502.58. Sustain

502.58a  Sustain is a keyword marking an optional additional cost for instant and sorcery spells. “Sustain N” means “As you play this spell, you may pay N. If you do and this spell resolves, play a copy of this spell at the beginning of your next upkeep.”

502.58b Sustain leaves a delayed trigger to occur at the beginning of its controller’s next upkeep. The copy is played, so you may pay the additional Sustain cost to play another copy of it to trigger at the beginning of your next upkeep.
502.58c Sustain makes the copy only if the spell or copy resolves and the cost is paid.

502.58d If an instant or sorcery spell has more than one instance of Sustain, its controller may pay any number of the costs to play that many copies.

502.59. Bravado

502.56a Bravado is a static effect that changes the amount of mana required to play spells. A spell with bravado says “This spell costs {1} less for each experience counter on a creature you control.”

502.59b This effect only reduces the colorless mana cost to play the spell.

502.59c When the spell is announced, its controller checks the amount of experience counters on creatures he or she controls. The spell’s colorless mana costs are reduced by {1} for each experience counter on the creature he or she controls with the highest amount of counters. Two or more creatures may be tied with this number, but the spell only chooses one creature to check its costs.

502.59d The chosen creature does not have to be in play when the spell is played or when it resolves; it is only chosen when the spell is announced.

502.59e Multiple instances of bravado stack with each other.

Notes on Sustain
· You play copies made with Sustain; they can be countered and responded to as though they were played from your hand.

· If a Sustain card is countered, it does not make a copy. The sustain card checks to see if it has resolved. If it hasn’t, it doesn’t make a copy.

Notes on Bravado

· Bravado functions like Affinity in almost every way; the only difference is that it counts the number of experience counters on the creature you control that has the highest number.

· Bravado doesn’t count up all the counters on each creature you control; only the creature with the highest number.

· Checking for Bravado doesn’t use the stack or target a creature.

· All other rules from the Academy FAQ apply.

Individual Card Rulings

(taken directly from the spoiler)

Burning Love 
2RGW

Instant

Two target creatures get +5/+5 and can't be the target of spells or abilities this turn.

· There must be two legal targets for the spell to be playable.
· The card checks if the creatures are in play and are legal targets on announcement and resolution. If not, the spell is countered due o lack of targets.
Ablative Husk
W

Instant

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

Target creature gains protection from the color of your choice until end of turn.

· See Sustain, above.
· There must be a legal target for this spell and its copies to be playable. If there are none, the spell cannot be played and its copies are countered when they’re played due to lack of target.
Academy Graduate
1W

Creature - Soldier

1/2

Experience, experience (When this creature deals or is dealt combat damage, put two experience counters on it.)

· This creature has two separate instances of experience. Each triggers separately.
· See Experience, Academy FAQ.

Academy Healer
1W

Creature - Cleric

2/2

Experience

2W, Sacrifice Academy Healer: You gain 2 life for each experience counter on Academy Healer.

· Even while the creature is not in play when the ability resolves, the number of counters is set when the ability is played. The game ‘remembers’ the number of counters.
Avatar of Unity
2WWW

Creature - Avatar

3/3

As long as you have 20 or more life, other creatures you control get +1/+1.

2W: You gain 1 life. At end of turn, you lose 1 life.

· If you control two or more Avatar of Unity creatures, each one grants the bonus to the other.
Conclave Zealot
2WW

Creature - Cleric

2/2

W, Discard a white card: You gain 3 life. If you have 20 or more life, Conclave Zealot gets +2/+2 until end of turn.

· The ability checks your life total after it resolves and you gain 3 life. If you are at 17 or more life when it resolves, it will get the bonus.
Fevered Legionnaire
3WW

Creature - Knight

2/3

Experience, bravado (This spell costs 1 less for each experience counter on a creature you control.)

Whenever Fevered Legionnaire attacks or blocks, put an experience counter on it.

· See Bravado, above.
Lifegiver
3W

Creature - Human Cleric

2/3

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)

T: Target creature gains spirit link until end of turn.

· See Bravado, above.
Solemn Prophet
1W

Creature - Cleric

1/1

T: You gain 1 life. If you have 20 or more life, draw a card.

