New to Competitive Magic and New player Guide
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1. I started writing this guide for the deck box forums because I saw so many players asking people to evaluate their decks.  I want to try to provide a good knowledge base for these players and hopefully they can educate themselves and we can have thoughtful discussions about these topics.  I would always recommend that new players try sealed and draft events to expand their collection, get trade bait and just learn the game in general. 
2. This Guide is for new players and players who have been playing casually for a while but want to scratch that competitive itch they’re feeling.  They want to test themselves and their decks at FNMs or other tournaments. If you’ve been playing for a while and understand some of the truly basic rules then this should help expand your knowledge a little.
3. New players are often confused by experienced players at tournament events whey they talk about cards or archetypes in short hand.  Here we’ll go over a few. 
· Shorthand
· FNM = Friday Night Magic – A competitive tournament held at most MTG retail stores on Friday’s (obviously).
· Constructed – Mainly two variants of constructed exist competitively; there are others that aren’t played as often.
· Standard - Typically a 60 card deck used to play in competitive events. 
· EDH/Commander  - There are variants on constructed that use 100 card decks with specific rules.  See (http://wiki.mtgsalvation.com/article/Commander_%28format%29)
· Limited –a limited format will be one of two types
· [bookmark: _GoBack]Sealed – 6 packs of a particular set or block and you must make a deck with them.  Not counting lands.
· Draft – 3 packs of a particular set given to a “pod” of 8 players.  Each player takes a card from the pack and passes it around the table until no cards remain in the pack.  A deck is built from the cards you choose.
· Board Wipes – cards that produce effects that clear the battlefield of creatures or permanents. IE: Destroy all creatures,  All Creatures are deal X damage.
· Recursion – Cards or abilities that allow you to replay cards in your graveyard.
· Ramp/Mana ramp – playing cards like creatures that provide extra mana, or put additional lands into play.
· Mana Curve – the overarching cost of cards in your deck and the order in which you need to play them in order to effectively execute a strategy.
· Mulligan – shuffling your starting hand back into your deck and drawing a new hand with one less card.  You start with 7, so a mulligan you would draw 6, another mulligan you draw 5 and so on.  Typically you want to see a combination of lands, spells and creatures for your starting hand. Every deck is different and will want to see different starting hands.  In general terms, if you can’t make a play in your first few turns or have one land or no lands then it’s time to mulligan.
· Colors – colors are usually abbreviated to their letter type especially in text.  This is important to know because it can create some interesting acronyms.
· Black = B
· Blue = U
· Red = R
· White = W
· Green = G
· Deck names and color combination short hand
· BUG = Black Blue Green 
· RUG = Red Blue Green
· RBW = Red Black White
· American = Red White Blue
· Junk = Black White Green
· Shards of Alara Color Combination Short hand
· Jund = Red Black Green
· Naya = Red White Green
· Grixxis = Red Black Blue
· Bant = Green Blue White
· Esper = Blue Black White
· Ravnica Guild Name color combination short hand
· Boros = R/W
· Gruul = R/G
· Izzet = R/U
· Rakdos = R/B
· Orzhov = B/W
· Golgari = B/G
· Dimir = B/U
· Selesnya = G/W
· Simic = G/U
· Azorious = U/W
5. Deck Archetypes – There are three main deck archetypes.  Most fall into these categories or are some combination of them. 
· Aggro – Decks that typically play small fast creatures and look to end the game quick.
· Midrange – Decks that usually will ramp their first few turns or play cards that stall the game until they can get a large creature or plan into action.  
· Control – Control deck seek to control the board (battlefield) and keep it clean consistently or play lots of denial (counter spells).  
Others:  there is other short hand for cards or descriptions that people use.  See Timmy, spike, vorthos etc… (http://mtg.wikia.com/wiki/Timmy). Some of these you’ll just have to remember to be open and make sure you speak up when you hear an unfamiliar term.  No one will think less of you for not knowing something. 
6. Basic Strategies – There are constructed and limited strategies as well as deck building basics and more specific archetype strategies for the types of decks available.  I won’t be talking about specific cards here, because discovering what the cards do and how they interact with each other is part of the fun of the game.
· Constructed - It’s important to note that there’s a bit of a rock, paper, scissors to mage with the constructed archetypes. Control usually has favorable matchups against midrange, midrange against aggro and aggro against control. 
