502.60. Feud
502.60a  Feud is a reminder keyword. Cards with Feud usually have the text “Whenever a <color> (or <color>) creature comes into play, <effect>.” Feud has no effect on gameplay.
Notes on Feud
· Cards with Feud only ‘Feud’ with enemy or allied colors—never with their own colors.
· The creature’s color is only checked when it comes into play. It doesn’t matter what color it is on resolution of the ability.

· All other rules from the Academy and Gauntlet FAQs apply.

Learned Strike

W

Instant

Remove target attacking creature from the game if its power is less than or equal the number of experience counters on a permanent you control.

· The number is checked on resolution.
Xyia's Embrace
WW

Enchantment - Aura

Enchant creature

Whenever enchanted creature is blocked, regenerate it.

· The creature regenerates only if it would be destroyed or is dealt lethal damage. It still takes part in combat. The regeneration shield is put up when it’s blocked.
Inner Unity
2W

Sorcery

Target creature with power 2 or less gets +2/+2 and gains spirit link until end of turn.

· The creature’s power is checked on announcement and resolution.

Elena's Judgment

2WW

Sorcery

Each player chooses a creature in play. Destroy all creatures except the chosen creatures.

· This does not target.
· A player doesn’t have to choose a creature he or she controls.

· If there’s only one creature in play, this card has no effect.
· Choices occur in turn order, starting with the active player.
Shimmer of Doubt
1UU

Instant

Return target permanent with a counter on it to its owner's hand.

· The permanent has to have a counter on it on announcement and resolution of the spell.
Wandering Deciever
U

Creature - Human Wizard

1/1

Feud — Whenever a white or black creature comes into play, you may look at the top two cards of your library. If you do, put one of them on the bottom of your library.

· If you only have one card in your library, draw it.
Inner Logic
1U

Instant

Target creature with power 2 or less is unblockable this turn.

Draw a card.

· The creature’s power is checked on announcement and resolution.
Impulsive Studies
2U

Sorcery

Target player draws three cards, then discards two cards unless he or she discards a creature card.

· That player may discard two cards even if one is a creature.
Grinding Thought
U

Sorcery

Sustain 2U (As you play this spell, you may pay its sustain cost to play a copy of it at the beginning of your next upkeep.)

Look at the top two cards of your library. Put one into your hand and other on the bottom of your library.

· If you only have one card in your library, draw it.
Mindsweeper Shyft
4U

Creature - Shyft

0/0

As Mindsweeper Shyft comes into play, reveal cards from the top of your library until you reveal a creature card. Remove that card from the game and shuffle your library. Mindsweeper Shyft comes into play as a copy of that card.

· If you only reveal Mindsweeper Shyfts with this ability, or it’s the only creature(s) in your library, put the Mindsweeper Shyft into play. It will summarily die as a 0/0 under most circumstances.
Rewritten Findings
1UU

Enchantment - Aura

Enchant opponent

If enchanted opponent would search his or her library for a card, instead you search his or her library for an appropriate card and reveal it. That player chooses that card. (You can't choose not to find a card. You must find a card if there is one.)

· Normally you would be presented a choice to not choose a card. But you must choose a card if there is one. If there is not, then simply reveal their library and that player shuffles it.
Terramorphling
3UUUUU

Creature - Leviathan

6/6

As Terramorphling comes into play, choose a basic land type.

Each land is of the chosen land type.

· Nonbasic lands that are changed by Terramorphling are still nonbasic. It doesn’t change its supertype.
· Lands changed by Terramorphling lose all other abilities.
Kyriel's Touch

XBB

Sorcery

Bravado (This spell costs 1 less for each experience counter on a creature you control.)
Spend only black mana on X.

Kyriel's Touch deals X damage to target creature or player. You gain X life.

· Bravado reduces the colorless cost of this card, even if you don’t pay anything for X. For example, if you control a creature with three experience counters on it, You could pay BB and cast Kyriel’s Touch with X equaling 3.
Jukar's Justice
2B

Instant

Sustain 1W (As you play this spell, you may pay its sustain cost to play a copy of it at the beginning of your next upkeep.)

Destroy target creature with power 4 or greater.

· The creature’s power must be 4 or greater on announcement and resolution.
Inner Desecration
1B

Sorcery

Target creature with power 2 or less gets +4/-1 and gains flying until end of turn.

· The creature’s power is checked on announcement and resolution.

