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Addsess all letier 1oo

Welcome [o the first mstafiment
of Hurkyl's- Recollections, the offi-
cial fetters column for ARtiquities
Wior e the Warld of Magie: The
Gathering! In this space, we hope
to hear from all of you fans who
have something to say about
Armada’s officlel Nne of comics
based an Wizards of the Coost’s
Magic; The Gathering trading
card gome. Good or bod, we wel-
come ol correspondence becanse
theat's the only way we kimow fiow
We're daing.

This issue beqgins a tole of one of
the most tumuituous periods in the
history of Doeningria. A story 1o
encompassing, that It actually
giffects other planes and dimersiong
frn the moithorie wehe comme o
krow' @t Domimla,  The events
recounted in this miniserics have o
sovere and loshing -impact on the
winld of Dominoria, (All together
pow, Dol i name of the -
verse, DomiNARia it the narme of the
planer.) A slmple twish of fobe sends
two brothers. Urza and Mishra,
down seporate. paths: Eventually,
these paths cross and the resulty—
ey anyorne who hai ployed wath the
Antiquilies expansion conds can Lefl
e deviashifing,

I you're fust foining us, welcome
to Armada ord the Magic: The
Gathering line of comics! Chrr goal
with this and ol of our Magic
tithes, '#5 to infroduce yon fo the
fontastic world of Dominaria. On
edch poge, we do our best o
briig the- myths and  legomds,
creatures aind cultires of Hhis
world to Nfe. Not familiar with
Magic: The Gatherimg? Put up
yourr kicks for o bit, and fet me try
and explain,

Magic: The Gothering [, bar
o, [he mation™  rofteit col-
lectible  troding cord gome.
Playerii take an the role of power
il wizards knoswn of plameswalk-
ers. Thepr wirards Bave He ability

ool Vita, Assr Bditer oo ACCLAIM COMICS $78 Seventh Avense Rew Yok, N Y 10001

fe access varloos  spetls wirich
they uie to defeat thelr opponent
while defending their own berrifio-
ry. Armed with nothing but o deck
of cards, they begin baftie,

Dominaria’s Tands provide five
differert  colored ' mana [(red,
black, blue, green, ond white),
which i the power source for all
of the magic i Domipie, Each
color of mana represents different
strengths and weakinesses, shich
can make pretty powerful comiy-
notions. Spells differ in their casl-
ing cost and power and certain
spells have neal little fast effects
which con  moke Lol L= S LN
interesting. Plaoyers combime skill,
strotegy and o heaping dose of
good leck fo constrict their deck.

Red magic is born of earth and
fire, stemvming from the moun-
tainsof the lopd, I 8 o very
destructive ond chootic  magie,
and fn a duel, i wswolly used for
direct damage:

Black magic rises from the
swenmps and bthelves on death and
decay, Wiie block magic can be
ruthless, it con oo prove to be a
wizard's - undoing. Blie magic
flowes from the islonds and is the
maogle of deceplion ard ilusion,
as-well as that of air and waler.

Green mogic grows: out af the
forests and provides many oreg-
tires, While green' can be calm
ard  soothimg, ¢ also has the
potential for swifl destriction,
White magic comes from the open
plaini gnd focuses on healing and
protection. There is ailso the power
for noble war.

Finally, there Is the art af the
artifoct which con be wielded
uiing any coler of mana, Artifoct
magic centers ground ensorceled
rtems - spch- o5 wands. and - fails-
mans which provide o number af
resources In o duel such as provia-
ing extro mana o weakening
pour opponent.

During the Antiquities War,
Urzg ond Mishra wsed such arli-
facts in battle agoinst ome anoth-
er, with dire consegirenoes.

For all you Maglie players aul
there, “see W ywour can’t recognize
anr depictions of fone of Bie ot
spectaculor and powerful artifocis
fram tie ARtiguiles expansion Jet,
released  oh-so-long ogo. Al
though a complex and vicious
war will begin o bréew arourmnd
your, stand Ffosf, becouse we're nol
olone: Bules guru Shown Carnes,
fies  thrown i hat in and pre-
poared wmsell o (ake mare pui-
ihment. He'll be Interpreting the
gvenls, creatires, relice and spells
woven fnfo the storpline. amd
tramsiating them back info game
terrts.  Shawn's  fnsight  hos
proven invaluable with our other
Magic books, amd hes got his
work cut out for him with
Antiguities War.

§o let us know what you think!
Fou ' can send yodr message by
Roc, or by Ornithoplér—or snail
el FF A you fawe bo) bot please
send it} The entire Armado feam
hat put this book fogether for you
arnd we meed o know il wieré
doing a good job or not. As a lt-
the bit of an lncentive, fetters thal
show o particular degree of
inglght, or well-turned criticizm,
will earn you a free copy of
an upcoming lsue, signed by
the artists.

