Artifact — Attraction

Visit — Creatures you control with @)
power 2 or less gain horsemanship @
until end of turn. (They can’t be

blocked except by creatures with
horsemanship.)

Alfter the first rotation, the dressage
phase begins.
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phase begins.

After the first rotation, the dressage (5)
phase begins. (6)

222/244 R ; ™ & © 2022 Wizards of the Coast 222/244 R ™ & © 2022 Wizards of the Coast 222/244 R
UNF « EN % CARL CRITCHLOW UNF « EN % CARL CRITCHLOW

™ & © 2022 Wizards of the Coast
UNF « EN % CARL CRITCHLOW




