{ Court of Grace 2 k)

] When this enchantment enters, you become
|| the monarch.

i 1/1 white Spirit creature token with flying. If I
you’re the monarch, create a 4/4 white Angel
creature token with flying instead.

A righteous sovereign makes for a blessed realm.
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( Court of Grace Q ki)

| When this enchantment enters, you become

the monarch.

{ 1/1 white Spirit creature token with flying. If t
you’re the monarch, create a 4/4 white Angel
creature token with flying instead.

A righteous sovereign makes for a blessed realm.
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( Court of Grace Q ki)

i When this enchantment enters, you become
the monarch.

{ 1/1 white Spirit creature token with flying. If k
you’re the monarch, create a 4/4 white Angel
creature token with flying instead.

A righteous sovereign makes for a blessed realm.
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{ Court of Grace 2 EFH

{ Enchantment <)
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3| When this enchantment enters, you become
|| the monarch.

4| At the beginning of your upkeep, create a |

i 1/1 white Spirit creature token with flying. If ||
you’re the monarch, create a 4/4 white Angel
creature token with flying instead.

A righteous sovereign makes for a blessed realm.
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(‘ Court of Grace QX k)

( Enchantment )
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3| When this enchantment enters, you become

the monarch.

4| At the beginning of your upkeep, create a I
i 1/1 white Spirit creature token with flying. If |
you’re the monarch, create a 4/4 white Angel

creature token with flying instead.

A righteous sovereign makes for a blessed realm.
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(‘ Court of Grace QX k)

( Enchantment @
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| When this enchantment enters, you become
the monarch.

4| At the beginning of your upkeep, create a [

i 1/1 white Spirit creature token with flying. If §
you’re the monarch, create a 4/4 white Angel
creature token with flying instead.

A righteous sovereign makes for a blessed realm.
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{ Court of Grace 2 k)

(‘ Court of Grace Q)

(‘ Court of Grace VI )

| When this enchantment enters, you become
|| the monarch.

At the beginning of your upkeep, create a |

i 1/1 white Spirit creature token with flying. If ||
you’re the monarch, create a 4/4 white Angel | §
creature token with flying instead.

A righteous sovereign makes for a blessed realm.
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i When this enchantment enters, you become

the monarch.

At the beginning of your upkeep, create a I
§ 1/1 white Spirit creature token with flying. If |

you’re the monarch, create a 4/4 white Angel §

creature token with flying instead.

A righteous sovereign makes for a blessed realm.
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i When this enchantment enters, you become
the monarch.
At the beginning of your upkeep, create a [
i 1/1 white Spirit creature token with flying. If |
you’re the monarch, create a 4/4 white Angel |§
creature token with flying instead.

A righteous sovereign makes for a blessed realm.
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