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Double the power of target creature
until end of turn.

Might doesn’t make right, but it does
win the fight.
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Double the power of target creature
until end of turn.

Maght doesn’t make right, but it does
win the fight.
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Double the power of target creature
until end of turn.

Might doesn’t make right, but it does
win the fight.
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Double the power of target creature
until end of turn.

Might doesn’t make right, but it does
win the fight.
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Double the power of target creature

until end of turn.

Might doesn’t make right, but it does

win the fight.
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Double the power of target creature

until end of turn.

Miught doesn’t make right, but it does

win the fight.
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Double the power of target creature
until end of turn.

Might doesn’t make right, but it does
win the fight.
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Double the power of target creature
until end of turn.

Maght doesn’t make right, but it does
win the fight.
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