Haas stating that changes to the Magic: The Gathering "brand amount to Hasbro 'killing its golden goose'" and highlighting that the "primary concern" is the overproduction of "Magic cards which has propped up Hasbro's recent results but is destroying the long-term
value of the brand".[183][176]1994: Mensa Select Award winner[184]1994: Origins Awards for Best Fantasy or Science Fiction Board game of 1993 and Best Graphic Presentation of a Board game of 1993[185]1994: Origins Award for the Legends expansion as Best Game Accessory[184]1995: Deutscher Spiele Preis special award for new game
mechanics[186]1995: Italian Gaming Society Gioco dell'Anno award winner[184]1996: Super As d'Or award for "Best New Game Concept and Genre Introduced in France"[184]1997: InQuest Fan Award for Best CCG Expansion for the Weatherlight expansion[184]1998: Origins Award for the Urza's Saga expansion as Collectible Card Game Expansion
of the Year[187]1999: Inducted alongside Richard Garfield into the Origins Hall of Fame[187]2003: Games Magazine selected Magic for its Games Hall of Fame[188]2005: Origins Award for the Ravnica: City of Guilds expansion as Collectible Card Game Expansion of the Year[189]2009: Origins Award for the Shards of Alara expansion as Collectible
Card Game Expansion of the Year[190]2012: Origins Award for the Innistrad expansion as Collectible Card Game Expansion of the Year[191]2015: Origins Award for the Khans of Tarkir expansion as Best Collectible Card Game of the Year[192]2019: Inducted into the National Toy Hall of Fame[193]In addition, several individuals including Richard
Garfield and Donato Giancola won personal awards for their contributions to Magic.[184]The success of Magic: The Gathering led to the creation of similar games by other companies as well as Wizards of the Coast themselves. Companion Games produced the Galactic Empires CCG (the first science fiction trading card game), which allowed players
to pay for and design their own promotional cards, while TSR created the Spellfire game, which eventually included five editions in six languages, plus twelve expansion sets. Wizards of the Coast produced Jyhad (now called Vampire: The Eternal Struggle), a game about modern-day vampires. Other similar games included trading card games based
on Star Trek and Star Wars.[94] Magic is often cited as an example of a 1990s collecting fad, though the game's makers were able to overcome the bubble traditionally associated with collecting fads.[194] Its popularity often was associated with addictive behavior similar to gambling through the allure of gaining new cards in booster packs and
expansions, and due to this, Magic: The Gathering has been sometimes called "cardboard crack" by both fans and critics.[195][196]There was a brief resurgence of a satanic panic over Magic: The Gathering in the mid-1990s, following a similar panic over Dungeons and Dragons, though it did not persist for long.[197][198]There is an active secondary
market in individual cards among players and game shops. This market arose from two different facets: players seeking specific cards to help complete or enhance their existing decks and thus were less concerned on the value of the cards themselves, and from collectors seeking the rarer cards for their monetary value to complete collections.[199]
Many physical and online stores sell single cards or "playsets" of four of a card. Common cards rarely sell for more than a few cents and are usually sold in bulk. Uncommon cards and weak rare cards typically sell from 10 up to US$1.[200]The more expensive cards in Standard tournament playa rotating format featuring the newest cards designed to
be fairer and more accessible to newer playersare typically priced between $1 and $25. A second format, Modern, comprising an intermediate level of power and allowing most cards released since roughly 2003, has staple cards that often value between $5 and $100, with higher rarity and demand but reprints every few years intended to keep the
format affordable. Foil versions of rare and mythic rare cards are typically priced at about twice as much as the regular versions. Some of the more sought-after rare and mythic rare cards can have foil versions that cost up to three or four times more than the non-foil versions.[200]A few of the oldest cards, due to smaller printings and limited
distribution, are highly valued and rare. This is partly due to the Reserved List, a list of cards from the sets Alpha to Urza's Destiny (19941999) that Wizards has promised never to reprint.[201] Legacy-only cards on the Reserved List are in short supply due to smaller print runs of the game in its oldest days, and may be worth $200 to $1,000 or
higher. And certain Vintage cardsthe oldest cards in Magic, with most on the Reserved List, such as the so-called "Power Nine"can easily cost more than $1,000 apiece.[202]The most expensive card that was in regular print, versus a promotional or special printing, is the Black Lotus, which are currently worth thousands of dollars. In 2019, an
anonymous buyer purchased an unsigned "Pristine 9.5 grade" Beckett Grading Services-graded Alpha Black Lotus for a record $166,100.[202] A PSA "Gem Mint 10" graded Alpha Black Lotus, framed in a case signed by its artist Christopher Rush, sold at auction for $511,100 in January 2021,[203] while a similar Black Lotus of the same quality sold
for $540,000 in March 2023.[204] In July 2023, the singleton "One Ring" card printed as part of The Lord of the Rings crossover set was found by a retail worker in Toronto, who later sold it to rapper Post Malone for $2 million.[205][206] A mint-condition Alpha Black Lotus sold for $3 million in April 2024.[207]The secondary market started with
comic book stores, and hobby shops displaying and selling cards, with the cards' values determined somewhat arbitrarily by the employees of the store. Hobbyist magazines, already tracking prices of sports trading cards, engaged with the Magic secondary market by surveying the stores to inquire on current prices to cards, which they then
published.[199] With the expansion of the Internet, prices of cards were determined by the number of tournament deck lists a given card would appear in. If a card was played in a tournament more frequently, the cost of the card would be higher, in addition to the market availability of the card.[208][199]When eBay, Amazon, and other large online
markets started to gain popularity, the Magic secondary market evolved substantially, with the site TCGPlayer.com launched in 2008 being the first that not only compiled the pricing data but allowed for players to buy and sell cards for Magic and other CCGs directly via the site. TCGPlayer developed a metric called the TCG Market Price for each
card that was based on the most recent sales, allowing for near real-time valuation of a card in the same manner as a stock market.[199] Buying and selling Magic cards online became a source of income for people who learned how to manipulate the market.[209]Today, the secondary market is so large and complex, it has become an area of study for
consumer research called Magic: The Gathering finance,[210] and the most expensive Magic: The Gathering cards are among the most expensive CCG cards. Some people make a career out of market manipulation, creating mathematical models to analyze the growth of cards' worth, and predict the market value of both individual cards, and entire
sets of cards.[211][212] Magic's economy has also been tied to the introduction of Bitcoin and other cryptocurrencies, as Magic cards represent a physical asset that can be converted back and forth into the virtual currency.[199] Nearly all of Magic's trading market is unregulated, and issues related to insider trading based on planned changes to the
game have occurred. Active Magic financial traders have gained a sour reputation with more casual Magic players due to the lack of regulations, and that the market manipulations makes it costly for casual players to buy single cards simply for purposes for improving decks.[199]As of late 2013, Wizards of the Coast has expressed concern over the
increasing number of counterfeit cards in the secondary market.[213] Wizards of the Coast has since made an effort to counteract the rise of counterfeits by introducing a new holo-foil stamp on all rare and mythic rare cards as of Magic 2015.[214]Proxy cards (or proxies) are cards typically created by players as stand ins for rare cards they either
already own and don't want to ruin or cards they don't yet own. These are primarily for casual play, as they aren't allowed in competitive play.[215] Proxies are usually presented as either cards printed by a dedicated proxy printing company (or printed at home using DIY methods) or as land cards with the name and ability written on the card.These
are not to be confused with counterfeits, as proxy cards usually have some indication that they are not official products, and some have art that is vastly different from the original, either created by a different artist than the original or by artificial intelligence software.[216] This has also led to a secondary market of proxy cards and preconstructed
proxy decks on sites like Etsy, where artists and Midjourney users sell custom printed cards for casual play. Some of these cards are based on anime and other media similar to Universes Beyond, while others are moreso artistic reinterpretations of existing cards.There are several examples of academic, peer-reviewed research concerning different
aspects of Magic: The Gathering. One study examined how players use their imaginations when playing. This research studied hobby players and showed how players sought to create and participate in an epic fantasy narrative.[217] Another example used online auctions for Magic cards to test revenue outcomes for various auction types.[218] A third
example uses probability to examine Magic card-collecting strategies.[219]Using a specific set of cards in a specialized manner has shown Magic: The Gathering to be Turing complete.[220][further explanation needed] By proving this, the researchers assert that Magic: The Gathering is so complex as to be Turing complete and capable of being
"programmed" to perform any task, that in terms of playing an actual game of Magic, "the winning strategy is non-computable", making it an improbable challenge to devise computer opponents that can play Magic in a mathematically optimal manner.[221]Magic: The Gathering video games, comics, and books have been produced under licensing or
directly by Wizards of the Coast.In 2015 Wizards of the Coast and Hasbro published Magic: The Gathering Arena of the Planeswalkers. Arena of the Planeswalkers is a tactical board game where the players maneuver miniatures over a customizable board game, and the ruleset and terrain is based on Heroscape, but with an addition of spell cards and
summoning. The original master set includes miniatures that represent the five Planeswalkers Gideon, Jace, Liliana, Chandra, and Nissa as well as select creatures from the Magic: The Gathering universe.[222] They later released an expansion Battle for Zendikar featuring multi-color Planeswalkers Kiora and Ob Nixilis and a colorless Eldrazi Ruiner,
and a second master set Shadows Over Innistrad which has 4 new Planeswalkers and also includes the addition of cryptoliths.See also: Magic: The Gathering video gamesThere are currently two official video game adaptions of Magic: The Gathering for online play. Magic: The Gathering Online, first introduced in 2002, allows for players to buy cards
and boosters and play against others including in officially-sanctioned tournaments for prize money. Magic: The Gathering Arena, introduced in 2019, is fashioned after the free-to-play Hearthstone, with players able to acquire new cards for free or through spending real-world funds. Arena is currently limited to online events with in-game prizes, but
is currently being positioned by Wizards of the Coast to also serve as a means for official tournament play, particularly after the COVID-19 pandemic. Both Online and Arena are regularly updated with new Core and Expansion cards as well as all rule changes made by Wizards.[223]In addition, Wizards of the Coast has worked with other developers
for various iterations of Magic: The Gathering as a card game in a single-player game format. Microprose developed 1997 Magic: The Gathering and its expansions, which had the player travel the world of Shandalar to challenge computer opponents, earn cards to customize their decks, improve their own Planeswalker attributes and ultimately defeat
a powerful Planeswalker. Stainless Games developed a series of titles starting with 2009's Magic: The Gathering Duels of the Planeswalkers and culminating with 2015's Magic Duels, a free-to-play title. The Duels series did not feature full sets of Magic cards but selected subsets, and were initially designed to couple a challenging single-player
experience with an advanced artificial-intelligence computer opponent. Later games in the series added in more deck-building options and multiplayer support.[223][224]Additional games have tried other variations of the Magic: The Gathering gameplay in other genres. Acclaim developed a real-time strategy game Magic: The Gathering: BattleMage
in 2003, in which the player's abilities were inspired by the various cards.[223][225] Acclaim also had made a 1997 arcade game Magic: The Gathering Armageddon, a Breakout-style trackball-based game, but only as many as six cabinets were known to have been made.[223] Hiberium and D3 Publisher developed Magic: The Gathering Puzzle Quest,
combining deck building with match-3-style casual gaming. This was released in December 2015 as a freemium game and continues to be updated with new card sets from the physical game.[226] Cryptic Studios and Perfect World Entertainment have started beta tests for Magic: Legends, a massively multiplayer online action role-playing game for
personal computers and consoles.[227] The title was cancelled ahead of its full release in 2021; executive producer Stephen Ricossa explained that the game's creative vision had "missed the mark".[228]In addition to official programs, a number of unofficial programs were developed to help users track their Magic: The Gathering collection and allow
for rudimentary play between online players. Examples of such programs included Apprentice, Magic Workstation, Deck Daemon, CardMaster,[229] XMage, and Cockatrice. These programs are not endorsed by Wizards of the Coast.[223]See also: List of Magic: The Gathering novelsHarper Prism originally had an exclusive license to produce novels
for Magic: The Gathering, and published ten books between 1994 and 1996. Around 1997, the license reverted to Wizards, and the company published its own novels to better tie these works to the expansion sets from 1998 to about 2011.See also: Multiverse (Magic: The Gathering) Comics titlesIn 1994, Wizards of the Coast gave an exclusive license
to Armada Comics, an imprint of Acclaim Entertainment, to publish comic books. The comics were not developed in concert with the game and were created with divergent ideas to the game.[119][230] However, "much of the lore established" by Armada Comics was "the foundation from which the rest of continuity was built. [...] Some of the details
changed (or were 'retconned’, in popular fan speak), but for the most part the core of these stories stayed the same".[230] The comics came to a sudden end in 1996 when Acclaim started to run into financial trouble.[231] In 1998, a new four-issue limited comic series was published by Dark Horse.[231][232]In September 2011, Hasbro and IDW
Publishing accorded to make a four-issue mini-series about Magic: The Gathering[233] with a new story but heavily based on MTG elements and with a new Planeswalker called Dack Fayden, the story of which mainly developed in the planes of Ravnica and Innistrad. The series started in February 2012.[234] In 2018, a four-issue mini-series on the
Planeswalker Chandra Nalaar was released.[235] A sequel mini-series was announced in 2019,[236] however, it was cancelled before publication.[237]In January 2021, Boom! Studios acquired the comic license of Magic: The Gathering and announced for a new Magic series for April 2021.[238][239]In January 2014, 20th Century Fox acquired the
rights to produce a Magic: The Gathering film with Simon Kinberg as producer and TSG Entertainment (its co-financing partner), and Allspark Pictures as co-financers, after Universal Pictures allegedly dropped the film from their schedule (both Universal and Hasbro had been developing the original Magic: The Gathering film since 2009).[240] In
June 2014, Fox hired screenwriter Bryan Cogman to write the script for the film.[241] In 2019 following Disney's acquisition of 21st Century Fox's assets, the film along with numerous other properties in development at Fox were cancelled.[242]In April 2016, Enter the Battlefield, a documentary about life on the Magic Pro Tour was released. The film
was written by Greg Collins, Nathan Holt, and Shawn Kornhauser.[243]The production team behind The Toys That Made Us will produce a documentary Igniting the Spark, The Story of Magic: The Gathering.[244]Hasbro and Legendary Entertainment announced a partnership in February 2025 for a live action film and television franchise based on
MTG, starting with a feature film.[245] In April 2025, Matt Johnson was reported to be the top choice to direct, although a deal hasn't been confirmed yet.[246] Two months later, Noah Gardner and Aidan Fitzgerald were hired as the writers of the film.[247]In June 2019, Variety reported that Joe and Anthony Russo, Wizards of the Coast, and
Entertainment One (then-owned by Hasbro) had teamed with Netflix for an animated Magic: The Gathering television series.[248][249] In July 2019 at San Diego Comic-Con, the Russos revealed the logo of the animated series and spoke about doing a live-action series.[250][251] During the Magic Showcase virtual event in August 2021, they revealed
that Brandon Routh would be the voice of Gideon Jura, and that the series was slated to premiere sometime in 2023.[252] The Russo brothers, along with Henry Gilroy and Jose Molina, have since separated from the project, and production has been entrusted to Jeff Kline.[253] In October 2023, the series was briefly mentioned in a Hasbro investors
meeting.[254] In December 2023, Entertainment One was sold off to Lionsgate.[255][256] In September 2024, Netflix announced the series has restarted development with Terry Matalas as showrunner and Hasbro Entertainment as production studio.[257] The series was previewed at Annecy International Animation Film Festival in June 2025.
