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1. [bookmark: _Toc532812284]Introduction
Website application development requires the developer to understand and comprehend certain design principles to implement a usable interface which offers a positive user experience. 
[1]. This report will discuss different design principles and how they can be used to achieve a usable interface which gives a positive and intuitive user experience. 
To demonstrate how these design principles can be implemented, the report will cover the design process of a website which is user-centric with responsive design also being a major consideration. The design choices made are discussed within the requirements, and the implementation is documented with diagrams. 
The website will be tested on multiple platforms and screen sizes to prove its functionality. The site will be evaluated by comparing it to the initial concept and design requirements set out. The accessibility will be evaluated with the use of external open source tools like Auto-Prefixer and WebAIM contrast checker [2][3].
Finally, a recommendations and reflections section will outline what issues the website has and how they could be corrected. This section will also discuss further improvements that could be made with additional time and resources.


2. [bookmark: _Toc532812285]Application Development Concepts
2.1 [bookmark: _Toc532812286]Web Design Principles
When designing a website, the developer has several considerations they need to make about the implementation of their ideas and concepts. 
One of these considerations is how the content is presented on their web page to gain the interest or desired emotional reaction from the viewer [4]. Swasty and Adriyanto wrote an article on how colour affects web users, they discussed how the different colours promote a different emotional ambience or evoke a different emotional response from the user [4]. If the developer wishes to create a luxurious website, they should consider using shades of purple and ivory, on the other hand, if they wish to make the user feel safe and calm, then they should use shades of blue and white [4].
Another consideration to make is how the website responds to different media devices. We currently live in the era of the smart device, which means that people will be viewing websites on different screen sizes and aspect ratios [5]. Responsive web design is the practice of ensuring that one’s website will function and be aesthetically pleasing across all sizes of screen and aspect ratios [6]. In practice, this means making certain elements of the website change relative size or position depending on the size of screen [6]. The current standard suggests designing a website to initially work on the smallest device, then adjust the content when the screen becomes larger [6].
The developer should also consider how the website will be usable by people from different backgrounds, such as people with impaired vision, or people viewing the application on a smaller device [7]. This is the accessibility of the website. For a website to be fully accessible it should adhere to the World Wide Web Consortium’s (W3C’s) international standards which outline how the website can be designed to work for all people using it [7]. One of the guidelines is how the colour contrast of a website should be such that people with impaired vision, or people viewing on a smaller device will be able to read text with little trouble [7]. It also gives guidelines on how to make a website accessible for people with auditory, cognitive, neurological, physical and speech disabilities [7].	Comment by Kemi Ademoye: Very good interesting approach to the discussion of web design principles.


2.2 [bookmark: _Toc532812287]Usability and User Experience 
The success of a website application can be based on its usability and the positive user experience it offers [1]. As the application is interacted with by users, it is a good idea to spend time and resources to ensure the user interface (UI) and user experience (UX) are intuitive, user friendly and not overly complicated. This can be achieved in the early design phase of the application development using a “Heuristic Evaluation” [8].	Comment by Kemi Ademoye: Very good
A Heuristic Evaluation is an inspection of the usability of an application performed by a group of experts [8].  The goal is to assess the user interface design, address any problems with the usability of the interface and thereby make the problems solvable before the application is released [8].  The sooner this is done, the less expensive it is to do, as if an application is already released [8],  it takes more resources and time to alter, or even rebuild an interface and then push out a patch [8]. 
When designing certain sequences, it is important to keep the actions required consistent in similar situations, for example, terminology and abbreviations should be used identically throughout the menus, prompts and help screens, and consistent commands should be used throughout [1].
Expert users will want to execute commands and interact with the interface with as little actions as possible to allow for the most efficient use of time and energy [1]. To aid this, the inclusion of abbreviations, function keys, hidden commands and macros are essential [1].	Comment by Kemi Ademoye: What about non-expert users?
The implementation of simple and efficient error handling will ensure the user will be unable to make a serious error. This requires the system to be able to detect the error, and implement a simple, understandable action to correct the error [1].
It is also important to implement a reversal action which is easy to use to relieve the user of any anxiety in the case that they do make an error using the system [1].
User-centred design is the surest way for an application or interface to be successful [1]. It is important to keep the focus on the user as this directly affects the usability and user experience of an application [1]. When an interface is not designed with the user in mind, then it is a disaster waiting to happen [9].  	Comment by Kemi Ademoye: Again, good discussion, but I would have liked to see a bit more on user experience as well as a clearer distinction between usability and user experience.

