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ZANGIEF

GRAPPLING
Instead of moving, you may switch
Zangief and any small or medium
figure he is engaged with. Switched
figures never take lzaving sngagement
%6 attacks.

f| SPINNING PILEDRIVER 16
HUMAN After choosing an adjacant small or
0] o1I[ 312 0] | medium figure for a normal attack, and
before rolling attack dice, you may roll
L GEIRR the 20-sided die. Subtract 2 from your
roll if the defending figure has the Super
DAUNTLESS Strangth special power. If you roll 16 or
MEDIUM higher, the defending figure cannot roll
6 maore than 2 defense dice against
Zangief's normal attack this tumn.

DOUBLE LARIAT
SPEGIAL ATTACK

Range 1. Attack 4.

If Zangief inflicts one or mors wounds
with this special attack, you may usg this
special attack one additional time.
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