GUNDAHM

SKIRMISH

Character Sheet

Faction:

Name:
EXP | | | |
Rank |1 2 +trait | 3 4 +trait | 5 +mod | 6 +trait | 7+mod | 8+trait | 9+mod | 10+trait
Capule Axis Zeon/Zeon Remnants r Head D
Points Cost: &0 | || "7
Movement Boost ' )
rm
6" 12" Shield Damage l:l:
Integrity Armour Type Shield Bonus
6 3 | (3 Defend Die) <4+>/None| None
WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
Laser Eye (30 pts)| Beam M <P> 1 3+ 5+ |0"-12" 2
mage |||
Missile Launchers (50 pts) | Explosive M <RQ> <B> 3 5+ 6 6" - 24" 2 Damage
I <RS> <P> "o "
Sonic Blast (70 pts) | Beam M 1 3+ ot |12"-36"| 4 Torso
= Damage |:|
Close Combat Weapon DEX | Attack | Accuracy CRIT | DAM Shield Integrity
[M] Iron Nail <PS> (20 pts) +1 1 3+ 4+ 4
1 ot 01112134
Ability Description

Panoramic Cockpit <Passive> (20 pts) Attackers targeting this unit do not gain a “Flanking” bonus (“Attack Die” reroll.)
Double Layered Armor When in water, all <RQ> tags are temporarily removed and all <RS> tags temporarily become <RQ> tags. Once per battle, this unit may
<Passive> (40 pts) elect to ignore a roll on the 'Damage Chart", in turn losing this ability for the rest of the battle. Morale

Amphibious This unit does not undergo movement penalties from moving in water. They may also enter “Deep Steady
<Passive> (10 pts) Water.” This unit may elect to “Ambush” from a source of water 6” in diameter or higher.
Wavering
Mobile Armor Mode [Laser Eye] When this ability is active, increase the base “Movement” of this unit to 11" and base “Boost” of this unit to 22". This unit may only end its turn in
<Active> (20 pts) water when not fighting in “Space.” In addition, this unit cannot gain a “Shield Bonus” or related shield modifiers and may only perform “Shoot” or Routed
p “Aimed Shot” actions with the “Laser Eye” weapon. This Ability must be re-activated each turn that the Unit is in Mobile Armor Mode.

Unit Integrity

5 6 7
Pilot Health
Healthy
-1 ¢] 5 6 7
Pilot Mind
Breaking Rattled Fine
Traits Modifications Current EXP




	NameRow1: Laser Eye (30 pts)
	ClassRow1: Beam
	EquipRow1: M
	TagsRow1: <P>
	ShotsRow1: 1
	ACCRow1: 3+
	CRITRow1: 5+
	RangeRow1: 0" - 12"
	DAMRow1: 2
	NameRow2: Missile Launchers (50 pts)
	ClassRow2: Explosive
	EquipRow2: M
	TagsRow2: <RQ> <B>
	ShotsRow2: 3
	ACCRow2: 5+
	CRITRow2: 6
	RangeRow2: 6" - 24"
	DAMRow2: 2
	NameRow3: Sonic Blast (70 pts)
	ClassRow3: Beam
	EquipRow3: M
	TagsRow3: <RS> <P>
	ShotsRow3: 1
	ACCRow3: 3+
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	DAMRow3: 4
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	AttackRow1: 1
	AccuracyRow1: 3+
	AbilityRow1: Panoramic Cockpit <Passive> (20 pts)
Double Layered Armor
<Passive> (40 pts)
	DescriptionRow1: Attackers targeting this unit do not gain a “Flanking” bonus (“Attack Die” reroll.)
When in water, all <RQ> tags are temporarily removed and all <RS> tags temporarily become <RQ> tags.  Once per battle, this unit may elect to ignore a roll on the 'Damage Chart", in turn losing this ability for the rest of the battle.
	AbilityRow2: Amphibious 
<Passive> (10 pts)
	DescriptionRow2: This unit does not undergo movement penalties from moving in water. They may also enter “Deep 
Water.” This unit may elect to “Ambush” from a source of water 6” in diameter or higher.
	AbilityRow3: Mobile Armor Mode [Laser Eye]
<Active> (20 pts)
	DescriptionRow3: When this ability is active, increase the base “Movement” of this unit to 11” and base “Boost” of this unit to 22”. This unit may only end its turn in water when not fighting in “Space.” In addition, this unit cannot gain a “Shield Bonus” or related shield modifiers and may only perform “Shoot” or “Aimed Shot” actions with the “Laser Eye” weapon. This Ability must be re-activated each turn that the Unit is in Mobile Armor Mode.
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	Enter Chosen Faction: 
	Enter Points Cost: Base: 150
Standard/Total: 410
	Boost Length (in Inches [ " ]): 12"
	Movement Length (in Inches [ " ]): 6"
	Integrity Value: 6
	Armour Value: 3  |  (3 Defend Die) <4+>
	Shield Type: None
	Shield Bonus: None
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