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THE COUNCIL OF THE RORY TOWER
FOLGHT WITH MSHEA N THE GREAT
DESERT. H
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WHEN URZA AND HIS ORMITHOPTERS
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IEFF GOMEZ
ARNMADA | INE EDITOR

Magic; The Gathering line
of prestige format comics
a close. This summer™ crop of
; Prelude to Wiar,
and  Plancswalker War) _
production, and there are no current
plans to bring them out. A briefand shin-
ing era of some of the finest fantasy comic
book work in recent memory has come to

alelose. Sadly, it seems that-millions of
Mdgtc*’ The Gathering fans would simply
rather ‘play the game than read the
_comics. That's the bad news, but stick
with: me-loyal readers—rthere’s still plenty
to.cheer about! \

comes o
Magic books [(Alllances

First, let'stake a quick look at the past:

Under ‘fts  Armada Jimprind. Acclaim
Comics has published fiftcen Magic:. The
Gathering miniseries and one-shots, sell-
ing over a milllon coples In sixteen
months, For those of you who've written
in with reguests for &:'r}umplqte listing,.

they are: The Shadow Maje, “Jee' Agk,
Fallen Emplres, Nightmare, Antlquitics
Warl “Wayfarer, Arablan Nights,

< Convocations, Homelbads, |edit Ojanen,
Shandalar, Elder Dragons; Fallen Angely
Dakkon ' Blaekblade, - Scrra WAngel, and
Urza-Mishia War,

For you continuity buffs, the titles in
chronologital order Uncluding the ones
whose  plots have been completed),
u:cﬂrdlng to Wizards "of the /Coasl's
official History of Dominaria, are: Clder
Dragons, Fallen Angel, Dakkon
Blacitblade, Arablan "Nighis, Antlqulties
War., Urza=Mishm Wan Fallen Emplres;
lce. yAge, Shandalag, - Alllancos ;- Jedit
Clanen, Serra Apngel} Homelands; «The
Shadow_ Mage, Nightmare! "Waytarer,
Prelude #6 War, and Planeswalker War,

So. what ‘was the Magic thar could
have been?

‘"M las! With this second
volume of o g
o Mishra ‘War =~ the

have ceased,

a:lnpmlinn of th:. events wrmundi' s
enchanted forest of Yavimaya, as dey

dn‘the new Alllances expansion set ;ﬁ'ﬁH

Magle: The Gathering. The story smui‘lﬂdﬁ"l
Carthalion (who first appeared tn Jor Age -
#41) Into adulthooed, having mncn’lﬁ'ﬁ;q
child with the Ley Druid girl Kaysa,
facing a crisis barn of the legacy of

-.a"..

--,:

-.«I

World Spell. Art Hﬂiwmh's exciling plot 'ﬂl ;
the stage for the mixing of the Carthalion
lincage with that of the Elder Droids of *

Dominaria. In the current Magic flﬂﬂ"l‘l’“ﬂ__‘ﬂ
jared Carthalion bears Kaysa's crescents
shaped birthmark of the Elder Druids on I'IIF
rlght cheek. It is a fated mark, represent
Jaréd’s pivatal role in the turning of
Dominaria’s “Wheel” of destiny.

some of vou Have been puz.zln-:l b",r the I;'LE:I '
that our Magic books have come out In no

apparent order, fraught with complex plots
and varying art styles, Bul many more of

vou have written letters 1o us praising !tﬂ:, '

eclectic array of artwork.. You've hﬂ'n

detalling thé¢ connections between the
books, and cheering our efforts to create an
cpic sort of continuity for the line. Even as

I first pulled together the plol to The
Shadow Mage #1 with the editors and

continuity folk at Wizards of the Coast. T

had an inkling that. m:u.l.'llm Entertainment

{Armada’s parent company) might have

same big plans for Magic: The, Gathering. |

wanted access to the entire tmeling in
order to tell the best stories possible. | also |

wanted to start building toward a big event,
a major conirontation that would shake

Dominaria to Its core, So here’s the good

news: That event is cnming soon!

Magic: The Gatherlng—Plomesiwalker War
(working title), the Acclaim’ Entertainment
home video game is now in production! 11's

scheduled for release before the end of this.

year, Now, don’t confuse this product with
the more-or-less. direct adaptation” of the
Magic trading card game coming soon from
Microprose. The Acclaim video game will
be 4 32-bit action-strategy adventure

duﬁfgnm! for the Sony. Playstation, EL‘EM
Saturn’ and Windows 95. It _
Dueling mode that plts animated wizards

It conlains &
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agalnst one another so you can actually see
creatures, spells and artifacts being
summoned and hurled against your
opponent. You'll even be able to play this
thing over the Internet! If Magle fans would
rather play the game—then let them play!

What's eéxtra special about this game to me
is that its campaign component picks up
where the saga of Jared Carthalion left off.
The Shadow Mage's odyssey to become a
planeswalker and confront his arch-enemy
Ravidel for one final duel. Players will be
able to portray Jared, or any one of several
other planeswalkers drawn to Dominaria
by the Mox Beacon launched by H'.at'!dc! at
the end of - Hence; Prelude

and 1| will gain new er-
not as comics, but as the storyline behind
one of the hottest home video games of
1996, When the devil closes a doer, the
good Lord opens a window!