Ot Belall’ of Armada, V'd ke o
thank you for picking. up Hhis
book, Everyome involved has real-
Iy put 150% into making this fssue
and | think it shows. Enfoy!

Speaking of letters, becawse of
the huge influx that we've receivied
from. oar recently concluded lce
Age on the World of Magie: The
Gatirering minlseries, we've hod (o
spill some over info this Bsue.
Thanks, one and all, for writing
i, Plegse keep ‘em coming!




I am a 23-year-old nurse and
presently  working at a local
hospital here in Cebu, Ever
simce | was young, | Hked Lo col-
lect comics very much because
of the art and the plot

I'we alveays liked the world of
fantasy, adveniure and ||1ay|{! In
fact, | am not new to these
things. | have a set of collector
cards that promotes the same
cancept from another company.
But this i3 the first time that |
have s¢ncountered such interest-
ing and exciting magazines as
the Magic: The Gathering titles
have gffered|

I discovered Magic:: The
Gathering comics at a local
hobby shop. At first, | was a bit
hesitant in buying the comics.
But fantasy, adventure, and
maghe never fail to amaze me.
50 Fgambled in burying the two
tithes: Maogic: The Gathering-The
Shadow Mage and Ice Age on the
wanld of Meglc: The Gatherng,
and Fve never looked back.

Although | am- not sure: |
understand how the card game
is played, | sure like the plot you
guys have created. Everything
about the comic books is oul of
this waorld...the plot the art,
and the colors are great!

Keep up the good work and
thank you far giving me a bel-
ter choice of reading materials
Lo enjoyl

Reymanté Tan

72-R 5an Miguel 51.
Cebu City, 6000
PHILIPPIMES

P.5. Add more monsters and
heroes Lo the stares]

More monsters and heroel are
an the way, Reyonte! [nterest-
iregly, mare than ome fn four ket
fers we recetve frere of Armeda ore
from readers who are either wnia-
mifiar with Magic. or know about
it but haven't played. s o testa-
fend fo our onl lécrs that these
storfes are crossing over to famia-
sy fans who havent alrecdy gone
the trading card route. don't
poue think?

Having recently flinished The
shadosw Moge 23, lee Age on the
World of Magic: The Gathering #3.
and Falten Empires £2, | wanl to
congralidate yvou on the great
job vou've been doimg. After
building up the reputations of
Ravidel and Tevesh 5Szat in The
Shadosw Maoge: and e Age.
respectively, they were por-
trayed as viclims of circumstance

in comics taking place at an ear-
Her time—pushad to the brink of
insanity by the evils of others.
An apparently peaceful meeting
of planeswatkers tums o chaos,
set off by a bBlast of fury from the
Chromium Dragon. The helpless
Jared Carthallon s seon harness-
ing the power of red magic, but
all the time, he-must kéep it
from encompassing him; A spell
plungesa planet into.an ice age,
and the trapped planeswalkers
inta chaos, To collect and read
ofe oemic i nok enough. An
avid reader must keep track of
all three to schieve  the  full
impact of the vengeance, pity,
hatred, and redemption they
aoffer,

As difficult as it is to keep an
activie tmeline of all the warlds
within the Shard, since planes-
vialkers can live for millenia amd
powerful wirards can alter the
future of a planet, | slowly
gained a feel for them. The bat-
the lines were easily ilustrated,
the colors of mana evenly divid-
ed, Any convergence of wizards
has gol to be a ritk, as power
lust, hatred, and greed can
quickly surface between demi-
gods, Your comics porlray the
thin thread that binds all the
worlds together.

Asl af- active player of the
Magic: The Gatherlng card
game, | recognize many of the
spells cast in the comic book.
You ted the cards into the
game excellently, without mak-
ing the comic books just anoth-
er way o profit from Magic
The Gathering's success. | read
all of the Magic: The Gatherlng
novels, and althaugh they were
alvo excellent, your comics are
the proper combination of art
and words, and they are easily
better! Keep what you have
gaingg - with the manselous art,
fascinating stories and valuable
pack-ins!

Barry Figgins
Mesy, AL

An exciling toke on e comics,
Mr. Hgoims! Your ployfild prose
was enough fo el our pulses
pounding! in fact, a fob ol yot are
starting fo notice thot there seems
to be some sort of grand schemé
in-motion throughout the varfous
Maglc comics. While we're trylng
ta amake each of our mimiserics
self-contoined, sovwy readers hove
been conmecting the dors: (arnd
carning plenly of signed fisues!),
and couming to realize there's a jot

More. going on than meets e
epel - By the way, we think
(he - HerperCalling: ‘nowvels - are
getting berter and better. If you
friaven’t trted ‘em in o while,
crEck erm ol now!