· Deck Size - For mathematical reasons I won’t go into you want to stay as close to the minimum deck card count requirement as possible.  For standard that’s 60 + 15 sideboard, and for Commander that’s 100 + ?? Sideboard. This makes your decks and card draw more consistent.
· Multiples – with some notable strategic exceptions (that won’t be addressed here) you want multiple copies of cards up to the 4 card limit for each card in your deck. Basic Lands don’t count.
· Mana Base – As a rule of thumb you want a 1/3rd or more of your deck to be mana at a minimum.  See some basic guidelines below. Notes these are lands not count other mana sources.
· 20-22 - Low cost aggro decks, usually topping out at a 4 cost card.
· 23-25 – typical midrange setup with ramp, fetch, or mana dorks. This will support larger cost creatures and spells and fuel cards with X casting costs.
· 25-26 – Some control decks will run this amount of mana to make sure they can consistently play their spells without mana fetching or mana ramp.
· Less or More – running less lands or more lands than what’s listed here isn’t recommended unless you have a fine tuned and perfected strategy for what you’re trying to do, and if you’re doing that you don’t need to read this anyway.
· Sideboard– Veteran players struggle with sideboards so don’t be upset if you don’t’ fully grasp the concept.  Side boards are to help you plan for what you might face in a tournament and perhaps help strengthen your matchups against decks you might be week too.  IE: an aggro deck might pack anti-midrange cards in their side board to help them in that matchup.  The best advice I have ever heard for building a deck and sideboard is to consider it as a 75 card deck for purposes of construction pack in your core cards and the stuff you need to plug the holes in your strategy then whittle them down to the best 75.  Then take that down by 15, viola you have your main deck and sideboard.  
· Archetypes – There are more specific strategies for building decks associate with one of the 3 main archetypes. 
· Aggro – typically 26-30 creatures, a hand full of removal or burn spells and just enough lands to make sure you can cast your most expensive spells, usually a 4 or 5 cost creature will be the most expensive you’ll play in these decks.  These decks build on a pyramid of creatures with 1 drops making up the base, then 2s, 3s, and the top of the mana curve being 4 and maybe… maybe a 5 cost creature or 2.  Typical load outs will be as follows.  
a. 1 drops – 8-12
b. 2 drops – 8-10
c. 3 drops – 6 - 8
d. 4,5 drops – 4 - 6
e. Lands – 20-22
f. Spells – 6 – 8
Typically no spells with X in the cost you won’t have enough to cast them to any great effect. 
· Midrange – most mid-range decks run between 12 and 20 creatures with some typically being mana ramping creatures.  The creatures that are played usually provide “value” they do more than one thing or are ability packed, provide some kind of combo or provide a measure of control in addition to being threatening on the battlefield. These decks will usually have lots of removal or stall, 12-15 spells, removal or life gain cards with x in the cost, and spells that help them draw or get them card advantage.
· Control decks – the only reason you’re allowed to play cards against a control deck is because they let you.  That’s the goal.  They pack cards that wipe the board and let them search their decks for the cards they need to defeat you.  The main goal here is to have the card they need when they need it to stop you from doing what you need to do to win. These are high level decks and require a lot of experience and thought to play. 

· Limited – Much different than constructed there is a generic formula you can usually apply to these decks. Referencing Evan Erwin’s Learning to draft article here. (http://www.starcitygames.com/magic/fundamentals/12549_Learning_How_To_Draft.html)
· Drafting - first you have to sit at a table and get your packs.  The format is usually pass to the left then the right, then finally the left again.
· BREAD (Acronym) – Bombs, Removal, Efficient Spells, Aggro Dregs – this is the basic drafting strategy you’ll want to follow. 
· Bombs – Usually but not always a creature spell.  Otherwise a large imposing card that your opponent must deal with or face a losing position. IE – Plainswalkers, large creatures, board wipes.
· Removal – Cards that remove your opponent’s creatures from the battlefield. Either by destroying them or making them unable to affect the game. 
· Efficiency cards – Cards that provide synergy, or card advantage. For example, cards that gives all your creatures flying or makes them unblock able.  Cards that provide you with extra mana or let you draw additional cards. 
· Aggro – Small cheap creatures that come out early to do quick damage and can block for you later as you get your bombs in to play. 