I've been asked a fot about what those
people at Wizards of the Coast (Wotl)
have been like to work with. The honest
truth is, they've been great. As licensers,
they've been both flercely protective and
concerned. They've allowed my artists an
enormous amount of creative space, and
they've had strong opinlons about how
the universe of Magic works, and where
our characters and stories take place
within it. WolC cared enough about our
comics to fly In D.G. Chichester and

Rebecca Guay for wlands, - Bill
Sienklewicz and Jerry Prosser for 1
and wmyself on numérous

occaslons—|just to get the continuity
right, and give us a feel for what Magic
is really about. The art and continuity
departments at WotC consistently broke
records In turning around story and art
approvals, and they proudly displayed our
comics at some of the blggest conventions
of the past two years.

Best of all, Pete Venters, Scott Hungerford
and Skaff Elias invited me to submit our
stories and ideas, and have them become a
part of the official gospel of the Magict The
Gathering universe. Corondor, a continent |
had developed aver the last decade in my
fantasy roleplaying campaign, was lifted
from my world and placed gently (and
retroactively) into the world of Dominaria.
In addition to the dozens of characters and

places | created for it, we learned that
Dakkon Blackblade barttled Geyadrone
Dihada on Corondor. The Fallen Angel
stalked its Darkling Plains, and Sol'Kanar
the Swamp King lurks in lts Great
salt Marshes, WotC allowed me fo
contribute a great deal 1o (15 newborn
mythology, and that's been terrifically
exciting. Watching my portion of that
mythos move into different mediums, in
the form of video games and the cards
themselves. has been even wilder!

what have been the highlights for me?

* bBreaking the Diamond and Capital City
“Top 20" with the premiere Issues of
Shadow Mage and (o0 Ave—the first comics
| ever wrote!

* Getting Anson Maddocks to do covers for
the. Fallen Enipires miniseries: I
wrote with WotC's Kevin Maples—and dis-
covering Alex Maleev for the pencil
interiors.

* Landing & Diamond “Gem of the Month”
for Arablan Nishis, wrilten by one of my
closest friends. Susan Wright, and my most
trusted assistant, Jeof Vita,

* Premiering the gorgeous Rebecca Guay
artwork for Homelands at WolC's *Gathering
I in New York City last October—and then
having the prestige format book go on 1o -.'I-EII
nearly 150,000 copies.

# Being asked to help write and coordinate
Acclaim Entertainment’s multimedia Magic:
The Gathering effort, and bouncing between
WolC and Realtime Associates headquarters
in Seattle to make the dream come to life,

» Getting accused of being a stowaway and
chased across Seattle ‘Sea-Tac Airport by
police in the middle of the night, when Skaff
Elias's credit card petered out before | could
board a plane bound for JFK. (I gave them
the slip. and bought a ticket al
another airline; WolC straightened oul the
whole mess the next day.)

= Teaming with Steve l:un.‘lrr.'l ta the together
thie ‘erigins of Dalikon Blackblade and the
Carthalion f.'.ll'llﬂ'f lineage, pmducing one of
the most gorgeous comics In the company’s
history.
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EDITOR

% ‘ ur journey into the

mists of Dominaria

began a little over a

vear ago, and back then,

we promised to work with

Wizards of the Coast to bring the fables to

life. and fully realize the majesty of the

ever-changing world of Magic: The
Gathering.

In that time. we lived our lives alongside
an orphaned rag-boy who challenged his
mind and body on a quest for revenge
against a dark serpent who stole his soul.
We ran through fields of ice and snow as
a kingdom tectered on the edge of
destruction at the hands of an evil lord
who wanted only silence. Entire empires
were annihilated because of a brother's
griel over the loss of his sister. We
fellowed legends about warriors and
siudents. witches and warlocks, angels
and devils, always allowing ourselves to
be drawn into the wonder of Dominaria,
Along with the glory, we have experienced
pain and suffering as two brothers fought
for supremacy, destroving an entire
continent, and dooming the world to an
age of ice...

It certainly has becn a wild ride hasn’t it?
Then again, “wild® might be an under-
statement to the denizens of Terisiare.
The saga of the Antiquities War
chronicled the lives of the brothers Lrza
and Mishra from their early days as
students in the school of Tocasia. We
followed them through their travels into
the caves of Koilos, their discoveries of
the ancient powerstones, and into their
adult lives where their rivalry boiled over
into a bitter war.

At the eenter of this war o ancient
stones granted their owners a dark and
forgotten power which eventually forced
us to wonder, did the masters control the
stones or vice versa? From these stones,
Lrza and Mishra learned a clockwork
magic that drove them further and further

A FARTWRLL TO THEE...

apart. While the brothers squabbled, a
demon rose from the depths to try and
capltalize on their rivalry. And even in the
face of doom itsell, a continent came
together (o realize more about its world
and its magic. Urza and his Mightstone,
protected the cities of Kroog and Yotia
from the greed of his brother Mishra.
Mishra's Weakstone harnessed power for
the nomads of the Fallajl Tribe as they
raided the surrounding lands for treasure
and resources.