3. [bookmark: _Toc532812288]Requirements
3.1 [bookmark: _Toc532812289]Concept
The concept is to design a user friendly interface which is centred around the game Magic: The Gathering, a trading card game created by Richard Garfield, released in 1993 by Wizards of the Coast [10]. 
The website will outline and explain in detail the specific gameplay mechanics used in the game to new and unexperienced players to give them what they need to play and enjoy the game. The website will have links to useful resources the users can use to help them find where to play the game, and search for any rules that website does not specifically cover. The website will be called www.H2PMTG.com (How 2 Play Magic: The Gathering).


3.2 [bookmark: _Toc532812290]Requirements
3.2.1 [bookmark: _Toc532812291]Must Haves
The website application must have the following:
· Relevant breakpoints for responsive web design.
· Interactive elements for good user experience.
· Accessible colour scheme with good contrast.
· Understandable layout with consistent theme.
· User intuitive navigation.
· Relevant, useful and informative content.
· Striking and interesting media to catch user’s attention.
3.2.2 [bookmark: _Toc532812292]Could / Should Haves
With additional time and resources, the website application could have the following:
· In game life counter to assist users playing the game.
· Video tutorials.
3.2.3 [bookmark: _Toc532812293]Wont Won’t Haves
The website application will not have the following:
· Google map location.
· User login option.
· Forum message board.
· Website search function.
· Backend database system.


4. [bookmark: _Toc532812294]Design
4.1 [bookmark: _Toc532812295]Responsive Layout
The following diagrams are documentation of the design phase for the website. The diagrams will be wireframes demonstrating the layout plans of each website with planned responsive breakpoints.
[image: ]NAV: Collapse nav options into hamburger when screen becomes small.Figure 1: Home page Wire Frame


HERO-IMAGES:
Hero background to stretch and shrink to cover the area, while keeping its aspect ratio.



CARDS: col-12, col-md-4.


FOOTER: col-12, col-sm-6, col-md-4.

The first page will be the introductory page with historical information of the game, and a description of the purpose of the website. The black areas are for dropdown boxes the user can interact with to read more information.
The cards will be links to external resources for new players to use to search for specific rulings, or for a place for them to play the game locally.	Comment by Kemi Ademoye: Good but what of your use of media queries.
Also, I am not sure why you have redefined the column classes for extra small devices when you are using the Bootstrap framework. You should have provided your reasons for doing this.
[image: ]
Figure 2: Page 2 Wireframe.
The second page will contain information about the philosophies of the different colours of mana used in the game. The philosophies give a background to the mechanics the different colours manifest in the game[10].
The Nav, HERO images and Footer will be the same specs as the previous page. This theme will be consistent throughout the website based on the rules outline in usability and user experience [1].
[image: ]
Figure 3: Page 3 Wire Frame
The Third page will explain the different types of cards present in the game and will describe their functionality and mechanisms.
[image: ]
Figure 4: Page 4 Wire Frame
The fourth page will describe and explain the different types of abilities each card can have and will outline the main differences between them to the users.
[image: ]
Figure 5: Page 5 Wire Frame
Page five will detail the different phases of the turn and use dropdowns to contain the information.
[image: ]Figure 6: Page 6 Wire Frame







CARDS: col-12, col-sm-6, col-md-4.
















Page six will describe the different formats of play to the user. The user will be able to click on the cards and read the information on the relevant format.
	Comment by Kemi Ademoye: Very good but this level of detail was not required for the report.
4.2 [bookmark: _Toc532812296]Colour Scheme
This website aims to showcase the bright and colourful artwork present in the game Magic: The Gathering. To complement the extravagant artwork, it would be a good idea to frame it in a colour that would make it seem luxurious. The colour purple was selected to accomplish this goal, as it alongside a shade of ivory would exhibit an ambience of luxury [4].
To ensure the text is readable, different colours of white were selected as it gives the best contrast on a dark purple background. This text should also have a black outline as it will be presented over multicolour images, having a dark outline will set it apart from the light sections of the images if it happens to overlay.
To also help with the contrast of the text over images, the containing boxes of the text will have a black background with a lowered opacity so the white of the text will be able to contrast better with the darkened image behind it.
The following table shows the colour pallet of the website.
	[image: ]
	[image: ]
	[image: ]
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	[image: ]

