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) At the beginning of combat on your turn,

Deepfathom Echo explores. Then you may

] have it become a copy of another creature

you control until end of turn. (7o have this

A creature explore, reveal the top card of your

library. Put that card into your hand if it’s a

| land. Otherwise, put a +1/+1 counter on this
M creature, then put the card back or put it into

your graveyard.)

R 0228

LCI xEN %> MATT STEWART 2023 Wizards of the Coast

il Creature — Merfolk Spirit %)

R A

29,
250

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may

) have it become a copy of another creature

PR U SR

you control until end of turn. (7o have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228

LCI x EN ®MATT STEWART ™ & © 2023 Wizard:

\

[} %l

B A L 2 4 e

20,
DR

Creature — Merfolk Spirit o 4

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (70 have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI x EN % MATT STEWART

{ At the beginning of combat on your turn,
B Deepfathom Echo explores. Then you may
I8 have it become a copy of another creature

you control until end of turn. (7o have this

A creature explore, reveal the top card of your

library. Put that card into your hand if it’s a

Al land. Ortherwise, put a +1/+1 counter on this
| creature, then put the card back or put it into

your graveyard.)

R 0228
LCI «EN %> MATT STEWART

{ At the beginning of combat on your turn,
B Deepfathom Echo explores. Then you may
) have it become a copy of another creature

you control until end of turn. (7o have this

A creature explore, reveal the top card of your

library. Put that card into your hand if it’s a

A land. Otherwise, put a +1/+1 counter on this
M creature, then put the card back or put it into

your graveyard.)

R 0228
LCI % EN %> MATT STEWART

s

PRIG S L 40 4 Satovat]

Creature — Merfolk Spirit

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (10 have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI % EN %> MATT STEWART

|

(R i

PRLEE S U~ 4 et

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (o have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI xEN % MATT STEWART

il Creature — Merfolk Spirit %)

L vy

RS U S O

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may

] have it become a copy of another creature

you control until end of turn. (7o have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI x EN % MATT STEWART

|

vy

R aas U S 4 s

Creature — Merfolk Spirit 8 4

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (70 have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI| x EN % MATT STEWART




\
B

Creature — Merfolk Spirit - '

) At the beginning of combat on your turn,

Deepfathom Echo explores. Then you may

] have it become a copy of another creature

you control until end of turn. (7o have this

A creature explore, reveal the top card of your

library. Put that card into your hand if it’s a

| land. Otherwise, put a +1/+1 counter on this
M creature, then put the card back or put it into

your graveyard.)

R 0228

LCI xEN %> MATT STEWART 2023 Wizards of the Coast

il Creature — Merfolk Spirit %)

R A

29,
250

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may

) have it become a copy of another creature

PR U SR

you control until end of turn. (7o have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228

LCI x EN ®MATT STEWART ™ & © 2023 Wizard:

\

[} %l

B A L 2 4 e

20,
DR

Creature — Merfolk Spirit o 4

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (70 have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI x EN % MATT STEWART

{ At the beginning of combat on your turn,
B Deepfathom Echo explores. Then you may
I8 have it become a copy of another creature

you control until end of turn. (7o have this

A creature explore, reveal the top card of your

library. Put that card into your hand if it’s a

Al land. Ortherwise, put a +1/+1 counter on this
| creature, then put the card back or put it into

your graveyard.)

R 0228
LCI «EN %> MATT STEWART

{ At the beginning of combat on your turn,
B Deepfathom Echo explores. Then you may
) have it become a copy of another creature

you control until end of turn. (7o have this

A creature explore, reveal the top card of your

library. Put that card into your hand if it’s a

A land. Otherwise, put a +1/+1 counter on this
M creature, then put the card back or put it into

your graveyard.)

R 0228
LCI % EN %> MATT STEWART

s

PRIG S L 40 4 Satovat]

Creature — Merfolk Spirit

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (10 have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI % EN %> MATT STEWART

|

(R i

PRLEE S U~ 4 et

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (o have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI xEN % MATT STEWART

il Creature — Merfolk Spirit %)

L vy

RS U S O

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may

] have it become a copy of another creature

you control until end of turn. (7o have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI x EN % MATT STEWART

|

vy

R aas U S 4 s

Creature — Merfolk Spirit 8 4

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (70 have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI| x EN % MATT STEWART




\
B

Creature — Merfolk Spirit - '

) At the beginning of combat on your turn,

Deepfathom Echo explores. Then you may

] have it become a copy of another creature

you control until end of turn. (7o have this

A creature explore, reveal the top card of your

library. Put that card into your hand if it’s a

| land. Otherwise, put a +1/+1 counter on this
M creature, then put the card back or put it into

your graveyard.)

