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Magic The Gathering
Beginners Guide

Introduction:
Entering the
Multiverse of
Magic: The
Gathering

Magic:  The  Gathering
is  a  deep,  strategic,
and endlessly creative
trading card game that
has captivated millions
of  players  since  its
debut  in  1993.  For  a
newcomer,  stepping
into a local game store
or  scrolling  through
endless  card  images
o n l i n e  c a n  f e e l
overwhelming.  The

complex  rules,  the
vast  history  of  sets,
and the sheer  variety
of  deck  archetypes
might  seem  like  an
impossible  barrier  to
entry.  However,  this
Magic  The  Gathering
beginners  guide  is
designed to demystify
the game and provide
you with a clear path
forward.  Whether  you
were drawn in by the
stunning  artwork,  the
stories of epic battles,
or the promise of deep
strategic  play,  this
guide  will  help  you
take  your  first
confident  steps  into
the Multiverse. We will



break  down  the  core
mechanics, explain the
different  formats,
suggest  your  first
purchases,  and  offer
practical advice to help
you go from a curious
observer to a confident
player.

What Exactly is
Magic: The
Gathering?

At its heart, Magic is a
t w o - p l a y e r  ( o r
somet imes  more)
strategy  game  where
you take on the role of
a  Planeswalker—a
powerful  wizard  who
can  travel  between
different  dimensions.
Arsenal at your side is
your deck, a collection
of 60 or more cards (or
40  in  some  formats)
that  represents  your

spells,  creatures,  and
resources. The goal of
every  game is  simple
yet demanding: reduce
your  opponent's  life
total from 20 to zero.
You accomplish this by
summoning  creatures,
casting  spells,  and
cleverly  using  the
resources  at  your
disposal.  What  makes
M a g i c  e n d l e s s l y
replayable is its "Mana
system." You must tap
lands  to  generate
mana  to  cast  spells,
w h i c h  c r e a t e s  a
natural ebb and flow of
power. No two games
ever play out the same
w a y ,  m a k i n g  i t  a
lifestyle  hobby  for  its
dedicated fans.

The Core of the
Game: The Turn
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Structure

Understanding the turn
structure is the single
most important step in
your journey. A turn in
Magic is divided into a
str ict  sequence  of
p h a s e s .  A t  t h e
beginning of your turn,
you  "un tap"  your
tapped cards, then you
draw a card. The "Main
Phase"  is  where  you
t a k e  y o u r  m o s t
important actions: you
may  play  one  land
from  your  hand  and
cast spells. After that,
y o u  m o v e  t o  t h e
"Combat  Phase , "
where you can attack
your  opponent  with
your  creatures.  Your
o p p o n e n t  g e t s  a
chance  to  block  with
their  own  creatures.
Finally,  during  your
"Second  Main  Phase,"

you can cast additional
spells  before  ending
y o u r  t u r n .  T h i s
structure  might  seem
rigid, but it creates the
framework  for  all  the
strategic depth of  the
game.  Learning  this
rhythm is foundational
t o  any  Mag i c  The
Gathering  beginners
guide.

How to Build
Your First
Magic Deck

Before  you  can  play,
you need a deck.  For
b e g i n n e r s ,  t h e
absolute  best  way  to
start  is  by purchasing
a  preconst ructed
product.  You  do  not
need  to  build  a  deck
from scratch when you
are  just  learning.  The
most  recommended



product is the Starter
Kit  or  a  Jumpstart
Booster.  Starter  kits
come with two ready-
to-play  60-card  decks
that  are  designed  to
be  balanced  against
each  other,  making
t h e m  p e r f e c t  f o r
learning with a friend.
Jumpstart, on the other
hand, involves opening
two packs, each with a
theme,  and  shuffling
them together.  It  is  a
fantastic way to get a
playable  deck  and
experience  a  wide
variety  of  cards  and
strategies  without
needing to understand
deck-building theory.

Understanding
Mana Curve and
Card Types

If you decide to move
beyond preconstructed

decks  and  build  your
own, you need to pay
attention to the "mana
curve."  This  simply
means  you  should
have  a  good  mix  of
c a r d s  t h a t  c o s t
different  amounts  of
mana. You want a few
cheap spells (costing 1
or  2  mana)  to  play
early,  some  medium-
cost  spel ls  (3  or  4
mana)  for  the  middle
of the game, and a few
expensive,  powerful
spells  (costing  5  or
more  man  a)  to  finish
the  game.  Your  deck
will  be  filled  with  five
primary  card  types.
Creatures  are  your
primary way to attack
and defend. Sorceries
and  Instants  a re
spells  with  one-time
effects,  with  Instants
be ing  castab le  at
a lmos t  any  t ime .



