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At the beginning of combat on your turn,
if you control another Wolf or Werewolf,
put a +1/+1 counter on Packsong Pup.
When Packsong Pup dies, you gain life
equal to its power.

At the beginning of combat on your turn,
if you control another Wolf or Werewolf,
put a +1/+1 counter on Packsong Pup.
When Packsong Pup dies, you gain life
equal to its power.

[l if you control another Wolf or Werewolf,
¥ put a +1/+1 counter on Packsong Pup.
4 When Packsong Pup dies, you gain life

equal to its power.

ATAL) L LR
R TP 7 a5 ORNARY

b2
2t

A wolf pup is always dangerous, because a y A wolf pup is always dangerous, because a

8 A wolf pup is always dangerous, because a
wolf pup is never alone. wolf pup is never alone. wolf pup is never alone.

703

u 703
J22 + EN »> APRIL PRIME

u 703
izards of the Coast J22 « EN %> APRIL PRIME

u
™ ards ¢ c J22 « EN %> APRIL PRIME 0 22 Wizards of the Coast

i Packsong Pup 1@ | I i Packsong Pup e

| Creature — Wolf | Creature — Wolf

At the beginning of combat on your turn,

4 At the beginning of combat on your turn,
if you control another Wolf or Werewolf,

{ if you control another Wolf or Werewolf,

¥ put a +1/+1 counter on Packsong Pup.

4 When Packsong Pup dies, you gain life
equal to its power.

i if you control another Wolf or Werewolf,
¥ put a +1/+1 counter on Packsong Pup. put a +1/+1 counter on Packsong Pup.
4 When Packsong Pup dies, you gain life When Packsong Pup dies, you gain life
il equal to its power. equal to its power.
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wolf pup is never alone. wolf pup is never alone.
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At the beginning of combat on your turn, 'j At the beginning of combat on your turn,
§ if you control another Wolf or Werewolf, & if you control another Wolf or Werewolf, i} if you control another Wolf or Werewolf,
# put a +1/+1 counter on Packsong Pup. % put a +1/+1 counter on Packsong Pup. ¥ put a +1/+1 counter on Packsong Pup.
4 When Packsong Pup dies, you gain life : [ When Packsong Pup dies, you gain life 4 When Packsong Pup dies, you gain life
equal to its power. equal to its power. equal to its power.
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