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	NameRow1: Beam Magnum (130 pts)
	ClassRow1: Beam
	EquipRow1: C
	TagsRow1: <RQ> <P> <LA>
	ShotsRow1: 1
	ACCRow1: 2+
	CRITRow1: 3+
	RangeRow1: 12" - 36"
	DAMRow1: 6
	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: 60mm Vulcan Gun (10 pts)
	ClassRow5: Low Calibre
	EquipRow5: M
	TagsRow5: <PB>
	ShotsRow5: 3
	ACCRow5: 5+
	CRITRow5: /
	RangeRow5: 0" - 12"
	DAMRow5: 1
	DEXRow1: +2
	AttackRow1: 2
	AccuracyRow1: 3+
	AbilityRow1: Full Psycoframe <Passive> (70 pts)
Movable Frame <Passive> (20 pts)
Armed Armor DE Deploy
<Passive> (20+500[Funnels] pts)
	DescriptionRow1: 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, and suffers no turn penalties.  When this unit is subject to a final Attack Pool that would do 3 or more Damage total to this unit, roll a D6. On a result of 4+ negate 2 Damage from that attack. On any other result, negate 1 Damage.
This Armed Armor DE Deploy has the following stats: [ Capacity = 2 | Range = 18" | Control = 2 ].  This Launcher follows all the rules on page 38.
	AbilityRow2: Deployable Armed Armor DE
<Passive> (100 pts)
	DescriptionRow2: While one "Phenex Armed Armor DE" Unit is neither deployed or destroyed, this unit may use any Weapon, Close Combat Weapon, or <Active> Ability the "Phenex Armed Armor DE" Unit has equipped; it also temporarily gains a "Heavy" Type Shield and a [Heavy] class "I-Field" (See Rulebook, page 18).  While two "Phenex Armed Armor DE" Units are neither deployed or destroyed, in addition to the above effects, this Unit also temporarily gains the "Mighty Shield" Ability (See Rulebook, page 72.) and doubles Shot/Attack values on "Phenex Armed Armor DE" Weapons/CCWs.  If a Shield Break is performed or Shield Integrity reduced to zero, then one "Phenex Armed Armor DE" Unit is destroyed.
	AbilityRow3: Newtype Destroyer System
<Active> (100 pts)
	DescriptionRow3: May only be activated when this unit is within 18" of an enemy unit with a "Psychoframe", "Psychommu", "Exam System", "Hades System", or similar abilities, or an enemy pilot with the "Newtype" or similar trait.  Temporarily, this unit's "Movement" and "Boost" increase by +3" and +6", respectively, and "Armour" class increases by one (ie 3<4+> becomes 4<3+> and 4<3+> becomes 5<3+>) .  The pilot temporarily acquires the traits "Responsive" and "Swift".  When activated, any "Bits", "Funnels", or similar units within 18" inches must roll a d6; any that roll a 2 or less are under this unit's control for the duration of this ability.  The effects of this ability last for 3 turns after activation and may only be used once per battle.
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 300
	Boost Length (in Inches [ " ]): 28"
	Movement Length (in Inches [ " ]): 14"
	Integrity Value: 12
	Armour Value: 4 (4 Defend Die) <3+>
	Shield Type: None
	Shield Bonus: None
	Close Combat Weapon Name: [M] Beam Sabre/Tonfa <P> (50 pts)
	CRITRow6: 4+
	DAMRow6: 4
	Enter Unit Name: Phenex Gundam
	Enter Unit Faction: Earth Federation Forces
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 