[258]In 1998, PGI Limited created Havic: The Bothering, which was a parody of Magic: The Gathering. Wizards of the Coast, which owned the rights to Magic: The Gathering, took active steps to hinder the distribution of the game and successfully shut out PGI Limited from attending GenCon in July 1998.[259] In an attempt to avoid breaching
copyright and Richard Garfield's patent, each starter deck of Havic had printed on the back side, "This is a Parody", and on the bottom of the rule card was printed, "Do not have each player: construct their own library of predetermined number of game components by examining and selecting [the] game components from [a] reservoir of game
components or you may infringe on U.S. Patent No. 5,662,332 to Garfield."[260]Five official parody expansions of Magic exist: Unglued, Unhinged, Unstable, Unsanctioned,[261] and Unfinity.[262] Most of the cards in these sets feature silver borders and humorous themes. The silver-bordered cards are not legal for play in WPN-sanctioned
tournaments. In Unfinity, the silver border was replaced by a holo-foil acorn stamp (in place of the standard rare holo-foil stamp) to denote the same unplayable restriction. Unlike the previous parody sets, however, some Unfinity cards were not printed with an acorn stamp, and are thus legal for 'eternal' formats such as Commander and Legacy.
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WikibooksData from WikidataOfficial website Review in ShadisMagic the Gathering wikiRetrieved from " 2The collectible card game Magic: The Gathering published nine base sets from 19932007, also referred to as core sets. The base sets were considered descendants of the original Limited Edition, and shaped the default setting and feel of Magic.
These sets consisted entirely of reprinted cards. These cards were generally simpler than cards in expansion sets, omitting multicolored cards, and used only the original abilities and keywords of Magic such as Flying and Trample. This simplicity led to many cards from these sets being considered "staples" of deck design. All cards were given a white
border to mark them as reprints, with a few exceptions (Tenth Edition, foil cards in Seventh-Ninth Editions). From Fourth Edition in 1995 onward, a new base set would come out once per two years in the spring or early summer; for tournament play, that set would be legal for two years in the Standard format until the next core set replaced it.Early
in the history of Magic, the sets sold out nearly instantaneously, and supplying the game's growing fan base proved tricky. Sales were also concentrated on the West Coast of the United States, where Wizards of the Coast was based. The earliest base setsUnlimited, Revised, and Fourth Editionhelped provide the first experience with Magic for many
players in areas where Magic had never been sold before, enabling them to catch up on the base game with cards that, while technically reprints, had never been available to them before. As the market became saturated, the base sets took on a changed role; they began to be marketed as the entry point for new Magic players, with less interest
expected from dedicated Magic players who likely owned many of the cards already. Seventh Edition, released in 2001, was sold both as a "Basic" and an "Advanced" product, with the expansion sets of the time marked as "Expert". Eighth and Ninth editions were marketed similarly. However, sales were disappointing, an alarming problem for
Wizards, as some entry point for newer players was required to keep Magic alive.[1] In 2009, Wizards of the Coast changed their policy for base sets, and began making smaller base sets that included new cards, starting with the Magic 2010 set. According to Wizards of the Coast, the previous base sets had "been completely marginalized by the
enfranchised player base", and change was required to make the base sets of interest to players of all skill levels once more.[2]See also: Limited Edition (Magic: The Gathering)Unlimited EditionReleasedDecember 1, 1993Size302 cards(75 common, 95 uncommon, 117 rare, 15 basic land)[3]Print run40,000,000[3]KeywordsBanding, First Strike,
Flying, Landwalk, TrampleExpansion code2ED (UL) Limited EditionArabian Nights Unlimited Edition, occasionally referred to as Second Edition, was the second Magic: The Gathering set and the second base set. It was released on December 1, 1993; this time the run was 40 million cards. Unlimited Edition contains exactly the same cards as Limited
Edition, including the Power Nine cards. Unlimited cards have white borders rather than black, however. This precedent that white borders implied a reprint was honored until the 2007 release of Tenth Edition, which returned to black borders.[4][5][6]Unlimited was sold in starter packs of 60 cards and booster packs of 15 cards.[3] It was the first set
to be officially titled as something other than just Magic: The Gathering. The "Unlimited Edition" label appears on the booster boxes, decks, and booster packs.[7] While it is possible to distinguish Unlimited cards from Revised cards by just looking at the text (wording and type set) the cards from both sets are more easily distinguished by comparing
the borders of the cards. The picture frame of Unlimited cards has a beveled edge which Revised cards have not.[7]Revised EditionReleasedApril 1994Size306 cards (75 commons, 95 uncommons, 121 rares, 15 basic lands)Print runover 100,000,000[8]Expansion code3ED (RV) AntiquitiesLegends Revised Edition (also simply known as Revised) was
the sixth set and third core set released for Magic: The Gathering. Like previous core sets, it had no expansion symbol. Revised Edition cards are white-bordered and generally known for their washed-out look. The set was released in April 1994 and contained 306 cards. It was the first base set to contain cards from black-bordered sets other than
Alpha and Beta.[4][5][9]An advertisement in the first issue of The Duelist stated that the set would have gray borders and be released with a "constantly changing card mix", the first of which would be 30 cards from Arabian Nights.[10]Printing of Revised began in early April 1994 and continued until April 1995, when Fourth Edition was announced. It
is estimated that about 500 million cards of the set were produced, which fully eliminated the distribution problems of earlier sets.[11] The cards of Revised were still widely available even well into 1996.The cards of Revised like the cards of the preceding Unlimited Edition all had white borders, no expansion symbol, and the artist credit at the
bottom left. However, the cards were far paler than their Unlimited counterparts, and the three-dimensional beveling of the cards was cropped out. The omission of the bevel in the card frame was an error.[12] This gave the cards an appearance that was widely criticized as "washed out" and even unprofessional. The beveling was returned in 4th
Edition, and the colors were much more vibrant in that set. The large print run meant that Revised basic lands were so numerous and common that it was uncommon to find any other lands in decks until several years later[citation needed].The collation of the cards made it possible for a basic land card to appear in the common and uncommon slots of
a pack. This was intentional; the land cards were printed on the common and uncommon print sheets. Basic lands would get their own full print sheets in 4th Edition, making Revised the last tournament-legal set until Seventh Edition in which basic lands could be found in booster packs. Basic lands returned as a card slot in the Shards of Alara block
of 2008.Revised was the first base edition of the game to be sold in multiple languages. Black bordered, limited editions were produced in French, German, and Italian. Unlimited, white bordered editions in the same languages were produced after the limited editions had sold out.One card-printing error of note appeared on the card Serendib Efreet.
This blue creature card was misprinted with a green border and a picture of another card, Ifth-Bff Efreet. The name, mana cost and rules text were all correct, though.[13][14] The Revised version is now the most common due to the limited print run of the original, intended versions.The card Disintegrate was missing the clause "and cannot be
regenerated".[13]The card Onulet incorrectly listed the artist as Kerstin Kaman instead of Anson Maddocks.[13]The printing of Revised cleared up a number of problems with the Limited Edition and Unlimited Edition rules. Two changes had a large effect on game play. First, the rule that "multiple effects resolve simultaneously unless a conflict
arises" was changed to "effects always resolve last-in-first-out". The concept was later refined and then referred to as the "stack", an idea taken from computer programing's stack. Second, the rule for Protection from was changed from "the creature is unaffected by X" to the more precise "the creature cannot be blocked by X creatures, be the target
of X spells or abilities, or be enchanted by X enchantments; and all damage dealt to this creature by X sources is reduced to zero".The most visually obvious of Revised's changes was the elimination of the Mono/Poly/Continuous qualifiers to artifacts. With the advent of the game's first tap symbol (a "T" turned forty-five degrees clockwise in a light gray
circle), the qualifiers used to differentiate when and how often an artifact could be used were no longer needed. Artifacts that were previously classified as Mono artifacts were given the new tap symbol, while Poly and Continuous artifacts were simply re-templated without the tap symbol.The Summer Magic print run of Revised Edition were printed
in the summer of 1994.[15] This print run intended to fix some of the errors with Revised, including the washed-out color, but had problems of its own. The colors were considered too dark and the artist credited for Plateau stayed uncorrected as well as the artist credited for Serendib Efreet, although the Efreet had received its original color and art
again. A new misprint occurred with the green card Hurricane; the so-called "blue Hurricane" is one of the rarest and most sought-after cards in the entirety of Magic because of its misprint with a blue border.[16] On the secondary market it sells for thousands of dollars. The print run was recalled and destroyed; however, about 40 booster boxes that
were shipped to England and Tennessee survived. No more than 11 or 12 of each rare exists.[17]This print run is known primarily for its extremely scarce and valuable cards and packs. Cards are distinguished by dark coloring and a 1994 copyright date displayed at the bottom, along with the artist credit. Booster packs look identical to normal
Revised Edition packs, and as such, telling them apart is impossible without opening them. No starter decks were made.Twenty Revised cards were originally in the Arabian Nights expansion, and another nineteen were originally in the Antiquities expansion. Thirty-five cards that were in Unlimited were not in Revised, including the Power Nine. A few
of the cards that were removed from the base set reappeared in later sets, such as Icy Manipulator, which would be reprinted in Ice Age. A few others would be reprinted in Eighth Edition to celebrate the game's 10th anniversary. Cards removed were generally thought to either be confusing, or to have power level issues.Notable cards include:The
Dual Lands: Tundra, Underground Sea, Badlands, Taiga, Savannah, Scrubland, Bayou, Tropical Island, Volcanic Island and Plateau. These lands provide two colors of mana with the benefit of possessing two basic land types, an uncommon trait on non-basic lands. All future dual lands would be printed with restrictions. They are now a defining part of
the Legacy and Vintage formats, due in particular to their ability to be searched for by the various Fetchlands released many years later.[18] While many cards were removed from Revised for power reasons, the original dual lands were retained.Demonic Tutor The original and most powerful "tutor" card ever printed. This card is restricted in Vintage
and banned in Legacy. All future tutors were printed with restrictions or made more expensive like Odyssey's Diabolic Tutor.Serendib Efreet - This blue card was printed with the wrong art and a green card frame, making it the most commonly seen misprint.Sol Ring While all of the zero-casting cost mana artifacts were removed from Revised, Sol
Ring remained with its single casting cost. Its mana acceleration has caused it to be restricted in Vintage and banned in Legacy.Fourth EditionReleasedApril 1995Size378 cards (121 commons, 121 uncommons, 121 rares, 15 basic lands)Expansion code4ED Fallen Empiresice Age The Fourth Edition of Magic: The Gathering was the tenth set released
for the game, and the fourth base set. The set was released in April 1995 and contained 378 cards. It was the first set to reprint cards from the expansions Legends and The Dark. Fourth Edition cards have white borders. The set has no expansion symbol.Fourth Edition was the first Magic set to be printed in Asian languages. It was published in
English, French, German, Italian, and as a first for a Magic set in Japanese, traditional Chinese, Korean, Spanish, and Portuguese, which was printed primarily for the Brazilian market. Korean and Chinese Fourth Edition cards have been made with black borders, Japanese, Portuguese, and Spanish cards exist with white and black borders.[4][5][6]1[9]
[19][20]Fourth Edition included the beveled border missing from the previous core set, Revised. The colors were also much more saturated than in Revised. This set was also the first core set to include a Wizards of the Coast copyright notice at the bottom of the card, in addition to the standard illustration credit.Booster packs, for the first time in a
core set, came in packs with cropped card art on the packaging. Up to this point, Alpha, Beta, Unlimited, and Revised all had a common-looking booster pack packaging. The cards Brass Man, Hurloon Minotaur, Mana Vault, Mesa Pegasus, and Spirit Link were shown on the booster packs. Starter packs were also improved, with mana symbols
replacing the simple colored dots present on the card back. Finally, an overall red-brown theme was given to the packaging, which would persist for Fifth Edition before changing to green in 6th Edition.Starter decks in this set included an additional rare, bringing the total to three. However, the starter decks contained fewer uncommons, going down
to nine from the previous thirteen. Booster Packs included one rare, three uncommons, and eleven commons. Fourth Edition was the first set to offload its land printings to a dedicated land sheet. This freed up room on the other card sheets to include more spells. As a result, booster packs could now be produced without any lands, which Wizards
decided to do. Fourth Edition lands were only available in starter decks. The change was mostly seen as a positive, since by this time lands were ubiquitous and players were unhappy to find a land in place of a "real" card.Fourth Edition introduced the modern turned arrow tapped symbol, replacing the rotated "T" that had been introduced in Revised,
[21]:87 as a universal tap symbol to include on cards in all language editions of the game.[22]:11 This symbol was first used in an expansion with Ice Age, which was released in the summer. Current cards still use the turned arrow, albeit with a slightly different illustration.Like the previous core set and all core sets since, several cards were removed
and new ones were added from Fourth Edition. Among those cards removed were those that had attracted controversy from those outside the game. Most of the cards whose art depicted nude or near-nude humanoid forms (including Earthbind and Guardian Angel) were excised, as were many that had overtly religious themes (including Resurrection
and Demonic Hordes), though one demon, Lord of the Pit, remained. One card, Unholy Strength had its artwork altered to remove a flaming inverted pentagram in the background (as compared to this). Also removed were the original ten "dual lands" (one for each pair of Magic's five colors). With the ability to tap for one mana of either of two colors,
they were deemed too powerful. A number of other cards would also be pruned from the set for being too powerful, but some (such as Clone) would appear in future sets.Wizards has used Cartamundi as their card printer since Alpha.[citation needed] For some undocumented reason, during the production of 4th Edition, the company experimented
with using other vendors. Some cards were printed by the United States Playing Card Corporation, and had a thicker stock along with a glossy overcoat on the back. While these cards were not intended to be released, some starter packs were leaked out into public circulation. The cards do not glow under blacklight, unlike normal cards, and did not
have the normal dot design on the back.Balance This card can act as a Wrath of God, Armageddon, and Mind Twist all at once if played at the right time. It was one of the few extremely powerful cards left in the 4th Edition. Even after its restriction, it was still able to warp tournament formats.[23]Strip Mine While most of the cards deemed too
powerful were removed from 4th Edition, this one was actually added in. Strip Mine was originally from Antiquities but had not been included in Revised. Tournament play quickly showed that Strip Mine was too powerful and it was eventually restricted to one per deck in Standard and Vintage. Today it is banned in Legacy. Over time, Wizards of the
Coast has come to downplay land destruction as an element of the game and Strip Mine has not been reprinted since in a regular set in part due to this policy.Fifth Edition(Symbol used in Simplified Chinese printing of Fifth Edition only)ReleasedMarch 1997Size449 cards (166 commons, 130 uncommons, 133 rares, 20 basic lands)DevelopersMark
Rosewater, Skaff Elias, Robert GutscheraExpansion code5ED VisionsPortal Fifth Edition was the seventeenth Magic: The Gathering set, released in March 1997. It contained 449 cards, counting multiple illustrations of the basic lands, making it the largest card set in the game's history. It was the first edition of the core set to reprint cards from
Fallen Empires, Ice Age, and Homelands.[4][5][9][24]Like its predecessors, Revised and Fourth Editions, Fifth Edition made numerous changes to the game's rules and card mix. The set's designers stated in The Duelist that they wanted to prune from the base set cards that were too powerful or too weak. Many overpowered cards from Limited and
Unlimited Editions that had survived the past two rotations were removed from Fifth, but a handful, including Dark Ritual, still survived. Unlike its predecessors, though, Fifth Edition also removed many cards that Magic's Design and Development team saw as just a little bit too good, but not quite so powerful as to heavily disrupt tournaments,
including Lightning Bolt, Swords to Plowshares, and Serra Angel. Many of these cards were brought back in later sets after the designers had re-evaluated their impact on play. A few cards that were in Revised but had been cut from Fourth were brought back as well.Fifth Edition also set a new precedent by changing the artwork and/or flavor text on
many cards, especially the five basic lands, each of which was given four new illustrations to replace its original three. This was done so that WotC would not have to continue to pay for the use of many arts done for earlier sets, as originally artists were paid royalties for their artwork being used, instead of a flat fee as is done today for new Magic art.
