Sk

At the beginning of your upkeep, sacrifice
Solitary Confinement unless you discard
a card from your hand.

Skip your draw step.
You can’t be the target of spells or abilities.

Prevent all damage that would be dealt to
you.
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At the beginning of your upkeep, sacrifice
Solitary Confinement unless you discard
a card from your hand.

Skip your draw step.
You can’t be the target of spells or abilities.
Prevent all damage that would be dealt to
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At the beginning of your upkeep, sacrifice
Solitary Confinement unless you discard
a card from your hand.

Skip your draw step.
You can’t be the target of spells or abilities.

Prevent all damage that would be dealt to
you.
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At the beginning of your upkeep, sacrifice
Solitary Confinement unless you discard
a card from your hand.

Skip your draw step.
You can’t be the target of spells or abilities.

Prevent all damage that would be dealt to
you.
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At the beginning of your upkeep, sacrifice
Solitary Confinement unless you discard
a card from your hand.

Skip your draw step.
You can’t be the target of spells or abilities.

Prevent all damage that would be dealt to
you.
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At the beginning of your upkeep, sacrifice
Solitary Confinement unless you discard
a card from your hand.

Skip your draw step.
You can’t be the target of spells or abilities.

Prevent all damage that would be dealt to
you.

ks

At the beginning of your upkeep, sacrifice
Solitary Confinement unless you discard
a card from your hand.

Skip your draw step.
You can’t be the target of spells or abilities.

Prevent all damage that would be dealt to
you.
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At the beginning of your upkeep, sacrifice
Solitary Confinement unless you discard
a card from your hand.

Skip your draw step.
You can’t be the target of spells or abilities.
Prevent all damage that would be dealt to
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At the beginning of your upkeep, sacrifice
Solitary Confinement unless you discard
a card from your hand.

Skip your draw step.
You can’t be the target of spells or abilities.
Prevent all damage that would be dealt to

the Coast, Inc. 24/143




