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Target creature gains double strike until
end of turn. (1t deals both first-strike and
regular combay damage:)

Ferocious — That creature also gains
trample until end of turn if you control
a creature with power 4 or greater.
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4 Ferocious — That creature also gains
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i Target creature gains double strike until
end of turn. (I¢ deals both first-strike and
regular combay damage:)

4 Ferocious — That creature also gains

4 trample until end of'turn if you control

bl a creature with power 4 or greater.
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il Target creature @ains double strike until

end of turn. (¢ deals both first-strike and
regular combatr damage.)

4 Ferocious — That creature also gains

trample until end of turn if you control

b a creature with power 4 or greater.
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:, Target creature gains double strike until
end of turn. (Iz deals both first-sirike and
regular combar damage.)

4 Ferocious — That ereature also gains
trample until end of turn if you control
b a creature with power 4 or greater.
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:, Target creature gains double strike until
end of turn. (Iz deals both first-strike and
regular combay damage:)

4 Ferocious — That creagure also gains
trample until end of turn if you control
b a creature with power 4 or greater.
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Target creature gains double strike until
end of turn. (1z deals both first-strike and
regular combat damage:)

Ferocious — That creature also gains
trample until end of turn if you control
a creature with power 4 or greater.
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Target creature gains double strike until
end of turn. (Iz deals both first-strike and
regular combat damage:)

Ferocious — That creature also gains
trample until end of turn if you control
a creature with power 4 or greater.
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Target creature gains double strike until
end of turn. (Iz deals both first-strike and
regular combat damage:)

Ferocious — That creature also gains
trample until end of turn if you control
a creature with power 4 or greater.
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