[citation needed]Fifth Edition was the first version of the base set to reprint cards from the Fallen Empires and Homelands expansion sets; it also reprinted more cards from those sets than any other version of the base set has. Because those expansion sets were perceived by some players as weak, there was some dissatisfaction with the Fifth Edition
card mix. However, many of the reprinted cards were good enough to be used in tournaments, and at least one Ice Age card, Necropotence, was later considered so overpowered as to merit banning from a number of sanctioned tournament formats.Fifth Edition was the first version of the base set to use the cosmetic changes that were introduced in
the Mirage expansion (including a slightly expanded text box and bolder, more visible power/toughness numbers) It was also the last version of the base set to use what are sometimes referred to as the "old rules". The rules were drastically changed in Sixth Edition.6th Edition (Classic)Roman numeral 6ReleasedApril 27, 1999Size350 cards (110
commons, 110 uncommons, 110 rares, 20 basic lands)Expansion code6ED Urza's LegacyUrza's Destiny Sixth Edition, also known as Classic, was released on April 27, 1999. It contains 350 cards including both reprints of cards from previous core sets as well as new reprints from expansion sets through the Weatherlight expansion.[4][5] The name
"Classic" was prominently featured on cases of packs of the set, and the set was referred to by both titles by both Wizards of the Coast and players.Sixth Edition was the first base set to have its artist information centered on the card (a printing practice started in Exodus). It was also the first base set to have collectors' numbers (which also originated
in Exodus). The rules text on basic lands was also replaced with just a mana symbol, as featured in the Portal starter sets of 1997 and 1998.Perhaps the biggest cosmetic change to the base set, however, was the expansion symbol. Sixth Edition was the first core set to have an expansion symbol, which was necessary to show the cards' rarities (another
practice that originated in Exodus). The set's expansion symbol was the Roman numeral VI, or 6. (This change had occurred slightly earlier in the Traditional Chinese version of Fifth Edition, which used a Roman Numeral 'V' as the expansion set. The Traditional Chinese version came out notably later than the English version, by which time Wizards of
the Coast had decided the feature was necessary.)The release of Sixth Edition brought a new version of the rules.[25]:42 Notable changes included:The "batch" system of spell resolution was replaced with the "stack" system in Sixth Edition. Previously, spells resolved in complicated batches, in which a player could only respond to the spells in the
batch. Also, once a batch began to resolve, no more spells could be played until the entire batch of spells resolved. This was replaced with the stack system (much like a computer stack), in which spells could be added regardless of what was on it.[25]:43 Also, spells resolve one at a time in the stack, utilizing the "last in first out" system.The new stack
system removed the "timing" aspect of spells. Therefore, the interrupt spell type was removed as being redundant. All spells that were interrupts (generally counterspells) became instants.Before Sixth Edition, spells and abilities that produced mana were known as mana sources and couldn't be countered. In Sixth Edition, mana source spells (such as
Dark Ritual) became instants, which could be countered just like other instants. (Mana source abilities, on the other hand, became "mana abilities"; these didn't use the stack and still could not be countered.)Triggered abilities were clarified. Under the old system, these confused many players who didn't know how (or when) to respond to them. With
the "timing" aspect removed in Sixth Edition, it became clearer just when a player could play a spell to combat a triggered ability.The "damage-prevention step" was removed. Now, when a spell deals damage, it deals it immediately on resolution, rather than waiting for damage prevention.[25]:42 The difference lies in when a player can play damage
prevention: Previously, a player would play it after the damage spell resolves. After the rule change, the player had to play it before the damage spell resolves.Artifacts also received a rule change. Before the change, an artifact "shut off" or stopped working while it was tapped, unless it was an artifact creature. After, an artifact remains active while
tapped. This was to bring artifacts more in line with other cards. Some artifacts (like Howling Mine and Static Orb) retained the "shut off" aspect, which necessitated explicitly printing that they only worked while untapped.Combat was restructured. Each step of combat was clearly demarcated, and each step had opportunities for players to play
spells.Combat damage from creatures was also put on the stack where spells and abilities would normally go. In this way, combat damage could be responded to before the damage is actually dealt. This allowed (among other things) creatures in combat to be sacrificed for effects and still deal damage as though they were still in play. This change
would later be reversed in the rule changes introduced with the Magic 2010 core set.One of the loss conditions was changed. Before the change, a player that lost all of their life didn't lose the game immediately; if they were able to raise their life to at least 1 before the end of the current phase, they lived. Under 6th Edition rules, a player loses the
game as soon as a player has priority once their life total is zero or less.[25]:42 This brought that loss condition in line with the other loss condition specified by the rules; a player being forced to draw a card when he or she has an empty library has always been an immediate loss.Originally, spells that summoned creatures were called summon spells;
they were not used to represent creatures unless the creature in question had been successfully summoned and was in play. However, a few cards like Raise Dead had been incorrectly referring to summon spells as "creatures" or "creature spells" for a long time regardless of their location. Rather than correct the wording on these cards, WotC
decided to abolish summon spells entirely and replace them with the functionally equivalent "creature spell"Originally, if two cards had the same ability, that ability would be expressed the same way on both cards. Starting in 6E, lands would no longer have their abilities written out. Instead, a giant mana symbol appeared in the text box. However,
cards that had the exact same ability as a basic land, such as Llanowar Elves, would still have the ability written out.Banding was discontinuedSome of these changes were well-received, but the combination of all of the changes proved to be extremely controversial and divisive, and was compared to the Portal set and rules. The state of the game prior
to these changes was often referred to as "real Magic" by people who hated the changes, a fact that Wizards of the coast eventually acknowledged on the "Old Fogey" card from the Unhinged expansion.Seventh EditionThe Number 7ReleasedApril 2, 2001Size350 cards (110 commons, 110 uncommons, 110 rares, 20 basic lands)Expansion code7ED
PlaneshiftApocalypse Seventh Edition was a Magic: The Gathering set released on April 2, 2001. It is the only core set since the original Limited Edition to have introduced all-new art for every card. The set contained 350 cards. The expansion symbol was a stylized 7.[4]Despite being an "Advanced" level set, Seventh Edition contained a separate basic
subset for new players similar to the products that were previously offered as Starter 2000. Cards that appeared in the Seventh Edition Starter special pre-constructed theme decks did not appear in boosters. This would be the last starter level product released by Wizards of the Coast.Seventh Edition was the last base set printed in the 'old' frame;
Eighth Edition introduced the modern card frame. Seventh was the first base set to contain foil cards, which were printed with black borders. It was the last base set to be released prior to the final expansion of the then-current block (Seventh Edition was released before Apocalypse). Starting with Eighth Edition, the base set editions (which, with
8th, would become known as Core Set editions) were released after the last expansion of the then-current block and before the first expansion of the subsequent block.Unusually for a core set, Seventh featured a loose storyline that tied together most of the cards in a core set, a practice usually reserved for expansion sets. The story involved a conflict
between the North, South, East, and West Paladins. Magic Origins, 14 years later, would also feature a loose story.Eighth EditionReleased]July 28, 2003Size357 cards (110 commons, 110 uncommons, 110 rares, 20 basic lands, 7 starter)Expansion code8ED ScourgeMirrodin Eighth Edition, also known as Core Set, was a Magic: The Gathering set
released on July 28, 2003. Its expansion symbol is the number 8 with 3 cards behind it.[26][27] Eighth Edition was released to coincide with the 10th anniversary of the original release of Magic.[28] Every previous expansion had at least one card reprinted in Eighth that had not been reprinted in the base set before, with a series of votes on the
Wizards website deciding what got reprinted.[29] Eighth was also the first base set with a promotional card given to players who played in a prerelease tournament. Eighth features many cards from older base sets and expansions. While many of these cards were powerful during their original print run, on the whole they were not perceived as
measuring up to the power in Standard at the time, known for "Affinity" decks powered by cards from the Mirrodin block. Thus, few cards in Eighth Edition saw tournament play.A new card face was introduced in Eighth Edition.[28] The colored frames around the edges of the card were redesigned and narrowed, boxes were placed around card
names and creatures' power and toughness, card names were printed in a new font (Matrix Bold, rather than Goudy Medieval), artifacts switched from a brown background to a silvery-white background, and mana symbols appearing in the text box were no longer colored. The later two changes themselves were changed shortly thereafter; in Fifth
Dawn, the artifact face was darkened to be more distinguishable from white cards.[30] In Champions of Kamigawa, Wizards restored colored mana symbols in card text boxes.Several tournament staples which had appeared in 7th Edition, including Opposition, Llanowar Elves, Counterspell, and Duress, were not present in Eighth Edition. The Circle of
Protection series, a perennial core set entity, remained in the set but changed from common to uncommon. A number of simple cards, such as Vizzerdrix, were reprinted only for products directed at new players and were not present in booster packs.Ninth EditionThe number nine superimposed over a trio of fanned cardsReleased]uly 29, 2005
[1]Size359 (110 rares, 110 uncommons, 110 commons, 20 lands, 9 starter)KeywordsAura Saviors of KamigawaRavnica: City of Guilds Ninth Edition was a Magic set released on July 29, 2005.[26] It continued Eighth Edition's terminology change of referring to itself as a core set. Ninth Edition contained 350 cards available in booster packs, all
reprints from earlier Magic sets. Similar to Eight Edition, the Ninth Edition Core Game contained 9 "starter cards", labeled with the collector numbers S1 through S10 (there is no card labeled S6, however), which were not available in booster packs. These were simple "vanilla" creatures, such as Eager Cadet, which were designed to introduce new
players to the game.Ninth Edition features only mechanics present in previous expansions. However, Ninth Edition does modify the list of mechanics considered suitable for base sets. The trample and protection mechanics were included after being removed from Classic Sixth Edition and later base sets. Equipment, first introduced in the Mirrodin
set, is also in Ninth Edition, although it was moved up in rarity. Furthermore, all mechanics now have reminder text; mechanics such as flying and trample did not in earlier sets. Ninth Edition is also the first set to be printed using the new template for enchantments. Previously, enchantments that were played on other permanents were called "local
enchantments" and were printed with the type "Enchant creature", "Enchant land", etc. With the Champions of Kamigawa set, Wizards of the Coast made an effort to simplify the type line, which had contained rules interactions that were not written on the card. "Enchant [entity]" was changed to "Enchantment - Aura" and the targeting restriction
moved to the text box. Mark Gottlieb explained the changes in the article "Aura Hygiene". Errata was issued to make all such cards conform to this template, and Ninth Edition became the first set where the cards were actually printed with this changed wording.With Ninth Edition came a redesign of Fat Packs, special products that came with an
array of both booster packs and side Magic items such as life counters. The Fat Pack consisted of two boxes wrapped around by a card box wrapper featuring new art. The player's guide was also reduced in size but was now sturdier. Also added were 6 divider pieces with artwork for inside the boxes.As of 2013, Ninth Edition is the last Magic set to be
printed with white borders. The set's premium foil cards were printed with black borders. Cards made available in Cyrillic when Ninth Edition was marketed in Russia also were black-bordered; this marked the first time a new language had been printed for the game since Simplified Chinese was added to Fifth Edition.[31]Tenth EditionTenth Edition
expansion symbol (X, Roman numeral for 10)Released]July 13, 2007Size383 (121 rares, 121 uncommons, 121 commons, 20 basic land) Future SightLorwyn Tenth Edition was a Magic set released on July 13, 2007, replacing Ninth Edition as the core set of cards for standard tournament play. The symbol for Tenth Edition is the Roman numeral "X".[32]
As part of their "Selecting Tenth Edition" promotion, Wizards of the Coast gave fans the chance to manage a part of the set's brand.[32] The results gave the Roman numeral "X" over the number "10", along with many other card, art, and flavor text choices.[32] Tenth Edition was the first core set since Beta to be printed with black-bordered cards,
rather than white-bordered ones.[33] Tenth Edition is also the first core set to include legendary creatures (two of each color), bringing back flavorful relics of Magic's past such as Squee, Goblin Nabob, and Kamahl, Pit Fighter.[26]As with Eighth and Ninth Edition, part of the development process for Tenth Edition included allowing fans to select
certain cards for inclusion in the set.[32] This process began in mid-June 2006 and continued for 10 weeks. Tenth Edition starter packs include land cards from Magic's next set, Lorwyn.[34]Foil cards in Tenth Edition do not have reminder text. Many use the extra space to add flavor text that does not appear on the nonfoil versions. Others, such as
Time Stop, simply center their existing text in the text box for added impact.[35]The keywords defender, double strike, equip, fear, first strike, flash, flying, haste, landwalk, lifelink, protection, reach, regeneration, shroud, trample, and vigilance are in Tenth Edition. Of these, defender, double strike, flash, lifelink, reach and shroud appeared in core
sets for the first time. Tenth Edition also reprinted several cards from previous sets with changed rarity, such as Chromatic Star and Fog Elemental.” Why Ninth Edition Will Suck (At Least For You) Archived March 13, 2016, at the Wayback Machine”™ Recapturing the Magic with Magic 2010 Archived September 7, 2013, at the Wayback Machine.