The one similarity between the brothers
was  their use  of artifacts, soulless,
mechanical beasts, to fight their battles.
Mishra‘’s Dragon Engines, Urza's Yotian
Soldiers, abominations of brass and steel
forged with revenge and anger. In the
wings, families and fricnds are torn apart
under the strain of war. And for what?

This second volume of the proposed
Antigquities War Trilogy uncovered a lol
more than even the: brothers bargained
for. Betrayal and. treachery marked the
adult lives of our siblings. Apparently,
bloodlines counted for nothing as Mishra
threatened to murder his own nephew in
arder to catch Urza off guard. Meanwhile.
the brothers® lieutenants also plotted
their own advancements. though it may
cost their captains  dearly. Mishra's
seccond, Ashnod, constructs hideous
beasts, fused from man and machine and
devold of soul. Urza's licutenant, Tawnos,
forges alliances under cover of darkness
and hides much behind his eyes. The one
to pav the price for this foolishness...the
continent of Argoth.

The story we have recounted thus far took
shape over the last few years. It began in
some back room,; within the minds of
some dedicated game players who went
by the name of Wizards of the Coast.
Pfeople like Richard Garfield, Skafl Elias
and the East Coast Design Team came
together with a vision of a new world.
This world would be alive and complex
with creatures, heroes and villains that
had character. Imagine that! From there,
Wizards of the Coast went on (0 create
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| ‘We strove to continue. in WolC’s

,‘}\ \ proud new tradition, We brought
__..._:?'L'g_ together the finest talent in the
- k'h.\ | industry to open up the many

e = worlds of Magic: The Gathering.
P W\ | The Antiguities War was graced

:.J'H‘ by such. My thanks to ferry

Prosser who penned this epic
y tale. Jerry's grasp of  the
history of Magic and . his
| unigue take' on the brothers'
| struggle wove a moving and
complex story that drew us
|- into the brothers’ very minds.
C Ciher artises who-recreated
W2l the timeless war  included
'-,."",l the. onc ‘and only Paul
p" i @ Smith;, whose work contin-
b 4 ues to please the eye, even
: H—"—'"Q\ S ascit sers standards for the
gt | Industry: Phil Hester, who
\ | ' sets the perfect mood
| with just a few lines: and
| 1 Dekker who completed
mm, the series with his
_ | own intmitable  style.
| o s All" ‘three  of these
&'5. i | pencillers were blessed
5 A with  vereran Tom
Ryder on inks, finish-
| ing the work with his
\own  deft fouch., To
you gentlemen. my
- thanks.

Our sccond volume
brought two comics
powerhousies
together in Tom

Mandrake and Bill Sienkiewicz,

a super-team i 1 do say 2o myscll. Tom and

Bill came together and' put a wonderful

vision to pen and ink. Their tale was a mix-

turg: of subtle power and intense beauty as

Magic: The Gathering. a card game that = they followed our heroes into the fray.

challenged its players 1o not r-nl'g. think" Thank you gents for a fantasticrun,

about strategy..but to dream. up stories

behind cachicard, With the help of people  Our  colorists,  Michael | Tudcinard,

like Shawn Caraes, Pete Venters, Maria Chrysoula Artemis=Gomez, Andrew Cavalt,

Cabardo, Kevin Maples, Karen Kapscady and Atomic Paintbrush, all deserve a hand

and countless others, WarC was off and  for their contributions to this production.

running with the expressediintent to cap- . Rich colors. for 'a rich  story. Adam
ture the imagination of game énthusiasts - Niedzwiecki and: Kenny Martinez should
and fantasy fans everywhere, With that in  take a bow for their lettering on each page
mind, in we stepped with a promise to  while a nod of appreciation goes to'Sharon
bring these stories to life. Claire-Mitchell who helped out in too




many ways fo count. Finally, a thank you
to Line Editor Jeff Gomez whe watched
over every little detail and made sure that
everything made sense in the end.

But to all things good and bad, there must '

come an ¢nd. And so my (riends, here we
afe ..,

Although these comics are ending, rest |
assured that we are not saying good-bye
to Dominia, only “until next time.” In fact,
so long as you, the fans, are playving the
game, reading and re-reading our storics,
and dreaming up fantastic voyages of
your own, the tales will never really end.
With a little help and some imagination,
the fantasy of Magic: The Gathering will
continue to grow before your very eves. In
case you're wondering, we'll be right
there with you. Check out Jeff Gomez's
column for the tantalizing details!

Finally, 1"d like to take this opportunity to
thank you, the fans, for giving me the
chance to share the fantasy with vou.
it has becen an honor and a privilege to
help mold this universe and guide its
direction. From the beginning of this
endeavor, | promised (o put 150% of my
cffort into making these comics the best
that they could be. | wanted every page lo
comé to life.as the characters grew up
around ws and the world ltself shifted
fime and again under our feet. | hope I've
done you right.

