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	Creature - Cat 
	Uncommon

	You may play Fleetfoot Panther any time you could play an instant.
When Fleetfoot Panther comes into play, return a green or white creature you control to its owner's hand.
3/4

	





One of my favorite decks was built around a card called Stampeding Wildebeest. The "drawback" of Stampeding Wildebeests was that it made you return a green creature to your hand every turn. In that deck, I included Wall of Blossoms, Spike Feeder, and Uktabi Orangutan. Thus, the Wildebeests drawback allowed me to create a card-drawing engine, a life-gaining engine, or an artifact-destroying engine. The Wildebeests is one of many cards whose drawbacks can be turned into an advantage.
Planeshift is bringing back a similar return mechanic, which is now called "gating." Fleetfoot Panther is one of several new creatures with this mechanic. Fleetfoot Panther also closely resembles another of my favorite cards, Simian Grunts. Like the Grunts, the Panther is a 3/4 for three mana that can be cast as an instant. Unlike the Grunts, which have echo, the Panther has a more useful drawback, Gating. 
[image: http://web.archive.org/web/20050312092500im_/http:/www.wizards.com/sideboard/images/cards/ul/simian_grunts.jpg]Even without gating the Panther would be cool. A 3/4 for three makes a good offensive weapon. Being able to cast it as an instant makes it a quite potent defensive tool also. Because of its size, the Panther can often get advantageous trades with smaller creatures, which unknowingly attack, lured in by the appearance of no blockers. When playing Limited with Urza's Legacy, you had to be cautious when attacking an untapped green player because the Grunts were common. The fact that the Panther is uncommon will probably make it even more effective, although that and the fact that its two colors will make it less effective for bluffing purposes. 
Like Invasion, Planeshift will have plenty of gold cards, and Fleetfoot Panther is one of them. The Panther's gating mechanic applies to your choice of either a green or white creature. Now don't get me wrong, the fact that the Panther has gating will often be an annoying drawback. Sometimes you won't have other green or white creatures in play or won't want to return them if you do.
[image: http://web.archive.org/web/20050312092500im_/http:/www.wizards.com/sideboard/images/cards/nemesis/blastoderm.jpg]On the other hand, I can think of many situations where gating will make the Panther devastating. Creatures with fading, kicker, or useful 187 abilities (come into play effects) often want to be recast. The creatures I used with Stampeding Wildebeests may not be in Standard anymore, but consider this short list of useful creatures that are: Angel of Mercy, Kavu Climber, Kavu Titan, Defender-En-Vec, Blastoderm, Benalish Emissary, and Staunch Defenders. This is just a few of the creatures that go well with the Panther.
The fact that the Panther can be cast as an instant makes its gating mechanic even more powerful. The combat tricks available will thrill clever Magic players everywhere. The Panther makes for an interesting surprise guest once damage has been added to the stack, returning what had appeared to be a doomed creature to the safety of your hand. It also has great synergy with my buddy, Lumbering Satyr. Your opponent sends everyone, thinking to take advantage of the Satyr granting everyone Forestwalk, and not only does your Panther persuade the Satyr to take a short vacation, but it steps up to help block your opponent's hapless attackers which have suddenly become lost while walking through the forest.
	Being able to cast the Panther as an instant will leave opponents gnashing their teeth in frustration...


The fact that the Panther is a 3/4 is particularly powerful when you look at the cards in Invasion. A power of three will kill almost every creature in Invasion, with a few exceptions like Serpentine Kavu. A toughness of four will survive a clash with almost any creature in Invasion also. In addition, Lightning Dart is one of the only burn spells that kill it. Scorching Lava, Assault, and Urza's Rage all fall short of doing the needed four damage. 
Not only is the Panther hard to kill, it can make your other creatures harder to kill also. I can't wait to counter a Soul Burn or Zap by welcoming my Fleetfoot Panther to the stack and returning the intended target to safety. Being able to cast the Panther as an instant will leave opponents gnashing their teeth in frustration as they put their failed removal spell in their graveyard after a one for zero trade with you. Not only does the threat they were worried about return, but now they have to deal with an unexpected 3/4 as well.
Well, I look forward to reading about Blasto-Panther decks in Standard a month from now, and I hope to get one at the Pre-release so I can start getting in people's heads right away. If the rest of Planeshift is as cool as Fleetfoot Panther, we're in for a great ride. Until we find out for sure let's keep our fingers crossed!
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