
Magic: The Gathering® 
Guide for In-Store Events
This document applies to typical Magic™ events run 
in stores. This document should not be used as a guide 
for events such as Pro Tour Qualifiers, Grand Prix 
Trials, and World Magic Cup Qualifiers. 

Getting Started
Organized Play is the cornerstone of the Magic game, 
and this document, along with event-specific fact 
sheets, is all you and your staff need to successfully 
run a fun and fair Magic event. Focus on fun and 
enjoyment rather than strict adherence to technical 
play. While competitive behavior is acceptable, players 
are still expected to assist their opponents with 
information or game actions that may take skill or 
calculation to determine.

If more details are needed about tournament 
fundamentals, they are available in the Magic 
Tournament Rules. A list of online resources and 
links is included at the end of this guide.

All you need to sanction and run a Magic event are: 

 • An up-to-date copy of Wizards 
Event Reporter (WER)

 • Sufficient seating and play space for at 
least eight players

 • A Head Judge (you or someone who you know will 
run a great event)

Having prizes for your event is a great plus, and when 
running large events consider using table numbers 
and results slips to help your players. Certified judges 
are an excellent resource for other ideas to help 
turn your tournament into a great event and keep 
everything running smoothly. To find a judge in your 
area, visit the Judge Center at Judge.Wizards.com.

There are two types of Magic events: Constructed 
(which includes formats such as Standard and 
Modern), where players bring their own deck, and 
Limited (Sealed Deck or Booster Draft), where players 
build a deck from sealed booster packs as part of 
the tournament.

All Constructed main decks must contain at least 60 
cards, with an optional sideboard of up to 15 cards. 
Cards in the sideboard can be exchanged with or 
added to cards in a player’s main deck before games 
2 and 3 of a match, but the deck must be reset to its 
original configuration for game 1 of any match. The 
same deck must be used for the entire event. 

In Limited events, decks must contain at least 
40 cards, with the remaining cards becoming a 
sideboard. Players may build a deck made from any 
cards in their card pools for any game. They do not 
need to reset the deck to its original configuration for 
game 1 of subsequent matches.

In Sealed Deck events, players each open six 
booster packs. These cards are their card pools for 
deck construction.

You can read more about Magic formats at 
Wizards.com/MagicFormats.
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Booster Drafts

In Booster Draft events, players draft cards to assemble their 
card pools. Please read the following and the WER User’s 
Guide before starting.

Seat players together randomly—WER can create separate 
groups (called “pods”) if there are more than 11 players. Each 
player is given 3 boosters. Each player opens one booster from 
the most recently released set only and selects, or drafts, one 
card. This card is placed face-down in front of the player, and 
the remaining cards are passed to the left. Players must make 
an effort to keep their cards hidden. A player should not pass a 
booster until the next player is ready—having boosters queued 
up can cause confusion. During the draft, players may look at 
the cards they have drafted, but only if they aren’t looking at 
other boosters and have no other cards in their hands. Tokens 
and non-foil basic land cards are not drafted.

Each player continues to draft one card from each booster 
until no cards remain. Then players open the newest 
remaining booster. The process for drafting the second booster 

is the same, except this time, players will pass boosters to the 
right after drafting each card. Once this booster has been 
drafted completely, players open the final booster and 
once again pass it to the left after drafting a card. After 
all cards have been drafted, the cards that each player 
has accumulated become that player’s card pool for 
deck construction.

Once players have their card pools, give them time to 
construct a deck (and, optionally, register the pool on 
a decklist). In most cases, 15–20 minutes is sufficient, 
though if you have a lot of new players, consider 
allowing more time. The cards players draft are the only 
cards (beside basic lands) they may use for 
the entire event. Organizers 
should provide basic land 
cards for all the players, and 
players that bring their own 
basic lands should ensure they 
are unmarked or sleeved.
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Administering the Tournament
Use WER to generate pairings that are announced or 
posted before each round. Players should find their 
opponents and a place to play. Make any additional 
announcements (like prizes and the number of rounds), 
and give players 50 minutes to complete their matches. 
A match is a series of games, played until one player 
has won two games.

When time runs out in a round, unfinished matches 
have five extra turns (total) after the current turn to 
finish the current game. If the game is not completed 
in five turns, it is a draw. Use completed games to 
determine the match score; if both players won the 
same number of games, then the match is a draw. Any 
unfinished games are entered into WER as draws.

At the end of your event, award any prizes you have 
arranged. A “flatter” payout (where most players get 
something) is preferred by less competitive players, 
whereas a “steeper” payout (where less than half the 
players receive a prize and first place gets a relatively 
large prize) is preferred by more competitive players. 
Consider giving all players with the same number of 
wins the same prizes, as this reduces some of the issues 
that lead to collusion. Be sure to factor in your expenses 
and compensation of your judge staff when developing 
a prize structure. 

The end of the event is a good time to inform your 
players about other Magic events that you have 
coming up in the near future. The more information 
your players have, the more likely they are to attend. 
Work with your players to create events that will keep 
them coming back.
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Resources
Wizards Event Reporter (WER) – Complete information about the Wizards Event Reporter software, 
including a link to download the program, can be found at Wizards.com/WER.

WPN Support Team – Have a question about WER, tournaments, or anything Wizards of the Coast supports 
or offers? Contact the Retail Support Team at Wizards.com/CustomerService or by calling 1-800-564-1636 
(within the US and Canada) or 1-425-204-8069. In other countries, please refer to the Global Contact list here: 
Wizards.com/WPN/Support.aspx.

Planeswalker Points – Players earn Planeswalker Points for participating in events that you run with WER. 
Players can visit PlaneswalkerPoints.com to see their tournament history and more.

Wizards Play Network (WPN) – For the latest news about tournaments and products, as well as general news 
and retailer resources, visit the WPN Website at WPN.Wizards.com.

Judge Center – Resources to find a judge and information about the Judge Program can be found at 
Judge.Wizards.com.
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