R 0228

LCI xEN %> MATT STEWART 2023 Wizards of the Coast

il Creature — Merfolk Spirit %)

R A

29,
250

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may

) have it become a copy of another creature

PR U SR

you control until end of turn. (7o have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228

LCI x EN ®MATT STEWART ™ & © 2023 Wizard:

\

[} %l

B A L 2 4 e

20,
DR

Creature — Merfolk Spirit o 4

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (70 have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI x EN % MATT STEWART

{ At the beginning of combat on your turn,
B Deepfathom Echo explores. Then you may
I8 have it become a copy of another creature

you control until end of turn. (7o have this

A creature explore, reveal the top card of your

library. Put that card into your hand if it’s a

Al land. Ortherwise, put a +1/+1 counter on this
| creature, then put the card back or put it into

your graveyard.)

R 0228
LCI «EN %> MATT STEWART

{ At the beginning of combat on your turn,
B Deepfathom Echo explores. Then you may
) have it become a copy of another creature

you control until end of turn. (7o have this

A creature explore, reveal the top card of your

library. Put that card into your hand if it’s a

A land. Otherwise, put a +1/+1 counter on this
M creature, then put the card back or put it into

your graveyard.)

R 0228
LCI % EN %> MATT STEWART

s

PRIG S L 40 4 Satovat]

Creature — Merfolk Spirit

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (10 have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI % EN %> MATT STEWART

|

(R i

PRLEE S U~ 4 et

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (o have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI xEN % MATT STEWART

il Creature — Merfolk Spirit %)

L vy

RS U S O

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may

] have it become a copy of another creature

you control until end of turn. (7o have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI x EN % MATT STEWART

|

vy

R aas U S 4 s

Creature — Merfolk Spirit 8 4

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (70 have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI| x EN % MATT STEWART




\
B

Creature — Merfolk Spirit - '

) At the beginning of combat on your turn,

Deepfathom Echo explores. Then you may

] have it become a copy of another creature

you control until end of turn. (7o have this

A creature explore, reveal the top card of your

library. Put that card into your hand if it’s a

| land. Otherwise, put a +1/+1 counter on this
M creature, then put the card back or put it into

your graveyard.)

R 0228

LCI xEN %> MATT STEWART 2023 Wizards of the Coast

il Creature — Merfolk Spirit %)

R A

29,
250

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may

) have it become a copy of another creature

PR U SR

you control until end of turn. (7o have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228

LCI x EN ®MATT STEWART ™ & © 2023 Wizard:

\

[} %l

B A L 2 4 e

20,
DR

Creature — Merfolk Spirit o 4

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (70 have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI x EN % MATT STEWART

{ At the beginning of combat on your turn,
B Deepfathom Echo explores. Then you may
I8 have it become a copy of another creature

you control until end of turn. (7o have this

A creature explore, reveal the top card of your

library. Put that card into your hand if it’s a

Al land. Ortherwise, put a +1/+1 counter on this
| creature, then put the card back or put it into

your graveyard.)

R 0228
LCI «EN %> MATT STEWART

{ At the beginning of combat on your turn,
B Deepfathom Echo explores. Then you may
) have it become a copy of another creature

you control until end of turn. (7o have this

A creature explore, reveal the top card of your

library. Put that card into your hand if it’s a

A land. Otherwise, put a +1/+1 counter on this
M creature, then put the card back or put it into

your graveyard.)

R 0228
LCI % EN %> MATT STEWART

s

PRIG S L 40 4 Satovat]

Creature — Merfolk Spirit

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (10 have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI % EN %> MATT STEWART

|

(R i

PRLEE S U~ 4 et

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (o have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI xEN % MATT STEWART

il Creature — Merfolk Spirit %)

L vy

RS U S O

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may

] have it become a copy of another creature

you control until end of turn. (7o have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI x EN % MATT STEWART

|

vy

R aas U S 4 s

Creature — Merfolk Spirit 8 4

At the beginning of combat on your turn,
Deepfathom Echo explores. Then you may
have it become a copy of another creature
you control until end of turn. (70 have this
creature explore, reveal the top card of your
library. Put that card into your hand if it’s a
land. Otherwise, put a +1/+1 counter on this
creature, then put the card back or put it into
your graveyard.)

R 0228
LCI| x EN % MATT STEWART