	#FFF
	#303055
	#202040
	#D4D0CF
	#171928





4.3 [bookmark: _Toc532812297]Interaction
The following diagrams illustrate how the user will interact with the website. 
One of the consistent themes of the website is the presence of dropdown buttons which reveal further information for the user to read. The reason behind doing this is because most of the content is anticipated to be images with accompanying text.  There is a large amount of information required to explain the game, each page has the potential to become very long and result in the user having to scroll down a long body of text. Keeping the content in dropdown sections reduces this effect as it hides it until the user wishes to see it.
Figure 7 shows an example of a collapsed dropdown becoming expanded.
[image: ]
Figure 7: Dropdown button example
One of the main mechanics in Magic: The Gathering is turning cards sideways (tapping) for their resources. To showcase this to the users so they have a visual representation, the website will have a button which will turn an example image of a card sideways and explain what happens in the game when this happens. This is shown in figure 8.

[image: ]
Figure 8: Interactive button rotating image.
On the last page of the website, multiple cards will be presented to the user, each of them will have their own popup overlay that will appear and describe one of the ways the user can play the game (formats) to the user. The popup box will have a close option by either clicking on the “x” or clicking on the area outside the popup. Figure 9 illustrates this.
[image: ]
Figure 9: Overlay popup diagram


5. [bookmark: _Toc532812298]Implementation
5.1 [bookmark: _Toc532812299]JavaScript Functions
The following screen shots are of the JavaScript functions used for the implementation of the website. These functions were written by W3Schools, an online open resource which aids in the creation of websites [11].
[image: ]
Figure 10: JavaScript function for Dropdown Boxes
[image: ]	Comment by Kemi Ademoye: These two functions can be simplified into one function making use of parameters to specify what varies. You can also use jQuery to simplify the selection of elements to apply the click function to. See example on page

[image: ]
[image: ]
Figure 11: JavaScript function for rotating image button.
To create the popup overlaying boxes, the tutorial from W3Schools only worked for on button, so the code had to be altered to allow for the 9 different buttons that were on the page, this is shown in figures 12 and 13 [11].
[image: ]	Comment by Kemi Ademoye: Again, you can define this as a single function. See example solution shown. Same thing applies to the close button.
[image: ]
Figure 12.: First part of JavaScript function for popup overlay
[image: ]
Figure 13: Second part of JavaScript function for popup overlay


5.2 [bookmark: _Toc532812300]Website Screen shots 
[image: ]	Comment by Kemi Ademoye: Be careful with your fonts – you may want to increase the size a bit and the contrast between the text colour and the background image in the hero section could be improved and especially for the “Click here” link. The shadow effect on the font has probably contributed to the illusion of low contrast. Try and avoid using shadow effects on lengthy blocks of text.
Figure 14: Front page of website
[image: ]	Comment by Kemi Ademoye: Again, careful with font options.
Figure 15: Demonstration of Dropdown box working.
[image: ]
Figure 16: Second page of website.
[image: ]
Figure 17: Showcase of Dropdowns within Dropdowns working on second page.
[image: ]
Figure 18: Third page of website.
[image: ]
Figure 19: Example of dropdown with interactive media embedded on third page.
[image: ]
Figure 20: Example of interactive media being used.
[image: ]
Figure 21: Fourth page of Website.
[image: ]
Figure 22: Example of dropdown box on page 4 which contains scalable icons in text.
[image: ]
Figure 23: Page 5 of website
[image: ]
Figure 24: Example of dropdown with responsively designed imagery and text implemented on page 5 of website.
[image: ][image: ]
Figure 25: 6th and last page of website with smaller screen example comparison.
[image: ]
Figure 26: Example of Popup box working on 6th page of website.


6. [bookmark: _Toc532812301]Evaluation
6.1 [bookmark: _Toc532812302]Validation and Verification
The CSS code was passed though Auto-Prefixer to ensure that it worked across multiple browsing platforms [2].
To verify the accessibility of the website, and validate that the code was up to standards, the implemented website code was checked on code validator websites. 
The figures below show the results.
[image: ]
Figure 27: Colour contrast verification [3].
[image: ]
Figure 28: CSS validation [7].
[image: ]
Figure 29: Page 1 validation [7].
[image: ]
Figure 30: Page 2 validation [5].
[image: ]
Figure 31: Page 3 validation [5].
[image: ]
Figure 32: Page 4 validation [5].
[image: ]
Figure 33: Page 5 validation [5].
[image: ]
Figure 34: Page 6 validation [5].
[image: ]
[bookmark: _Hlk532769979]Figure 35: Page 1 accessibility review [12]
[image: ]
Figure 36: Page 1 accessibility fix [12]
[image: ]
Figure 37: Page 2,3,4,5 accessibility review [12]
[image: ]
Figure 38: Page 5 accessibility review [12].
Overall, the website scored well on the validation checkers, however there was a consistent issue with the accessibility relating to the nesting of certain elements in the code as pointed out in figure 38. The issue was demonstrated to be fixable on the first page, but due to time constraints, the issues were not able to be fixed on the other pages. To do this the parent elements would need to be included in a further class and the child element would need to be removed. In some cases doing this broke the functionality of the website, and further time would need to be put in to fix this error [2] [3] [7] [12].	Comment by Kemi Ademoye: Okay