I've become quite attached to a number
of these characters, as 1 hope you have. If
| could make the line continue on by

sheer farce of will, then | would fcever |

have to write this farewell. Alas, tam just
a man with no real magic of my own. But
| can‘t look back sadly. because on the
whole, | am extremely satisficd with_the
way things turned out. And if just one of
vou'feels the same way, then | think 1 did
all right. Onward then, as they say. Bat |
won't forget: | will continue to keep the
magic alive...will you? Thank you: once
maore, for everything.

leof Vita
feal Vitagraol.com




ello Planeswalkers and welcome to
this, the final installment of Seer

Analysis.

As always, my name is Shawn Carnes, a
itried and fested ruales maven here at
Wizards of the Coast. Before we tackle

this epic tale, | would like to take this
opportunity to congratulate leff Gomez,
Jeof Vita and the entire Armada Team
at Acclaim Comics for the wonderful job
The

that they have done with Magic:
Gathering comics. From
the first book, Magic:
The Gathering—The

Shadow Mage, through

to this wvery book,

Urza-Mishra War, the
Armada crew has done
its best to honestly and
accurately portray the
splendor and beauty of
our humble universe of
Dominia.

My thanks as well to Jeff
and Jeof for giving me the
chance to contribute to
each series as the official
*seer.” I've had a blast
reading all of the stories
that crossed my desk and
even more fun plcking

apart the magic and
explaining its function in cach
book.! Ewvery Magic comic

challenged me to learn and re-learn the
complexities of Magic: The Gathering and in
doing so, really deepened my love for the
game itself.

Onward then to the action of The
Urza-Mishra War, a fitting end to a
wonderful run of Magic: The Gathering
comics. Never say that we don’t go oul
with a bang!

Our story opens up with a pivotal event in
Dominaria’s history. A council has been
called at the Ivory Tower in the neutral

city-state of Korliss. The Archimandrite of
the Tower Is concerned about the growing
threat of the Brothers' War and secks help
from delegates from across the lands
of Terisiare. These delegates represent
the various philosophies of Magic on
Dominaria. At this point in time, the
concept of Magic is not entirely
understood. This meeting consolidates
the differing ideas and thus, the Council
of the Five Colors is born, and with it, the
foundations of what Is now the color

system of Magic on
Dominaria.

Magic players will recog-
nize the Ivory Tower as the
artifact that costs one
mana to cast and provides
lts controller with one life
polnt for every card over
four held in hand during
the upkeep phase. This is
a fitting view of the
Tower since the council
is called to preserve the
life of Terisiare which
is threatened by the
escalating conflict.

In response to the
war, the Council
decldes to attempt
io reason  with the
Brothers, hoping to sway them from
their destructive paths. Emissaries are sent to
both camps with a plea for peace. An envoy
for the blue mage, Hurkyl of Lat-Nam and a
representative for the Abbot of Gix are sent to
Mishra®s court while envoys for Chavum-icha,
the green mage, and !Kath, war chief and red
mage, go off to Urza's base. The expressed
intent Is to cither offer peace or prepare
for war Unfortunately for all involved,
Mishra's patience Is tried too heavily. He has
the envoys killed for daring to forge a
reconcliiation between him and his brother.
Envoys sent (o Urza fared much better but
had just as much luck persuading him o
consider peace.



Meanwhile, back at Mishra’s compound,
Ashnod has been busy
designing new devices R
to further the cause, In =&
her laboratory, we .:n:-1
introduced to a cabinet
that protects anvthing
inside from being affect-
ed by spells. Mishra's
Weakstone has no effect
on the Transmogrant
while it is inside the cab-
inet. What do you think
this cabinet might be? In
function, it is very much
like the artifact, Tawnos’
Coffin, an  artifact
which, for a three mana
activation cost and four
mana c<asting, takes a
creature out of play as
long as the Coffin
remains tapped. That
creature cannot be the target of
spells. effects, cannot receive damage,
use special powers or defend. Might this
be an indication of things to come
between Ashnod and
Tawnos?

|}

Upon news of both |
parties® refusal of peace, |
the Councll decides to fight
fire with fire. Their first
recruit is the Yawgmoth
Demon  himself.  The
Demen has proven to be a
constant thorn throughout
our stery, always looking
for the next opportunity to
wrest the stones from Urza
and Mishra to use for his
own dark purposes. Taking
the council to the caves of
Koilos, the Demon unveils
the gateway to Phyrexia,
the artifact abyss from

which ~ Mishra  first

learned of the mighty
Dragon Engines. In fact, these very
Dragon Engines are what the Demon goes
into Phyréxia to retricve. It seems that the
countersirike has begun in earnest.

Upon reporis of army movement, both Urza
and Mishra deploy forces to meet the threat.
In the ensuing battle. Mishra s forced to
confront his own “black heart” in the form
of the Yawgmoth Demon. The Demon's

purpose is clear—take the Powerstones from

the brothers, Mishra's
- ﬂq Dragon Engines battles
=3 with the Council

forces which were in
turn joined by Urza's
Ornithopter sorties.
The turning point in
the battle comes when
Mishra is beaten by the
Demon, who takes his
stone from him. As the
Demon  rears up fo
deliver the killing blow,
he is attacked from
behind by Urza, using the
power of the Mightstone.
Lirza and Mishra, at least

for one momoent, worked
o together towards a
. common goal.