I am a big, blg fan of your
Magic comics. Today, | just
bought issae #3 of lce Age. It
wias superb. All the spells shown
were great looking, | did notice
that every time a spell was cast,
yvou showed some iort of sym.
kol | especially fiked the symbol
for Soul Burn. In the near fulure
of The Shodow Mage, are we
going oo see Ravidel go up
against Kristina of the Woods?
Whas Rhuell an Elder Dragon? |
mek Because | know litte of the
Legends expansion  set. s
Taysir the ex-Grand Sultan of
Arathoxia? Also, Is the Tourth
issue of fce Age the Fast -one?
And  what  §5  the series
MNightmgare about?

Chris Cowles

Baltirmore, D

YoL we 1_'|'u! the |::[Jr.r.':|'|'a,:lr|_|:, e e
got  fhe  onswers: Botlh  The
Shodoww .".Irr.e;r g e Age were
fowr-lsspre limnibed  serfes. They
énded thelr runs. this past fune,
and  have been replaced | by
Werplerer and  this very issue of
Antlguiticy, War, [We da hopé
pore v fownd s, Chedsf)

in . Woylarer, well :3ee . the
Flapeswalker. Kristing show fared
the friee werys of magic, Af Fo why
the hasn't foced Ravidel T the
colrnent continulty... well, the rea-
s ks dark, and very nasty!

if yoir read Shawn Cornes’ Seer's

Analyifs column in fce Age ¥3,
vou'll Jegrn [hal Rhuell |5 a
Chromium Diragon (frcm

tegends), nof am Efder Dragon,
As hhas probably beconre clear by
row, Aavidel hasn't been the
spme since Rhvell's death. He even
calfed  hix fying  War  Barge,
Rhbwell...or was his fiying War
Berrge Rl [Yechihh.)

By the way, no, Taysir & nol
the'ex-Grand Sultan of Arathoxin.
For Taysics origin, check ol
Arghian Mighits ¥, diue to hit the
shands mext rmondh,

Finally, Nightmare is a special
edition of Maglc: The Gathering
focusing on Melissa Benson’s wild
Iy ‘popufar Nightmare cerd,
Wrilien by Hilane Sader, i3 siory
off the dark steed: Caliphear, ond
the myslery man who dares (o
ride her, we Hink iF's one of the
best books we've purt o, yelf




My  npame @5  Scoll
Hungerford, and | will be
standing in for Shawn this
moanth, as he is off wandering
in the Flowering Deserts to
the south. I'm one of the
Continuity  Editors recently
hired by Wizards of the Coast,
and since it's my job to record
the many stories and facts
about the multiverse of
Magic: The Gathering, I'm
more than happy to try my
hand at interpreting the story
you've just read in terms. of
the game.

Amongst the numerous
events that have shaped the
worlds of the Shard, none in
known history. have left an
impression as griat as has the
Brother's War. The final
battle’s devastating after-
math created the Shard
{a splinter of twelve worlds
fram the multiverse of
Dominia), and plunged the
waorld called Dominaria into
disarray for millennia.

The Enal cataclysmic clash
between Urza and Mishra
resulted In the climate of
Dominaria taking & turn for
the worse. Within a few
decades, an unnatural lce Age
had begun to settle over the
land. As the glaciers began
their relentless: crawl toward
the equator, the cooling
weather spread chaos across
the southern continent ol
Sarpadia, leading to the
downfall of Icatla, Vodalia,
and the other Fallen Empires.
If ot for the final destructive
conflict between the broth-
ers, it's llkely that Ilcatia,
Vodalia, and the rest of the
lost cultures would - still exist
on some manner loday.

The few surviving rélics
from the final days of the
Thran Civilization were either
hidden or destroyed during
the Brother's War, Now, un-
like researchers: in' Tocasia's

day, the histarians and arche-
ologists no longer search for

clues to hidden Thran;
instead, they are forced to
sparch for devices and stories
from the tme of Urza and
Mishra in hopes of finding
clues to the many mysteries
left behind fram that era. The
secrets of the cave of Koilos
and those of the Thran
empire have long been con-
cealed, and if these secrets
were to be discovered, the
worlds of Dominia might
never be the same.

There are several key ele-
ments featured in this issue's
story that are taken from
Magic cards. While no
planeswalkér duels occur this
time around, it's still a good
idea to take a look at these
references and see what they
mean, both in histonc terms,
and in play.

