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START YOUR MAGIC: THE GATHERING JOURNEY...

Take on the role of a powerful mage and traverse the planes in search of battles to be won. Begin your adventure
with two ready-to-play decks from the latest Starter Kit, or build your own deck using cards from Magic releases.
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of you will start (perhaps flip a coin) and make sure you have a way to track
your life points (pen and paper never fails). The goal is to reduce your
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Find more information on how-to-play Magic: The Gathering on our website: magic.wizards.com/en/how-to-play
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