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descendants of the original Limited Edition, and shaped the default setting and feel of Magic. These sets consisted entirely of reprinted cards. These cards were generally simpler than cards in expansion sets, omitting multicolored cards, and used only the original abilities and keywords of Magic such as Flying and Trample. This simplicity led to many
cards from these sets being considered "staples" of deck design. All cards were given a white border to mark them as reprints, with a few exceptions (Tenth Edition, foil cards in Seventh-Ninth Editions). From Fourth Edition in 1995 onward, a new base set would come out once per two years in the spring or early summer; for tournament play, that set
would be legal for two years in the Standard format until the next core set replaced it.Early in the history of Magic, the sets sold out nearly instantaneously, and supplying the game's growing fan base proved tricky. Sales were also concentrated on the West Coast of the United States, where Wizards of the Coast was based. The earliest base
setsUnlimited, Revised, and Fourth Editionhelped provide the first experience with Magic for many players in areas where Magic had never been sold before, enabling them to catch up on the base game with cards that, while technically reprints, had never been available to them before. As the market became saturated, the base sets took on a
changed role; they began to be marketed as the entry point for new Magic players, with less interest expected from dedicated Magic players who likely owned many of the cards already. Seventh Edition, released in 2001, was sold both as a "Basic" and an "Advanced" product, with the expansion sets of the time marked as "Expert". Eighth and Ninth
editions were marketed similarly. However, sales were disappointing, an alarming problem for Wizards, as some entry point for newer players was required to keep Magic alive.[1] In 2009, Wizards of the Coast changed their policy for base sets, and began making smaller base sets that included new cards, starting with the Magic 2010 set. According
to Wizards of the Coast, the previous base sets had "been completely marginalized by the enfranchised player base", and change was required to make the base sets of interest to players of all skill levels once more.[2]See also: Limited Edition (Magic: The Gathering)Unlimited EditionReleasedDecember 1, 1993Size302 cards(75 common, 95
uncommon, 117 rare, 15 basic land)[3]Print run40,000,000[3]KeywordsBanding, First Strike, Flying, Landwalk, TrampleExpansion code2ED (UL) Limited EditionArabian Nights Unlimited Edition, occasionally referred to as Second Edition, was the second Magic: The Gathering set and the second base set. It was released on December 1, 1993; this
time the run was 40 million cards. Unlimited Edition contains exactly the same cards as Limited Edition, including the Power Nine cards. Unlimited cards have white borders rather than black, however. This precedent that white borders implied a reprint was honored until the 2007 release of Tenth Edition, which returned to black borders.[4][5]
[6]Unlimited was sold in starter packs of 60 cards and booster packs of 15 cards.[3] It was the first set to be officially titled as something other than just Magic: The Gathering. The "Unlimited Edition" label appears on the booster boxes, decks, and booster packs.[7] While it is possible to distinguish Unlimited cards from Revised cards by just looking
at the text (wording and type set) the cards from both sets are more easily distinguished by comparing the borders of the cards. The picture frame of Unlimited cards has a beveled edge which Revised cards have not.[7]Revised EditionReleasedApril 1994Size306 cards (75 commons, 95 uncommons, 121 rares, 15 basic lands)Print runover
100,000,000[8]Expansion code3ED (RV) AntiquitiesLegends Revised Edition (also simply known as Revised) was the sixth set and third core set released for Magic: The Gathering. Like previous core sets, it had no expansion symbol. Revised Edition cards are white-bordered and generally known for their washed-out look. The set was released in April
1994 and contained 306 cards. It was the first base set to contain cards from black-bordered sets other than Alpha and Beta.[4][5][9]An advertisement in the first issue of The Duelist stated that the set would have gray borders and be released with a "constantly changing card mix", the first of which would be 30 cards from Arabian Nights.[10]Printing
of Revised began in early April 1994 and continued until April 1995, when Fourth Edition was announced. It is estimated that about 500 million cards of the set were produced, which fully eliminated the distribution problems of earlier sets.[11] The cards of Revised were still widely available even well into 1996.The cards of Revised like the cards of
the preceding Unlimited Edition all had white borders, no expansion symbol, and the artist credit at the bottom left. However, the cards were far paler than their Unlimited counterparts, and the three-dimensional beveling of the cards was cropped out. The omission of the bevel in the card frame was an error.[12] This gave the cards an appearance
that was widely criticized as "washed out" and even unprofessional. The beveling was returned in 4th Edition, and the colors were much more vibrant in that set. The large print run meant that Revised basic lands were so numerous and common that it was uncommon to find any other lands in decks until several years later[citation needed].The
collation of the cards made it possible for a basic land card to appear in the common and uncommon slots of a pack. This was intentional; the land cards were printed on the common and uncommon print sheets. Basic lands would get their own full print sheets in 4th Edition, making Revised the last tournament-legal set until Seventh Edition in which
basic lands could be found in booster packs. Basic lands returned as a card slot in the Shards of Alara block of 2008.Revised was the first base edition of the game to be sold in multiple languages. Black bordered, limited editions were produced in French, German, and Italian. Unlimited, white bordered editions in the same languages were produced
after the limited editions had sold out.One card-printing error of note appeared on the card Serendib Efreet. This blue creature card was misprinted with a green border and a picture of another card, Ifth-Bff Efreet. The name, mana cost and rules text were all correct, though.[13][14] The Revised version is now the most common due to the limited
print run of the original, intended versions.The card Disintegrate was missing the clause "and cannot be regenerated".[13]The card Onulet incorrectly listed the artist as Kerstin Kaman instead of Anson Maddocks.[13]The printing of Revised cleared up a number of problems with the Limited Edition and Unlimited Edition rules. Two changes had a
large effect on game play. First, the rule that "multiple effects resolve simultaneously unless a conflict arises" was changed to "effects always resolve last-in-first-out". The concept was later refined and then referred to as the "stack", an idea taken from computer programing's stack. Second, the rule for Protection from was changed from "the creature
is unaffected by X" to the more precise "the creature cannot be blocked by X creatures, be the target of X spells or abilities, or be enchanted by X enchantments; and all damage dealt to this creature by X sources is reduced to zero".The most visually obvious of Revised's changes was the elimination of the Mono/Poly/Continuous qualifiers to artifacts.
With the advent of the game's first tap symbol (a "T" turned forty-five degrees clockwise in a light gray circle), the qualifiers used to differentiate when and how often an artifact could be used were no longer needed. Artifacts that were previously classified as Mono artifacts were given the new tap symbol, while Poly and Continuous artifacts were
simply re-templated without the tap symbol.The Summer Magic print run of Revised Edition were printed in the summer of 1994.[15] This print run intended to fix some of the errors with Revised, including the washed-out color, but had problems of its own. The colors were considered too dark and the artist credited for Plateau stayed uncorrected as
well as the artist credited for Serendib Efreet, although the Efreet had received its original color and art again. A new misprint occurred with the green card Hurricane; the so-called "blue Hurricane" is one of the rarest and most sought-after cards in the entirety of Magic because of its misprint with a blue border.[16] On the secondary market it sells
for thousands of dollars. The print run was recalled and destroyed; however, about 40 booster boxes that were shipped to England and Tennessee survived. No more than 11 or 12 of each rare exists.[17]This print run is known primarily for its extremely scarce and valuable cards and packs. Cards are distinguished by dark coloring and a 1994
copyright date displayed at the bottom, along with the artist credit. Booster packs look identical to normal Revised Edition packs, and as such, telling them apart is impossible without opening them. No starter decks were made.Twenty Revised cards were originally in the Arabian Nights expansion, and another nineteen were originally in the
Antiquities expansion. Thirty-five cards that were in Unlimited were not in Revised, including the Power Nine. A few of the cards that were removed from the base set reappeared in later sets, such as Icy Manipulator, which would be reprinted in Ice Age. A few others would be reprinted in Eighth Edition to celebrate the game's 10th anniversary.
Cards removed were generally thought to either be confusing, or to have power level issues.Notable cards include:The Dual Lands: Tundra, Underground Sea, Badlands, Taiga, Savannah, Scrubland, Bayou, Tropical Island, Volcanic Island and Plateau. These lands provide two colors of mana with the benefit of possessing two basic land types, an
uncommon trait on non-basic lands. All future dual lands would be printed with restrictions. They are now a defining part of the Legacy and Vintage formats, due in particular to their ability to be searched for by the various Fetchlands released many years later.[18] While many cards were removed from Revised for power reasons, the original dual
lands were retained.Demonic Tutor The original and most powerful "tutor" card ever printed. This card is restricted in Vintage and banned in Legacy. All future tutors were printed with restrictions or made more expensive like Odyssey's Diabolic Tutor.Serendib Efreet - This blue card was printed with the wrong art and a green card frame, making it
the most commonly seen misprint.Sol Ring While all of the zero-casting cost mana artifacts were removed from Revised, Sol Ring remained with its single casting cost. Its mana acceleration has caused it to be restricted in Vintage and banned in Legacy.Fourth EditionReleasedApril 1995Size378 cards (121 commons, 121 uncommons, 121 rares, 15
basic lands)Expansion code4ED Fallen Empireslce Age The Fourth Edition of Magic: The Gathering was the tenth set released for the game, and the fourth base set. The set was released in April 1995 and contained 378 cards. It was the first set to reprint cards from the expansions Legends and The Dark. Fourth Edition cards have white borders. The
set has no expansion symbol.Fourth Edition was the first Magic set to be printed in Asian languages. It was published in English, French, German, Italian, and as a first for a Magic set in Japanese, traditional Chinese, Korean, Spanish, and Portuguese, which was printed primarily for the Brazilian market. Korean and Chinese Fourth Edition cards have
been made with black borders, Japanese, Portuguese, and Spanish cards exist with white and black borders.[4][5][6]1[9][19][20]Fourth Edition included the beveled border missing from the previous core set, Revised. The colors were also much more saturated than in Revised. This set was also the first core set to include a Wizards of the Coast
copyright notice at the bottom of the card, in addition to the standard illustration credit.Booster packs, for the first time in a core set, came in packs with cropped card art on the packaging. Up to this point, Alpha, Beta, Unlimited, and Revised all had a common-looking booster pack packaging. The cards Brass Man, Hurloon Minotaur, Mana Vault,
Mesa Pegasus, and Spirit Link were shown on the booster packs. Starter packs were also improved, with mana symbols replacing the simple colored dots present on the card back. Finally, an overall red-brown theme was given to the packaging, which would persist for Fifth Edition before changing to green in 6th Edition.Starter decks in this set
included an additional rare, bringing the total to three. However, the starter decks contained fewer uncommons, going down to nine from the previous thirteen. Booster Packs included one rare, three uncommons, and eleven commons. Fourth Edition was the first set to offload its land printings to a dedicated land sheet. This freed up room on the
other card sheets to include more spells. As a result, booster packs could now be produced without any lands, which Wizards decided to do. Fourth Edition lands were only available in starter decks. The change was mostly seen as a positive, since by this time lands were ubiquitous and players were unhappy to find a land in place of a "real"
card.Fourth Edition introduced the modern turned arrow tapped symbol, replacing the rotated "T" that had been introduced in Revised,[21]:87 as a universal tap symbol to include on cards in all language editions of the game.[22]:11 This symbol was first used in an expansion with Ice Age, which was released in the summer. Current cards still use the
turned arrow, albeit with a slightly different illustration.Like the previous core set and all core sets since, several cards were removed and new ones were added from Fourth Edition. Among those cards removed were those that had attracted controversy from those outside the game. Most of the cards whose art depicted nude or near-nude humanoid
forms (including Earthbind and Guardian Angel) were excised, as were many that had overtly religious themes (including Resurrection and Demonic Hordes), though one demon, Lord of the Pit, remained. One card, Unholy Strength had its artwork altered to remove a flaming inverted pentagram in the background (as compared to this). Also removed
were the original ten "dual lands" (one for each pair of Magic's five colors). With the ability to tap for one mana of either of two colors, they were deemed too powerful. A number of other cards would also be pruned from the set for being too powerful, but some (such as Clone) would appear in future sets.Wizards has used Cartamundi as their card
printer since Alpha.[citation needed] For some undocumented reason, during the production of 4th Edition, the company experimented with using other vendors. Some cards were printed by the United States Playing Card Corporation, and had a thicker stock along with a glossy overcoat on the back. While these cards were not intended to be
released, some starter packs were leaked out into public circulation. The cards do not glow under blacklight, unlike normal cards, and did not have the normal dot design on the back.Balance This card can act as a Wrath of God, Armageddon, and Mind Twist all at once if played at the right time. It was one of the few extremely powerful cards left in
the 4th Edition. Even after its restriction, it was still able to warp tournament formats.[23]Strip Mine While most of the cards deemed too powerful were removed from 4th Edition, this one was actually added in. Strip Mine was originally from Antiquities but had not been included in Revised. Tournament play quickly showed that Strip Mine was too
powerful and it was eventually restricted to one per deck in Standard and Vintage. Today it is banned in Legacy. Over time, Wizards of the Coast has come to downplay land destruction as an element of the game and Strip Mine has not been reprinted since in a regular set in part due to this policy.Fifth Edition(Symbol used in Simplified Chinese
printing of Fifth Edition only)ReleasedMarch 1997Size449 cards (166 commons, 130 uncommons, 133 rares, 20 basic lands)DevelopersMark Rosewater, Skaff Elias, Robert GutscheraExpansion code5ED VisionsPortal Fifth Edition was the seventeenth Magic: The Gathering set, released in March 1997. It contained 449 cards, counting multiple
illustrations of the basic lands, making it the largest card set in the game's history. It was the first edition of the core set to reprint cards from Fallen Empires, Ice Age, and Homelands.[4][5][9][24]Like its predecessors, Revised and Fourth Editions, Fifth Edition made numerous changes to the game's rules and card mix. The set's designers stated in
The Duelist that they wanted to prune from the base set cards that were too powerful or too weak. Many overpowered cards from Limited and Unlimited Editions that had survived the past two rotations were removed from Fifth, but a handful, including Dark Ritual, still survived. Unlike its predecessors, though, Fifth Edition also removed many cards
that Magic's Design and Development team saw as just a little bit too good, but not quite so powerful as to heavily disrupt tournaments, including Lightning Bolt, Swords to Plowshares, and Serra Angel. Many of these cards were brought back in later sets after the designers had re-evaluated their impact on play. A few cards that were in Revised but