Kher Ridges. "Kher® Is an
odd word, used throughout
much of Dominia, It is gener-
ally believed to mean "big
mountain®™ in most Goblin
tonques. This is where Urza
and Mishra visited the Cave of
Koilos. The significance of the
Eher Ridges to the Thran is
unknown, but apparently the
aréa Was an imih.'rrhiﬂl D,

Urza and Mishra. I you
study the text on the cards
from the Antiguities expan-
sion, you can easily sée that
Mishra’s spells and artifacts
are centered on war and
destruction, . while. Urza's
spellbook is focused more on
knowledge and the genera-
tion. of magical energy.
Cansidering: that Mishra
gained the Mightstone {(all
attacking creatures gain
+1/+0) and Urza was given
the Weakstone (all attacking
creatures - lose -1/-0) in the
cave of Kollos, it seems obwvl-
ous that the stones somehow
brought out the base poten-

tial in both  brothers. When
Urza and Mishra worked on
the War Machine while fight-
ing off the glant Roc, Urza's
atulity lent to the movement
of the-artifact, while Mishra's
focused on the weaponry and
offensive maneuvers. To have
the stones work together
wiould have created incredible
benefits, but to have them
working apart, as  the
Brathers did here, could have
lead only to disaster.

Grapeshol Catapult. In a
game of Magic, the Grape-
shot Catapult wouldn't have
really put the Roc out for the
count. (A Roc is a 373 flying
creature, while the Catapult is
& 2% creature that can bé
tapped to deal one damage
ta a flier.) For the purpose of
this story, | guess we'll take it
that if the beast was serious
about acquiring a snack from
the campsite, a shot from the
artifact would thaijl}l not
have kept it from getting
its funch.

The Ornithopter, This was
likely designed by Urza, and is
based on the one that was
uncovered at Tocasia's en-
campment. Much smaller and
fighter, with an intelligence
all its own, Urza's Ornithopter
became a tool for both
defense and attack. (The
Ornithopter Is-a 0/2 artifact
credture, O castin cosl.
Definitely a favorite of mine,)

| think youre in for a treat
over the next couple of issues,
and I'm personally looking
forward to witnessing the
events that lfead up to the
final confrontation between
the Brothers. My understand-
ing is that this miniseries will
be followed by two maore
four-issue arcs, covering the
entire warl

Tl then, may all your games
go well, and Carpe Diem! (In
a grim sort of way...)




COMING IN AUGUST

The conflict escalates, ai the rint
bebwenn Urza and hEshra widena

bepend  repakr, Mo merchants, |

whose wealth and  power stretch

across tha{and of Terbiere, the necio-

mantic rathors pse Uheir statud o
afkas Armees agalnal poe anather,
Armigdst Lh[.-h.-uﬂing. Uhve seeds of Final
batrayal are lajd, a5 Mishra dirikes a
Faustian bargain with the

¢ in-eachange for the magic of
the e , the demon

wailel grant Mishra miadery over an:

prriy af
dn gificial adaptaiion of the Brothers
War as depicted in Wizards of the
Coasil's

expaniion card deck

Froom peross the mutiverse of Rabiah,
comes the crigin of one of Dominia’s
Frid et ;a.mu.nraﬂ':ﬂ* What do pou
do when :,n;uﬂ: a rr'.iprp.,l.:n whi :¢.1J
Lttt four aspects of yourss® lve on
four ofher plancs of exslence? Tyl
ek nowe Tallowr o path he's netiher
roady nor willing 1o tread

Taysie mist powr undesgo the hoe-
n;n ol mieder- andd beelraysl belore
reaching B gaal ol becaming an

gxfroordinary  planeuealier, Magic
The Gathwring glayers tamiiar with the
ruq .ﬂr!rd poneeriul
s will find much Lo e
abaist i the padgesy ol 1his pvolal, tad-
e minienes

G the warkd of Donvinaria, the quest
continane! boir the Shadew Mage and
his mentar, the Planeswalker Eristina,
ai they dcover the  beeathlaking
of Castrdral, Deop with-
in Ahis endless Foredt, o myslemous coe
Hizablcen ol Winged Ebes harbor the
secrets of Green Magic,
in"a spedal chapter of tho story,
palnter Demniy Calera beging 1o
urved o secred that wdll alter the des-
finfes of our heroes snd Uhreaten afl
ol Conondort
Alsa, WoLE rule guiu Shawn Cames”
Seer Anahsh columin supplie
1 on "Golng  Green”  with  yous
Magic: The CGathering game cuels,
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