· The ability checks your life total after you gain the life. If you are at 19 or more life when the ability resolves, you will draw a card.
Sigil of Vigor
1W

Instant

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

You gain 3 life.

· See Sustain, above.
United Bond
1W
Enchantment - Aura

Enchant creature

When United Bond comes into play, put two experience counters on enchanted creature.

Remove two experience counters from enchanted creature: You gain 3 life.

· The creature does not have to have experience for it to be enchanted by United Bond.
Creature Bond
1U

Enchantment - Aura

Enchant creature

When enchanted creature is put into a graveyard, Creature Bond deals damage equal to that creature's toughness to the creature's controller.

· The ability checks the creature’s toughness when it is played.
Heavenly Halo
3W

Enchantment - Aura

Enchant creature

You may play Heavenly Halo without paying its colored mana cost if you pay 2 more to play it.

Enchanted creature gets +1/+2 and has vigilance.

· You may pay either 3W or 5 to play this spell. The term ‘colored mana cost’ only refers to the amount of colored mana required to play it.
Still the Winds
3W

Sorcery

Sustain 2W (As you play this spell, you may pay its sustain cost to play a copy of it at the beginning of your next upkeep.)
Until the beginning of your next turn, lands don't untap during their controller's untap steps.

· Your lands do not untap at the beginning of your next turn.
Wonderous Bounty
XWW

Sorcery

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)

You gain X life. If you have 20 or more life, draw a card.

· See Bravado, above.
· This spell checks your life total when it resolves, after you gain the life. You gain the life first, then check your life total for the card.
Malis, the Secret Revealed
1UU

Legendary Creature - Human Psion

1/3

Your opponents play with their hands revealed.

Whenever Malis deals combat damage to an opponent, you may play a nonland card in that player's hand. You may spend blue mana as if it were mana of any color to pay that card's mana cost.

· You must pay any required additional costs, and you may pay any optional additional costs, such as Sustain.
· You cannot use blue mana to pay for any additional costs.
Prison of Wisdom

2W

Enchantment

Creatures can't attack you unless their controller pays 1 for every two experience counters on them. (This cost is paid as attackers are declared.)
· The costs are ‘locked in’ when the attackers are declared.
Scouring Shyft
1U

Creature - Shyft

1/1

1U: Put Scouring Shyft on the bottom of your library. Reveal cards from the top of your library until you reveal a creature card with converted mana cost 2 or less. Put that creature into play, then shuffle your library.

· If there are no other creatures in your library, you put this creature into play again from your library.
Sigil of Ideas
U

Instant

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

· See Sustain, above.
Shapeskin
4U

Enchantment - Aura

Enchant creature

At the beginning of your upkeep, you may choose a creature in play. If you do, enchanted creature becomes a copy of that creature except for its name and is a Shapeshifter in addition to its types.

· If you control two creatures of the same name, and one of them uses Shapeskin to copy a Legendary creature, the two creatures stay in play. The ‘legend rule’ only applies to two legendary permanents of the same name, not two permanents of the same name, even if one is legendary. If both become copies of legendary permanents, regardless of whether they’re copies of the same legendary permanent, they both are put into their controller’s graveyard.
Stalking Shyft
2UU

Creature - Shyft

1/2

3U: Put Stalking Shyft on the bottom of your library. Reveal cards from the top of your library until you reveal a creature card with converted mana cost 4 or less. Put that creature into play, then shuffle the rest into your library.

· If there are no other creatures in your library, you put this creature into play again from your library.
Storm of Uncertainty
UU

Sorcery

Sustain UU (As you play this spell, you may pay its sustain cost to play a copy of it at the beginning of your next upkeep.)
Return target creature to its owner's hand.

· See Sustain, above.
· There must be a legal target for this spell or its copies to be playable. If there are no legal targets, the spell cannot be played and its copies are countered when played due to lack of target.
Shyfting Serpent
3U

Creature - Shyft Serpent

3/3

Defender, experience

2U: Put Shyfting Serpent on the bottom of your library. Reveal cards from the top of your library until you reveal a creature card with converted mana cost less than or equal to the number of experience counters on Shyfting Serpent. Put that creature into play, then shuffle your library.

