Sorcery

|| Draw two cards, then shuffle a card
[}l from your hand into your library.

Wl Ancient lore locked in a mind driven
Il 1mad is just as safe as when it was locked
E» deep underground.
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k Draw two cards, then shuffle a card
il from your hand into your library.
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[z Draw two cards, then shuffle a card
[fl from your hand into your library.
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Draw two cards, then shuffle a card
from your hand into your library.
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Draw two cards, then shuffle a card
from your hand into your library.

[l Ancient lore locked in a mind driven
Wl mad is just as safe as when it was locked
M| deep underground.

025/156 C T™E
PCA + EN %> ANDREW ROBINSON

2016 Wizards of the Coast




