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The -Antiquities War Is easily
one of the most popular
expansion sets for the Magic:
The Gathering trading card

me. In these issues, Armada

omics tells the tale of the
twa brothers, Urza and

Mistira, whose sibling rivalry

fﬁﬁates into: an all out war.
Unfortunately, the entire
orid of Dominaria ends up

ng.*:dl‘;élpré;e. jkha;! Elias,

- REUNG Viagqic Brand nanager

-

. . £ onginal designers

of the Antiguifies expansion.

A ,_.E‘E;hﬂﬁ'\rg?ﬁmnlly sat
et e

il \ﬂl_ﬁ"' i ‘

team  realize
wanted a set of carc
relied heavily -on artifacts
le.:wien we wanted there
o be a strong mythol
behind them n?,henﬂm_. Tﬁi
carcs - would  seem prethy
meaningless.

SKAFF ELIAS

Jeni: Who was involved

with its creation? .

Skaff: There were quite
eopie involved. Dave Petl
im Lin, Joel Mick, Chris Pai

with basically a rc
line and we created ,
set. At that time, it wasn't as
hard to come up with inlerest-
ing and useful cards for the
set, because it was only ‘our
econd expansion dang e
hadn't used up all of the good
ideas just yet, But at the same

lime, even we didn't have as:

complete an understanding of
the game as we do now,

leol: What mythologies
game into play?

ﬁlﬂfﬁ There were no direct
nythological - influences for
Antiquities War. It was

‘an archetypal story. If

an}'thin%l think there is

some of World War || in there,

Jeof: Was the sibling rivairy
aspect based gmany person-
al experiencess

« feald Vita. Asst. Bdiior oio ACCLAIM COMICS 275 Seventh Avenue New York, KX, 10001

AN INTERVIEW
W

. Skatt: | have one sister, bul
no, | can't say that the sibling
rivaley between Urza an

Mishra was based on our rela-
tionship. We didn't use as

. many artifacts, anyway.
and myself-all, got together

e

Jeol: What are your
favorite cards in the set?
Who are your favorite
characters?

Skaff: | personally like the
Tetravus and the Triskelion, As
for characters:in the story we
created, | like: Jarsyl, even
though he's anly mentioned
in one card in the entire set. |
kind’a like Ashpod too.

jeof: This setl also features

the much maligned, but
misunderstood Emg! How
did he come about?

| Skaff: The &?EL Wals I:I:eﬂnilei-v
A grou . We original-
[1'IIr ju%t wzl?nted a red E:L%JME
that ate arbifacts. He got a
bad rap early on, which he
definitely did not deserve,
Creative players have shown
just how useful’ this quy
can be.




Ieui Looking back, is there
lhm}g that you would
change? Any bugs that you
ccan see should have been
‘worked out?

Skaff: We playtested the set
for a little I'EF;SJ;}'I-HI"I a month,
0 of course there are some
things that, looking back, we
would have done differently.
At the time the setl came oul,
we realized that many of the
cards affected artifacts. But
back then, there weren't
enough artfacts in the cus-
tomer base for them to do
much good. Now, with the
release ul all the expansions Lo
date, the Antiquities cards are
seging more and more usage.

jeof: What would ;.ruu like
to seein the comics?

Skaff: 'One of the things I'd
like Lo see is a focus on the
sicle effects of war, not H’u st for
the combatants, but for the
pecple who had 1o live
thraugh the devastation.

jeof: How much does the
Antiquities War really affect
the world of Dominaria?

skaff: The war affects
Dominaria in a very large way.
Besides being responsible for
the onset of the Ice Age, it is
durln? the Antiquities. War
that the modern study of
magic—the five colors and
five Iandz as they are actually
?_ﬁrtracyﬂe in the Magic;
thering game-—really
Cames into, Jlsm'm
leof: Are there further

ramifications that we may
pansions?

teke. Things will
i J::l-lla n the future that
[ i ha‘vellﬂt.nlheﬁmtl ui-
ties War .and even earlier
releases. T_hErE are a- ot qf

SPECIAL SEPTEMBER RELEASE

A Magic: The Gathering Gaﬂerf.#l

AL an extra-special treal for fans of Magic: The Gathering,
Armada I uniting a veritable mob of today’s brightest stars—
inchiding popular artists from Wizards of the Coast—to bring
ﬁu ll worlds df Dominks I.¢ |ife. Each fully painted page

The Gathering Gollery #1 will reveal

and sphun rof the Magic fantasy universe

are same of M Ic's minst ular characters and |
dﬂl:r ﬂ.‘uﬂ combinations, which can be used in actual Magic:
The game duets. The growing list of featured talent
inclides Magec artists Anson Maddocks, Doug Shuler, Quinton
Hoover, Iuhrlit Tedin, jelf Menges, Pete Venlers, Dennis
Detwilier, and Bryon Wackwitz, as well as Maglc comics artists’
Mike Dringenberg, Rafael Kayanan, Alex Maleev. Dennis Calero,
Charies Vess and Michael Kaluta!

