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Flash back about a year and a half ago. March 23, 2003. Venice, Italy. The
format: Onslaught Block Constructed. The players: Billy Jensen and
eventual tournament winner Osyp Lebedowicz. Pro Tour Semifinals.
Jensen loses to the massive Akroma, Angel of Wrath while holding multiple copies of the same card in
his hand.

L.

William 'Baby Huey' Jensen

Somewhere in the crowd, members of Magic R&D groaned.

The "legend rule," created back in Magic's earliest days as support for a new creature type—Legend,
has long been on the minds of R&D. The rule makes a lot of sense from a flavor standpoint—should
you try to summon a Legend that is already on the battlefield, your spell will fail—but flavor no longer
drives the bus as far as rules go. If Legends are too good and too easy to play, games often become
races to see who could get his copy into play first. This problem reared its ugly head during the
Mercadian Masques block with Lin-Sivvi, Defiant Hero, eventually leading to the card being banned
from Block play. We backed off on cheap, powerful Legends after that, but that didn't make the
problem go away. A Pro Tour was decided because one player got out his eight-mana Angel, stranding
the same card in his opponent's hand.

The Solution

Later that day, after the event had ended, Magic designer and Pro Tour front man Mark Rosewater
was hanging out with some players discussing the "legend rule" and the problems it caused,
especially in tournaments. Justin Gary and Zvi Mowshowitz were tossing out ideas for potential fixes,
and Rosewater was shooting them all down. But then Zvi struck gold.

"What if the second copy of a Legend put both of them in the graveyard?" he asked.
"Wow... that's really good," said Rosewater.

Other Baggage

Flash back even further, to the development of Onslaught. Many cards in that set, such as
Imagecrafter, can change other creatures' types. But because some types—namely Legend and Wall—
have rules attached to them, we had to put riders on the cards to prevent players from choosing
those types. So instead of Imagecrafter saying "T: Choose a creature type. Target creature's type
becomes that type until end of turn," it says "T: Choose a creature type other than Legend or Wall.
Target creature's type becomes that type until end of turn." It was annoying to have to print that
limitation multiple times, and that line of text started the debate of whether we should have creature
types with "rules baggage" at all.

If you open a booster pack and get a Legend, you don't immediately know that you can only have one
in play, and the creature type alone isn't enough to tell you that this card is different somehow. Same
thing will Walls... many players attacked with Carnivorous Plant back in the Fourth Edition days
because it was not intuitive that this huge creature shouldn't be able to attack. We fixed the Wall
problem (sort of) with reminder text, but the issue of types with their own rules still loomed,
especially with Legends.

Additionally, "Legend" was a creature type, but "Legendary"—as in Legendary Land and Legendary
Artifact—was a supertype. This weirdness was grandfathered from the Legends set, and doesn't make
a lot of sense when compared to how we handle subtypes and supertypes under our current system.


https://web.archive.org/web/20090603185023/http://www.wizards.com/Default.asp?x=sideboard/ptven03/sf1

The Right Time

Flash forward a little bit, to the design of
Champions of Kamigawa. As the set came together,
it was apparent that Legends were going to be a big
part of what the set was about. What was also
apparent was that we really, really wanted to make
good, aggressive, cheap Legends, but the existing
"legend rule" hamstrung us.

Zvi to the rescue!

We don't like changing rules unless it's absolutely necessary, but this opportunity was too good to
pass up. In one fell swoop, we could fix the subtype/supertype problem, fix the "creature types with
hidden rules" problem, and change the "legend rule" to allow us to make better cards. And so we did.
Here's what's new:

1. The creature type "Legend" no longer exists. Instead, creatures can now have
the legendary supertype, just like other permanent types can. Older creature
cards that were printed with the creature type Legend now have the legendary
supertype instead. It's no longer possible to make a creature into a Legend by

changing its type.

This synchs up Legend creatures and Legendary artifacts and lands nicely, and will allow us to refer to
creature types and type-changing effects without having to say "except Legend."

