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Creature Homunculus (Y’

Defender

2 ¢, ¢:Target player puts the top X

i cards of his or her library into his or
her graveyard, where X is the number
of creatures with defender you control.

<=

One piercing stare usually convinces
thieves to go elsewhere.
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her graveyard, where X is the number
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One piercing stare usually convinces
thieves to go elsewhere.
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of creatures with defender you control.
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One piercing stare usually convinces
thieves to go elsewhere.
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2 ¢, ¢:Target player puts the top X
cards of his or her library into his or
her graveyard, where X is the number
of creatures with defender you control.

One piercing stare usually convinces
thieves to go elsewhere.
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2 ¢, :Target player puts the top X

i cards of his or her library into his or
her graveyard, where X is the number
of creatures with defender you control.

One piercing stare usually convinces
thieves to go elsewhere.
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Defender
2 ¢, :Target player puts the top X
i cards of his or her library into his or
her graveyard, where X is the number
of creatures with defender you control. !
One piercing stare usually convinces v
thieves to go elsewhere.
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Defender

2 ¢, o:Target player puts the top X
cards of his or her library into his or
her graveyard, where X is the number
of creatures with defender you control.

One piercing stare usually convinces
thieves to go elsewhere.
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i cards of his or her library into his or
her graveyard, where X is the number
of creatures with defender you control.
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thieves to go elsewhere.
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