Alio I this Bsue, a speclal editien of Shawn Carnes’ Seer
Analysis eolumn will explain each of the paintings in terms of
the Maglc: The {ilﬂ'mﬂng card ‘game, and Include tips on
undsual strategies and card combinations.




Hello again, planeswalkers!
This: time around we get to
take .a look at the second
episode in the Anliguities
War miniseries—the: unfold-
ing tale of the legendary
conflict between the broth-
ers Uzra and Mishra, A lot
of the history behind the
Magic: The Gathering trad-
|s'| card game Is being refat-

in this series, especially as
|1 pertains o the
expansion set released a lit-
tle over a year ago. As
always, I'm here 1o relate
how the story ‘unfolds with
respect to the game. 3o,
without further delay, on-
ward to the Antiquities Warl

This issue’s opening se-
guences reveal what the
special stones, now pos-
sessed by each of the broth-
Brs, ﬂ:aﬁf are. Mishra pos-
sesses the Weaskstone: in
hagic, the Weakstone is an
artifact that makes ail attack-
ing creatures lose -1/-0, with
creatures whase power is
less than 1 dealing no dam-
zrge atall, Itaffects all attack-
ing creafures regardless of

o controls them. Uzra,
CONMVERS sesses the
Mlnhhtﬂn:?. In Magic, the

'r:.tﬂneﬁahqm ct that

akes afl attac ‘creatures
l'._}ElII'I +1/+0. et
costs four mJnrl"Eﬁx mana
{meﬂnrn you - can tap any
land) to bring into play.

If you examine these cards
closely, you will notice some
italicized text under the
game explanation of whal
the cards de. This is called

) ANALYS

tiquities

“flavor text.,” These short
PuEEES provide players with

toids and histoncal back-
ground about the creature,
spell, or artifact, that makes
everything seem: more real
and coherent. Take a close
lock: the flavor text for the
Mighistone and the Weak-
stone touches upon what
was covered in Antiquities
War #11 In'fact, to a certain
extent you can follow: the
story. in the comic with the
flavar text on many of the
Antiquities cards. The next
time you take a look at your
Maagic cards in general, pay
special attention to the Ha
var text; it might even give
you some insight into the
use of the card Itself;

The brothers Urza and
Mishra seem to rely on the
Weakstone and Mightstone
to help them create or con-
tral other glonous artifacts
from this era. Uzra creates
Urza's Avenger, which assists
him in moving the statue
into Kroog, to win the hand
of the Princess. The Avenger
s a 4/4 artifact creature
which can gain the special
ability. of flying, first strike,
banding, or trampling at the
cost of -1/-1 for each ability.
It costsisix colotless mana to
summon, It certainly is no
wongder that the Avenger
might be considered to have
the strength of ten men.

in turn, Mishra discovers
the |.'.IL'1H:11:-H Engine when he
“dreams” that he s in
Phyrexia, The: Engine is an
artifact creature as well; it

costs three colorless mana to
summeon, and it is 1/3. The
special ﬂhlh'ljr' of the Dragon
Engine, however, makes it an
increchble {reature —especial-
by if you have a lot of mana
you can use. For each color-
less mana you pump info the
Engine, it gains +1/+0. For
example, it you pump eight
mana into it, it gains +4/+0.
That might seem like a lot
of mana to have to nprmﬂ
for an extra +1 but used
in combination with other
cards. all of sudden, the
Dragon Engine becomes
quite the terror. Mana Flare,
ne? Mishra CT]H!-HEE' not
only the respect of the Faliaji
when he subdued the Dragoen
Engine, but an incredible war
machine (o boot!
with the introduction of
these artifacts, where do you
think the -action is going?
What a lot of us here al
Wizards of the Coast lind
compelling about this tale is
how two brothers can grow
to hate each other to. the
point of such devastation. As
Urza and Mishra find more
and mare artifacts, they will
incorporate them into. their
respective armies. Clearly, a
rnaLcn head-to-head confhict
IS brewing, Prepare your-
selves for a rockin® Anti
quities War #31
Until next time, may you
have epough mana to create
your own artifacts! Also—
I'd like to throw out a special
"Thank you!” to. Scott
Hungerford for filling in for
me fast issue.
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