"And" vs. "If you do"
A recent MXM preview card, Firestar, Hellion, has a very important clause in it. It's written with an "And". Most cards like Firestar are written with an "If you do". The difference follows Rule 508.2c. If you follow 508.2c, an ability phrased with "and" will try to do as much as possible. If Firestar is stunned, you can respond to her KO ability by activating the ability of Sebastian Shaw, Black King. When Firestar's ability resolves, it will ask you "do you want to KO Firestar?", but by this time Firestar is already KOed. If the effect were writted with an "If you do", regardless of whether you chose yes or no, the second part of the effect would not go off, because regardless of your choice, you didn't KO Firestar to that effect, so it treats your answer as a "no". However, because the effect is written with an "And", you can choose "yes". If you choose "yes", the effect will disregard the fact that you chose "no" by game rules and deal 5 damage to your opponent, because you asked the ability to do as much as it could. It couldn't KO Firestar, but it could easily deal 5 damage, and, by rule 508.2c, it would be more than happy to. Contrast with Lex Luthor, Nefarious Philanthropist. Lex is written with an "If you do" clause. While he does not give the opponent the option to not draw 2 cards (which will often make the "if you do" seem redundant), it means that if the opponent is for some reason unable to draw 2 cards (due to him/her having less than 2 cards in his/her deck), they will be allowed to play as many Plot Twists as they like. If Lex was written with an "And" clause, the opponent would be limited to one Plot Twist regardless of whether or not they drew the two cards. Similarly, if Firestorm, The Nuclear Man was written with an "And" clause, you could use his Ally ability to draw cards for free if you have 2 or less endurance by virtue of the fact that you are unable to pay 3 endurance. The fact that it uses an "If you do" clause prevents this type of abuse from occurring. 

"While" vs. "Whenever"
In Vs. System, the word "While" deontes something called a Continuous Modifier. This is an effect that modifies the game state, often based on something else. If it is based on something else, changes in that something else will change the value of this modifier. For example, if a player controls Arisia, Green Lantern of Graxos IV, Olapet, Green Lantern of Southern Goldstar, and 5 resources, Olapet will gain 6 ATK while attacking a character with a higher cost. However, because Arisia creates a continuous modifier based on Olapet's willpower which, in turn, is based on the number of resources you control, if, in mid-attack, you lose a resource, Olapet's willpower immediately drops to 1, causing Arisia's bonus to immediately drop to 1 and Olapet's ATK to immediately drop to 3. The initial ATK bonus and the resultant modifications do not use the chain. However, if Arisia was worded with a "Whenever" clause (for example, "Whenever a Green Lantern character you control attacks a character with a higher cost..."), her bonus would be a triggered effect which would check the character's willpower on resolution, meaning Olapet's bonus would permanently be 6 regardless of how many resources you had at the end of the attack. In addition, as it would be a triggered effect and not a continuous modifier, it would use the chain and could be responded to appropriately (for example, with Midnight Cravings). Sentinel Mark V is another example of the difference between "While" and "Whenever". If Sentinel Mark V is exhausted mid-attack, its effect turns off automatically, allowing the opponent to cause breakthrough on this attack as well as future ones. However, if Sentinel Mark V was worded with a "Whenever", exhausting it mid-attack woud be irrelevant this attack, as the character would already have reinforcement. 

"Choose" vs. "Target"
This is possibly the most misconstrued comparison in Vs. System, but it is also one of the simplest to resolve. An effect is targetted if and only if that effect uses the word "target" in its effect. As a result, you cannot negate an effect that does not use the word "target" by removing its "target". Untargetable characters (for example, those under the effect of AIDA) can be "targetted" by effects that ask for a "chosen character", because the effect does not use the word "target". Additionally, when playing a targetted effect, the target is chosen before the effect is added to the chain. A "choose" effect only asks for the choice on resolution. For example, Banshee, Sean Cassidy's effect is worded using the word "target". If he targets a character but that character's controller responds by playing Combat Reflexes on one (or both) of those characters, that (those) character is not exhausted, as it is no longer a legal target by virtue of the fact that it is no longer in the support row. However, if the same player controlled more support row characters than he/she had Combat Reflexes and Banshee was worded with a "Choose", regardless of which characters were moved, Banshee's controller could re-adjust his/her choices. Additionally, if two Squadron Supreme characters under AIDA attempt to team attack a Kang Council character, the Kang Council character's controller can respond by flipping Spheres of Solitude. Because Spheres does not use the word "target", AIDA does not prevent it from removing the Squadron affiliation from a character. Additionally, because AIDA is not worded with a "Whenever", that character is no longer untargettable. 

Just remember: You can't twist the rules into knots unless you understand them first. I hope I have done my job today by teaching you how to tie up your opponent with the rules and set him out to pasture. However, remember: With great power comes great responsibility. Now that you know the rules, you are expected to follow them. It's much easier to feign cheating and play by the rules than it is to feign playing by the rules and cheat. It's also more fun. 

Until next time,
Ertai87
Firestar: Whenever Firestar becomes stunned, you may KO her and have target opponent lose 5 endurance.

Lex Luthor: At the start of the build phase, each of your opponents draws two cards. If he does, that opponent cannot play more than one plot twist this turn.

Arisia: Willpower 1 - Each Green Lantern character you control gets +X ATK while attacking a character with greater cost, where X is the willpower of that Green Lantern character.

Olapet: Willpower 1 - Olapet gets +5 willpower while you control five or more resources.

Sentinel Mark V: While Sentinel Mark V is ready, army Sentinel characters you control have reinforcement.

Aida: Squadron Supreme characters you control cannot be the target of effects your opponents control this turn.

Banshee: Whenever Banshee attacks a front row character, exhaust up to two target support row characters.

Combat Reflexes : Move target character you control to your front or support row. That character gets +3 ATK while attacking this turn.

Spheres of Solitude: Choose an affiliated character an opponent controls.  - Ongoing: The chosen character loses all team affiliations during its controller's attack step.