had been cut from Fourth were brought back as well. Fifth Edition also set a new precedent by changing the artwork and/or flavor text on many cards, especially the five basic lands, each of which was given four new illustrations to replace its original three. This was done so that WotC would not have to continue to pay for the use of many arts done
for earlier sets, as originally artists were paid royalties for their artwork being used, instead of a flat fee as is done today for new Magic art.[citation needed]Fifth Edition was the first version of the base set to reprint cards from the Fallen Empires and Homelands expansion sets; it also reprinted more cards from those sets than any other version of
the base set has. Because those expansion sets were perceived by some players as weak, there was some dissatisfaction with the Fifth Edition card mix. However, many of the reprinted cards were good enough to be used in tournaments, and at least one Ice Age card, Necropotence, was later considered so overpowered as to merit banning from a
number of sanctioned tournament formats.Fifth Edition was the first version of the base set to use the cosmetic changes that were introduced in the Mirage expansion (including a slightly expanded text box and bolder, more visible power/toughness numbers) It was also the last version of the base set to use what are sometimes referred to as the "old
rules". The rules were drastically changed in Sixth Edition.6th Edition (Classic)Roman numeral 6ReleasedApril 27, 1999Size350 cards (110 commons, 110 uncommons, 110 rares, 20 basic lands)Expansion code6ED Urza's LegacyUrza's Destiny Sixth Edition, also known as Classic, was released on April 27, 1999. It contains 350 cards including both
reprints of cards from previous core sets as well as new reprints from expansion sets through the Weatherlight expansion.[4][5] The name "Classic" was prominently featured on cases of packs of the set, and the set was referred to by both titles by both Wizards of the Coast and players.Sixth Edition was the first base set to have its artist information
centered on the card (a printing practice started in Exodus). It was also the first base set to have collectors' numbers (which also originated in Exodus). The rules text on basic lands was also replaced with just a mana symbol, as featured in the Portal starter sets of 1997 and 1998.Perhaps the biggest cosmetic change to the base set, however, was the
expansion symbol. Sixth Edition was the first core set to have an expansion symbol, which was necessary to show the cards' rarities (another practice that originated in Exodus). The set's expansion symbol was the Roman numeral VI, or 6. (This change had occurred slightly earlier in the Traditional Chinese version of Fifth Edition, which used a
Roman Numeral 'V' as the expansion set. The Traditional Chinese version came out notably later than the English version, by which time Wizards of the Coast had decided the feature was necessary.)The release of Sixth Edition brought a new version of the rules.[25]:42 Notable changes included:The "batch" system of spell resolution was replaced
with the "stack" system in Sixth Edition. Previously, spells resolved in complicated batches, in which a player could only respond to the spells in the batch. Also, once a batch began to resolve, no more spells could be played until the entire batch of spells resolved. This was replaced with the stack system (much like a computer stack), in which spells
could be added regardless of what was on it.[25]:43 Also, spells resolve one at a time in the stack, utilizing the "last in first out" system.The new stack system removed the "timing" aspect of spells. Therefore, the interrupt spell type was removed as being redundant. All spells that were interrupts (generally counterspells) became instants.Before Sixth
Edition, spells and abilities that produced mana were known as mana sources and couldn't be countered. In Sixth Edition, mana source spells (such as Dark Ritual) became instants, which could be countered just like other instants. (Mana source abilities, on the other hand, became "mana abilities"; these didn't use the stack and still could not be
countered.)Triggered abilities were clarified. Under the old system, these confused many players who didn't know how (or when) to respond to them. With the "timing" aspect removed in Sixth Edition, it became clearer just when a player could play a spell to combat a triggered ability.The "damage-prevention step" was removed. Now, when a spell
deals damage, it deals it immediately on resolution, rather than waiting for damage prevention.[25]:42 The difference lies in when a player can play damage prevention: Previously, a player would play it after the damage spell resolves. After the rule change, the player had to play it before the damage spell resolves.Artifacts also received a rule
change. Before the change, an artifact "shut off" or stopped working while it was tapped, unless it was an artifact creature. After, an artifact remains active while tapped. This was to bring artifacts more in line with other cards. Some artifacts (like Howling Mine and Static Orb) retained the "shut off" aspect, which necessitated explicitly printing that
they only worked while untapped.Combat was restructured. Each step of combat was clearly demarcated, and each step had opportunities for players to play spells.Combat damage from creatures was also put on the stack where spells and abilities would normally go. In this way, combat damage could be responded to before the damage is actually
dealt. This allowed (among other things) creatures in combat to be sacrificed for effects and still deal damage as though they were still in play. This change would later be reversed in the rule changes introduced with the Magic 2010 core set.One of the loss conditions was changed. Before the change, a player that lost all of their life didn't lose the
game immediately; if they were able to raise their life to at least 1 before the end of the current phase, they lived. Under 6th Edition rules, a player loses the game as soon as a player has priority once their life total is zero or less.[25]:42 This brought that loss condition in line with the other loss condition specified by the rules; a player being forced to
draw a card when he or she has an empty library has always been an immediate loss.Originally, spells that summoned creatures were called summon spells; they were not used to represent creatures unless the creature in question had been successfully summoned and was in play. However, a few cards like Raise Dead had been incorrectly referring
to summon spells as "creatures" or "creature spells" for a long time regardless of their location. Rather than correct the wording on these cards, WotC decided to abolish summon spells entirely and replace them with the functionally equivalent "creature spell"Originally, if two cards had the same ability, that ability would be expressed the same way
on both cards. Starting in 6E, lands would no longer have their abilities written out. Instead, a giant mana symbol appeared in the text box. However, cards that had the exact same ability as a basic land, such as Llanowar Elves, would still have the ability written out.Banding was discontinuedSome of these changes were well-received, but the
combination of all of the changes proved to be extremely controversial and divisive, and was compared to the Portal set and rules. The state of the game prior to these changes was often referred to as "real Magic" by people who hated the changes, a fact that Wizards of the coast eventually acknowledged on the "Old Fogey" card from the Unhinged
expansion.Seventh EditionThe Number 7ReleasedApril 2, 2001Size350 cards (110 commons, 110 uncommons, 110 rares, 20 basic lands)Expansion code7ED PlaneshiftApocalypse Seventh Edition was a Magic: The Gathering set released on April 2, 2001. It is the only core set since the original Limited Edition to have introduced all-new art for every
card. The set contained 350 cards. The expansion symbol was a stylized 7.[4]Despite being an "Advanced" level set, Seventh Edition contained a separate basic subset for new players similar to the products that were previously offered as Starter 2000. Cards that appeared in the Seventh Edition Starter special pre-constructed theme decks did not
appear in boosters. This would be the last starter level product released by Wizards of the Coast.Seventh Edition was the last base set printed in the 'old' frame; Eighth Edition introduced the modern card frame. Seventh was the first base set to contain foil cards, which were printed with black borders. It was the last base set to be released prior to
the final expansion of the then-current block (Seventh Edition was released before Apocalypse). Starting with Eighth Edition, the base set editions (which, with 8th, would become known as Core Set editions) were released after the last expansion of the then-current block and before the first expansion of the subsequent block.Unusually for a core set,
Seventh featured a loose storyline that tied together most of the cards in a core set, a practice usually reserved for expansion sets. The story involved a conflict between the North, South, East, and West Paladins. Magic Origins, 14 years later, would also feature a loose story.Eighth EditionReleased]July 28, 2003Size357 cards (110 commons, 110
uncommons, 110 rares, 20 basic lands, 7 starter)Expansion code8ED ScourgeMirrodin Eighth Edition, also known as Core Set, was a Magic: The Gathering set released on July 28, 2003. Its expansion symbol is the number 8 with 3 cards behind it.[26][27] Eighth Edition was released to coincide with the 10th anniversary of the original release of
Magic.[28] Every previous expansion had at least one card reprinted in Eighth that had not been reprinted in the base set before, with a series of votes on the Wizards website deciding what got reprinted.[29] Eighth was also the first base set with a promotional card given to players who played in a prerelease tournament. Eighth features many cards
from older base sets and expansions. While many of these cards were powerful during their original print run, on the whole they were not perceived as measuring up to the power in Standard at the time, known for "Affinity" decks powered by cards from the Mirrodin block. Thus, few cards in Eighth Edition saw tournament play.A new card face was
introduced in Eighth Edition.[28] The colored frames around the edges of the card were redesigned and narrowed, boxes were placed around card names and creatures' power and toughness, card names were printed in a new font (Matrix Bold, rather than Goudy Medieval), artifacts switched from a brown background to a silvery-white background,
and mana symbols appearing in the text box were no longer colored. The later two changes themselves were changed shortly thereafter; in Fifth Dawn, the artifact face was darkened to be more distinguishable from white cards.[30] In Champions of Kamigawa, Wizards restored colored mana symbols in card text boxes.Several tournament staples
which had appeared in 7th Edition, including Opposition, Llanowar Elves, Counterspell, and Duress, were not present in Eighth Edition. The Circle of Protection series, a perennial core set entity, remained in the set but changed from common to uncommon. A number of simple cards, such as Vizzerdrix, were reprinted only for products directed at
new players and were not present in booster packs.Ninth EditionThe number nine superimposed over a trio of fanned cardsReleased]July 29, 2005 [1]Size359 (110 rares, 110 uncommons, 110 commons, 20 lands, 9 starter)KeywordsAura Saviors of KamigawaRavnica: City of Guilds Ninth Edition was a Magic set released on July 29, 2005.[26] It
continued Eighth Edition's terminology change of referring to itself as a core set. Ninth Edition contained 350 cards available in booster packs, all reprints from earlier Magic sets. Similar to Eight Edition, the Ninth Edition Core Game contained 9 "starter cards", labeled with the collector numbers S1 through S10 (there is no card labeled S6,



however), which were not available in booster packs. These were simple "vanilla" creatures, such as Eager Cadet, which were designed to introduce new players to the game.Ninth Edition features only mechanics present in previous expansions. However, Ninth Edition does modify the list of mechanics considered suitable for base sets. The trample
and protection mechanics were included after being removed from Classic Sixth Edition and later base sets. Equipment, first introduced in the Mirrodin set, is also in Ninth Edition, although it was moved up in rarity. Furthermore, all mechanics now have reminder text; mechanics such as flying and trample did not in earlier sets. Ninth Edition is also
the first set to be printed using the new template for enchantments. Previously, enchantments that were played on other permanents were called "local enchantments" and were printed with the type "Enchant creature", "Enchant land", etc. With the Champions of Kamigawa set, Wizards of the Coast made an effort to simplify the type line, which had
contained rules interactions that were not written on the card. "Enchant [entity]" was changed to "Enchantment - Aura" and the targeting restriction moved to the text box. Mark Gottlieb explained the changes in the article "Aura Hygiene". Errata was issued to make all such cards conform to this template, and Ninth Edition became the first set where
the cards were actually printed with this changed wording.With Ninth Edition came a redesign of Fat Packs, special products that came with an array of both booster packs and side Magic items such as life counters. The Fat Pack consisted of two boxes wrapped around by a card box wrapper featuring new art. The player's guide was also reduced in
size but was now sturdier. Also added were 6 divider pieces with artwork for inside the boxes.As of 2013, Ninth Edition is the last Magic set to be printed with white borders. The set's premium foil cards were printed with black borders. Cards made available in Cyrillic when Ninth Edition was marketed in Russia also were black-bordered; this marked
the first time a new language had been printed for the game since Simplified Chinese was added to Fifth Edition.[31]Tenth EditionTenth Edition expansion symbol (X, Roman numeral for 10)Released]July 13, 2007Size383 (121 rares, 121 uncommons, 121 commons, 20 basic land) Future SightLorwyn Tenth Edition was a Magic set released on July 13,
2007, replacing Ninth Edition as the core set of cards for standard tournament play. The symbol for Tenth Edition is the Roman numeral "X".[32] As part of their "Selecting Tenth Edition" promotion, Wizards of the Coast gave fans the chance to manage a part of the set's brand.[32] The results gave the Roman numeral "X" over the number "10", along
with many other card, art, and flavor text choices.[32] Tenth Edition was the first core set since Beta to be printed with black-bordered cards, rather than white-bordered ones.[33] Tenth Edition is also the first core set to include legendary creatures (two of each color), bringing back flavorful relics of Magic's past such as Squee, Goblin Nabob, and
Kamahl, Pit Fighter.[26]As with Eighth and Ninth Edition, part of the development process for Tenth Edition included allowing fans to select certain cards for inclusion in the set.[32] This process began in mid-June 2006 and continued for 10 weeks. Tenth Edition starter packs include land cards from Magic's next set, Lorwyn.[34]Foil cards in Tenth
Edition do not have reminder text. Many use the extra space to add flavor text that does not appear on the nonfoil versions. Others, such as Time Stop, simply center their existing text in the text box for added impact.[35]The keywords defender, double strike, equip, fear, first strike, flash, flying, haste, landwalk, lifelink, protection, reach,
regeneration, shroud, trample, and vigilance are in Tenth Edition. Of these, defender, double strike, flash, lifelink, reach and shroud appeared in core sets for the first time. Tenth Edition also reprinted several cards from previous sets with changed rarity, such as Chromatic Star and Fog Elemental.” Why Ninth Edition Will Suck (At Least For You)
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game Magic: The Gathering published nine base sets from 19932007, also referred to as core sets. The base sets were considered descendants of the original Limited Edition, and shaped the default setting and feel of Magic. These sets consisted entirely of reprinted cards. These cards were generally simpler than cards in expansion sets, omitting
multicolored cards, and used only the original abilities and keywords of Magic such as Flying and Trample. This simplicity led to many cards from these sets being considered "staples" of deck design. All cards were given a white border to mark them as reprints, with a few exceptions (Tenth Edition, foil cards in Seventh-Ninth Editions). From Fourth
Edition in 1995 onward, a new base set would come out once per two years in the spring or early summer; for tournament play, that set would be legal for two years in the Standard format until the next core set replaced it.Early in the history of Magic, the sets sold out nearly instantaneously, and supplying the game's growing fan base proved tricky.
