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	NameRow1: Mini Laser Guns (30 pts)
	ClassRow1: Beam
	EquipRow1: M
	TagsRow1: <P>
	ShotsRow1: 1
	ACCRow1: 3+
	CRITRow1: 5+
	RangeRow1: 0" - 12"
	DAMRow1: 2
	NameRow2: 
	ClassRow2: 
	EquipRow2: 
	TagsRow2: 
	ShotsRow2: 
	ACCRow2: 
	CRITRow2: 
	RangeRow2: 
	DAMRow2: 
	NameRow3: 
	ClassRow3: 
	EquipRow3: 
	TagsRow3: 
	ShotsRow3: 
	ACCRow3: 
	CRITRow3: 
	RangeRow3: 
	DAMRow3: 
	NameRow4: 
	ClassRow4: 
	EquipRow4: 
	TagsRow4: 
	ShotsRow4: 
	ACCRow4: 
	CRITRow4: 
	RangeRow4: 
	DAMRow4: 
	NameRow5: 
	ClassRow5: 
	EquipRow5: 
	TagsRow5: 
	ShotsRow5: 
	ACCRow5: 
	CRITRow5: 
	RangeRow5: 
	DAMRow5: 
	DEXRow1: +0
	AttackRow1: 1
	AccuracyRow1: 4+
	AbilityRow1: Aircraft
<Active> (0 pts)
	DescriptionRow1: This unit is subject to the “Air Unit” special rule when not fighting in “Space.”
	AbilityRow2: Undock
<Active> (10 pts)
	DescriptionRow2: If this unit is within 6" of the "Super Gundam", you may replace these units with the "Gundam Mk. II" and "G-Defenser" units placed within 6" of this unit.  Any damage done to the “Integrity” of the "Super Gundam" and G-Defenser (cockpit) is separated amongst the “Gundam Mk. II” and “G-Defenser” at the player’s discretion. Any pre-existing effects of the “Damage Chart” for the "Super Gundam" are only applied to the "Gundam Mk. II" (although if the "G-Defenser" and/or G-Defenser (cockpit) has any pre-existing Damage Chart effects from a previous transformation these are reapplied to it.)
	AbilityRow3: 
	DescriptionRow3: 
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 130
Standard/Total: 170
	Boost Length (in Inches [ " ]): 20
	Movement Length (in Inches [ " ]): 10"
	Integrity Value: 2
	Armour Value: 3 (3 Defend Die) <4+>
	Shield Type: None
	Shield Bonus: None
	Close Combat Weapon Name: Unarmed (0 pts)
	CRITRow6: /
	DAMRow6: /
	Enter Unit Name: G-Defenser (cockpit)
	Enter Unit Faction: Anti Earth Union Group
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 