6.2 [bookmark: _Toc532812303]Assessment of Implementation
6.2.1 [bookmark: _Toc532812304]Testing
	Test
	Test website on multiple browsers like Chrome, Edge, Firefox and Internet explorer. 

	Expected Result
	Website will run smoothly across all platforms.

	Actual Result
	All pages of website loaded across all platforms, parallax images and expanding dropdowns were somewhat slow on edge and IE.

	Mark
	Satisfactory

	Fix Implemented
	None.



	Test
	Test breakpoints on different screen sizes on all browser platforms.	Comment by Kemi Ademoye: Remember to add the viewport meta tag to your pages to prevent the browser from shrinking the content to scale it down to fit the current device. As you omitted this, the responsiveness of your website had some issues.

	Expected Result
	Breakpoints work correctly across all platforms.

	Actual Result
	Breakpoints worked correctly across all platforms. 

	Mark
	Excellent.

	Fix implemented
	None.	Comment by Kemi Ademoye: I would have liked to see test cases for the implemented JavaScript functionality.



	Test
	Test Sticky image on home page

	Expected Result
	Image successfully sticks to a position from one point to another.

	Actual Result
	Image did not stick, it continues as though it were normal.

	Mark
	Unsatisfactory.

	Fix implemented
	Unknown, more research and expertise required.



6.2.2 [bookmark: _Toc532812305]Review
In review, the website was intended to offer potential users an in-depth tutorial on the mechanics behind the trading card game Magic: The Gathering. The website was required to be responsive to different screen sizes, which it succeeds at doing. The media used on the page is striking and catches the attention of anyone on the site. The use of consistent design with dropdown menus makes the website very user intuitive and gives a good user experience. 
The navigation menu is simple and easy to understand, with a responsive hamburger icon which appears when the screen size reaches a certain threshold like the size of a smart phone. 
Use of parallax and hero images adds a lot to the visuals of the website, it works well to outline the content and make it interesting to read, which is important. 
The colour scheme used has a high contrast ratio [3] which means it passes the relevant accessibility standards set by W3C [7].	Comment by Kemi Ademoye: Please see earlier comments
The interactive elements work across all platforms and improve the user experience by condensing the website preventing the user from scrolling down multiple pages to reach the bottom. The use of JavaScript also allowed for a good demonstration on how a specific mechanic of the game would play out in the physical world.
Overall, the requirements set have been achieved and the website can be considered a success.
6.3 [bookmark: _Toc532812306]Reflection and recommendations
With the addition of extra time and resources, examples of improvements would be: -
· fix the sticky image that was intended to be on the front page under the “Reading a card” dropdown.  
· Implement a user login system to allow for forum messaging. 
· Develop a life counter system for players to use on their smart phones to assist them while they play the game.
· Include video tutorial examples to give a better experience.
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                 MARKING CRITERIA AND STUDENT FEEDBACK



This section details the extent to which the assessment criteria are demonstrated by you, which in turn determines your mark. The marks available for each category of skill are shown. Lecturers will use the space provided to comment on the achievement of the task(s), including those areas in which you have performed well and areas that would benefit from development/improvement.