Sales were also concentrated on the West Coast of the United States, where Wizards of the Coast was based. The earliest base setsUnlimited, Revised, and Fourth Editionhelped provide the first experience with Magic for many players in areas where Magic had never been sold before, enabling them to catch up on the base game with cards that, while
technically reprints, had never been available to them before. As the market became saturated, the base sets took on a changed role; they began to be marketed as the entry point for new Magic players, with less interest expected from dedicated Magic players who likely owned many of the cards already. Seventh Edition, released in 2001, was sold
both as a "Basic" and an "Advanced" product, with the expansion sets of the time marked as "Expert". Eighth and Ninth editions were marketed similarly. However, sales were disappointing, an alarming problem for Wizards, as some entry point for newer players was required to keep Magic alive.[1] In 2009, Wizards of the Coast changed their policy
for base sets, and began making smaller base sets that included new cards, starting with the Magic 2010 set. According to Wizards of the Coast, the previous base sets had "been completely marginalized by the enfranchised player base", and change was required to make the base sets of interest to players of all skill levels once more.[2]See also:
Limited Edition (Magic: The Gathering)Unlimited EditionReleasedDecember 1, 1993Size302 cards(75 common, 95 uncommon, 117 rare, 15 basic land)[3]Print run40,000,000[3]KeywordsBanding, First Strike, Flying, Landwalk, TrampleExpansion code2ED (UL) Limited EditionArabian Nights Unlimited Edition, occasionally referred to as Second
Edition, was the second Magic: The Gathering set and the second base set. It was released on December 1, 1993; this time the run was 40 million cards. Unlimited Edition contains exactly the same cards as Limited Edition, including the Power Nine cards. Unlimited cards have white borders rather than black, however. This precedent that white
borders implied a reprint was honored until the 2007 release of Tenth Edition, which returned to black borders.[4][5][6]Unlimited was sold in starter packs of 60 cards and booster packs of 15 cards.[3] It was the first set to be officially titled as something other than just Magic: The Gathering. The "Unlimited Edition" label appears on the booster
boxes, decks, and booster packs.[7] While it is possible to distinguish Unlimited cards from Revised cards by just looking at the text (wording and type set) the cards from both sets are more easily distinguished by comparing the borders of the cards. The picture frame of Unlimited cards has a beveled edge which Revised cards have not.[7]Revised
EditionReleasedApril 1994Size306 cards (75 commons, 95 uncommons, 121 rares, 15 basic lands)Print runover 100,000,000[8]Expansion code3ED (RV) AntiquitiesLegends Revised Edition (also simply known as Revised) was the sixth set and third core set released for Magic: The Gathering. Like previous core sets, it had no expansion symbol.
Revised Edition cards are white-bordered and generally known for their washed-out look. The set was released in April 1994 and contained 306 cards. It was the first base set to contain cards from black-bordered sets other than Alpha and Beta.[4][5][9]An advertisement in the first issue of The Duelist stated that the set would have gray borders and
be released with a "constantly changing card mix", the first of which would be 30 cards from Arabian Nights.[10]Printing of Revised began in early April 1994 and continued until April 1995, when Fourth Edition was announced. It is estimated that about 500 million cards of the set were produced, which fully eliminated the distribution problems of
earlier sets.[11] The cards of Revised were still widely available even well into 1996.The cards of Revised like the cards of the preceding Unlimited Edition all had white borders, no expansion symbol, and the artist credit at the bottom left. However, the cards were far paler than their Unlimited counterparts, and the three-dimensional beveling of the
cards was cropped out. The omission of the bevel in the card frame was an error.[12] This gave the cards an appearance that was widely criticized as "washed out" and even unprofessional. The beveling was returned in 4th Edition, and the colors were much more vibrant in that set. The large print run meant that Revised basic lands were so
numerous and common that it was uncommon to find any other lands in decks until several years later[citation needed].The collation of the cards made it possible for a basic land card to appear in the common and uncommon slots of a pack. This was intentional; the land cards were printed on the common and uncommon print sheets. Basic lands
would get their own full print sheets in 4th Edition, making Revised the last tournament-legal set until Seventh Edition in which basic lands could be found in booster packs. Basic lands returned as a card slot in the Shards of Alara block of 2008.Revised was the first base edition of the game to be sold in multiple languages. Black bordered, limited
editions were produced in French, German, and Italian. Unlimited, white bordered editions in the same languages were produced after the limited editions had sold out.One card-printing error of note appeared on the card Serendib Efreet. This blue creature card was misprinted with a green border and a picture of another card, Ith-Bff Efreet. The
name, mana cost and rules text were all correct, though.[13][14] The Revised version is now the most common due to the limited print run of the original, intended versions.The card Disintegrate was missing the clause "and cannot be regenerated".[13]The card Onulet incorrectly listed the artist as Kerstin Kaman instead of Anson Maddocks.[13]The
printing of Revised cleared up a number of problems with the Limited Edition and Unlimited Edition rules. Two changes had a large effect on game play. First, the rule that "multiple effects resolve simultaneously unless a conflict arises" was changed to "effects always resolve last-in-first-out". The concept was later refined and then referred to as the
"stack", an idea taken from computer programing's stack. Second, the rule for Protection from was changed from "the creature is unaffected by X" to the more precise "the creature cannot be blocked by X creatures, be the target of X spells or abilities, or be enchanted by X enchantments; and all damage dealt to this creature by X sources is reduced
to zero".The most visually obvious of Revised's changes was the elimination of the Mono/Poly/Continuous qualifiers to artifacts. With the advent of the game's first tap symbol (a "T" turned forty-five degrees clockwise in a light gray circle), the qualifiers used to differentiate when and how often an artifact could be used were no longer needed.
Artifacts that were previously classified as Mono artifacts were given the new tap symbol, while Poly and Continuous artifacts were simply re-templated without the tap symbol.The Summer Magic print run of Revised Edition were printed in the summer of 1994.[15] This print run intended to fix some of the errors with Revised, including the washed-
out color, but had problems of its own. The colors were considered too dark and the artist credited for Plateau stayed uncorrected as well as the artist credited for Serendib Efreet, although the Efreet had received its original color and art again. A new misprint occurred with the green card Hurricane; the so-called "blue Hurricane" is one of the rarest
and most sought-after cards in the entirety of Magic because of its misprint with a blue border.[16] On the secondary market it sells for thousands of dollars. The print run was recalled and destroyed; however, about 40 booster boxes that were shipped to England and Tennessee survived. No more than 11 or 12 of each rare exists.[17]This print run is
known primarily for its extremely scarce and valuable cards and packs. Cards are distinguished by dark coloring and a 1994 copyright date displayed at the bottom, along with the artist credit. Booster packs look identical to normal Revised Edition packs, and as such, telling them apart is impossible without opening them. No starter decks were
made.Twenty Revised cards were originally in the Arabian Nights expansion, and another nineteen were originally in the Antiquities expansion. Thirty-five cards that were in Unlimited were not in Revised, including the Power Nine. A few of the cards that were removed from the base set reappeared in later sets, such as Icy Manipulator, which would
be reprinted in Ice Age. A few others would be reprinted in Eighth Edition to celebrate the game's 10th anniversary. Cards removed were generally thought to either be confusing, or to have power level issues.Notable cards include:The Dual Lands: Tundra, Underground Sea, Badlands, Taiga, Savannah, Scrubland, Bayou, Tropical Island, Volcanic
Island and Plateau. These lands provide two colors of mana with the benefit of possessing two basic land types, an uncommon trait on non-basic lands. All future dual lands would be printed with restrictions. They are now a defining part of the Legacy and Vintage formats, due in particular to their ability to be searched for by the various Fetchlands
released many years later.[18] While many cards were removed from Revised for power reasons, the original dual lands were retained.Demonic Tutor The original and most powerful "tutor" card ever printed. This card is restricted in Vintage and banned in Legacy. All future tutors were printed with restrictions or made more expensive like Odyssey's
Diabolic Tutor.Serendib Efreet - This blue card was printed with the wrong art and a green card frame, making it the most commonly seen misprint.Sol Ring While all of the zero-casting cost mana artifacts were removed from Revised, Sol Ring remained with its single casting cost. Its mana acceleration has caused it to be restricted in Vintage and
banned in Legacy.Fourth EditionReleasedApril 1995Size378 cards (121 commons, 121 uncommons, 121 rares, 15 basic lands)Expansion code4ED Fallen Empiresice Age The Fourth Edition of Magic: The Gathering was the tenth set released for the game, and the fourth base set. The set was released in April 1995 and contained 378 cards. It was the
first set to reprint cards from the expansions Legends and The Dark. Fourth Edition cards have white borders. The set has no expansion symbol.Fourth Edition was the first Magic set to be printed in Asian languages. It was published in English, French, German, Italian, and as a first for a Magic set in Japanese, traditional Chinese, Korean, Spanish,
and Portuguese, which was printed primarily for the Brazilian market. Korean and Chinese Fourth Edition cards have been made with black borders, Japanese, Portuguese, and Spanish cards exist with white and black borders.[4][5][6]1[9][19][20]Fourth Edition included the beveled border missing from the previous core set, Revised. The colors were
also much more saturated than in Revised. This set was also the first core set to include a Wizards of the Coast copyright notice at the bottom of the card, in addition to the standard illustration credit.Booster packs, for the first time in a core set, came in packs with cropped card art on the packaging. Up to this point, Alpha, Beta, Unlimited, and
Revised all had a common-looking booster pack packaging. The cards Brass Man, Hurloon Minotaur, Mana Vault, Mesa Pegasus, and Spirit Link were shown on the booster packs. Starter packs were also improved, with mana symbols replacing the simple colored dots present on the card back. Finally, an overall red-brown theme was given to the
packaging, which would persist for Fifth Edition before changing to green in 6th Edition.Starter decks in this set included an additional rare, bringing the total to three. However, the starter decks contained fewer uncommons, going down to nine from the previous thirteen. Booster Packs included one rare, three uncommons, and eleven commons.
Fourth Edition was the first set to offload its land printings to a dedicated land sheet. This freed up room on the other card sheets to include more spells. As a result, booster packs could now be produced without any lands, which Wizards decided to do. Fourth Edition lands were only available in starter decks. The change was mostly seen as a
positive, since by this time lands were ubiquitous and players were unhappy to find a land in place of a "real" card.Fourth Edition introduced the modern turned arrow tapped symbol, replacing the rotated "T" that had been introduced in Revised,[21]:87 as a universal tap symbol to include on cards in all language editions of the game.[22]:11 This
symbol was first used in an expansion with Ice Age, which was released in the summer. Current cards still use the turned arrow, albeit with a slightly different illustration.Like the previous core set and all core sets since, several cards were removed and new ones were added from Fourth Edition. Among those cards removed were those that had
attracted controversy from those outside the game. Most of the cards whose art depicted nude or near-nude humanoid forms (including Earthbind and Guardian Angel) were excised, as were many that had overtly religious themes (including Resurrection and Demonic Hordes), though one demon, Lord of the Pit, remained. One card, Unholy Strength
had its artwork altered to remove a flaming inverted pentagram in the background (as compared to this). Also removed were the original ten "dual lands" (one for each pair of Magic's five colors). With the ability to tap for one mana of either of two colors, they were deemed too powerful. A number of other cards would also be pruned from the set for
being too powerful, but some (such as Clone) would appear in future sets.Wizards has used Cartamundi as their card printer since Alpha.[citation needed] For some undocumented reason, during the production of 4th Edition, the company experimented with using other vendors. Some cards were printed by the United States Playing Card
Corporation, and had a thicker stock along with a glossy overcoat on the back. While these cards were not intended to be released, some starter packs were leaked out into public circulation. The cards do not glow under blacklight, unlike normal cards, and did not have the normal dot design on the back.Balance This card can act as a Wrath of God,
Armageddon, and Mind Twist all at once if played at the right time. It was one of the few extremely powerful cards left in the 4th Edition. Even after its restriction, it was still able to warp tournament formats.[23]Strip Mine While most of the cards deemed too powerful were removed from 4th Edition, this one was actually added in. Strip Mine was
originally from Antiquities but had not been included in Revised. Tournament play quickly showed that Strip Mine was too powerful and it was eventually restricted to one per deck in Standard and Vintage. Today it is banned in Legacy. Over time, Wizards of the Coast has come to downplay land destruction as an element of the game and Strip Mine
has not been reprinted since in a regular set in part due to this policy.Fifth Edition(Symbol used in Simplified Chinese printing of Fifth Edition only)ReleasedMarch 1997Size449 cards (166 commons, 130 uncommons, 133 rares, 20 basic lands)DevelopersMark Rosewater, Skaff Elias, Robert GutscheraExpansion code5ED VisionsPortal Fifth Edition
was the seventeenth Magic: The Gathering set, released in March 1997. It contained 449 cards, counting multiple illustrations of the basic lands, making it the largest card set in the game's history. It was the first edition of the core set to reprint cards from Fallen Empires, Ice Age, and Homelands.[4][5][9][24]Like its predecessors, Revised and
Fourth Editions, Fifth Edition made numerous changes to the game's rules and card mix. The set's designers stated in The Duelist that they wanted to prune from the base set cards that were too powerful or too weak. Many overpowered cards from Limited and Unlimited Editions that had survived the past two rotations were removed from Fifth, but
a handful, including Dark Ritual, still survived. Unlike its predecessors, though, Fifth Edition also removed many cards that Magic's Design and Development team saw as just a little bit too good, but not quite so powerful as to heavily disrupt tournaments, including Lightning Bolt, Swords to Plowshares, and Serra Angel. Many of these cards were
brought back in later sets after the designers had re-evaluated their impact on play. A few cards that were in Revised but had been cut from Fourth were brought back as well.Fifth Edition also set a new precedent by changing the artwork and/or flavor text on many cards, especially the five basic lands, each of which was given four new illustrations
to replace its original three. This was done so that WotC would not have to continue to pay for the use of many arts done for earlier sets, as originally artists were paid royalties for their artwork being used, instead of a flat fee as is done today for new Magic art.[citation needed]Fifth Edition was the first version of the base set to reprint cards from the
Fallen Empires and Homelands expansion sets; it also reprinted more cards from those sets than any other version of the base set has. Because those expansion sets were perceived by some players as weak, there was some dissatisfaction with the Fifth Edition card mix. However, many of the reprinted cards were good enough to be used in
tournaments, and at least one Ice Age card, Necropotence, was later considered so overpowered as to merit banning from a number of sanctioned tournament formats.Fifth Edition was the first version of the base set to use the cosmetic changes that were introduced in the Mirage expansion (including a slightly expanded text box and bolder, more
visible power/toughness numbers) It was also the last version of the base set to use what are sometimes referred to as the "old rules". The rules were drastically changed in Sixth Edition.6th Edition (Classic)Roman numeral 6ReleasedApril 27, 1999Size350 cards (110 commons, 110 uncommons, 110 rares, 20 basic lands)Expansion code6ED Urza's
LegacyUrza's Destiny Sixth Edition, also known as Classic, was released on April 27, 1999. It contains 350 cards including both reprints of cards from previous core sets as well as new reprints from expansion sets through the Weatherlight expansion.[4][5] The name "Classic" was prominently featured on cases of packs of the set, and the set was
referred to by both titles by both Wizards of the Coast and players.Sixth Edition was the first base set to have its artist information centered on the card (a printing practice started in Exodus). It was also the first base set to have collectors' numbers (which also originated in Exodus). The rules text on basic lands was also replaced with just a mana
symbol, as featured in the Portal starter sets of 1997 and 1998.Perhaps the biggest cosmetic change to the base set, however, was the expansion symbol. Sixth Edition was the first core set to have an expansion symbol, which was necessary to show the cards' rarities (another practice that originated in Exodus). The set's expansion symbol was the
Roman numeral VI, or 6. (This change had occurred slightly earlier in the Traditional Chinese version of Fifth Edition, which used a Roman Numeral 'V' as the expansion set. The Traditional Chinese version came out notably later than the English version, by which time Wizards of the Coast had decided the feature was necessary.)The release of Sixth
Edition brought a new version of the rules.[25]:42 Notable changes included:The "batch" system of spell resolution was replaced with the "stack" system in Sixth Edition. Previously, spells resolved in complicated batches, in which a player could only respond to the spells in the batch. Also, once a batch began to resolve, no more spells could be played
until the entire batch of spells resolved. This was replaced with the stack system (much like a computer stack), in which spells could be added regardless of what was on it.[25]:43 Also, spells resolve one at a time in the stack, utilizing the "last in first out" system.The new stack system removed the "timing" aspect of spells. Therefore, the interrupt
spell type was removed as being redundant. All spells that were interrupts (generally counterspells) became instants.Before Sixth Edition, spells and abilities that produced mana were known as mana sources and couldn't be countered. In Sixth Edition, mana source spells (such as Dark Ritual) became instants, which could be countered just like other
instants. (Mana source abilities, on the other hand, became "mana abilities"; these didn't use the stack and still could not be countered.)Triggered abilities were clarified. Under the old system, these confused many players who didn't know how (or when) to respond to them. With the "timing" aspect removed in Sixth Edition, it became clearer just
when a player could play a spell to combat a triggered ability.The "damage-prevention step" was removed. Now, when a spell deals damage, it deals it immediately on resolution, rather than waiting for damage prevention.[25]:42 The difference lies in when a player can play damage prevention: Previously, a player would play it after the damage spell
resolves. After the rule change, the player had to play it before the damage spell resolves.Artifacts also received a rule change. Before the change, an artifact "shut off" or stopped working while it was tapped, unless it was an artifact creature. After, an artifact remains active while tapped. This was to bring artifacts more in line with other cards. Some
artifacts (like Howling Mine and Static Orb) retained the "shut off" aspect, which necessitated explicitly printing that they only worked while untapped.Combat was restructured. Each step of combat was clearly demarcated, and each step had opportunities for players to play spells.Combat damage from creatures was also put on the stack where
spells and abilities would normally go. In this way, combat damage could be responded to before the damage is actually dealt. This allowed (among other things) creatures in combat to be sacrificed for effects and still deal damage as though they were still in play. This change would later be reversed in the rule changes introduced with the Magic
2010 core set.One of the loss conditions was changed. Before the change, a player that lost all of their life didn't lose the game immediately; if they were able to raise their life to at least 1 before the end of the current phase, they lived. Under 6th Edition rules, a player loses the game as soon as a player has priority once their life total is zero or less.