Magic The Gathering Beginners Guide

Downloaded from ges.cursor.cl by Boyer & Kiera •
Wisdom is the reward for listening. • Page 5

Enchantments  and
Artifacts  remain  on
the  battlefield  to
p r o v i d e  o n g o i n g
effects.  Finally,
Planeswalkers  are
powerful  allies  who
c a n  u s e  s p e c i a l
abilities  each  turn.  A
well-built  deck  will
have a healthy balance
of these card types.

Demystifying
the Rules: Key
Mechanics
Explained

A n y  M a g i c  T h e
Gathering  beginners
guide  must  address
the rules that confuse
new players the most.
The  most  important
concept is the "Stack."
When you cast a spell,
i t  doesn' t  happen

instantly.  Instead,  it
goes  on  the  stack.
Both  players  have  a
chance to respond with
instants  or  abilities.
The  last  spel l  cast
resolves  first.  This  is
called  "Last  In,  First
Out."  Another  critical
rule  is  "tapping."  To
indicate that you have
used a land for mana
or a creature to attack,
you  turn  the  card
sideways.  A  tapped
card  cannot  be  used
again until you untap it
at  the  start  of  your
t u r n .  L a s t l y ,
u n d e r s t a n d  " t h e
Legend  Rule."  If  you
control  two  legendary
permanents  with  the
same name, you must
immediately  choose
one  to  put  into  the
graveyard. These rules
a r e  n o t  t h e r e  t o
confuse  you;  they



c r e a t e  t h e  d e e p ,
interactive  gameplay
that  defines  Magic.

Why the Color
Pie Matters

Magic's  five  colors  are
not just for decoration;
they  define  the  entire
phi losophy  of  the
game.  White  is  the
color of order, law, and
protection, often using
small  creatures  and
life  gain.  Blue  is  the
color  of  intellect  and
m a n i p u l a t i o n ,
s p e c i a l i z i n g  i n
counterspells and card
drawing.  Black  is  the
color of power at any
cost,  using  death,
discard,  and  grave
summoning.  Red  is
the  color  of  chaos,
aggression, and direct
damage. Green is the
color  of  nature  and

growth,  with  powerful
creatures  and  mana
acceleration.  Most
beginner decks will be
made  of  one  or  two
colors.  As  you  get
comfortable,  you  will
naturally  gravitate
toward the colors that
match  your  preferred
playstyle, whether that
is  the  tactical  control
o f  B l u e  o r  t h e
aggressive  rush  of
Red.

Choosing the
Right Format
for You

Not all Magic is played
the  same  way.  The
game  is  sp l i t  in to
"formats"  that  dictate
which cards are legal.
F o r  a  b e g i n n e r ,
Standard  is  often
recommended. It  uses
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only  cards  from  the
last  few  years,  which
means a smaller  card
pool  that  is  easier  to
learn.  Commander  is
currently  the  most
popular  format  in  the
world.  I t  is  a  four-
player,  social  format
where you build a 100-
card  deck  around  a
legendary  creature.  It
is  known  for  its  fun,
chaotic  games  and
self-expression,  but  it
can be complex for  a
brand-new  player.
Limited  formats  like
Draft  and  Sealed  are
excellent for beginners
too.  In  Sealed,  you
open six booster packs
and  build  a  40-card
deck  from  what  you
open.  It  levels  the
playing  field  because
everyone  starts  with
the  same  resources.
Pauper  is  another

fantastic  format  for
b u d g e t - m i n d e d
players, as it only uses
common-rarity cards.

Digital Magic:
Arena vs.
Tabletop

The best advice in any
Magic  The  Gathering
beginners  guide  is  to
start  playing  as  soon
as possible. You do not
need to buy expensive
physical cards to learn.
M a g i c :  T h e
Gathering Arena is a
free-to-play  digital
game available on PC
and mobile devices. It
has a fantastic tutorial
system  that  teaches
you the rules step-by-
step. It also handles all
the  complex  turns,
tapping, and math for
you,  allowing  you  to
focus  on  strategy.



Arena  is  the  single
best  tool  for  learning
the  game  quickly.
O n c e  y o u  f e e l
comfortable,  you  can
transition  to  physical
cards if you prefer the
social  experience  of
playing in person at a
local game store. Many
players  enjoy  both,
using  Arena  to  test
ideas  and  physical
c a r d s  f o r  t h e
c o m m u n i t y
experience.