M
*¥ And what do the brothers
hold in store for the future? If
you are familiar with the
game, then you know the tragedy that awaits,
and the repercussion that it has on the world.
The war continues to
escalate and betrayals on
both sides create
prablems all around.
Eventually, battle
after battle takes its
toll on the land, and
an entire continent
pays the price. The
once peaceful land of
Argoth disappears
into the oceans, never
tobe seen again. As for
our brothers, legend
has it that neither were
ever to be secn again,
Some say that Mishra
perished and  Urza
survived. Some say that
both perished.  Still
others say that both
were  spirited  off 1o
another distant plane 1o
continue thelr fighting for
eternity. Their legacy—a sweeping [ce
Age that covers the entire world.

And with that, | bid vou all a fond farewell
from the shores of imagination. Thank
yvou one and all for letting us be a part-of
vour world. And until next time, may the
magic be yours forever.
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the
devastating aspect of the Urza-
Mishra War has vet 1o be illustrated.
Entire land masses are completely
annihilated as a result of this petty
sibling rivalry!™

n many ways, darkest, most

ferry Prosser, the writer of the epic that
vou're holding, came into comics from a
different angle. Many writers may tell
vou that they scoured convention after
convention, showing thelr  stuff to
dozens of companies and editors before
being refected. Jerry kind of fell into it.

Several years back, Jerry was working on
his Master's degree in social work.

Fj | T.F? Iri 1— . ﬂa—|| 1
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As he completed his practicum (the

', internship that every MSW candidate

\-has to complete to pick up some

\ practical experience in his or her

I.I chosen field). he found a job as an

{editor at Dark Horse Comics. “l ended

| up working there because 1 knew the

| publisher,” Jerry notes. “I was there

while finishing up my practicum,

and | was just sort of sucked in: I've
| never gotten out!™ he laughs.

L lerry's training as a social worker
| has surely affected his writing. *I
| think that the kind of training you
gel inoa social work situation
maybe sensitized me 1o certain
kinds of things. That’s just as a
degree in anyvthing would sensitize
you to whatever it is that you've
studied. | think a good writer
goes to those areas to which he
is sensitive.”

Although he once had plans to
1 i
| move on o social work: after

. I his schooling, lerry's left
= those far behind. “1 guess
at this: point I've become such a

misanthrope that 1 might not be any
good as a social worker!™ he says.

As a writer, Jerry has no formal training,
but he's obviously got a real talent for it.
“It's something 've always wanted to do.
I've always been interested in comics
and writing. It's -something | kind of
learned on the job at Dark Horse rather
than having any sort of specialized
background.”

As-an cditor at Dark Horse Comics, Jerry
found breaking into writing comics
fairly simple. “I was an cditor first,
and then | ended up writing some stuff
there. That scems to be a pretty common
career track for comic writers.” he
laughs. “A lot of them start out as
cditors.”




Jerry’s written a lot of different things.,
including a well-respected stint on
Antmal Man for DC Comles, Like most
writers, though, he certainly has his
favorites. “1 think my favorite things that
I've written thus far would have to be a
book called Exquisite Corpse |an-adults-
only book declared obscene in several
countries across the globe] and another
book called Cyberantics, both for Dark
Horse™

Some of Jerry's ideas may soon even
make it to the silver screen. *1 worked on
a book called Skin Graft, which has
apparently been optioned for a film.
1 know very little about it,” he laughs,
“but it seems that Oliver Stone bought
the rights. 1t's extremely flattering.”

When it comes 1o other writers that he
admires, lerry's even more eclectic and
difficult to pin down. "I've got a lot of
people that 1 really like, but a lot of the
people that | find most influential aren’t
comies writers. To list them all would be
too much work and probably sound
really pretentious! I'm influenced by |

everything from blaxploitation films | '
and spaghetti westerns to art history .'

and philosophy. f

|
“I'm very Catholic in my tastes. Not |
literally, but in the adverbial sense |

that my tastes are all-inclusive. 1 like I.' £

way too much!® he laughs. |
Like most writers, lerry seems to (%
have many irens in the fire at a |
time. “OF course. I'm working on ,l'
the Urza-Mishra War. I'm also
working on a Crow series for
Kitchen' Sink Press. I've got a
couple of other things in the
pipeline, but none of them are L
definite enough }rI}I for me to -“11..'
anything about.”

plans for one long-awaited
project, though. ®It's called
Oracle, and it's in some ways the
culmination of a lat of the kinds Il'
of things that | enjoy. | would
like to be able to get that off the

ground, but | haven't been successful thus

far. | may end up publishing it myself.”

For the present. though, lerry's happy 1o
be working on Magic: The Gathering
comic books for Acclaim. How he got
involved  with Acclaim is a bit of a
roundabout story.