	[bookmark: assessmentComponent]Common Assessment Criteria Applied  (Assignment 1)
	Marks available
	Marks 
awarded

	1. Engagement with Literature Skills 

	
	

	[bookmark: feedbackRIL]A wide range of appropriate reference sources have been consulted. (Grade mark: 90.00%)
	[bookmark: totalRIL]5
	[bookmark: markRIL]4.5

	
	
	

	2. Knowledge and Understanding Skills

	
	

	[bookmark: feedbackKUS]A very good and interesting approach to the discussion of the application concepts, but I would have liked to see some more on your discussion of user experience and a clearer distinction between usability and user experience. (Grade mark: 72.00%)
	[bookmark: totalKUS]25
	[bookmark: markKUS]18

	
	
	

	3. Cognitive and Intellectual Skills

	
	

	[bookmark: feedbackANA]A very good evaluation of the implemented website has been provided. The documentary evidence of testing focuses mostly on the UI, but a good testing approach has been taken and documented. (Grade mark: 75.00%)
	[bookmark: totalANA]20
	[bookmark: markANA]15

	
	
	

	4. Practical Application Skills

	
	

	[bookmark: feedbackPAD]A very good attempt featuring a website with well-thought-out content but there is still room for improvement. First, remember to add the Viewport meta tag to prevent browsers from scaling down your content. A very good attempt at some simple JS functionality. The main area for improvement with your JS is learning how to refactor repetitive code into reusable functions with parameters to pass in what varies. See example in your report. Also, be careful with your fonts - ensure the sizes are large enough and there is enough contrast across all sections. Overall, a very good attempt. (Grade mark: 66.67%)
	[bookmark: totalPAD]45
	[bookmark: markPAD]30

	
	
	

	5. Transferable Skills for Life and Professional Practice 

	
	

	[bookmark: feedbackSPP]The report is very well written and presented. (Grade mark: 80.00%)
	[bookmark: totalSPP]5
	[bookmark: markSPP]4

	
	
	



	Assignment Mark (Assessment marks are subject to ratification at the Exam Board.  These comments and marks are to give feedback on module work and are for guidance only until they are confirmed. )
	Late Submission Penalties (tick if appropriate)
	[bookmark: totalMark]71.5%

	
	Up to 1 week late (40% Max)
	[bookmark: fourWeeksLate]
	

	
	Over 1 week late (0%)
	[bookmark: firstAttempt]
	



[bookmark: _GoBack]
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function () { modal6.style.display
Function () { modal?.style.display
function () { modal8.style.display
ser clicks anywhere outside of the modal, close it
k = function (event) {

_target —= modale ||
_target == modal1 ||
_target == modal2 ||
_target == modal3 ||
_target == modal4 ||
_target == modals ||
_target == modals ||
_target —= modal7 ||
_target == modals)
0.style.display = "none”;

1.style.display
2.style.display
3.style.display

5.style.display
6.style.display
7.style.display
8.style.display





image22.PNG
Home Colours f MTG  Card Types  Abilities Tum Order ~ Formats

MagicilhelGathering is both aitrading card and digital collectible card game created by Richard Garfield
Released in1993 by Wizards of the Goast, Magic was the first trading) card game created and it continies o thrive, with
approximately twenty million players as of 2015, and over twenty billionMagic cards produced in the period of: 2008 to 2016

alone
7

o play Magic: The Gathering, players can acquire a 60 card deck from a'suitable vendor, like allocal game store or an online
webstore. Clickithe | = < tofind a game store near'you.

Allimages used o this website are courtesy of Wizards of the Cost, the official owners of the game Magic: The Gathering.
“This website is & non-profit fan-made website created for, educational purposes only.

— - e ——— -

DEFEAT YOUR OPPONENT

= =
v R -
ATTACK WITH CREAT! \

v “

READING A CARD

Official Links

Wizards of the Coast Magic The Gathering Arena Local Game Store Finder
Other Websites to Visit MTG Community Social Media

seryfall The Mana Source Youtube

Gatherer.com Tolarian Community Facebook

TappedOutnet The Command Zone Twitter

EDHREC.com Strictly Better MTG Google Plus
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READING A CARD;

o=

‘Whenever a creature dealt d:
by Sengir Vampire this turn di
a+1/+1 counter on Sengir Vampire.

Your cards hold!alll the information youflllneed tol use
them) in| the' game, Lets' take a [ook at how, that
information is laid out:

1, The name of the cardlcan|be found|at the top of the
card. Whenever you cast a spell, tell your opponent
whichcard itis.

2. Next to|the! card's name s its mana cost. This tells
you how/much mana it coststocast that card.

3. In| the! middle, you'll find. the card type. When in
doubt, take a look at the middle of the card to find out
what type of card| (creature, sorcery, enchantment, etc)
You're dealing with.

