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When this enchantment enters the battlefield,
you gain 7 life. You become a card until you
leave your library or that library is shuffled. Put
yourself seventh from the top, balancing the
cards on top of you on your head.

When you draw yourself, you win the game.

When one or more cards fall off your head,
exile them and all cards on your head, then
sacrifice this enchantment.
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‘When this enchantment enters the battlefield,
you gain 7 life. You become a card until you
leave your library or that library is shuffled. Put
yourself seventh from the top, balancing the
cards on top of you on your head.

When you draw yourself, you win the game.

When one or more cards fall off your head,
exile them and all cards on your head, then
sacrifice this enchantment.
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‘When this enchantment enters the battlefield,
you gain 7 life. You become a card until you
leave your library or that library is shuffled. Put
yourself seventh from the top, balancing the
cards on top of you on your head.

When you draw yourself, you win the game.

When one or more cards fall off your head,
exile them and all cards on your head, then
sacrifice this enchantment.
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When this enchantment enters the battlefield,
you gain 7 life. You become a card until you
leave your library or that library is shuffled. Put
yourself seventh from the top, balancing the
cards on top of you on your head.

When you draw yourself, you win the game.

When one or more cards fall off your head,
exile them and all cards on your head, then
sacrifice this enchantment.
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When this enchantment enters the battlefield,
you gain 7 life. You become a card until you
leave your library or that library is shuffled. Put
yourself seventh from the top, balancing the
cards on top of you on your head.

When you draw yourself, you win the game.

When one or more cards fall off your head,
exile them and all cards on your head, then
sacrifice this enchantment.
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When this enchantment enters the battlefield,
you gain 7 life. You become a card until you
leave your library or that library is shuffled. Put
yourself seventh from the top, balancing the
cards on top of you on your head.

When you draw yourself, you win the game.

When one or more cards fall off your head,
exile them and all cards on your head, then
sacrifice this enchantment.
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When this enchantment enters the battlefield,
you gain 7 life. You become a card until you
leave your library or that library is shuffled. Put
yourself seventh from the top, balancing the
cards on top of you on your head.

When you draw yourself, you win the game.

When one or more cards fall off your head,
exile them and all cards on your head, then
sacrifice this enchantment.
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When this enchantment enters the battlefield,
you gain 7 life. You become a card until you
leave your library or that library is shuffled. Put
yourself seventh from the top, balancing the
cards on top of you on your head.

When you draw yourself, you win the game.

When one or more cards fall off your head,
exile them and all cards on your head, then
sacrifice this enchantment.
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When this enchantment enters the battlefield,
you gain 7 life. You become a card until you
leave your library or that library is shuffled. Put
yourself seventh from the top, balancing the
cards on top of you on your head.

When you draw yourself, you win the game.

When one or more cards fall off your head,
exile them and all cards on your head, then
sacrifice this enchantment.
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