Gate of Deliverance
3WW

World Enchantment

Whenever a nontoken creature comes into play, its controller removes it from the game and puts a creature token into play that's a copy of that creature. That token is a Spirit in addition to its types.

Mindslitter
2RR
Creature - Demon Beast

4/3

Experience 1 — Mindslitter can't block and has trample.

Whenever Mindslitter deals combat damage to a player, if there are four or more experience counters on it, that player discards his or her hand and draws that many cards.

· The amount of counters is checked on resolution of the ability.
Inner Rage
3R

Instant

Target creature with power 2 or less gains double strike until end of turn.

· The creature’s power is checked on announcement and resolution.
Demolition
1R

Sorcery

Sustain 2R (As you play this spell, you may pay its sustain cost to play a copy of it at the beginning of your next upkeep.)

Unless an opponent has Demolition deal 2 damage to him or her, destroy target land.

· Starting in turn order, each opponent is given a choice to take 2 damage or have the land be destroyed. If no opponent takes 2 damage, the land is destroyed.
Inner Strength
1G

Instant

Target creature with power 2 or less gets +4/+4 until end of turn.

· The creature’s power is checked on announcement and resolution.
Paradise Bloom
G

Instant

Sustain G (As you play this spell, you may pay its sustain cost to play a copy of it at the beginning of your next upkeep.)
Add two mana of any one color to your mana pool. This mana doesn't cause mana burn. Until end of turn, this mana doesn't empty from your mana pool as phases end.

· You take mana burn from this mana at end of turn if it hasn’t been used.
Kazary's Boon

2G

Enchantment - Aura

Enchant creature

Enchanted creature has experience. If it had experience when Kazary's Boon was attached to it, it gets +2/+2.

· The +2/+2 bonus is only checked when the aura is attached. If it gets experience after the card was attached, it doesn’t get +2/+2.
Dreamweaver

Creature - Spirit

2/2

Dreamweaver is green and white.

While Dreamweaver is revealed, you may put it into play tapped.

· This card does not have a mana cost. Its converted mana cost is 0.
· This card cannot be played unless an effect allows you to play it “without paying its mana cost.”

· Dreamweaver is “revealed” when a spell, ability, or effect causes you to reveal it from any zone or allow any number of opponents to look at it from any zone.

· If Dreamweaver is face-up in any zone, it is not considered revealed.

· This ability doesn’t use the stack; to do so would require putting a triggered ability on the stack after Dreamweaver is done being revealed. It just goes directly into play as a static trigger, if you decide to, when its special condition is met.
Viggorith
4GUG/U

Creature - Weird

*/*

When Viggorith comes into play, choose a permanent type.

Viggorith's power and toughness are each equal to the number of permanents of the chosen type.

· When not in play, this creature’s power and toughness are each 0.
· The permanent types are: Artifact, Creature, Enchantment, and Land.
Manastar
3

Artifact

Feud — Whenever a creature comes into play, put a charge counter on Manastar.

T, Remove a charge counter from Manastar: Add one mana to your mana pool that's a color of target creature.

· The ability can’t be played if there are no creatures in play.
· You add 1 colorless mana to your mana pool if the creature has no color.
Tower of the Storm
6

Artifact

Instants and sorceries you play have Sustain, where their sustain cost is equal to their mana cost. (You may pay its sustain cost when you play the spell to play a copy of it at the beginning of your next upkeep.)
· You can’t sustain cards with no mana costs. That would require you to pay no mana, not 0 mana.
Planar Divide
WUBRG

Sorcery

Players play a Magic subgame, using their libraries as their decks. After the subgame ends, the winner chooses up to X permanents, where X is equal to half that player's life total, rounded up, at the end of the subgame. Destroy each chosen permanent.

· At the start of the subgame both players draw their initial hand, usually 7 cards. If one player has fewer cards than required, that player loses. If both have fewer than required, both players lose.
· The subgame is part of the main game.

· Events in a subgame do not normally trigger abilities in the main game. Continuous effects in the main game do not carry over into the subgame.

· If a card is removed from the game in the subgame, it remains removed from the game when you return to the main game.

· You randomly choose which player chooses to go first or draw first.
Shapecraft
4U

Instant

Choose a number between 0 and 7. Put a colorless Construct artifact creature token into play with power equal to that number and toughness equal to 7 minus that number.

· You can choose 7, but you’ll end up with a 7/0, which will usually die as a state-based effect.