[25]:42 This brought that loss condition in line with the other loss condition specified by the rules; a player being forced to draw a card when he or she has an empty library has always been an immediate loss.Originally, spells that summoned creatures were called summon spells; they were not used to represent creatures unless the creature in
question had been successfully summoned and was in play. However, a few cards like Raise Dead had been incorrectly referring to summon spells as "creatures" or "creature spells"” for a long time regardless of their location. Rather than correct the wording on these cards, WotC decided to abolish summon spells entirely and replace them with the
functionally equivalent "creature spell"Originally, if two cards had the same ability, that ability would be expressed the same way on both cards. Starting in 6E, lands would no longer have their abilities written out. Instead, a giant mana symbol appeared in the text box. However, cards that had the exact same ability as a basic land, such as Llanowar
Elves, would still have the ability written out.Banding was discontinuedSome of these changes were well-received, but the combination of all of the changes proved to be extremely controversial and divisive, and was compared to the Portal set and rules. The state of the game prior to these changes was often referred to as "real Magic" by people who
hated the changes, a fact that Wizards of the coast eventually acknowledged on the "Old Fogey" card from the Unhinged expansion.Seventh EditionThe Number 7ReleasedApril 2, 2001Size350 cards (110 commons, 110 uncommons, 110 rares, 20 basic lands)Expansion code7ED PlaneshiftApocalypse Seventh Edition was a Magic: The Gathering set
released on April 2, 2001. It is the only core set since the original Limited Edition to have introduced all-new art for every card. The set contained 350 cards. The expansion symbol was a stylized 7.[4]Despite being an "Advanced" level set, Seventh Edition contained a separate basic subset for new players similar to the products that were previously
offered as Starter 2000. Cards that appeared in the Seventh Edition Starter special pre-constructed theme decks did not appear in boosters. This would be the last starter level product released by Wizards of the Coast.Seventh Edition was the last base set printed in the 'old' frame; Eighth Edition introduced the modern card frame. Seventh was the
first base set to contain foil cards, which were printed with black borders. It was the last base set to be released prior to the final expansion of the then-current block (Seventh Edition was released before Apocalypse). Starting with Eighth Edition, the base set editions (which, with 8th, would become known as Core Set editions) were released after the
last expansion of the then-current block and before the first expansion of the subsequent block.Unusually for a core set, Seventh featured a loose storyline that tied together most of the cards in a core set, a practice usually reserved for expansion sets. The story involved a conflict between the North, South, East, and West Paladins. Magic Origins, 14
years later, would also feature a loose story.Eighth EditionReleased]July 28, 2003Size357 cards (110 commons, 110 uncommons, 110 rares, 20 basic lands, 7 starter)Expansion code8ED ScourgeMirrodin Eighth Edition, also known as Core Set, was a Magic: The Gathering set released on July 28, 2003. Its expansion symbol is the number 8 with 3 cards
behind it.[26][27] Eighth Edition was released to coincide with the 10th anniversary of the original release of Magic.[28] Every previous expansion had at least one card reprinted in Eighth that had not been reprinted in the base set before, with a series of votes on the Wizards website deciding what got reprinted.[29] Eighth was also the first base set
with a promotional card given to players who played in a prerelease tournament. Eighth features many cards from older base sets and expansions. While many of these cards were powerful during their original print run, on the whole they were not perceived as measuring up to the power in Standard at the time, known for "Affinity" decks powered by
cards from the Mirrodin block. Thus, few cards in Eighth Edition saw tournament play.A new card face was introduced in Eighth Edition.[28] The colored frames around the edges of the card were redesigned and narrowed, boxes were placed around card names and creatures' power and toughness, card names were printed in a new font (Matrix Bold,
rather than Goudy Medieval), artifacts switched from a brown background to a silvery-white background, and mana symbols appearing in the text box were no longer colored. The later two changes themselves were changed shortly thereafter; in Fifth Dawn, the artifact face was darkened to be more distinguishable from white cards.[30] In Champions
of Kamigawa, Wizards restored colored mana symbols in card text boxes.Several tournament staples which had appeared in 7th Edition, including Opposition, Llanowar Elves, Counterspell, and Duress, were not present in Eighth Edition. The Circle of Protection series, a perennial core set entity, remained in the set but changed from common to
uncommon. A number of simple cards, such as Vizzerdrix, were reprinted only for products directed at new players and were not present in booster packs.Ninth EditionThe number nine superimposed over a trio of fanned cardsReleasedJuly 29, 2005 [1]Size359 (110 rares, 110 uncommons, 110 commons, 20 lands, 9 starter)KeywordsAura Saviors of
KamigawaRavnica: City of Guilds Ninth Edition was a Magic set released on July 29, 2005.[26] It continued Eighth Edition's terminology change of referring to itself as a core set. Ninth Edition contained 350 cards available in booster packs, all reprints from earlier Magic sets. Similar to Eight Edition, the Ninth Edition Core Game contained 9 "starter
cards", labeled with the collector numbers S1 through S10 (there is no card labeled S6, however), which were not available in booster packs. These were simple "vanilla" creatures, such as Eager Cadet, which were designed to introduce new players to the game.Ninth Edition features only mechanics present in previous expansions. However, Ninth
Edition does modify the list of mechanics considered suitable for base sets. The trample and protection mechanics were included after being removed from Classic Sixth Edition and later base sets. Equipment, first introduced in the Mirrodin set, is also in Ninth Edition, although it was moved up in rarity. Furthermore, all mechanics now have
reminder text; mechanics such as flying and trample did not in earlier sets. Ninth Edition is also the first set to be printed using the new template for enchantments. Previously, enchantments that were played on other permanents were called "local enchantments" and were printed with the type "Enchant creature", "Enchant land", etc. With the
Champions of Kamigawa set, Wizards of the Coast made an effort to simplify the type line, which had contained rules interactions that were not written on the card. "Enchant [entity]" was changed to "Enchantment - Aura" and the targeting restriction moved to the text box. Mark Gottlieb explained the changes in the article "Aura Hygiene". Errata
was issued to make all such cards conform to this template, and Ninth Edition became the first set where the cards were actually printed with this changed wording.With Ninth Edition came a redesign of Fat Packs, special products that came with an array of both booster packs and side Magic items such as life counters. The Fat Pack consisted of two
boxes wrapped around by a card box wrapper featuring new art. The player's guide was also reduced in size but was now sturdier. Also added were 6 divider pieces with artwork for inside the boxes.As of 2013, Ninth Edition is the last Magic set to be printed with white borders. The set's premium foil cards were printed with black borders. Cards
made available in Cyrillic when Ninth Edition was marketed in Russia also were black-bordered; this marked the first time a new language had been printed for the game since Simplified Chinese was added to Fifth Edition.[31]Tenth EditionTenth Edition expansion symbol (X, Roman numeral for 10)Released]July 13, 2007Size383 (121 rares, 121
uncommons, 121 commons, 20 basic land) Future SightLorwyn Tenth Edition was a Magic set released on July 13, 2007, replacing Ninth Edition as the core set of cards for standard tournament play. The symbol for Tenth Edition is the Roman numeral "X".[32] As part of their "Selecting Tenth Edition" promotion, Wizards of the Coast gave fans the
chance to manage a part of the set's brand.[32] The results gave the Roman numeral "X" over the number "10", along with many other card, art, and flavor text choices.[32] Tenth Edition was the first core set since Beta to be printed with black-bordered cards, rather than white-bordered ones.[33] Tenth Edition is also the first core set to include
legendary creatures (two of each color), bringing back flavorful relics of Magic's past such as Squee, Goblin Nabob, and Kamahl, Pit Fighter.[26]As with Eighth and Ninth Edition, part of the development process for Tenth Edition included allowing fans to select certain cards for inclusion in the set.[32] This process began in mid-June 2006 and
continued for 10 weeks. Tenth Edition starter packs include land cards from Magic's next set, Lorwyn.[34]Foil cards in Tenth Edition do not have reminder text. Many use the extra space to add flavor text that does not appear on the nonfoil versions. Others, such as Time Stop, simply center their existing text in the text box for added impact.[35]The
keywords defender, double strike, equip, fear, first strike, flash, flying, haste, landwalk, lifelink, protection, reach, regeneration, shroud, trample, and vigilance are in Tenth Edition. Of these, defender, double strike, flash, lifelink, reach and shroud appeared in core sets for the first time. Tenth Edition also reprinted several cards from previous sets
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strategic battles. But with such a diverse collection, keeping track of your arsenal can feel like a summoning gone wrong.Read it for free on ermalalibali.comThis guide explores the top websites and apps designed to streamline your MTG collection management, allowing you to effortlessly organize, value, and optimize your prized cards.1. TCGplayer:
A Marketplace Titan with Collection Management PerksTCGplayer is a titan in the MTG market, offering a vast marketplace for buying, selling, and trading cards. Beyond its commerce prowess, TCGplayer boasts a robust collection tracker that seamlessly integrates with the platform.Pros:Integrated Marketplace: Effortlessly move between browsing
the market and managing your collection.Price Guidance: TCGplayer leverages real-time market data to provide estimated card values.Detailed Tracking: Track card quantities, conditions (Mint, Near Mint, etc.), and foil/non-foil variations.Wishlist Feature: Create a wishlist to keep track of desired cards for future acquisition.Cons:Focus on
Marketplace: While collection tracking is available, it might feel secondary compared to the marketplace focus.Limited Customization: The interface might not be as customizable as dedicated collection trackers.Who Should Use It: TCGplayer caters to Planeswalkers who actively participate in the MTG market. If you frequently buy, sell, or trade
cards, and want a streamlined solution for both marketplace interaction and collection management, TCGplayer is a great choice.2. Deckbox: Building and Refining Winning DecksDeckbox deviates slightly from pure collection tracking. This app prioritizes deck building, allowing you to create, test, and share your MTG decks virtually. While it offers
some collection tracking features, its core strength lies in the deck-building aspect.Pros:Deck Building & Testing: Build decks digitally, test them against Al opponents, and refine your strategies.Community Sharing: Share your winning decks with other Planeswalkers and see creations from the community.Collection Tracking: While not the main
focus, Deckbox allows you to track your cards and integrate them into deck builds.Cons:Deck Building Focus: If pure collection management is your priority, Deckbox might not be the best choice.Limited Collection Features: Collection tracking functionalities might be less extensive compared to dedicated trackers.Who Should Use It: Deckbox is
perfect for competitive Planeswalkers who love building and refining their MTG decks. While it offers collection tracking, it shines for those who prioritize the strategic and competitive side of the game.3. ManaStack: A Comprehensive Hub for Everything MTGManaStack is a one-stop shop for all things MTG. This website offers a robust collection
tracker alongside a wealth of information on cards, decklists, formats, and the MTG universe.Pros:Comprehensive Collection Tracking: Track your cards by quantity, condition, foil variations, and even deck organization.Detailed Card Information: Access detailed information on individual cards, including rulings, lore, and deck statistics.Meta-Analysis
& Decklists: Stay updated on the current metagame and browse popular decklists for inspiration.Community Features: Participate in forums, discuss strategies, and connect with other Planeswalkers.Cons:Limited Marketplace Integration: ManaStack doesnt directly integrate with marketplaces for buying and selling cards.Who Should Use It:
ManaStack is a great all-rounder for MTG enthusiasts who want a comprehensive platform for managing their collection, staying informed about the metagame, and connecting with the community.4. MTGGoldfish: Unveiling Market Trends and PricesMTGGoldfish is a website focused on MTG finance and pricing. While it doesnt offer a dedicated
collection tracker, it provides invaluable insights into market trends and card values.Pros:Market Price Tracking: Track price histories and identify valuable cards within your collection.Finance Articles & Insights: Gain valuable knowledge on MTG finance, investing, and navigating the card market.Decklist Meta Analysis: Analyze popular decklists
and identify the most sought-after cards.Cons:No Collection Tracking: MTGGoldfish doesnt offer a dedicated platform for managing your collection.Finance Focus: Primarily focused on market trends and pricing, not collection organization.Who Should Use It: MTGGoldfish is a valuable resource for Planeswalkers who are financially invested in MTG
and want to optimize the value of their collection.Choosing the Right Tool for Your CollectionThe ideal tool for managing your MTG collection depends on your specific needs and priorities. Consider the following factors:Collection size and complexity: If you have a large or complex collection, a dedicated collection manager like ManaStack or
TCGplayer might be beneficial.Interest in market trends: If youre interested in card values and finance, MTGGoldfish is a must-have.Desire for community interaction: If you enjoy connecting with other Planeswalkers, ManaStack offers social features.Focus on deck building: If you prioritize deck building and testing, Deckbox is a strong
contender.Beyond the Apps: Additional Tips for Managing Your CollectionPhysical Organization: Use card sleeves, binders, and boxes to protect and organize your cards.Condition Assessment: Regularly assess the condition of your cards to maintain their value.Research and Stay Informed: Keep up with new sets, card rulings, and market trends.Set a
Budget: Establish spending limits to avoid impulsive purchases.Digital Backups: Consider creating digital backups of your collection for added security.By utilizing the right tools and following these tips, you can effectively manage your MTG collection and maximize your enjoyment of the game.Would you like to delve deeper into a specific tool or
discuss other aspects of MTG collection management? Secret Lair is here to celebrate everything we love about Magic (plus some epic collaborations)! You'll find cards with fun and funky art, new artists, and styles you never saw coming. But act fast! Each drop is only available for a limited time. Miss a drop, and it's gone! Start playing for free! MTG
