[bookmark: _6e7k1bjcm4cm]Sample Magic the Gathering Curriculum Outline
Ideally, make the class activity-driven, with only 10–15 minutes of direct instruction each week and 40–45 minutes of guided play. Sixth graders learn Magic much more effectively by playing than by listening to rules explanations.
A typical one-hour lesson might look like this:
· 5 minutes: Opening challenge or review
· 10 minutes: Teach one new concept
· 35 minutes: Guided gameplay with a specific objective
· 10 minutes: Reflection connecting gameplay to the week's Jewish value
Below is a more detailed version of each lesson.
[bookmark: _hadra1dcoyut]Lesson 1: Welcome to Magic
Jewish Value: Derekh Eretz (Respect)
[bookmark: _uiv4hmsf88r]Goals
Students will:
· Understand the purpose of the course.
· Learn the basic objective of Magic.
· Establish norms for respectful play.
[bookmark: _jc86n3v1rb3s]Materials
· Five sample decks
· Large image of the card layout
· Whiteboard
[bookmark: _986lpqkbbjgm]Activities
[bookmark: _gimggg41disp]Icebreaker (10 minutes)
Ask:
"What games do you enjoy? What makes someone fun to play against?"
List answers.
Guide students toward:
· honesty
· patience
· kindness
· fairness
Introduce Derekh Eretz.

[bookmark: _fyzjn3vct3up]Color Identity Activity (10 minutes)
Display one card from each color.
Students circulate in groups.
Prompt:
Which color seems...
· brave?
· clever?
· emotional?
· peaceful?
· ambitious?
Reveal each color philosophy afterward.

[bookmark: _2zpeanjq1urj]Demonstration Game (20 minutes)
Teacher plays against a volunteer.
Think aloud:
· "I'm drawing."
· "I play a Forest."
· "I cast this creature."
· "Now I attack."
Students simply observe.
Pause frequently for predictions.

[bookmark: _yandeycoha3u]Reflection (15 minutes)
Students journal:
· What surprised you?
· What would make someone enjoyable to play with?

[bookmark: _48nzhnk7ddy8]Lesson 2: Setting Up the Battlefield
Jewish Value: Seder (Order)
[bookmark: _gvf8de1gtbdw]Warm-up (5 minutes)
Place battlefield cards randomly.
Students race to organize them correctly.

[bookmark: _9au2dkrw62dn]Guided Setup (10 minutes)
Students receive decks.
Practice:
· shuffling
· drawing opening hands
· placing library
· graveyard
· battlefield
Repeat three times.

[bookmark: _54q4hr5fttxv]Turn Order Relay (15 minutes)
Teams receive turn-order cards.
Arrange:
Untap
↓
Upkeep
↓
Draw
↓
Main
↓
Combat
↓
Second Main
↓
End Step
Race against another team.

[bookmark: _gl8i85gviykb]Practice Game (20 minutes)
Students play using only:
· lands
· creatures
No instants yet.
Teacher circulates correcting play.

[bookmark: _6c0slgmuhs4i]Reflection
Where does having order make life easier?

[bookmark: _dgzwpemonbjc]Lesson 3: Mana Management
Jewish Value: Bal Tashchit
[bookmark: _5miyjdw8ch1g]Mana Puzzle (10 minutes)
Give scenarios.
Example:
You have:
Forest
Forest
Mountain
Hand:
· 3-mana creature
· 5-mana creature
What should you play?
Discuss.

[bookmark: _ukbzhybqyuyn]Land Drop Challenge
Students examine opening hands.
Predict:
· keep?
· mulligan?
Discuss why.

[bookmark: _5oc9do8yd3kb]Creature Curve Race
Provide mana costs.
Students arrange from cheapest to most expensive.
Discuss why expensive cards can't be the whole deck.

[bookmark: _bptx65bk835z]Guided Games
Goal:
Never miss a land drop.
Teacher awards stickers for smart resource management.

Reflection:
How do we use resources wisely outside games?

[bookmark: _rbicrm25fh8d]Lesson 4: Combat
Jewish Value: Gevurah
[bookmark: _x689dauw6a8m]Combat Theater
Students become creatures.
Power = fist bumps.
Toughness = hit points.
Act out combat physically.

[bookmark: _wnog95ce77hv]Board State Puzzles
Display:
3/3 attacks
Defender has:
2/2
5/5
Students discuss blocks.
Explain reasoning.

[bookmark: _qxgd8744vfzf]Guided Games
Objective:
Attack only when advantageous.
Teacher pauses games for discussion.

Reflection:
Is choosing not to attack sometimes stronger?

[bookmark: _facxkppixs25]Lesson 5: Instants and Sorceries
Jewish Value: Chochmah
[bookmark: _cro7sdmo46go]Timing Game
Teacher reads scenarios.
Students raise cards:
NOW
or
WAIT

[bookmark: _g4eezq48glvo]Stack Demonstration
Students stand in line.
Each represents a spell.
Resolve backwards.
Very visual.

[bookmark: _1tu0osx07tot]Spell Challenge
Mini-games where players begin with removal spells in hand.
Practice proper timing.