· Dregs – Nobody wants these cards and they usually are considered unplayable or fit in to niche constructed decks.  IE: A 13 cost enchant that lets you shuffle your deck into your hand or some other outrageous effect. 
· Draft Deck building – you want to stick to these card counts as a general rule. 
· Card cost – 5 cost cards is as about as reliable as you’ll be able to cast, 6-7 cost and start to become really difficult to play consistently in your decks and anything more than 7 is generally unplayable in limited.
· Card Type Counts – lands, creatures, spells – 40 cards minimum, and stay at 40 if at all possible. 
a. Lands – 16-18, depending on how many high costs cards you drafted you’ll want up to 18 lands, if you drafted a bunch of lower cost aggressive creatures you can probably get by with 16.  There’s no hard/fast rule about it it’s just a generalization.
b. Creatures – 15 – 18, Creatures are your bread and butter in a limited format and as such they should make up most of your decks spells.  Aggressive decks want more creatures, slower decks can usually have less. 
c. Spells – 5-8, Removal spells and efficiency cards make up this part of the deck.
· Sealed Deck Building – you’ll follow similar guidelines as you do in drafting except you don’t have to worry about what your opponents are taking from the card pool.  You get your 6 packs and that’s it.
7. Rules – there are rules that newer players always have questions about.  I’ll cover some of the usual suspects here. 
· Game Zones – Game zones are not how your cards are organized, but just like a basketball court or any other sport, these zones affect the game.  IE: The end zone, the 3 point line, the foul line, out of bounds.  We’ll go over a few in magic and how they affect the game.
· Library – this is your deck. In whatever format you’re playing you’ll have a library consisting of the cards you brought with you to the game.
· Your hand – you draw from your library and put cards in your hand.  You cast cards from your hand and put them on the… stack, that’s right not the battlefield.
· The stack – all abilities and spells except those that provide mana use the stack.  The stack is both a real zone and an imaginary zone in the game.  A few examples of how it works below.
· When you cast a card from your hand, or use an ability printed on a card it goes on the stack.  (IE: and artifact that says, pay 2, to tap target creature) 
· The stack resolves last in first out. 
· Your opponent gets a chance to respond with instants or abilities, any time you play a card on the stack.  Including if you have a triggered ability, such as a card that reads “during your upkeep draw a card”. The effect of you drawing the card goes on the stack and your opponent can respond to it before you draw a card. Then you have the opportunity to respond to your opponent’s response.
· The effects and abilities continue to “stack” and don’t resolve until each player is done responding.  
· Effects on the stack resolve one at a time and you can respond to an effect after allowing another to resolve. 
· The Battlefield – after a permanent (creature, artifact, or enchant) resolves on the stack it’s then placed on the battlefield.  Any abilities it has for entering the battlefield trigger at this time and are placed on the stack.
· The Graveyard – instants and sorceries that resolve off the stack go to the graveyard, destroyed permanents also go to the graveyard after they leave play.
· Exile – exiled cards are outside the game zone and cannot affect it again unless they come back into one of the other zones. 
· Notes on cards changing zones.  When a card changes zones it in effect becomes a new “instance” of that card.  If you exile a creature with +1/+1 counters on it, and it comes back into play at the end of turn, then the counters are gone. 
· Playing lands – lands don’t use the stack and you can’t counter them or respond to them, same thing for mana abilities.  Something that reads (tap this to add G to your mana pool).
· Destruction, Sacrificing, Exiling – one of these things is not like the other. 
·  Destruction - is a keyword on most removal cards.  Creatures are also destroyed when they take lethal damage. 
· Sacrificing – you are forced to remove this permanent (usually a creature) from play.  It’s not the same as destruction
· Creatures Dying – There are effects that trigger when a creature dies, for this purpose sacrificing and destroying them count as the same thing.
· Exile – exiling a creature or other card does not destroy it or sacrifice it and won’t cause effects with that as a requirement to trigger.  Typically when a card is exiled unless otherwise specified you cannot use it again during the current match.
· Turn Sequence – It’s important to learn how the turns are structured.  I still forget sometimes.  And I half expect I’ll miss something in my explanation, but I do know that understanding these steps is the first of many steps to becoming a competitive player. 