· If you reveal no creature from your library that meets the criteria set by the ability, put no creature into play, then shuffle your library.
Academy Loreweaver
1U

Creature - Human Wizard

2/2

Experience

2U, Sacrifice Academy Loreweaver: Draw a card for each experience counter on Academy Loreweaver.

· The game ‘remembers’ the number of counters on the creature when the ability is played.
Alacar's Glare
XU

Instant

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)

Counter target spell unless its controller pays X.

· See Bravado, above.
Shimmering Stars
6UU

World Enchantment

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)
All spells have bravado.

· See Bravado, above.
· See the ‘world permanent’ rule, 420.5i.
Stream of Research
X1U

Sorcery

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)

Draw X cards.

· See Bravado, above.

· Even if you pay no mana into X, it still reduces via Bravado. For example, if you control a creature with three experience counters on it, you may pay only U to play Stream of Research. If you do, you draw 2 cards.
Shapeshyfter
2UUU

Creature - Shyft Psion

1/1

T: Put target creature on the bottom of its owner's library. That creature's controller reveals cards from the top of his or her library until he or she reveals a creature card. The player puts that card into play and the rest on the bottom of his or her library in any order.

· If there are no other creatures in your library, you put the targeted creature into play again from your library.
Dance of Faces
2UU

Instant

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.)
Choose a creature in play. Target creature becomes a copy of that creature until end of turn.

· See Sustain, above.
· There must be at least one legal target for the spell or its copies to be playable. If there are none, the spell cannot be played and its copies are countered when they’re played due to lack of target.
Circlet of the Sky
U

Enchantment - Aura

Enchant creature

You may play Circlet of the Sky without paying its colored mana cost if you pay 2 more to play it.

Enchanted creature has flying.

· You may pay either U or 2 to play this spell. The term ‘colored mana cost’ only refers to the amount of colored mana required to play it.
Sigil of Weakness
B

Instant

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

Target creature gets -1/-1 until end of turn.

· See Sustain, above.
· There must be a legal target for this spell and its copies to be playable. If there are none, this spell cannot be played and its copies are countered when they are played due to lack of target.
Academy Exile
1B

Creature - Wizard

2/2

Experience

2B, Sacrifice Academy Exile: Target creature gets -X/-X until end of turn, where X is the number of experience counters on Academy Exile.

· The game ‘remembers’ the number of counters on the creature when the ability is played.
Rattling Phobia
2B

Sorcery

Sustain 2B (As you play this spell, you may pay its sustain cost to play a copy of it at the beginning of your next upkeep.)
Target creature gains fear until end of turn.

· See Sustain, above.

· There must be a legal target for this spell and its copies to be playable. If there are none, this spell cannot be played and its copies are countered when they are played due to lack of target.
Blood Ritual
2B

Instant

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.) 

Add BBB to your mana pool.

· See Bravado, above.
Shadeskin
1BB

Enchantment - Aura

Enchant creature

Enchanted creature gets +2/+1.

B: If enchanted creature has experience, it gets +1/+1 until end of turn.

· The ability checks if the creature has experience on resolution. You may play the ability if the creature doesn’t have experience, to no effect.

Ring of Shadows
1BB

Enchantment - Aura

Enchant creature

You may play Ring of Shadows without paying its colored mana cost if you pay 4 more to play it.

Enchanted creature has fear.

· You may pay either 1BB or 5 to play this spell. The term ‘colored mana cost’ only refers to the amount of colored mana required to play it.
Fall of Darkness
5BB

World Enchantment

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)

All creatures have fear.

· See Bravado, above.

· See the ‘world permanent’ rule, 420.5i.
Doom's Toll
2B

Instant

Sustain 3B (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 nonblack, nonartifact creature.

· See Sustain, above.

· There must be a legal target for this spell and its copies to be playable. If there are none, this spell cannot be played and its copies are countered when they are played due to lack of target.
Pyromaniac
1R

Creature - Wizard

1/1

When Pyromaniac comes into play, it deals 1 combat damage to target creature.

· If Pyromaniac is the only creature in play when its ability is played, it must target itself, if able.
Sigil of Cinders
RR

Instant

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.)

Sigil of Cinders deals 2 damage to target creature or player.

