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Enchant permanent Enchant permanent
Enchanted permanent has hexproof. Enchanted permanent has hexproof.
When enchanted permanent leaves When enchanted permanent leaves

the battlefield, if it was historic, draw the battlefield, if it was historic, draw

two cards. (Arufacts, legendaries, and two cards. (Arufacts, legendaries, and
Sagas are historic.) Sagas are historic.)

-

Enchant permanent
Enchanted permanent has hexproof.
When enchanted permanent leaves

the battlefield, if it was historic, draw

two cards. (Aruifacts, legendaries, and
Sagas are historic.)
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Enchantment — Aura

Enchant permanent
Enchanted permanent has hexproof.

When enchanted permanent leaves
the battlefield, if it was historic, draw
two cards. (Artifacts, legendaries, and
Sagas are historic.)
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