“1 ended up doing a Geomancer fill-in
book for them. | met one of the guys who
was at the company back when it was
still Vallant and told him that | wanted to
do some work for them. | c¢nded up
writing this story for them, but that book
got canceled. So 1 had to rewrite the
story for another character, The Etcrnal
Warrior. It ‘'was a long. protracted
process, but It got my foot in the door
with Acclaim. The story just came out
Etermal ‘Warrior: Fist & Steel, a two-
Issue minl-series,

Strange as this might seem, Jerry rose
directly to the occasion. “In some ways,
it's actually kind of fun. I like weird
challenges like that, and besides being

fun, it came off okay.”




Of course, this odd beginning wasn't the
end for Jerry's accomplishments with
Acclaim. After he finished up Eternal
Warrier! Fist & Steel, he was looking
around for other ways to work with the
same publisher.

“Then this Lirza-Mishra War thing came
up, and 1 said 1°d do it | was a little familiar
with Magic: The Gathering. and | wanted to
learn more. This provided me with an inter-
esting opportunity.”

Al the time, Jerry bhad never played Magic:
The Gathering, but it had piqued his
interest, 1 had been aware of it as a
phenomenon in the marketplace. It had
obviously generated a lot of attention
for itsell.”

Since then, Jerry's had enough time to crack
open a few starters and boosters for
himself. “I've played it a bit, and
| think it's pretty incredible. I'm doing my
best not to buy a whaole bunch of cards and

go bankrupt right now. Unfortunately, it's

totally geared to people like me who
collect and buy too much stuff. 50 | gotta
walch my pennies,” he laughs.

With that as his only difficulty with the
game,  Jerry's in  good company
it would seem. “Fighting for those cards
with everybody 'is a real treat.” he
points out with only a hint of
sarcasm in his voice.

At this. point, lerry only consgiders

working on that for a while. I'm mostly
interested in game theory and what it is that
makes games work, almost more than the
particular games themselves.”

Messing around with game theory can
be even more challenging than picking
at the actual mechanics of the game. "I
agree with that in some ways. I'm fasci-
nated by figuring out ways 1o use some
of those rules that you usé¢ to make
games as rules for making stories.

“The  Exguisite Corpse  project that |
mentioned was really my first attempt at
something like this. It was a three-issue
series, and -all the issues came out at the
came Hme Mone of them were numbered,
and you ¢an read them in any order.

“Of course, the order in which you read them—
to a certainextent—delermines  your exper-
ience with the story. Depending on which issue
you read, you're pn,'s.c.'nluﬂ with certain

information first, and vou make associa-
tions from that

himself a dabbler in the game, hardly F % 1

ready to leap to the forefront of a
professional tour. “I don't have any &

particular kind of deck that | like to L

play. I'm not so adept that | would
even want to embarrass myself by
getting inte the mechanics. I've

just been a kind of a horse-around /
i |_I
i

player. | like to play around with it
a bit. but I'm not nearly as 9§
serious about it as some of the [
other players that 1| know." !

In gencral, Jerry doesn’t consider ,I"
himself a gamer. although he does
tinker around with some gaming
ideas from time to time. “The Oracle
project that | mentioned earlier Is kind of a
cross between a game and a book. I've been

ey

v
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“What 've tried to do
with certain kinds of my writing is sef
things up to make the reader more
important than the writer. i've tried to
create circumstances in which that can
happen.”

Odd as such a project might seem to the
traditional super-hero  comic  book
reader, this experiment turned out fairly
well. "I'm certainly happy with it
myself.” claims Jerry.

lerry has taken a lot of the experience
he's gathered over his years as a writer
and applied it directly to the
Lirza=Mishra War. Of course, this project
had a few different twists of its own. *l
was given a substantial backstory for
this series before | even started. Because
of the and because of the
Antigquitics War expansion set for Maglc:
The Gathering, there was quite a lot
already there. 1 had 1o come up
with' a way to make telling that story
interesting for me.

cards

“What | tried to do was attack the
storyielling  itself  from a  different
direction. | used a Kind of narrative trick
\ that 1 had fun with to help me take the
',I whole thing to a different level.
'|I “There are some different levels of
| interpretation in this particular story.
I', First, vou've got the straight-ahead
| action of the plot that preity much
conforms to the backstory of the card
| s¢t. Then 1 created an apocryphal
i document that works as. a
'|I counterpoint to the plot.
|
'lI “This is a piece of text—kind of like a
poem-—that's written by one of the
. characters. This works in the form of
® the captions that run throughout all
'.: of the issues. Then there's a: third
| level which appears as a series of
| footnotes that are written about
| the text by a character that
: 1|I never appears in the book but is
| actually present In some other

% | Magic: The Gathering comic
ré' \ books.”
x l',
e
= = Long-time  followers  of

Acclaim's Magic: The Gathering comics
may recall this character and his exploits as
chronicled thus far. "His name Is Taysir
{Tay-seer) of Rabiah. He's sort of a
scholar, so the reader gets a chance to see
the events of the plot, compare them
against this poem and then see how Taysir
manages. to interpret the poem from a
position of hundreds and hundreds of vears
after the events take place.”

Of course, It's not as simple as all of that.
“Sometimes, Taysir gets things wrong, so
there's this tension between the text and
what the plot s doing on the pages as il
unfolds in front of vou.

