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2: Target white creature gains persist
until end of turn. (When it’s puz into

a graveyard from play, if it had no -1/-1
counters on it, return it to play under its
owner’s control with a -1/-1 counter on it.)

Every skull has a rale to tell, and a skulkin is '

many dire tales cobbled together.
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a graveyard from play, if it had no -1/-1
counters on 1t, return it to play under its
owner’s control with a -1/-1 counter on it.)

Every skull has a tale to tell, and a skulkin is
many dire tales cobbled together.
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a graveyard from play, if it had no -1/-1
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Every skull has a tale to tell, and a skulkin is
many dire tales cobbled together.

, ‘ tler Skulkin & ’

F AT TR A S R

i’&
|
!

A TR W . < BT

R T B S ST

[ ‘ tler Skulki & ’

2 : Target white creature gains persist
until end of turn. (When it’s pur inzo

a graveyard from play, if it had no -1/-1
counters on it, return it to play under its
owner’s control with a -1/-1 counter on 1t.)

Every skull has a rale to tell, and a skulkin is '

many dire tales cobbled together.

e g

F AT TR A e S R

2 : Target white creature gains persist
until end of turn. (When it’s put into

a graveyard from play, if it had no -1/-1
counters on it, return it to play under its
owner’s control with a -1/-1 counter on it.)

Every skull has a tale to tell, and a skulkin is
many dire tales cobbled together. g

‘ tler Skulki 5 i"

2 : Target white creature gains persist
until end of turn. (When it’s pur into

a graveyard from play, if it had no -1/-1
counters on it, return it to play under its
owner’s control with a -1/-1 counter on 1t.)

Every skull has a tale to tell, and a skulkin is | !

many dire tales cobbled together.

2 : Target white creature gains persist
until end of turn. (When it’s put into

a graveyard from play, if it had no -1/-1
counters on it, return it to play under its
owner’s control with a -1/-1 counter on it.)

Every skull has a tale to tell, and a skulkin is
many dire tales cobbled together.

2:Target white creature gains persist
until end of turn. (When it’s put into

a graveyard from play, if it had no -1/-1
counters on it, return it to play under its
owner’s control with a -1/-1 counter on 1t.)

Every skull has a tale to tell, and a skulkin is
many dire tales cobbled together.

2:Target white creature gains persist
until end of turn. (When it’s put into

a graveyard from play, if it had no -1/-1
counters on it, return it to play under its
owmer’s control with a -1/-1 counter on 1t.)

Every skull has a tale to tell, and a skulkin is
many dire tales cobbled together.