Reflection
Why does timing matter in conversations?

[bookmark: _u5lukphoixft]Lesson 6: Planning Ahead
Jewish Value: Binah
[bookmark: _4vf7x6jwe9to]Chess Clock Discussion
Show two possible plays.
Students vote.
Reveal consequences three turns later.

[bookmark: _csv8o7waxw8q]Prediction Sheets
Before each turn:
"I think my opponent will..."
Record.
Compare afterward.

[bookmark: _ao85x3xagwuy]Guided Play
Students explain each move aloud.
Partner may ask:
"Why?"

Reflection
How is planning different from guessing?

[bookmark: _iarwxwge5700]Lesson 7: Card Advantage
[bookmark: _792wh3st2vc6]Treasure Hunt
Students count cards:
Hand
Battlefield
Graveyard
Library
Discuss resources.

[bookmark: _f7rgkwqgby4d]Trade Evaluation
Would you trade:
2/2
for
5/5?
Why?

[bookmark: _qxiwnk37ije9]Replay Analysis
Pause games.
Could another sequence have drawn more cards?

[bookmark: _i5kj6w1w714u]Lesson 8: Color Philosophy
Stations:
White
Blue
Black
Red
Green
Each station contains:
· cards
· personality description
· famous fictional characters
Students rotate.
Then build mono-colored mini decks.

[bookmark: _eq99iouizcis]Lesson 9: Keywords
Keyword Olympics
Flying obstacle course
Trample bowling pins
Vigilance relay
Deathtouch balloon pop analogy
Lifelink health tracker
Students remember far better with movement.

[bookmark: _qo8syl2c8j8p]Lesson 10: Sportsmanship
Role-play.
Student wins.
How do they respond?
Student loses.
How do they respond?
Discuss.
Play games where sportsmanship earns points.

[bookmark: _ejri2jl2eru6]Lesson 11: Build Your Deck
Deck Clinic
Students sort cards:
Creatures
Removal
Combat tricks
Big finishers
Then assemble:
24 lands
22 creatures
14 spells
Discuss why balance matters.

[bookmark: _lqxz0txwkisx]Lesson 12: Improve Your Deck
Students complete:
My deck struggles because...
I often lose to...
I rarely cast...
Then swap decks.
Partner offers suggestions.

[bookmark: _sfcyt3xewgb7]Lesson 13: Coaching
Play in pairs.
One player controls.
Partner may only ask questions:
"What happens if..."
Never tell answers.
Encourages coaching.

[bookmark: _m8aus58kispb]Lesson 14: Reading Opponents
Teacher freezes games.
Ask:
What cards could they have?
Students brainstorm possibilities.
Learn probabilities without paranoia.

[bookmark: _w5k7kk9rbp9z]Lesson 15: Puzzle Day
Prepare 8 board-state puzzles.
Students rotate every 5 minutes.
Each puzzle has multiple reasonable solutions.
Discuss afterward.

[bookmark: _ph0t29v0h4bz]Lesson 16: Advanced Decisions
Students practice:
Holding removal
Combat tricks
Bluff attacks
Risk assessment
After games:
What information did you have?
What were you missing?

[bookmark: _l488p8nvwkt7]Lesson 17: Tournament Prep
Mock tournament.
Students practice:
· reporting results
· resolving disagreements politely
· shuffling correctly
· using timers
· asking judges for help
Emphasize responsibility and fairness.

[bookmark: _d5xwm8s7kfju]Lesson 18: Swiss Tournament
Three rounds.
Between rounds:
Students write:
One play I'm proud of.
One mistake I learned from.
One compliment for an opponent.

[bookmark: _gcgm646dgfjc]Lesson 19: Championship
Top players compete.
Others play consolation matches or "Commander-style" multiplayer games if appropriate for the group.
Offer special recognition for:
· Best Sportsmanship
· Most Creative Deck
· Best Improvement
· Best Strategic Thinking
This keeps all students engaged, regardless of record.

[bookmark: _qazge9qqx0v2]Lesson 20: Celebration
[bookmark: _rloifpbdp4ce]Magic Showcase (20 minutes)
Students choose one of the following:
· Teach a younger student how to play a turn.
· Explain a favorite card and why it fits their strategy.
· Share a memorable game and what they learned.
[bookmark: _tqggb8rmtno]Reflection Circle (20 minutes)
Each student completes:
· "At the start of the course I..."
· "Now I can..."
· "A Jewish value that changed how I play is..."
· "One thing I'll take beyond this class is..."
[bookmark: _ny9fdfrd1fv]Friendly Free Play (15 minutes)
Students play relaxed games, encouraging them to try new strategies and enjoy the community they've built.
[bookmark: _17in65g8s03n]Closing Ceremony (5 minutes)
Present certificates recognizing different strengths—not just tournament success—such as strategic thinking, perseverance, creativity, sportsmanship, helpfulness, and growth. This reinforces that excellence comes in many forms and ties the course back to the Jewish value of recognizing the unique contributions of every individual.

