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il Creature — Human Werewolf @ |

Ml Pack tactics — Whenever Werewolf Pack
Leader attacks, if you attacked with

[l creatures with total power 6 or greater

4 this combat, draw a card.

é 3 #: Until end of turn, Werewolf Pack
il Leader has base power and toughness
5/3, gains trample, and isn’t a Human.
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Al Pack tactics — Whenever Werewolf Pack
Leader attacks, if you attacked with
creatures with total power 6 or greater

4l this combat, draw a card.

i}l 3 ®: Until end of turn, Werewolf Pack
il Leader has base power and toughness
5/3, gains trample, and isn’t a Human.
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Pack tactics — Whenever Werewolf Pack
Leader attacks, if you attacked with
creatures with total power 6 or greater
this combat, draw a card.

3 #: Until end of turn, Werewolf Pack

il Leader has base power and toughness
5/3, gains trample, and isn’t a Human.
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il Leader has base power and toughness
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il Leader attacks, if you attacked with
creatures with total power 6 or greater
this combat, draw a card.

4l 3 #: Until end of turn, Werewolf Pack
il Leader has base power and toughness

5/3, gains trample, and isn’t a Human.
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