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Enchant creature

When this Aura enters, put a +1/+1 counter
Fll on enchanted creature.

¥ Whenever enchanted creature attacks,
double the number of +1/+1 counters on it.

Enchant creature

When this Aura enters, put a +1/+1 counter
Ml on enchanted creature.

8 Whenever enchanted creature attacks,
double the number of +1/+1 counters on it.

Enchant creature

When this Aura enters, put a +1/+1 counter
M on enchanted creature.

¥ Whenever enchanted creature attacks,
double the number of +1/+1 counters on it.

. “The key is be;'ng com;le;eéz7r;)or;d—physicalb)
and mentally unmovable.”

. “The key is be;'ng com;le;’eéz7r;70r;d—physically
and mentally unmovable.”

. “The key is be;'ng com;le;:eljz7r;70r;d—physically
and mentally unmovable.”
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. Enchantment — Aura

Enchant creature

When this Aura enters, put a +1/+1 counter
on enchanted creature.

Whenever enchanted creature attacks,
double the number of +1/+1 counters on it.

' “The key is being completely rooted—physically
and mentally unmovable.”
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