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Living weapon (When this Equipment
enters the bartlefield, create a 0/0 black
Germ creature token, then attach this
10 11.)

Equipped creature gets +1/+1.

\ Equip 2

Living weapon (When this Equipment
enters the bartlefield, create a 0/0 black
Germ creature token, then attach this
10 1t.)

Equipped creature gets +1/+1.

\ Equip 2

Living weapon (When this Equipment
enters the bartlefield, create a 0/0 black
Germ creature token, then attach this
10 11.)

Equipped creature gets +1/+1.
Equip 2
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‘ Artifact — Equipment 3

Living weapon (When this Equipment
enters the battlefield, create a 0/0 black
Germ creature token, then attach this
to it.)

Equipped creature gets +1/+1.
Equip 2
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