2. The legend rule has changed. The new rule is as follows:

420.5e If two or more permanents with the same name have the supertype legendary,
all are put into their owners' graveyards. This is called the "legend rule." If

only one of those permanents is legendary, this rule doesn't apply.

This is a big functional change, but it does so much for us. It helps gameplay by preventing players
from drawing "dead cards;" now, if you have a Legend in your hand that matches one your opponent
has in play, you can play yours to good effect instead of not being able to do anything with it.

What I like most about the change, though, is that it opens up a lot of "forbidden" design space,
allowing us to make some nice cheap powerful Legends. Witness:



{Legendarv Creature — Hound

The hound sniffed the air and let slip a low
growl, General Takeno looked down ar the
Jasehful Isamaru and calmed him with a touch.

“Alert the men. The kami are coming.”

== Christopher Moeller ‘ 23{2
D 100 D0 Wiksnds of tlss Caoanal, B, 107300

We certainly took the opportunity to make good legends and ran with it. Man, are there a lot of
powerful legendary creatures in this new set. It's like Silvos, Rogue Elemental's class reunion!

The Best Defense...

In order to remove hidden rules baggage from all creature types, we had to alter the rules for
something other than Legends. The creature type "Wall" now no longer implies anything, and instead
all existing Walls are being errataed to have a keyword:

The rules for the creature type "Wall" have been changed. Although the creature
type Wall still exists, it no longer has any rules meaning. Instead, all

creatures that had the creature type Wall now also have the defender ability.

Steel Wall (_Mirrodin_(R) card with its new Oracle wording)
{1}

Artifact Creature -- Wall

0/4

Defender (This creature can't attack.)

Note that no creatures in the Champions of Kamigawa set have the defender
ability. This rules change is being made at this time in order to eliminate all

rules inherent to specific creature types.

Bet you didn't expect that!

Old players may be a little perturbed by these changes. After all, the quirkiness of the Wall and
Legend creature types was a little endearing. But we always have to look to the future, and having
types that did secret things not spelled out on the cards is bad no matter which way you slice it. Now
Walls will have their own ability, and Legends will at least have a supertype that will tip players off
that they should behave differently than normal creatures.

Random Minutiae



If you like the little interesting tidbits that spring up whenever there's a rules change, then this
next section is for you.

Older Legend creatures have now been errataed to be Legendary. Of course, this means that they
have no subtype any more. So Sol'Kanar the Swamp King and Gerrard Capashen are now both
"Legendary Creature" with no creature type.

Rolling Stones now reads "All Walls lose defender."

Imagecrafter, Unnatural Selection, and other type-changing cards now say "Choose a creature
type" and don't exclude anything. You can choose "Wall" now, but a creature does not gain the
defender ability just by becoming a Wall. And Unnatural Selection can no longer be used to kill
duplicate creatures by making them both into Legends. R.I.P. Imagacrafter/Sunweb decks.

The new "legend rule," like the old one, is a state-based effect. So if you have out a Tolarian
Academy and I play one of my own, you don't get a chance to tap yours before they are both put
into the graveyard. This only really matters with legendary lands because playing a land does not
use the stack.

The new rules are different and may be a little jarring at first, but we're confident that they will
improve everyone's play experience while at the same time allowing us to make cooler cards.

It will take some effort to spread the word about the changes, especially to players that aren't tuned
into the Internet. We've included the new rules in all the inserts in Champions boxes and decks, but
we could use your help. If you know players that don't stay as up to date as you do, pass on the
change, and point them to this article if they don't believe you!

Last Week's Poll

What is your initial impression of the new 1.5 format?

Don't care 4142 40.8%
Like it 2961 29.2%
Love it 1935 19.1%
Hate it 657 6.5%
Don't like it 445 4.4%
Total 10140 100.0%

Most of you that care like it. Good deal!

This Week's Poll
Here's where you get to submit new names for the Type 1.5 format. Use the form link below to send
your suggestion (one per person, please), and we'll sift through them and select the top ten or so,

and then present those as a vote.

Type 1.5 format name suggestion form
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