:

gl turn, create a 1/1 red Pirate creature

4l turn, create a 1/1 red Pirate creature

d fray and assume there will be something

7~ .- * . » : : .
Daring Piracy 2e)

Daring Piracy 2e )

Enchantment

R Lo S S S

L LT

~PRERT R

Enchantment

L 32T

e g

T e e o BT T

Daring Piracy 2e)

Enchantment

At the beginning of combat on your

§

token with menace and haste. Exile it 9

at the beginning of the next end step. j

;

Sky pirates often leap randomly into the

10 land on.

033/051 U
J22 « EN % MANUEL CASTANON

™ & 2022 Wizards of the Coast

2%

»

e

Enchantment

4 At the beginning of combat on your

:
g

|
<4

3

gl turn, create a 1/1 red Pirate creature

token with menace and haste. Exile it §
at the beginning of the next end step. ¥

Sky pirates often leap randomly into the

d fray and assume there will be something

10 land on.

033/051 U
J22 « EN % MANUEL CASTANON

JYERW

M

Enchantment @D )

4 At the beginning of combat on your
gl turn, create a 1/1 red Pirate creature

¢
g

)

&
B

dl fray and assume there will be something

S - ,
Daring Piracy 2e)

|
token with menace and haste. Exile it \
at the beginning of the next end step. ;.jg

Sky pirates often leap randomly into the

to land on.

033/051 U
J22 « EN % MANUEL CASTANON

™ & © 2022 Wizards of the Coast

-+

»

IR

Enchantment

o

3

At the beginning of combat on your

4 token with menace and haste. Exile it §

4 at the beginning of the next end step. ¥

-4 Sky pirates often leap randomly into the
i fray and assume there will be something

N

g
to land on.

033/051 U
J22 + EN % MANUEL CASTANON

™ & € 2022 Wizards of the Coast

il Daring Piracy )

YT T A

o e

il Enchantment

4 At the beginning of combat on your
gl turn, create a 1/1 red Pirate creature

d

!

3

4 token with menace and haste. Exile it §

4 at the beginning of the next end step. ¥

-4 Sky pirates often leap randomly into the
i fray and assume there will be something

X o

il Enchantment

Daring Piracy 2e)

N

g
to land on.

033/051 U
J22 + EN % MANUEL CASTANON

™ & € 2022 Wizards of the Coast

23

IR

@)

4 At the beginning of combat on your
gl turn, create a 1/1 red Pirate creature

i
-

:

g
[

token with menace and haste. Exile it
at the beginning of the next end step. ¥

Sky pirates often leap randomly into the

il fray and assume there will be something

X o

]

il Enchantment

Daring Piracy 2e)

to land on.

033/051 U
J22 « EN %> MANUEL CASTANON

™ & € 2022 Wizards of the Coast

gAY

WYY

At the beginning of combat on your

gl turn, create a 1/1 red Pirate creature

token with menace and haste. Exile it §

4 at the beginning of the next end step. ¥

-4 Sky pirates often leap randomly into the
d fray and assume there will be somerhing

0 land on.

033/051 U
J22 + EN % MANUEL CASTANON

2022 Wizards of the Coast

4 At the beginning of combat on your
gl turn, create a 1/1 red Pirate creature

token with menace and haste. Exile it §

4 at the beginning of the next end step. ¥

-4 Sky pirates often leap randomly into the
d fray and assume there will be something

0 land on.

033/051 U
J22 + EN % MANUEL CASTANON

izards of the Coast

4 At the beginning of combat on your
gl turn, create a 1/1 red Pirate creature

{ at the beginning of the next end step.

4| Sky pirates often leap randomly into the
d fray and assume there will be something

TR IR L

token with menace and haste. Exile it

SRR

to land on.

033/051 U
J22 + EN %> MANUEL CASTANON

™ & © 2022 Wizards of the Coast




