-1 At the beginning of each combat, double
| the power and toughness of each creature
| you control until end of turn.

“Should you hear witchstalkers howl,
|| Best to hide or run away.

They hunt witches vile and foul.
|| Fear both predator and prey.”
i —To Walk the Wilds
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4 At the beginning of each combat, double
| the power and toughness of each creature
| you control until end of turn.

|| “Should you hear witchstalkers howl,
| Best to hide or run away.
They hunt witches vile and foul.

; Fear both predator and prey.”
| —To Walk the Wilds
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“ Enchantment .‘

| At the beginning of each combat, double
| the power and toughness of each creature
| you control until end of turn.

“Should you hear witchstalkers howl,
|| Best to hide or run away.

They hunt witches vile and foul.
|| Fear both predator and prey.”
i —To Walk the Wilds
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“ Enchantment } ‘ Enchantment } ‘ Enchantment D }

| At the beginning of each combat, double
| the power and toughness of each creature

| you control until end of turn.

“Should you hear witchstalkers howl,

Best to hide or run a

They hunt witches vile and foul.
|| Fear both predator and prey.”
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