4. That symbol lonthe right side of the middle bar is the
card's expansion symbol. Magic has| released over 60
expansionsetslin its20-year history, and the expansion
symbolltellsyou which set the cardis from. The color of
thel expansion| symbol tells'you! how rare the card| s
Black expansion symbols are fairly common, while gold
symbolsiare rare:

5. The box covering| mﬂs!t of the bottom half of the card
contains thelcard's al s. This is where! youll learn’
italicized! flavor text, a look intol the characters and
worlds of Magic.

6. If the card is a creature, it will have two numbers near
the bottom. The number. before the slash is its power,
or how much damage it deals in combat. The number
after the slash is its toughness, how much damage must
be dealt to it ina single turn to destroy it

7. Finally, the very bottom of the card contains collecto
information. You'll see the cards collector number and
illustration credit.

This tour of a Magic card concludes with a few
examples.
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Click the dropdowns below to learn morefabout the different colollisof mana, combinations. ¥
i L Lo NS

Mono Colours ar
Two Colours: ar
Three Colours +
Four Colours +
All or Nothing +
Other Websites to Visit MTG Community Social Media

Scryfall The Mana Source Youtube

Gatherer.com Tolarian Community Facebook

TappedOutnet The Command Zone Twitter

EDHREC.com Strictly Better MTG Google Plus
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N\

White puts value in the group, the community, and its civilization as a whole. White8Ulimate goal is péma ‘world where.
' everyone gets along and no one seeks tojdisturb thessafety and unity that White had worked so long to forge: To gover and
protectits community, White makes use of and puts value in.a number of broad concepts; morality ethics, rel

t)and structre (government plaping).

Blue

4

Blue's philosophy, like that of each color, s determined by its world view. To . opportunity. Within it, hide
wonders and possibilities most fantastic: the stuff of dreams. Blue is characterized by the desire to know the world's secrets
and to make those es real, i holds fast—is belief in tabula rasa, the

Black/looksionthe werid and
‘weak canjsee it or not, they are
supremely invaluable, that th
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ypes of cards

LAND

— L
CREATURE ,z K

Other Websites to Visit MTG Community Social Media
Scryfall The Mana Source Youtube
Gatherer.com Tolarian Community Facebook
TappedOut.net The Command Zone Twitter

EDHREC.com Strictly Better MTG Google Plus
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Lands represent your resources in Magic. Above are some examples of lands you wil see.

On each one of your tums, you may play 1 land from your hand onto the battlefield. Once there, these lands can be used
(once each tum) to give you the mana that you need to summon creatures and cast spells.

J To use a land to make mana, you "tap it by
tuming it sideways.
Each land will only produce 1 mana unless

Untap otherwise stated.

This Swamp vil tap for one Black Mana. This
Black Mana can be used to cast spells which
need black.
When a land is tapped, it does not untap
until your next tum.

Tap

See what this looks like by diicking the tap
and untap buttons.




image28.PNG
Lands represent your resources in Magic. Above are some examples of lands you wil see.

On each one of your tums, you may play 1 land from your hand onto the battlefield. Once there, these lands can be used
(once each tum) to give you the mana that you need to summon creatures and cast spells.

®

Tap Untap

Black mana

To use a land to make mana, you "tap” it by
tuming it sideways.

Each land will only produce 1 mana unless
otherwise stated.

This Swamp will tap for one Black Mana. This
Black Mana can be used to cast spells which
need black.

When a land is tapped, it does not untap
until your next tum.

See what this looks like by diicking the tap
and untap buttons.
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Otner Webites to Visit MTG Community Social Meia
B The Mana Source Youtube
Gatnerer.com Tolarian Commurity Facebook
TappedOutnet The Command Zone Tuitter

EDHREC.com Strcty Better MTG Google Plus
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ACTIVATED ABILITIES

An activated ability is an abiity thatican be activated by a player by paying a cost. The
cost can be almost anything)\suchla®iSaariicinga permanent, paying mana; paying lie,
ortapping the permanentwith the abilty (. e
Activated abilfties are usually found|on permanents, but can sometimes be used/on cards
iin other zones, suchjas the graveyard or a player'sihand.

Only an object's| controller (or owner, i it has no controller) can activate its activated|
abilties unless the ability says otherwise.

Also, you can usually activate an activated ability any time you have priofity, unless it
says othervise.

Bxcept for those that are mana abilities, activated abilities use the stack.

A player cannot activate an activated ability of a creature that includes the tap symbol &
or the untap symbol s in its cost unless he or she has controlled the creature:
continuously since the start of his or her most recent tum.
This conditionis informally known as "summoning sicknes:
Activated abilities cannot be countered by spells or.abilities that counter spels, because
they aren't spells.