· See Sustain, above.
Fiery End
3R

Instant

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)
Target creature you control gets +1/+1 for each experience counter on it. Sacrifice it at end of turn.

· See Bravado, above.
· Fiery End counts the number of counters on the creature when it resolves.

· You may target a creature with no counters on it, but to little effect except sacrificing it at end of turn.
Lavastorm
4RR

Instant

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)

Lavastorm deals 4 damage divided as you choose among any number of creatures and/or players.

· See Bravado, above.
Blazing Armor
3R

Enchantment - Aura

Enchant creature

You may play Blazing Armor without paying its colored mana cost if you pay 2 more to play it.

Enchanted creature gets +2/+2.

· You may pay either 3R or 5 to play this spell. The term ‘colored mana cost’ only refers to the amount of colored mana required to play it.
Enriched Warfare
R

Enchantment

If a source you control would deal damage, you may pay X, where X is equal to the amount of damage that would be dealt. If you do, the next damage dealt by that source is combat damage.

· This ability doesn’t use the stack—it checks to see if damage would be dealt. Instead of letting the game deal the damage, it asks you if you would like to pay X. If you do, it becomes combat damage. If you don’t, it doesn’t become combat damage.
· You must pay the full amount of X for the damage to be combat damage.

· If the damage would already be combat damage if you didn’t pay X, you may still pay X, but to no effect; it is still combat damage.
Academy Flamespeaker
2R

Creature - Orc

2/2

Experience

2R, Sacrifice Academy Flamespeaker: Add R to your mana pool for each experience counter on Academy Flamespeaker.

· The game ‘remembers’ the number of counters on the creature when the ability is played.
Burst of Rage
RR

Sorcery

Sustain RR (As you play this spell, you may pay its sustain cost to play a copy of it at the beginning of your next upkeep.)
Target creature gains first strike and haste until end of turn.

· See Sustain, above.

· There must be a legal target for this spell and its copies to be playable. If there are none, this spell cannot be played and its copies are countered when they are played due to lack of target.
Arise as Fire
RR

Sorcery

Sustain 1RR (As you play this spell, you may pay its sustain cost to play a copy of it at the beginning of your next upkeep.)
At any time you could play a mana ability this turn, you may sacrifice a creature to add RR to your mana pool.

· See Sustain, above.
Eternal Battlefield

4RR

World Enchantment

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)

All damage is combat damage.

· See Bravado, above.

· See the ‘world permanent’ rule, 420.5i.

· If a permanent says its damage is not combat damage, (Cinder Wurm, for example), the ‘Golden Rule’ says that it is not combat damage.
Crackling Tremor
X1R

Sorcery

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)
Crackling Tremor deals X damage to each creature without flying and each player.

· See Bravado, above.

· Even if you pay no mana into X, it still reduces via Bravado. For example, if you control a creature with three experience counters on it, you may pay R to play Crackling Tremor. If you do, it deals 2 damage to each creature without flying and each player.
Myrael's Tutor
3R

Sorcery

Search your library for a card and reveal that card. Put that card into your hand unless an opponent has Myrael's Tutor deal damage equal to that card's converted mana cost to him or her. Shuffle your library afterwards.

· When you reveal the card, starting in turn order, each opponent is given the choice to take damage equal to that card’s converted mana cost. If no player chooses to take the damage, put it into your hand. Otherwise shuffle it into your library.
Helm of Rage
G

Enchantment - Aura

Enchant creature

Enchanted creature gets +2/+0 and has trample.

When Helm of Rage is put into a graveyard from play, if enchanted creature had experience, return Helm of Rage to its owner's hand.

· The ability checks if the creature had experience when it resolves. If it loses experience before then, the card is not returned.
Flameshape
R

Instant

You may play Flameshape without paying its colored mana cost if you pay 3 more to play it.

Flameshape deals 1 damage to target creature or player.

· You may pay either R or 3 to play this spell. The term ‘colored mana cost’ only refers to the amount of colored mana required to play it.
Owl's Strike
3G

Instant

Destroy target artifact or enchantment. Put an experience counter on a creature you control.

· You may play this spell even if you control no creatures.
Sigil of Strength
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.)

Target creature gets +2/+2 until end of turn.

· See Sustain, above.

