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

Kshatriya Repaired Earth Federation Forces r Head [ ]

. . Base: 240 Damage
w Total: 1020

Movement Boost

12" 24" Shield Dar;r:ge | l:l:

Integrity Armour Type Shield Bonus

8 4 | (4 Defend Die) <3+> [Heavy I-Field (30 pts)] | Heavy (60 pts) | 3 Defend Die (4+)

WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
Wrist Beam Guns (50 pts) | Beam M <P> 1 3+ 5+ |12"-36"| 3

Leg

Chest/Binder Mega Particle Cannons (100 pts) Beam M <2§: :g‘:—> 2 3+ 5+ 12" - 36" 4 Damage l:l:

Beam Gatling Gun (70 pts) | Beam M <RS><P>11d6 of shots | 3+ 5+ |12"-36" 2

Torso
= Damage

Machine Cannons (10 pts) | Low Calibre M <PB> 3 5+ / o"-12" 1

Close Combat Weapon DEX | Attack | Accuracy CRIT | DAM Shield Integrity
[M] Hyper Beam Javelin <PS> (30 pts)| +1 1 3+ 5+ 5

Ability Description 111213]
Psycommu System <Passive> (10 pts) If this unit targets an opposing unit with an ability effect “Attackers targeting this unit do not gain a “Flanking” bonus (“Attack Die” reroll.)" ignore that effect for the duration
Psycoframe Cockpit <Passive> (40 pts) of this unit's attack. 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.
Extra Shields <Passive> (10 pts) When this unit performs a “Shield Break” to prevent a “Damage Chart" roll from a critical hit, do not remove this unit's shield. This ability can only be used once per battle.
Morale
Funnel Launcher This Funnel Launcher has the following stats: [ Capacity = 4 | Range = 36" | Control = 4 ]. This Launcher follows all the rules on page 38, except it cannot "Recharge”.
<Active> (30+320[Funnels] pts) This ability, "Sub-Arms", is usable on an enemy single target within 12" of this unit. Roll a D6. On a result of 5+ the target has been disarmed and may not use their Steady
. “Carried Weapons” during their next turn.
Sub-Arms <Active> (10 pts) .
Wavering
Extra Tank <Active> (10 pts) When this ability, "Extra Tank", is used, this unit may perform an additional “Boost” Action at the end of the next “Boost” action they use.
Hidden Leg Weapon This ability can only be used once per battle. Routed
<Passive> (0 pts) If this unit is not fighting in "Space" or subject to the "Air Unit" special rule, firing the "Beam Gatling Gun" requires a "Slow" action.
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




	NameRow1: Wrist Beam Guns (50 pts)
	ClassRow1: Beam
	EquipRow1: M
	TagsRow1: <P>
	ShotsRow1: 1
	ACCRow1: 3+
	CRITRow1: 5+
	RangeRow1: 12" - 36"
	DAMRow1: 3
	NameRow2: Chest/Binder Mega Particle Cannons (100 pts)
	ClassRow2: Beam
	EquipRow2: M
	TagsRow2: <RS> <MT>
<P> <B>
	ShotsRow2: 2
	ACCRow2: 3+
	CRITRow2: 5+
	RangeRow2: 12" - 36"
	DAMRow2: 4
	NameRow3: Beam Gatling Gun (70 pts)
	ClassRow3: Beam
	EquipRow3: M
	TagsRow3: <RS> <P>
	ShotsRow3: 1d6 of shots
	ACCRow3: 3+
	CRITRow3: 5+
	RangeRow3: 12" - 36"
	DAMRow3: 2
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	ClassRow4: 
	EquipRow4: 
	TagsRow4: 
	ShotsRow4: 
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	RangeRow4: 
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	NameRow5: Machine Cannons (10 pts) 
	ClassRow5: Low Calibre
	EquipRow5: M
	TagsRow5: <PB>
	ShotsRow5: 3
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	RangeRow5: 0" - 12"
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	AbilityRow1: Psycommu System <Passive> (10 pts)
Psycoframe Cockpit <Passive> (40 pts)
Extra Shields <Passive> (10 pts)
	DescriptionRow1: If this unit targets an opposing unit with an ability effect “Attackers targeting this unit do not gain a “Flanking” bonus (“Attack Die” reroll.)” ignore that effect for the duration of this unit’s attack.  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.
When this unit performs a “Shield Break” to prevent a “Damage Chart” roll from a critical hit, do not remove this unit’s shield.  This ability can only be used once per battle.
	AbilityRow2: Funnel Launcher
<Active> (30+320[Funnels] pts)
Sub-Arms <Active> (10 pts)
	DescriptionRow2: This Funnel Launcher has the following stats: [ Capacity = 4 | Range = 36" | Control = 4 ].  This Launcher follows all the rules on page 38, except it cannot "Recharge".
This ability, "Sub-Arms", is usable on an enemy single target within 12” of this unit. Roll a D6. On a result of 5+ the target has been disarmed and may not use their “Carried Weapons” during their next turn.
	AbilityRow3: Extra Tank <Active> (10 pts)
Hidden Leg Weapon 
<Passive> (0 pts)
	DescriptionRow3: When this ability, "Extra Tank", is used, this unit may perform an additional “Boost” Action at the end of the next “Boost” action they use. This ability can only be used once per battle.
If this unit is not fighting in "Space" or subject to the "Air Unit" special rule, firing the "Beam Gatling Gun" requires a "Slow" action.
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 240
Total: 1020
	Boost Length (in Inches [ " ]): 24"
	Movement Length (in Inches [ " ]): 12"
	Integrity Value: 8
	Armour Value: 4  |  (4 Defend Die) <3+>    [Heavy I-Field (30 pts)]
	Shield Type: Heavy (60 pts)
	Shield Bonus: 3 Defend Die (4+)
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