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MARVEL

ABOMINATION
EMIL BLONSKY

SLITHER
Abomination does not have to stop his
mavemant whean entering water
Spaces.

SUPER THROW 8
%6 After attacking, you may choose an
g I| adjacent figure that is not huge. Roll the
- 20-sided die, subtracting 4 from the roll
GAMMA MUTATE if the chosen figure has the Super
]I 008| Strength special power. If you roll 8 or
| higher, throw the figure by placing it on
AL any empty space within 4 spacas of
Abomination. After the figurz is placad,
A ENIRE | o) one unblockeble attack dis for
MEDIUM 6 throwing damage. If the figure is thrown
I}

onto & lavel higher than the height of
Abomination or onto water, do not roll for

s = "
throwing damage. Th thrown figure will 0
not take any lzaving engagement attacks. M VE 5

SUPER LEAP 50
Instead of his normal mave, Abomination RRN[G% 1

may move up to 10 spaces with Super
Leap. When moving with Supar Leap, | | ACK 7
Abomination has the Flying spacial

power, but may not move up or down

more than 50 levels in a single leap. DEFENSE 6
Abomination rolls 3 fewer attack
dice on any turn that he

'
chooses to Super Leap. : W
L
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