However, there are cards, such as Stifle, Squelch, and Voidslime, that can be used to
counter these abilities.

Most activated|abilities are written in the form *[Cost]: [Effect]". An exception|to this are.
loyalty, abilities of planeswalkers which are also activated! abilities and which usea|
different notation.
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moning crestures, sending them into battie, inging spells back and.

3. COMBAT STEP
4 1. =

o —

- 4. MAIN PHASE 2

= B
'i}’ y M 7
3
S
I RESPONDI EA\ID THE STACK

—

Otner Webites to Visit MTG Community Social Meia
B The Mana Source Youtube
Gatnerer.com Tolarian Commurity Facebook
TappedOutnet The Command Zone Tuitter

EDHREC.com Strictly Better MTG. Google Plus.
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give you or o opponent 2 chance o cast any spels befo

Gocare. ymw@:

»a

DECLARE ATTACKERS |

Tap every cresture you want 10 atack your opponent ith
(A creature can't atack the tum you cas t unles  has haste)

2 creaure has Viglance, you do not need 10 tap it You just need to declare
s atacing to make sure your opponent s aware.

Sometimes you'l g o sy andyour stack il o undefenced
inen tht appen, yourapponert il losesome e

| Ot s yur s vl S, i 3 hck by cpprancs
| Andt hen the vicouscresuresgint-cretur bt begins

DAMAGE STEP

Attacking and blocking creatures have besn declared, and you and your
opponent have used any nasty tick you had up your sleaves
Now, s tme 10 deal damage.

Aacking creatures that id't gt blocked willdeal damage directy © your
opponentyoute that much coser o victory!
1F 3 creature was blocked. t desls dsmage to s blocker fnstead of your

opponent —
Blocking creatures dealther damage back t the creatures they blocked.

173 creature ¥ Gealt damage atleast equal o s toughness, s destroyed and
SR —

(1 may iy 5 e o v S s

cooler) -

END OF COMBAT

-
After combat ends, any creatures that sunive femain on

the battefeld to fight anather day.
Thats ons of the reasons that crestures are such 3

popular way to schieve victory
they ramain 2 povierful force on the baterield undl
they'e destroyed

But don't worry about keeping track of damage for oo
long—crestures hea s the end of very turm.

1f you have spels or other ways 1o deal damage. you
an finish offwounded crestures before the end of the
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PRERELEASE TWO-HEADED GIANT

DRAFT STANDARD

MODERN LEGACY
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Two-Headed Giantis a fun multplayer format where tio-player teams batte against one another. Each eam takes actions s a team

Each team has  shared fe totalthat starts ot 20 e

Each team takes thir tum together, meaning they daw a3 team, attack s & team, block a3 team, and 9o though all phases of the tum a5 team,

The team that goesfistsips thei st craw step.

Teams do NOT share any esources other then lfe-meaning players can't sharecards in hand or mana. The short way ofremenmbering tis s any feference to “your on cards stll means esch indvidual player
Teams may share information and srategize together

Tie fst mulligan s 1 seven carcs hen each mligan aftenard esuls in e fewer card (s, fve, fou et

A teams loses when thir e ota 0 or e, when they accumlste ifeen o more poison countes, or when either eam member i unsbi ta craw a car from i o her deck. Damage and loss of fe happens 1o indidual players,
exampl, ance blocks are termined, any unblocked creatures are assigned 10 deal damage o one of the two players. Afterward, the damae s toaled and subtracte from th team Ifefota
Efects that read "each opponent” o

each player affect each team member separatey. Forexample, when Rabid Bloodsucker enters the batlefcd, each player would ose 2 e

meaning each team loses 4 ot lfe.

her than ingvidual. There are some rules fo Two-Headed Gian that dife from other multplayer formats

and the efects ar applied to the team's share Ife tota. For
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Color Contrast Checker

Home > Resources > Color Contrast Checker
Foreground Color Background Color
#FFFFFF #303055
[— _—
Lightness Lightness
L -

Contrast Ratio

12.50:1

permalink

WCAG AA:
= The five boxing wizards jump g
wae aa: (D
oo CD
WCAG AAA: @ The five boxing wizards jump quickly.
o G
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The W3C CSS

Jumpto:  Warnings (5)  Validated CSS

W3C CSS Validator results for styles.css (CSS level 3 + SVG)

Congratul ns! No Error Found.

