Sorcery

Sorcery

R,

Sorcery

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

4 No institution, however grand, can
b withstand the collective will of the

158/281 U
SNC * EN % MATT FORSYTH

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

4 No institution, however grand, can

withstand the collective will of the

158/281 U
SNC * EN % MATT FORSYTH

B AT e A

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

A No institution, however grand, can

withstand the collective will of the

158/281 U
SNC * EN % MATT FORSYTH

ards of the Coast

Sorcery

Sorcery

Sorcery

Creatures you control get +2/+2
until end of turn. Citizens you

{ control get an additional +1/+1 and
gain vigilance until end of turn.

A No institution, however grand, can
withstand the collective will of the

158/281 U
SNC « EN %> MATT FORSYTH

rds of the Coast

Creatures you control get +2/+2
until end of turn. Citizens you

§ control get an additional +1/+1 and

gain vigilance until end of turn.

A No institution, however grand, can

withstand the collective will of the

158/281 U
SNC « EN % MATT FORSYTH

Creatures you control get +2/+2
until end of turn. Citizens you

4 control get an additional +1/+1 and

gain vigilance until end of turn.

A No institurion, however grand, can

withstand the collective will of the

158/281 U
SNC « EN % MATT FORSYTH

Sorcery

o

R

Sorcery

R, v

Y

Sorcery

s

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

A No institution, however grand, can
withstand the collective will of the
people.

158/281 U
SNC + EN %> MATT FORSYTH

izards of the Coast

{ No instizution, however grand, can

e A O A (g4

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

withstand the collective will of the
people.

158/281 U
SNC = EN % MaTT FORSYTH

izards of the Coast

SN AR TR

{ No instirution, however grand, can

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

e Alvan O S S

withstand the collective will of the
people.

158/281 U ™ & © 2022 Wizards of the Coast
SNC « EN %> MATT FORSYTH




Sorcery

Sorcery

R,

Sorcery

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

4 No institution, however grand, can
b withstand the collective will of the

158/281 U
SNC * EN % MATT FORSYTH

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

4 No institution, however grand, can

withstand the collective will of the

158/281 U
SNC * EN % MATT FORSYTH

B AT e A

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

A No institution, however grand, can

withstand the collective will of the

158/281 U
SNC * EN % MATT FORSYTH

ards of the Coast

Sorcery

Sorcery

Sorcery

Creatures you control get +2/+2
until end of turn. Citizens you

{ control get an additional +1/+1 and
gain vigilance until end of turn.

A No institution, however grand, can
withstand the collective will of the

158/281 U
SNC « EN %> MATT FORSYTH

rds of the Coast

Creatures you control get +2/+2
until end of turn. Citizens you

§ control get an additional +1/+1 and

gain vigilance until end of turn.

A No institution, however grand, can

withstand the collective will of the

158/281 U
SNC « EN % MATT FORSYTH

Creatures you control get +2/+2
until end of turn. Citizens you

4 control get an additional +1/+1 and

gain vigilance until end of turn.

A No institurion, however grand, can

withstand the collective will of the

158/281 U
SNC « EN % MATT FORSYTH

Sorcery

o

R

Sorcery

R, v

Y

Sorcery

s

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

A No institution, however grand, can
withstand the collective will of the
people.

158/281 U
SNC + EN %> MATT FORSYTH

izards of the Coast

{ No instizution, however grand, can

e A O A (g4

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

withstand the collective will of the
people.

158/281 U
SNC = EN % MaTT FORSYTH

izards of the Coast

SN AR TR

{ No instirution, however grand, can

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

e Alvan O S S

withstand the collective will of the
people.

158/281 U ™ & © 2022 Wizards of the Coast
SNC « EN %> MATT FORSYTH




Sorcery

Sorcery

R,

Sorcery

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

4 No institution, however grand, can
b withstand the collective will of the

158/281 U
SNC * EN % MATT FORSYTH

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

4 No institution, however grand, can

withstand the collective will of the

158/281 U
SNC * EN % MATT FORSYTH

B AT e A

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

A No institution, however grand, can

withstand the collective will of the

158/281 U
SNC * EN % MATT FORSYTH

ards of the Coast

Sorcery

Sorcery

Sorcery

Creatures you control get +2/+2
until end of turn. Citizens you

{ control get an additional +1/+1 and
gain vigilance until end of turn.

A No institution, however grand, can
withstand the collective will of the

158/281 U
SNC « EN %> MATT FORSYTH

rds of the Coast

Creatures you control get +2/+2
until end of turn. Citizens you

§ control get an additional +1/+1 and

gain vigilance until end of turn.

A No institution, however grand, can

withstand the collective will of the

158/281 U
SNC « EN % MATT FORSYTH

Creatures you control get +2/+2
until end of turn. Citizens you

4 control get an additional +1/+1 and

gain vigilance until end of turn.

A No institurion, however grand, can

withstand the collective will of the

158/281 U
SNC « EN % MATT FORSYTH

Sorcery

o

R

Sorcery

R, v

Y

Sorcery

s

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

A No institution, however grand, can
withstand the collective will of the
people.

158/281 U
SNC + EN %> MATT FORSYTH

izards of the Coast

{ No instizution, however grand, can

e A O A (g4

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

withstand the collective will of the
people.

158/281 U
SNC = EN % MaTT FORSYTH

izards of the Coast

SN AR TR

{ No instirution, however grand, can

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

e Alvan O S S

withstand the collective will of the
people.

158/281 U ™ & © 2022 Wizards of the Coast
SNC « EN %> MATT FORSYTH




Sorcery

Sorcery

R,

Sorcery

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

4 No institution, however grand, can
b withstand the collective will of the

158/281 U
SNC * EN % MATT FORSYTH

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

4 No institution, however grand, can

withstand the collective will of the

158/281 U
SNC * EN % MATT FORSYTH

B AT e A

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

A No institution, however grand, can

withstand the collective will of the

158/281 U
SNC * EN % MATT FORSYTH

ards of the Coast

Sorcery

Sorcery

Sorcery

Creatures you control get +2/+2
until end of turn. Citizens you

{ control get an additional +1/+1 and
gain vigilance until end of turn.

A No institution, however grand, can
withstand the collective will of the

158/281 U
SNC « EN %> MATT FORSYTH

rds of the Coast

Creatures you control get +2/+2
until end of turn. Citizens you

§ control get an additional +1/+1 and

gain vigilance until end of turn.

A No institution, however grand, can

withstand the collective will of the

158/281 U
SNC « EN % MATT FORSYTH

Creatures you control get +2/+2
until end of turn. Citizens you

4 control get an additional +1/+1 and

gain vigilance until end of turn.

A No institurion, however grand, can

withstand the collective will of the

158/281 U
SNC « EN % MATT FORSYTH

Sorcery

o

R

Sorcery

R, v

Y

Sorcery

s

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

A No institution, however grand, can
withstand the collective will of the
people.

158/281 U
SNC + EN %> MATT FORSYTH

izards of the Coast

{ No instizution, however grand, can

e A O A (g4

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

withstand the collective will of the
people.

158/281 U
SNC = EN % MaTT FORSYTH

izards of the Coast

SN AR TR

{ No instirution, however grand, can

Creatures you control get +2/+2
until end of turn. Citizens you
control get an additional +1/+1 and
gain vigilance until end of turn.

e Alvan O S S

withstand the collective will of the
people.

158/281 U ™ & © 2022 Wizards of the Coast
SNC « EN %> MATT FORSYTH




