
Magic: the Gathering:
the Class

Week 1: Intro to Magic:
Card Types, Steps, and Phases



What is Magic: the Gathering?

Designed to be portable

Predates Pokemon and 
Yu-Gi-Oh
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General 
Card 
Overview

Name

Subtype

Card type

Abilities

Flavor text

Power

Toughness

Converted Mana Cost 
/ Mana value

Set Symbol

Creatures only

No effect on 
gameplay

On (almost) 
every card



Artifact/Enchantment

Abilities



Sorceries Instants

Only on 
your turn 
during a 
main 
phase

At any 
time 
(*almost)

Both 1 time effects



Planeswalker
1 loyalty 
ability per 
turn during a 
main phase

Loyalty
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The stack resolution 1st 
played 
= last to 
resolve

last 
played = 
first to 
resolve



The stack resolution 1st 
played 
= last to 
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Negate resolves, fatal push is 
countered,Blanchwood armor 
resolves
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Game Start

Start with 7 cards

Start with 20 life

Players randomly decide who goes first.  

Mulligans are decided 
Do not keep this hand 



First turn

First player does not draw on first turn

(All players draw on subsequent turns)

Beginning of game effects occur

Play begins normally



Phases




