e B AR VS T

Target creature gets +7/+7 and gains
trample until end of turn. It must be
blocked this turn if able. (If a crearure
with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe it assign the rest of tts damage to
defending player or planeswalker.)

T Y HIC

§l trample until end of turn. It must be

blocked this turn if able. (If a crearure
with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)

Enlarge

i trample until end of turn. It must be

blocked this turn if able. (If a crearure
with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)

Target creature gets +7/+7 and gains
trample until end of turn. It must be
blocked this turn if able. (If a creature
with trample would assign enough damage
1o 1ts blockers to destroy them, you may
have it assign the rest of its damage to
defending player or planeswalker.)

Sorcery

& Target creature gets +7/+7 and gains

trample until end of turn. It must be

)| blocked this turn if able. (If a crearure

with trample would assign enough damage
10 1ts blockers to destroy them, you may
hawve 1t assign the rest of its damage to
defending player or planeswalker.)

trample until end of turn. It must be
[l blocked this turn if able. (If a creature

with trample would assign enough damage
10 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)

Sorcery

Target creature gets +7/+7 and gains
trample until end of turn. It must be
blocked this turn if able. (If a crearure
with trample would assign enough damage
1o 1ts blockers to destroy them, you may
hawe 1t assign the rest of 1ts damage to
defending player or planeswalker.)

T Y EC

Sorcery

g Target creature gets +7/+7 and gains
il trample until end of turn. It must be
[ blocked this turn if able. (If a crearure

with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawve 1t assign the rest of its damage to
defending player or planeswalker.)

il trample until end of turn. It must be

| blocked this turn if able. (If a creature
Bl with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)




e B AR VS T

Target creature gets +7/+7 and gains
trample until end of turn. It must be
blocked this turn if able. (If a crearure
with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe it assign the rest of tts damage to
defending player or planeswalker.)

T Y HIC

§l trample until end of turn. It must be

blocked this turn if able. (If a crearure
with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)

Enlarge

i trample until end of turn. It must be

blocked this turn if able. (If a crearure
with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)

Target creature gets +7/+7 and gains
trample until end of turn. It must be
blocked this turn if able. (If a creature
with trample would assign enough damage
1o 1ts blockers to destroy them, you may
have it assign the rest of its damage to
defending player or planeswalker.)

Sorcery

& Target creature gets +7/+7 and gains

trample until end of turn. It must be

)| blocked this turn if able. (If a crearure

with trample would assign enough damage
10 1ts blockers to destroy them, you may
hawve 1t assign the rest of its damage to
defending player or planeswalker.)

trample until end of turn. It must be
[l blocked this turn if able. (If a creature

with trample would assign enough damage
10 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)

Sorcery

Target creature gets +7/+7 and gains
trample until end of turn. It must be
blocked this turn if able. (If a crearure
with trample would assign enough damage
1o 1ts blockers to destroy them, you may
hawe 1t assign the rest of 1ts damage to
defending player or planeswalker.)

T Y EC

Sorcery

g Target creature gets +7/+7 and gains
il trample until end of turn. It must be
[ blocked this turn if able. (If a crearure

with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawve 1t assign the rest of its damage to
defending player or planeswalker.)

il trample until end of turn. It must be

| blocked this turn if able. (If a creature
Bl with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)




e B AR VS T

Target creature gets +7/+7 and gains
trample until end of turn. It must be
blocked this turn if able. (If a crearure
with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe it assign the rest of tts damage to
defending player or planeswalker.)

T Y HIC

§l trample until end of turn. It must be

blocked this turn if able. (If a crearure
with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)

Enlarge

i trample until end of turn. It must be

blocked this turn if able. (If a crearure
with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)

Target creature gets +7/+7 and gains
trample until end of turn. It must be
blocked this turn if able. (If a creature
with trample would assign enough damage
1o 1ts blockers to destroy them, you may
have it assign the rest of its damage to
defending player or planeswalker.)

Sorcery

& Target creature gets +7/+7 and gains

trample until end of turn. It must be

)| blocked this turn if able. (If a crearure

with trample would assign enough damage
10 1ts blockers to destroy them, you may
hawve 1t assign the rest of its damage to
defending player or planeswalker.)

trample until end of turn. It must be
[l blocked this turn if able. (If a creature

with trample would assign enough damage
10 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)

Sorcery

Target creature gets +7/+7 and gains
trample until end of turn. It must be
blocked this turn if able. (If a crearure
with trample would assign enough damage
1o 1ts blockers to destroy them, you may
hawe 1t assign the rest of 1ts damage to
defending player or planeswalker.)

T Y EC

Sorcery

g Target creature gets +7/+7 and gains
il trample until end of turn. It must be
[ blocked this turn if able. (If a crearure

with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawve 1t assign the rest of its damage to
defending player or planeswalker.)

il trample until end of turn. It must be

| blocked this turn if able. (If a creature
Bl with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)




e B AR VS T

Target creature gets +7/+7 and gains
trample until end of turn. It must be
blocked this turn if able. (If a crearure
with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe it assign the rest of tts damage to
defending player or planeswalker.)

T Y HIC

§l trample until end of turn. It must be

blocked this turn if able. (If a crearure
with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)

Enlarge

i trample until end of turn. It must be

blocked this turn if able. (If a crearure
with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)

Target creature gets +7/+7 and gains
trample until end of turn. It must be
blocked this turn if able. (If a creature
with trample would assign enough damage
1o 1ts blockers to destroy them, you may
have it assign the rest of its damage to
defending player or planeswalker.)

Sorcery

& Target creature gets +7/+7 and gains

trample until end of turn. It must be

)| blocked this turn if able. (If a crearure

with trample would assign enough damage
10 1ts blockers to destroy them, you may
hawve 1t assign the rest of its damage to
defending player or planeswalker.)

trample until end of turn. It must be
[l blocked this turn if able. (If a creature

with trample would assign enough damage
10 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)

Sorcery

Target creature gets +7/+7 and gains
trample until end of turn. It must be
blocked this turn if able. (If a crearure
with trample would assign enough damage
1o 1ts blockers to destroy them, you may
hawe 1t assign the rest of 1ts damage to
defending player or planeswalker.)

T Y EC

Sorcery

g Target creature gets +7/+7 and gains
il trample until end of turn. It must be
[ blocked this turn if able. (If a crearure

with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawve 1t assign the rest of its damage to
defending player or planeswalker.)

il trample until end of turn. It must be

| blocked this turn if able. (If a creature
Bl with trample would assign enough damage
to 1ts blockers to destroy them, you may
hawe 1t assign the rest of its damage to
defending player or planeswalker.)