Arena is a digital collectible card game available on desktop and mobile. Get 3 free digital card packs sent to your in-game inbox when you login! Bring the strategy. Bring the action. MTG Arena brings the legendary strategy card game to PC, Mac, Android, and iOS. Magic is about community. Gather and play your way whether at your local game
store, at home with friends, or online with SpellTable. Experience the original digital platform for fans of Legacy, Modern, and other classic Magic formats. Available on PC! Follow the Magic Pro League, compete in digital and tabletop tournaments! April 11, 2025 Return to one of Magics most iconic planes for an epic battle between dragons and
clans. Tarkir is now bigger and bolder than ever, filled with cinematic action, dynamic clan gameplay, and powerful new dragons that add lasting firepower to your collection. February 14, 2025 Buckle up! It's time to get behind the wheel in Aetherdrift, a multiversal race filled with adrenaline-fueled Magic gameplay across three worlds. January 24,
2025 Dig up reprints from across Innistrads history and iconic characters. You might even uncover a coveted Edgar Markov (the first vampire of Innistrad) card. Time to rediscover everything you love to fear! November 15, 2024 Your favorite Legends and Planeswalkers are here with quintessential magic from across the Multiverse. This set was
made for past, present, and future Magic players. Time to share your spark! September 27, 2024 Dare to enter Duskmourn. This plane-enveloping House sets the scene for fears to come to life. It's your skin in the game! Share copy and redistribute the material in any medium or format for any purpose, even commercially. Adapt remix, transform, and
build upon the material for any purpose, even commercially. The licensor cannot revoke these freedoms as long as you follow the license terms. Attribution You must give appropriate credit , provide a link to the license, and indicate if changes were made . You may do so in any reasonable manner, but not in any way that suggests the licensor
endorses you or your use. ShareAlike If you remix, transform, or build upon the material, you must distribute your contributions under the same license as the original. No additional restrictions You may not apply legal terms or technological measures that legally restrict others from doing anything the license permits. You do not have to comply with
the license for elements of the material in the public domain or where your use is permitted by an applicable exception or limitation . No warranties are given. The license may not give you all of the permissions necessary for your intended use. For example, other rights such as publicity, privacy, or moral rights may limit how you use the material.
Organize and keep track of your collection online with a free MTG Collection Builder account. Import all of your existing cards from MTG Studio, Deckbox, or add them directly on the website. Link and share your collection with friends! See my collection as a sample! Analyze Browse your entire collection at once, or view a specific set at a time, either
graphically or via sortable tables. See how much of each set, and all of Magic, you've collected, via the use of handy progress bars. Analyze your collection and see how much your Magic cards are worth using TCGPlayer prices. Easily add to your collection! Find out how much it'd cost to complete a playset of commons, uncommons, or even one of
each card in a set, and automatically add it to your TCGPlayer shopping cart! You can sort sets by the cost to complete them, and chip away at your collection's progress bars. You can also buy Draft Cube sets. Coming Up Next A complete rewrite of MTG CB is in progress! Update includes: Token support Foreign cards Custom collection goals And
more! Still being updated with new cards as they are released. Otherwise in maintenance mode so efforts can focus on the new site. See recent changes in the changelog! Because it's awesome! Whether you keep your cards in bulk storage boxes, create custom 3-ring binders to store them in (feel free to use my templates!), or have your own
elaborate organization scheme, there are many fun reasons to collect. You can build your own draft cube in order to allow your friends to draft infinitely for free at your place, or you can expand your collection and watch a card previously valueless skyrocket after a metagame shift. (Sensei's Diving Top, anyone?) If you want to support the site directly,
you can do so over at Patreon! As a patron, you can get things like: Access to MTG CB's Discord channel. Access to polls that help direct the future of the website. And more! Become a Patron! New: Tune into The MTG Collection Builder Podcast! News and advice for Magic: the Gathering collectors. 2013-2025 MTG Collection Builder Terms and
Privacy Changelog Magic the Gathering and all related properties are copyright Wizards of the Coast. All rights reserved. MTG Studio, Deckbox, and TCGPlayer are properties of their respective owners. This site is not affiliated. Last updated on June 18, 2025 Frantic Search | Illustration by Mitchell Malloy Building and refining your Magic: The
Gathering card collection is an exciting journey for players of all levels. That said, as your collection grows, keeping everything organized can feel overwhelming. That's where MTG collection trackers come in. These handy tools are designed to simplify card management, improve your gameplay, and give you a competitive edge. This is why today, Ill
go over the best collection trackers for both the online and paper environment, exposing their pros and cons and ultimately choosing the best. Without further ado, let's dive into it! Pin Collection | Illustration by Ben Maier Magic collection trackers arent just tools but your personal assistants in efficiently organizing and managing your Magic card
collections. These trackers offer a variety of features that cater to individual player preferences and requirements. They excel at tasks like cataloging cards, tracking their value, and managing multiple decks, relieving you of the tedious manual work and saving you valuable time and effort. It's worth noting that Magic collection trackers arent just
one-size-fits-all solutions. They can function as third-party apps for software like MTG Arena or Magic Online or as standalone programs. This versatility empowers you to choose the setup that suits you best. While using a third-party app can automate collection updates, it's important to consider that it may limit you to that specific program,
potentially excluding your physical card collection. However, most of these trackers offer an export feature that allows you to transfer your collection data between different platforms, making it easier for you to manage your collections. Let's start with Goatbots, a botchain for MTGO that specializes in buying and selling cards. Beyond its primary
function, it offers a range of features that can help you manage your collection more efficiently. For instance, it allows you to export your collection from the client directly to the website, providing an estimated value of your cards. Goatbots collection tracker One standout feature of Goatbots is the ability to view your entire collection categorized by
factors like value or price trends over time. Additionally, it offers a unique feature called suggested swaps. Goatbots suggested swaps feature This feature suggests cheaper versions of cards you own, potentially allowing you to make more cost-effective trades and increase your profit. However, it's worth noting that Goatbots lacks any means to
upload or edit decks. All in all, it's a very efficient tracker, considering it's free. Cardhoarder is primarily recognized for its two main services: the loan program and the MTGO bot chain. The loan program allows you to borrow cards for your MTGO decks, while the MTGO bot chain is a system that allows you to buy and sell cards on the platform. It's a
trusted platform, renowned for fair prices and extensive stock availability. One notable feature is the ability to export your MTGO collection directly to their website. From there, it provides an estimated value of your collection in both tickets and cash. Cardhoarder uploaded collection This feature combined with their deckbuilder allows you to identify
which cards you already own for a particular deck and which ones you need to acquire. Cardhoarder deck editor While it may seem simplistic, its intuitive interface makes it one of my preferred methods for tracking my collection on MTGO. This tool is also free to use, as their main way of making profit is through their loan program. As one of the
most popular MTG websites, it's no surprise that MTGGoldfish has its own collection tracker, known as Super Brew. MTGGoldfish Super Brew MTGGoldfish's Super Brew feature is a powerful tool that allows users to find decks to build based on the cards they already own in their collection, either online or in paper format. Users can access Super
Brew on the Goldfish website under the deck section. They choose their collection type and preferred format (e.g. Standard) and click Brew to generate results. The feature sorts Standard decks based on the cost to acquire the remaining cards, with options to sort by price, missing cards, or cost owned. This feature can be a game-changer in your
deck building strategy, helping you make the most of your existing collection. Users can explore individual deck lists, see which cards they already own, which they're missing, and the associated costs. They can also view common cards in the archetype and make substitutions based on their collection. To use Super Brew, users must have cards in
their Goldfish account, which they can add manually or import from supported programs. The feature is available to premium members for $6 a month, with a 30-day money-back guarantee. While you can manually upload your collection by adding cards individually, you can't export it without the premium feature. MTGGoldfish import/export features
Since this is linked to the Super Brew feature, you probably won't use this as your main way to track your online cards, especially since other platforms like Cardhoarder offer similar features without a paywall. However, it's worth mentioning that having access to both online and paper prices is helpful, even though you have to organize your
collection manually. The TCGplayer Collection Tracker, a tool used by Magic and Yu-Gi-Oh! players, is designed for convenience. TCGplayer collection tracker You can input your cards into the tracker, which provides an estimated collection value. It helps you avoid buying duplicate cards (by the way, we tried buying from TCGplayer) and allows you
to track changes in card prices over time. The tracker is accessible through the TCGplayer app, making it easy to check your collection on the go. It even has a cool feature that lets you scan cards you own. TCGplayer App download screen Additionally, the tracker updates automatically when cards are purchased from TCGplayer. It also offers filtering
options to view cards by value or trading potential. EChoMTG is one of the most comprehensive trackers available for managing paper Magic: The Gathering collections. It allows you to organize your collection by set values and percentages collected and provides a printable checklist for tracking cards during paper trades, for for when selling or
buying large collections. EchoMTG collection by Set EchoMTG offers a range of premium features that can significantly enhance your MTG experience. These include a trading app, more frequent email reports, expanded collection and deck limits, trade teams, and even SMS price alerts that can be customized to your preferences. ECchoMTG market
analysis Our first collection tracker for MTG Arena offers several tools to improve your MTGA experience. MTGA Assistant helps you understand how likely you are to draw certain cards, gives you ratings for cards when you're drafting, and connects with AetherHub's Metagame pages to keep you up to date on the game's current trends. MTGA
Assistant collection tracker You can see how your card collection matches up with popular decks to help you decide what to build. And the best part? It's all free! MTGA Assistant Deck Advisor You can use it on multiple screens, so you can keep your main screen clear while you track your deck on another. Plus, your matches and drafts help
AetherHub gather data about the game's trends, so you're part of the community. The tool also tracks your deck's stats to see how you're doing, and there are calendars and news to keep you in the loop about events and updates in the MTG world and from your favorite creators. MTGA Assistant personal deck stats While it has many features, it might
not look as nice as other options. In the first few runs after installed, it doesnt recognize your collection right away until after a few restarts. Also, Im unsure how often they update their card ratings for drafting. Untapped, like MTGA Assistant, offers similar tools to enhance your Arena experience. However, its main webpage boasts better graphics.
Here, you can keep track of how your card collection is progressing. Untapped.gg collection tracker Untapped.gg Arena collection progress You also have the option to export your collection as a CSV file, but this feature requires a premium subscription. Untapped.gg premium collection export While it also supports Limited card evaluations, it's
important to know that Untapped card ratings are based on Luis Scott-Vargas insights, a highly successful Limited player in the MTG community. Similar to MTGA Assistant, these ratings are pulled at the beginning of each set, and it isn't clear how updated they are. Undoubtedly, the best MTG Arena tracker is Arena Tutor. Unlike the others, it
functions as a standalone app, allowing you to manage its placement without using up resources by keeping web pages open. Arena Tutor collection tracker Regarding tracking your collection, Arena Tutor offers multiple filters to monitor your progress based on card rarity. It also provides an estimation of how close you are to completing your
collection by calculating how many Arena boosters you need to open or how many Arena drafts you need to participate in to complete a Magic set. Arena Tutor collection tracker by card and set Furthermore, it offers several other free features, like the Draft Al helper, which is updated weekly five times during each set release, so you're always
getting the newest insights and rankings. This feature assists you in drafting and also tracks your deck's win rate depending on the format you're playing. Arena Tutor deck collection Arms Dealer | Illustration by Wayne Reynolds While several MTG collection trackers are available, Arena Tutor stands out as a top choice for MTGA enthusiasts like
myself, as I no longer play paper Magic. Regardless, thanks to its powerful Draft Al helper, which is updated weekly, Arena Tutor enhances every aspect of your MTGA experience. You can even use it as a preparation method for bigger paper events. What do you think? Which was your favorite? Was there any tracker I missed? Let us know in the
comments or on the Draftsim Discord! As always, thanks for reading. Follow us on our social media to never miss a post. Take care, and see you next time!Follow Draftsim for awesome articles and set updates: Use the responsive Magic Manager web platform to organize your inventory with powerful features including: Lightning fast search and
filtering options. Import and export using a variety of formats. Monitor and track your collection over time. Get the latest prices for all cards in your inventory. Use blazing fast filter queries to view price data for every card you own in a set, every rare card in your inventory, and more. editdefault for all languagesEnglish1993 collectible card
gameMagicMTGMagic:The GatheringMagic The GatheringM:TG

Largest magic the gathering collection. Largest mtg collection. Best magic collection manager. Mtg collection manager. Biggest mtg collection. The best magic the gathering card. Biggest magic the gathering
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