“Whenever [ can, | like to set myself up these
kind of constraints, these ways of telling the
story that are a little bit different than just
going through it from A to Z.," said Prosser,
whose complete comic book manuscript
covers the entire Antiguities War, including
the final. apocalyptic third of the conflict,
which is as yel unproduced. “Trying to do
something like that was what | had a good
time with, Hopefully 'l interest the
reader!”
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Atomic PAINTBRUSH TAPS HiGH-TecH COMPUTERS
10 BRING DOMINARIA TO LIFE

Atomic Paintbrush is one of the hottest computer coloring houses

in comic books today. Started in 1994 by Dennis Calero and Kristin
Sorra, the company currently employs eight full-time artists

coloring comic books directly on computers

using Adobe

Photoshop. Atomic. Paintbrush's work has graced the pages of
dozens of comics for several of the industry's top publishers. You're
holding an' example of the studio’s work in your hands right now.

Dennis was working as_a traditional
artist when he saw the writing on the
wall, “I was doing airbrush <color for
about a wyear—to help mysclf through
college—when | realized that computer
coloring was the way of the future”
Dennis:  talked It over with his
then-fiancée, now-wife Kristin, and they
wenl o her father for the money for a
computer capable of handling the
caloring tasks they had in mind.

“1 worked for a small coloring firm in
Manhattan.” Dennis explains, “but that
didn’t last too long, so | just started doing
work on my own. Eventually Kristin
joined me in doing it, and soon we had so
much work we had to bring in other
people to help.”

Dennis has taken great pains te develop
Atomic Paintbrush’s name as a force
in the industry. Paintbrush's Colin.
Wanderlei, and Erica worked on The
Urza-Mishra War, while Dennis acted as
the project’s color director, “To get every-
thing straight on ¢very major project that
we work on, whether it's a book or a long
graphic novel like The Uren-Aistore Wiar,
there's one person in charge of the look of
the book.

"Especially in a case like this in which
there was very little set except for the hair
and eye color of some of the major
characters, we really had a lot of room 1o
create. The good guys are mostly in
shades of blue, silver, grav and green—the
cooler <olors—while Mishra and his
people were in reds, golds and coppers.
That way, when there are s0 many
characters running around and nobody’s
wearing a big, red 5 or something equally

obvious, you can figure out who the
heroes and villains are by thelr colors.”

Atomic Paintbrush has an unusual method
by which they color their books. Many other
studios take photocopics of the inked
artwork and have a professional colorisi
paint these pages of the book. The
computer aperators then use these pages
as a guide in their own work, lcaving
them room for creative effores.
Atomic Paintbrush has their own way.

less

“Wie scan in the pages in, and then we
color them,” Dennis states [latly. *We
don't work with color guides. | go through
the pages and staple a copy of the plor
page (0 a photocopy of the inked art. |
also add any notes, like whether it's davy
or night or if certain colors have already
been established. This kind of control by
a color director is really important,
especially in the case of The Urea-Misfira
War. in which we're getting pages
completely out of arder.”

At Atomic Paintbrush, all of the computer
colorists are artists as well. “As we bring
on more people, I'm looking for people
with color experience, whethér with
airbrush or handcoloring, and then
teaching them the software. IUs casier (o
teach them the software than it is to teach
someone who knows the software how (o
color. You can’l give someone a color
sense. That only comes with experience.”

The artists work on Macintoshes. and
Pentium PCs. using Adobe Photoshop as
their software. "Originally, the standard
was a program created by one of the other
coloring studios, but with wversion 3.0,
Photoshop can pretty much handle it all.




It’s. now pretty much the standard. I'm
trying to build Atomic Paintbrush’s name
little by little, project by project.
Mo matter which of us is working on vour
praject, it's going to be good.

“That's why we don't have individual
credits on the books we do. | don’t want a
situation in which an editor asks for a
particular colorist. The studio works on
it. and it should be good no matter which
of us actually does the work.”

This policy seems o have served Atomic
Paintbrush well so far. Their client list
includes not only Acclaim, but also
Marvel, DC, Continuity and Tekno Comics.
“1 also have my eye on the independents.
It's really becoming a field of indepen-
dents. Hale, for instance, just went 1o
color, and that's a great-looking book.
| think that would be a really neat little
niche for someone to fill, whether it’'s us
or somebody else.

“As the independents earn more money,
they're able to afford more high-quality
computer coloring. And we can even help
them in black and white. We're doing
black-and-white grayvtones for somcone
right now, and it looks great. Some of the
responses have been that this book
actually looks like It wasn't just that the
publishers couldn't afford color, but that
they made a consclous decision o make
the book look that way. It's the highest
compliment that we could get.”

