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Introduction

This open source booklet is designed for Arena format by WotC Forums posters kedi, Nyphe for on-boards game entitled The Gathering Storm. We recognize that no matter how detailed the rules, situations will arise in which the interaction of specific cards requires a precise answer. If you have questions, you can get the answers from thegatheringstorm@gmail.com e-mail adress.

In response to play issues and to keep these rules as current as possible, changes may have been made to this document since its publication. See the The Gathering Storm forums for the current version of the official rules.
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1. The Format

1.1. In Arena format, players play a game of magic between two players or more. All current Magic rules listed in Comprensive Rules apply here unless stated otherwise. 

1.2. Players must reveal their libraries to their opponents prior to commencement of a game. See more about deck building rules at Content #2. Players each start with 15 lives. 

1.3. Players determine a random way to determine the first active player. Then the Global Effect is placed. After Global Effect has been placed, the game starts.

1.4. Once a player loses due to a state-based effect (Having 0 or less life, trying to draw a or more cards from an empty library or an otherwise in-game effect that makes the player lose the game), other player wins the game. If two players lose the game simultaneously from a state-based effect, the game is declared a draw.

2. Deck building

2.1. Players register their decks with maximum twenty-five (25) non-land cards under Highlander rules (Highlander rule: Players may not have more than one copy of non-basic land cards present in their libraries). You can have any number of lands in your library, but you still can’t have more than one copy of non-basic land cards.

2.2. Permanents with Legendary subtype are not allowed.

2.3. Following sets are banned:

Unglued

Unhinged

2.4. The following is the banned list. You may not have any copies of cards listed below:

Ancestral Recall 
Black Lotus 
Channel 
Dream Halls 
Fastbond 
Glimpse the Unthinkable
Grim Monolith 
Lotus Petal 
Mana Crypt 
Mana Vault 
Memory Jar 
Mox Diamond 
Mox Emerald 
Mox Jet 
Mox Sapphire 
Necropotence 
Sol Ring
Mox Pearl 
Mox Ruby 
Time Spiral 
Time Walk 
Timetwister 
Tinker 
Voltaic Key 
Wheel of Fortune 
Windfall 
Yawgmoths Bargain 
Yawgmoths Will
“Dexterity” Cards

3. Draw & Discard

3.1. Players have two hands, referred as Active Hand and Passive Hand. Passive Hand refers to your library, Active Hand contains the spell you’re able to play.

3.1.1. Active Hand: Active hands of players are consistent of 5 “slots”: Creature Slot, Land Slot, Instant Slot, Sorcery Slot, Enchantment & Artifact Slot.

3.1.1.1. The maximum limit of Active Hand is 6.

3.1.2. Playing a card: Players play cards they choose from their Passive Hand by expanding the respective slot from their Active Hand. For example; If you have and play a Volcanic Hammer (Sorcery), you expand your Sorcery Slot, and until your next draw phase or until you draw a card from a source, you may not play another Sorcery spell.

3.1.3. Drawing a card: Players extend their Active Hand slots when they draw (a) card(s). For example: If you draw a card from a source, you choose one of your hand slots (e.g. Instant Slot). You now have two instant slots that you may expand to play an instant spell.

3.1.4. Discarding a Card: Players expand a spell slot when they discard or remove a card in their hand from the game. You may not draw that spell your next draw phase.

3.2. Draw Phase: During your draw phase, you extend your previously expanded slots. For example: If you played a creature spell the turn before, you extend a Creature Slot. Additionally, you extend your Enchantment & Artifact Slot, effectively making those two separate slots (i.e. You may play an Enchantment AND an Artifact, but not two Artifacts or two Enchantment unless you draw additional cards by other means).

3.2.1. First player skips his or her Draw Phase.

4. Global Effects

4.1. Global Effects are triggered, activated or state-based effects that effect the in game.

4.2. Global Effects are declared prior to the commencement of a game after the first player is chosen. 

4.3. There may not be more than three separate Global Effects at a given time. 

Special thanks to format’s original founder Naughty Jennifer, Skystone, and each other participants in “Terisian Arena” project.