· There must be a legal target for this spell and its copies to be playable. If there are none, this spell cannot be played and its copies are countered when they are played due to lack of target.
Dryad's Pendant
2G

Enchantment - Aura

Enchant creature

You may play Dryad's Pendant without paying its colored mana cost if you pay 2 more to play it.

Enchanted creature has nonbasic landwalk.

· You may pay either 2G or 4 to play this spell. The term ‘colored mana cost’ only refers to the amount of colored mana required to play it.
Berserker Rage
3GG

Instant

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)

Play Berserker Rage only before attackers are declared.

Target creature you control gets +X/+0 and has trample until end of turn, where X is its power. If that creature attacks this turn, sacrifice it.

· See Bravado, above.
Academy Wrangler
2G

Creature - Elf

2/2

Experience

2G, Sacrifice Academy Wrangler: Put X 1/1 green Squirrel tokens into play, where X is the number of experience counters on Academy Wrangler.

· The game ‘remembers’ the number of counters on the creature when its ability is played.
Flowering Unity
4GG

World Enchantment

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)

Creatures you control have "T: Add one mana of any color to your mana pool."

· See Bravado, above.

· See the ‘world permanent’ rule, 420.5i.

Kazary's Calling
XGG

Instant

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)
Search your library for a creature card with converted mana cost X or less and put it into play. Then shuffle your library.

· See Bravado, above.

· Even if you pay no mana into X, it still reduces via Bravado. For example, if you control a creature with three experience counters on it, you may pay GG to play Kazary’s Calling. If you do, search your library for a creature with converted mana cost 3 or less and put it into play, then shuffle your library.
Rebirth Wheel
2G

Sorcery

Sustain 2GG (As you play this spell, you may pay its sustain cost to play a copy of it at the beginning of your next upkeep.)
Return target card from your graveyard to your hand.

· See Sustain, above.

· There must be a legal target for this spell and its copies to be playable. If there are none, this spell cannot be played and its copies are countered when they are played due to lack of target.
Unending Journey
1G

Sorcery

Sustain 2G (As you play this spell, you may pay its sustain cost to play a copy of it at the beginning of your next upkeep.)
Search your library for a basic land card and put that card into play tapped. Then shuffle your library.

· See Sustain, above.
· You may choose not to find a card.
Fiery Lesson
UR

Sorcery

Unless an opponent has Fiery Lesson deal 2 damage to him or her, draw two cards.

· Starting in turn order, each opponent is given a choice to take 2 damage from Fiery Lesson. If no player does, draw two cards.
Dirge of Life
2BG

Sorcery

Discard a card. You gain life equal to its converted mana cost. You may repeat this process any number of times.

· When you play the spell, you discard a card and gain life equal to its converted mana cost. Then you’re given a choice to discard another card. If you do, you gain life equal to its converted mana cost and given the same choice. You may continue to discard cards until you run out of cards to discard or choose not to.
· You can only do this process when the spell resolves. After you choose not to, you can’t discard again until you play another Dirge of Life.
Nevic, Emblazoned Oracle
3RW

Legendary Creature - Human Monk

4/4

4RW: Reveal cards from the top of your library until you reveal a nonland card. Remove that card frome the game. Nevic deals damage to target creature or player equal to that card's converted mana cost and you gain that much life. Shuffle the rest into your library.

· If there are no nonland cards in your library, shuffle your library to no effect.
Freed from the World
8WW

World Enchantment

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)
When Freed from the World comes into play, if you didn't play it from your hand, sacrifice it.

Prevent all damage that would be dealt to you.

· See Bravado, above.

· See the ‘world permanent’ rule, 420.5i.

Glorious Empath:
4W

Creature - Angel Psion

3/4

Flying, experience, bravado (This spell costs 1 less for each experience counter on a creature you control.)

1, Remove an experience counter from Glorious Empath: Target creature gets +1/+1 until end of turn.

· See Bravado, above.
Glory of the Conclave
4WW

Enchantment

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)
Creatures you control get +2/+2.

· See Bravado, above.
Wisdom's End
3B

Sorcery

Bravado (This spell costs 1 less to play for each experience counter on a creature you control.)
Destroy target creature with experience.

· See Bravado, above.