Dennis does more than just run Atomic
Paintbrush with Kristin, of course. His
paintings have graced the pages of the
Wayfarcr and Fallew Angel comics for
Acclaim’s Magic: The Gathering comic
line. Also, when Acclaim launches its
comic based on the Sliders television
show, you’ll see Dennis' work on the
COVET,

With any luck, vou might also see his art
in a Sliders graphic novel. *There are no
specific plans, but there's talk in the
wind. | had an opportunity (o meet
Sliders star, Jerry O'Connell and talk
about the work I've done so far. I'm
looking forward to his story and he's
happy with the stuff I'm doing so things
look pretty good.™

“I'really liked working on Fallen Angel, and
hopefully that will lead 1o another graphic
novel from  Acclaim . (nudge. nudge).
And vou can quote me on that!*

Bennis believes that Atomic Paintbrush's New
York location helps them land jobs, too. After
all, Acclaim, DC and Marvel are cach only a
short drive away. “The companies really like
the fact that we're local. As far as I know,
we're the closest coloring studio. | think the
second closest is in New Jersey. Digital
Chameleon. they're the big guys, the ones to
beat, and they're in Canada, so we've got a
big advantage over them in terms of
handling corrections and so on.

“These. things always happen. No matter
who's doing the work. there's alwavs a
last-minute emergency. Before, when things
were harder to change; | think the editors
said, “Well. no one’s going to notice his eves
are blue instead of blue-green! Now, since
everything is so ‘ecasily changeable, vou get
a lot more requests for changes.”

Dennis manages to be philosophic aboul the
whole matter—cven cheerful. “it's good
because it gives the editor better control.
We're going to be the last people to
complain. A lot of other studios lose work
because they're m:nnpi.tininﬂ about every
little change.”

That’s  hardly the policy at  Atomic
Paintbrush. “We just did these DC cards. and
I can’t tell you how many changes we had to
go through. Literally every day, there was a
change. and we just smiled and did it. If that
means that we're going to get the work, so
much the better.”

As for Magic: The Gathering, Dennis has two
words: “It sucks!”

Then he laughs, “No. I'm only joking!
Honest answer? It's_becn fantastic and |
think its an intriguing property. As the
comics are concentrating more on the
storles,. and  with people like. Bill
Sienkiewicz doing the art, | think pecople
will stop buving them just for the cards.
You have to have the cards with the books
50 the readers don't feel like they've been
gypped, but if you can have a great comic
along with the card, what more could you
ask tor?
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From left to right: Acclaim Comics artist Berpard Chang: Atomic Paintbrush's

Dennis Calero: Armada Line - Editor

Asst. Editor Jeofrey Vita.

“Property books Lately, seem 1o come off as
sub-par books. When | was a kid, movie adap-
tations were . When you saw Tl Empire
Strikes Back or Refurn af he jadi, you saw the
movie, vou got the toys, and you read the
comic books. Some of those comics were
amazing. They gave the property books to the
top talents. Now il seems they give them o
second string' talents who happen ta be walk-
ing the hallway.

“1 really have o give that to Acclaim, They're
really making a new cffort with Magic: The
Gathering and Shiders 1o come up with some
greal comics. Their dedication to putting. oul
strong titles that can stand on thier own is
evident in the books that they've produced
thus far.”

After The Urza-Misfira War, Atomic Paintbrush
is moving on o coloring a large Magic: The
Gathering anthology book for Acclaim. "There
are cight or nine different stories, each with its
own artist. That's going to be really interesting
because everybody is going to have their own
style. | want people to look at this book and be
amazed that one group is coloring the whole

book.

lefl Gomez:

Sliders star Jerry 0" Connell;

“Electric ‘Cravon is really good -al the
airbrushy stuff, and Top Cow is great at the
banding. | wanl to show that we can do it all.
Some of the stories will have scanned-in
textures and weird arisy stuff; others will
be more straightforward; airbrushy and
minimalist; and others will be veéry strange
with some different color choices. It's going (o
he a really interesting book.”

Dennis has got some ambitious plans for
the future. “If things keep going well, 1I'd
like to open up an office in Manhattan in
a year or so and basically crush all other
coloring houses. I'll use that on my way
to  taking over the world. Coloring?™
he laughs.

Editors note: Althongh the Magic anthology lead
been taken off-schedule. o fow short weeks after
this  Imtervivwe,  Denmis  Caleros  Alomiic
Paintbrazl was chosen (o be he coloring house
fo fake on Acclnim Comics' newly relaunched
Virliant Heroes lind of comic books. The choice
was based fargely on Calero's superh Magic; The
Cathering color work. Tie Armaedn cdifors: tip
their himts o Denmis, Kristen and the gang, wiho
we're cerfain will Tive happily ever after!
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BETRAYAL AND CLOCKWORRK MAGIC

As the Brothers' War devastates the continent of Terisiare, a summit is called in the city
of Korliss. Within the walls of the lvory Tower, the Council of Five Colors is born, united
against their common enemies: Urza and Mishra. Elsewhere, the midst of the carnage, the
insidious Yawgmoth Demon makes one final attempt to wrest the Power Stones from the
warring brothers. And in the dark of night...the brothers' lieutenants, Ashnod and Tawnos,
come together and form an uneasy alliance.

Witness the rise of the color system of Magic on the world of Dominaria, even as the Urza
and Mishra implement their clockwork magic to plunder their world of its resources—
and slaughter one another’s armies in this, the second of two volumes based on the
phenomenally popular AntiquitiesWar cxpansion set of the Magic: The Gathering trading
card game.

$5.95/8.35 cAN
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