GUNDAHM

SKIRMISH

Character Sheet

Name: Faction:

EXP | | | | | | | | | |

Rank | 1 2 +trait | 3 4 +trait | 5 +mod | 6 +trait | 7+mod 8+trait 9+mod 10+trait
Shamblo <S> Zeon Remnants _ -DHead D
Points Cost: &ty 735 amage
Movement Boost

Arm
6" 12" Shield Damage l:l:

Integrity Armour Type Shield Bonus

3(H)/9(B)/4(A)/4(L)|5 (5 Defend Die) <3+>None| None

WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
Scattering Mega Particle Guns (105 pts) Beam M <3§Z :gl:—> 4 3+ 5+ 12" - 36" 2

Leg
Large Caliber Mega Particle Gun (130 pts) Beam M <;>REE> 1 2 + 4+ 18" _ 48" 8 Damage l:l:

Torso |:|
= Damage

Close Combat Weapon DEX | Attack | Accuracy CRIT | DAM
[M] Large Iron Nail <PS> (40 pts) +0 2 3+ 4+ 5
Ability Description 011]2]314]

Shield Integrity

|-Field [Super Heavy] <Passive> (40 pts) This unit has a "Super Heavy" class I-Field. (See info on I/GN Fields/ Beam Shields on page 18.)
Psycoframe Cockpit <Passive> (40 pts) Attackers targeting this unit do not gain a “Flanking” bonus (“Attack Die” reroll.) In addition, this unit has a sight and attack radius of 360 degrees.
Claw <Active> (20 pts) This ability is usable on an enemy single target within 12" of this unit. Roll a D6. On a result of 5+ the target may not perform any actions during their next turn.

Reflector Bits <Passive> (30 pts) Each turn this unit may either elect to temporarily give all of its weapons the "Volley" tag, or during the enemy turn roll 1 extra "Defend" die against "Beam" weapons.
Mobile Armour <Passive> (0 pts)

See Rulebook page 37 for Mobile Armours. Steady
Amphibious <Passive> (10 pts)

See Rulebook, page 71.
Hydrojets <Passive> (20 pts) See Rulebook, page 72.

Wavering
Cruising Mode When this ability is active, double the base “Movement” and base “Boost” of this unit. This unit may only end its turn in
<Active> (30 ptS) water when not fighting in “Space.” This Ability must be re-activated each turn that the Unit is in Mobile Armor Mode. Routed
Unit Integrity 9 10 11 12

5 6 7
Pilot Health

Healthy

-1 0 5 6 7

Pilot Mind

Breaking Rattled Fine

Traits Modifications Current EXP
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