Practical Tips
for New Players

As  you  begin  your
journey, here are some
practical  pieces  of
adv ice  to  keep  in
mind.  First,  do  not
rush  to  build  your
o w n  d e c k  f r o m
scratch.  Play  with

preconstructed  decks
for  your  first  dozen  or
so  games.  Second,
learn  f rom  your
losses.  Magic  is  a
game  of  var iance;
even the best players
lose 40% of the time.
Ask yourself what you
c o u l d  h a v e  d o n e
differently.  Third,  talk
to  exper ienced
players.  The  Magic
community is famously
welcoming  to  new
players.  Do  not  be
afraid to ask questions
a t  a  g a m e  s t o r e .
Fourth,  start  with  a
simple  strategy.
Build  or  buy  a  deck
that  does  one  thing
well, like playing many
small  creatures  or
controlling  the  board
with  removal  spells.
Finally, manage your
budget.  It  is  easy to
overspend  on  booster
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packs.  Instead,  buy
single cards for decks
you want  to  build,  or
stick to budget-friendly
formats like Pauper or
Draft.

Common
Mistakes to
Avoid

Every  new  p layer
makes  mistakes,  and
that  is  part  o f  the
learning  process.
However, knowing the
most  common  pitfalls
c a n  s a v e  y o u
frustration.  The  first
mistake is playing too
many expensive cards.
If your deck has a high
"mana curve," you will
often have nothing to
do in the early game.
The second mistake is
not  having  enough
land.  A  good  rule  of
thumb  is  to  have  24

lands  in  a  60-card
d e c k .  T h e  t h i r d
mistake is holding your
spells too long. If  you
are  losing,  play  your
cards  and  take  risks.
The  fourth  mistake  is
i g n o r i n g  y o u r
opponent's  cards.
Always  read  every
card  your  opponent
plays  so  you  know
w h a t  y o u  a r e  u p
against.  The  fifth
mistake is being afraid
t o  t r a d e  o r  t a k e
damage. Your life total
i s  a  r e s o u r c e .
Sometimes blocking  a
2-power  creature  with
your  only  creature  is
not  worth  the  trade.
These lessons will click
with  experience,  but
keeping them in mind
will  accelerate  your
learning  curve.



Expanding
Your Horizons:
The Social Side

of Magic

Magic  is  at  its  best
when  p layed  wi th
other  people.  Once
you  have  a  grasp  of
the  basics,  consider
visiting  a  local  game
s t o r e  ( o f t e n
abbreviated  as  LGS).
Many  s to res  ho ld
"Friday  Night  Magic"
events,  which  are
casual ,  beginner-
friendly  tournaments.
You do not need to be
an  expert  to  attend.
The goal is to have fun
and  l ea rn .  These
events are a fantastic
way  to  meet  players,
trade  cards,  and  see
different  strategies  in
action.  Also,  consider

j o i n i n g  o n l i n e
communities  like  the
Magic  subreddit  or
D i s c o r d  s e r v e r s
d e d i c a t e d  t o
beginners.  These  are
great places to ask for
deck  advice  or  rules
clarifications.
Remember,  the  Magic
community  is  diverse,
but  the  vast  majority
of players are happy to
h e l p  a  n e w
Planeswalker  find  their
way.

Your First
Purchases:
What to Buy
and What to
Avoid

I f  you  are  ready  to
spend some money on
physical  cards,  this
Magic  The  Gathering
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beginners  guide  will
help  you  make  smart
choices.  Your  first
purchase should  be a
S t a r t e r  K i t  o r  a
Challenger Deck (for
Standard  play)  or  a
Commander  Precon
( for  Commander) .
Avoid  buying  large
quantities  of  booster
packs.  While  opening
packs is exciting, it is
the  most  expensive
way  to  get  the  cards
you need. Instead, use
online retailers to buy
s ing le  ca rds  tha t
specifically  fit  your
deck.  For  a  beginner,
you  can  build  a  fun
and  viable  deck  for
under $30. Also, invest
in  card  sleeves.  They
protect your cards and
make  shuffling  easier.
Do  not  buy  rare  or
expensive  cards  until
y o u  a r e  s u r e  y o u

understand  the  game
a n d  k n o w  w h a t
strategy  you  enjoy.
Patience  and  smart
buying  will  serve  you
well.

Conclusion:
Your Journey
Begins Now

Magic:  The  Gathering
is  a  game  of  infinite
depth, community, and
creativity. The learning
curve is  real,  but  the
payoff  is  immense.
S ta r t ing  w i th  the
fundamentals  outlined
in this guide will  give
y o u  a  s t r o n g
f o u n d a t i o n .  U s e
M a g i c :  T h e
Gathering  Arena  to
practice for free, start
with  preconstructed
decks,  and  do  not
hesitate  to  ask  for



help.  Every  Pro  Tour
champion was once a
beginner who played a
land  and  passed  the
turn. The Multiverse is
vast, but you are now
equipped  with  the
knowledge  to  explore
it.  Your  first  game

might be a loss, but it
will  be  the  beginning
of  an  adventure  that
can last a lifetime. So,
shuffle  up,  draw  your
hand, and step into the
Mu l t i ve r se .  You r
Planeswalker  journey
has  just  begun.