This document validates as CSS level 3 + SVG |
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Nu Html Checker

This tool is an ongoing experiment in better HTML checking, and its behavior remains subject to change
Showing results for index.html

Checker Input

Show (Tsouce Dautine T image epot
Check by fle upload v | Nofle chosen

Uploaded files with xhtml or xht extensions are parsed using the XML parser.

Document checking completed. No errors or warnings to show.

Used the HTML parser.
“Total execution time 21 miliseconds.
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u Html Checker

This tool is an ongoing experiment in better HTML checking, and its behavior remains subject to change

Showing results for Colours.html
Checker Input

Show Dsouce Dot imageepen
Check by file upload v | | Choose File | No file chosen

Uploaded files with .xhtml or xht extensions are parsed using the XML parser.

Press the Message Filtering button to collapse the filtering options and erroriwarning/info counts.

Message Fitering

Errors (37) - Hide all errors - Show all errors

1 ¥ Elemel

n| in this context. (Suppressing further errors from this subtree.) (37)
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Nu Html Checker

This tool is an ongoing experiment in better HTML checking, and its behavior remains subject to change
Showing results for card_types.html

Checker Input

Show (Tsouce Dautine T image epot
Check by fle upload v | Nofle chosen

Uploaded files with xhtml or xht extensions are parsed using the XML parser.

Document checking completed. No errors or warnings to show.
Used the HTML parser.
“Total evecution time 20 miliseconds.

About this checker - Report an issue « Version: 18.11.28
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Nu Html Checker

This tool is an ongoing experiment in better HTML checking, and its behavior remains subject to change
Showing results for Abilities.html

Checker Input

Show (Tsouce Dautine T image epot
Check by fle upload v | Nofle chosen

Uploaded files with xhtml or xht extensions are parsed using the XML parser.

Document checking completed. No errors or warnings to show.

Used the HTML parser.
“Total execution time 28 miliseconds.

About this checker - Report an issue « Version: 18.11.28
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Nu Html Checker

This tool is an ongoing experiment in better HTML checking, and its behavior remains subject to change
Showing results for turn-order.html

Checker Input

Show (Tsouce Dautine T image epot
Check by fle upload v | Nofle chosen

Uploaded files with xhtml or xht extensions are parsed using the XML parser.

Document checking completed. No errors or warnings to show.

Used the HTML parser.
“Total execution time 17 miliseconds.

About this checker - Report an issue « Version: 18.11.28
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Nu Html Checker

This tool is an ongoing experiment in better HTML checking, and its behavior remains subject to change
Showing results for Formats.html

Checker Input

Show (Tsouce Dautine T image epot
Check by fle upload v | Nofle chosen

Uploaded files with xhtml or xht extensions are parsed using the XML parser.

Document checking completed. No errors or warnings to show.
Used the HTML parser.
“Total evecution time 32 miliseconds.

Version: 18.11.28
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determine where they are.

‘Success Criteria 2.4.6 Headings and Labels (AA)

Check 39: Header nesting - header followi

Repair: Modify the header levels so the header following an 3 is n1, h2, 3 or ha.

@ Line 197, Column 33:

<h3>Local Game Store Finder</n3>
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Expor Format: [F0F v | Raporeto Bxporm (A1 v (GetFil)

@ Congratulations! No known problems.
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Al ——
ity Review (Guidelines: WCAG 2.0 (Level AA)) E —J
Known Problems(1

Acces:

2.4 Navigable: Provide ways to help users navigate, find content, and
determine where they are.

‘Success Criteria 2.4.6 Headings and Labels (AA)

Check 39: Header nesting - header f

Repair: Modify the header levels so the header following an 3 is n1, h2, 3 or ha.

@ Line 72, Column 21:

<h3 class="page-title">Colours of Magic</n3>
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le text alternatives for any non-text content

‘Success Crite

1.1.1 Non-text Content (A)

Check 7: Image used as anchor ing valid Alt text.

Repair: Add Alt text that identifies the purpose or function of the image.

@ Line 415, Column 29:

<ing sr

‘images/pavper.jog” alt="" />

2.4 Navigable: Provide ways to help users navigate, find content, and
determine where they are.

‘Success Criteria 2.4.6 Headings and Labels (AA)

Check 39: Header nesting - header f

Repair: Modify the header levels so the header following an 3 is n1, h2, 3 or ha.

@ Line 71, Column 21:

<h3 class="page-title">Different Formats of HTG</h3>





