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Instant

Destroy all artifacts and enchantments.
You gain 2 life for each permanent
destroyed this way.

Elvish dawnhands test a relic’s worthiness
4 before collecting it for the safehald If it can’t
stand up to a stff breeze, it’s left behind.
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Instant

Destroy all artifacts and enchantments.
You gain 2 life for each permanent
destroyed this way.

Elvish dawnhands test a relic’s worthiness
4 before collecting it for the safehold If it can’t
stand up 1o a suff breeze, it’s left behind.
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Instant

Destroy all artifacts and enchantments.
You gain 2 life for each permanent
destroyed this way.

Elvish dawnhands test a relic’s worthiness
4 before collecting 1t for the safehold. If it can’t
stand up to a suff breeze, 1t’s left behind.
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Destroy all artifacts and enchantments.
You gain 2 life for each permanent
destroyed this way.

Elvish dawnhands test a relic’s worthiness
4 before collecting it for the safehold If it can’t
stand up to a suff breeze, it’s left behind.
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Instant
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Destroy all artifacts and enchantments.
You gain 2 life for each permanent
destroyed this way.

Elvish dawnhands test a relic’s worthiness
4 before collecting it for the safehold If it can’t
stand up to a suff breeze, it’s left behind.
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Destroy all artifacts and enchantments.
You gain 2 life for each permanent
destroyed this way.

Elvish dawnhands test a relic’s worthiness
4 before collecting 1t for the safehold. If it can’t
stand up to a suff breeze, it’s left behind.
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Instant

Instant

I[nstant

Destroy all artifacts and enchantments.
You gain 2 life for each permanent
destroyed this way.

Elvish dawnhands test a relic’s worthiness
4 before collecting it for the safehold. If it can’t
stand up to a stiff breeze, 1t’s left behind.
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Destroy all artifacts and enchantments.
You gain 2 life for each permanent
destroyed this way.

Elvish dawnhands test a relic’s worthiness

4 before collecting 1t for the safehold. If it can’t

stand up to a stiff breeze, it’s left behind.

007/015 M ™ & ¢ 2014 Wizards of the Coast
V14 % EN % MICHAEL SUTFIN

Destroy all artifacts and enchantments.
You gain 2 life for each permanent
destroyed this way.

Elvish dawnhands test a relic’s worthiness

4 before collecting 1t for the safehold. If it can’t

stand up to a stiff breeze, it’s left behind.
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