· When you start the match you draw a 7 card hand. You can mulligan the hand and shuffle it back into your library drawing one card less each time you do so.  There is no limit on how many times you can mulligan save your diminishing opening hand.
1. Untap – If you have any tapped cards in play. Creatures that attacked. Lands that were used, you untap them here.  
2. Upkeep – Upkeep is where most triggered abilities are put on the stack.  
3. Draw – You draw one card each turn, unless you go first in the match, this is the price you pay for taking the first turn. 
4. Main Phase 1 – you may cast sorceries and permanents during this phase
5. Combat
a. You enter your combat phase and a step opens up for players to play spells and abilities before attackers are declared.
b. Declare Attackers – you choose creatures to attack with.  This does not use the stack, no instants or abilities can be played in this step.  Once chosen these creatures are attackers for the rest of combat. Effects that happen when a creatures attacks trigger here.
c. Attacking Instants and abilities step – you get a chance to play instants and abilities here. 
d. Declare blockers – assign blockers to “block” the incoming attackers, you can assign more than one blocker per attacker.  Assigning blockers does not use the stack, no instants or abilities can be played in this step.  Once you’re satisfied with the blocking assignments those creatures then become “blockers” and the attacking creatures become “blocked” until the end of combat or the creatures are removed from combat due to some ability or effect.
e. Blocking Instants and abilities step – after blockers are assigned you get the opportunity to play instants and abilities.  
f. Assigning Damage – Creatures assign damage to each other during this step.  Assigning damage does not use the stack, no instants or abilities can be played in this step.  If a creature is blocked by multiple blockers the attacking player assigns damage to the blockers in any order they choose, but lethal damage must be dealt to the first creature chose, before damage can be dealt to the other blockers.  Creatures dealt lethal damage are destroyed.  Extra damage cannot be assigned to players unless the creature has trample (see trample below). 
g. Assigning damage instants and abilities step – You can play instants or abilities in this step after damage has been assigned.
6. Main Phase 2 – see main phase 1
7. Discard – discard down to 7
8. EOT/Cleanup – spells that end at the end of turn effects end.  You may also play instants or abilities here before you pass to your opponent.
· Other common Abilities that influence combat
· First Strike – Creatures with first strike deal damage before creatures without first strike.  Technically first strike creatures create another damage step before the normal damage step. If a creature with first strike would deal lethal damage to its blocker it will take no damage during the next damage step.
· Trample – creatures with trample deal any excessive damage over the blockers toughness to the defending player IE: a 10/10 trample blocked by a 4/4 will deal 6 damage to its opponent. 
· Deathtouch – when a creature with deathtouch does any amount of damage to a blocker that creature will die at as if it had received lethal damage.  IE: a 2/2 attacker with deathtouch blocked by a 4/4 will end in both creatures being destroyed. 
· It is possible for abilities to stack a creature can be First strike, deathtouch, trample.  IE: a 10/10 with first strike death touch and trample, blocked by 4 – 2/2 creatures only has to do 1 damage to each creature (deathtouch), and then can assign 6 damage to the defending player (trample) and it will take no damage from the 2/2’s (first strike). 
· Other important combat concepts.  If you remove a blocker from combat (by returning it to its controllers hand or destroying it) the attacking creature is still blocked.  It deals no damage to the opponent (unless it has trample).
· Untap Upkeep draw, Discard – in general you can’t play spells or abilities during these steps, there are exceptions though.  If an ability triggers during one of these phases and is placed on the stack you may respond with instants or abilities of your own.


8. Resources to expand your knowledge .
gatherer.wizards.com/‎
· Rules on specific cards and just a general good tool for searching through all the different cards magic has to offer.
www.reddit.com/r/spikes/
www.reddit.com/r/magicTCG/
www.reddit.com/r/magicdeckbuilding‎
· Spikes provides discussion on the competitive environment in magic
· Deckbuilding is pretty obvious, just another resource for people looking for help building decks.
· Magictcg is just a general discussion forum about all kinds of magic topics.
wiki.mtgsalvation.com/‎
· Rules database and general knowledge about the game.
www.draftmagic.com/
· Videos and articles about drafting and limited formats.
www.starcitygames.com/‎
www.tcgplayer.com/‎
www.channelfireball.com/‎
· Online stores for magic as well as some of the best written articles concerning magic topics.



