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
Unicorn Gundam Earth Federation Forces r Head D
Points Cost: Base: 290 bamage
Movement Boost p
rm
13|| 26" Shield Damage l:l:
Integrity Armour Type Shield Bonus
12 4 (4 Defend DIE) < 3+> | Medum @opis) | 2 Defend Die (5+)
WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
Beam Magnum (130 pts) | Beam C S 1 2+ 3+ |12"-36" 6
mage |||
Beam Gatling Gun (70 pts) | Beam C <RS><P>|1d6 of shots| 3+ 5+ |12"-36" 2 Damage
Torso |:|
Hyper Bazooka (90 pts) | Explosive C B 1 2+ 4+ |12"-36"| 5 - Damage
60mm Vulcan Gun (10 pts) | Low Calibre M <PB> 3 5+ / o"-12" 1
Close Combat Weapon DEX | Attack | Accuracy | CRIT | DAM Shield Integrity
[M] Beam Sabre/Tonfa <P> (50 pts) | +2 2 3+ 4+ 4
Ability Description 011]2]314]

Full Psycoframe <Passive> (70 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, 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,

Movable Frame <Passive> (20 pts)
roll a D6. On a result of 4+ negate 2 Damage from that attack. On any other result, negate 1 Damage.
Morale
I-Field Shield [Medium] This unit has a "Medium" class Beam Shield. (See information on I/GN Fields/ Beam Shields on Steady
<Passive> (20 pts) page 18.)
Wavering
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
NEWtype DESUOyef SYStem 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+>
<Active> (100 ts) 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 R ou ted
p 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.

Unit Integrity

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




	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: Beam Gatling Gun (70 pts)
	ClassRow2: Beam
	EquipRow2: C
	TagsRow2: <RS> <P>
	ShotsRow2: 1d6 of shots
	ACCRow2: 3+
	CRITRow2: 5+
	RangeRow2: 12" - 36"
	DAMRow2: 2
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	ClassRow3: 
	EquipRow3: 
	TagsRow3: 
	ShotsRow3: 
	ACCRow3: 
	CRITRow3: 
	RangeRow3: 
	DAMRow3: 
	NameRow4: Hyper Bazooka (90 pts)
	ClassRow4: Explosive
	EquipRow4: C
	TagsRow4: <RS>
<P> <B>
	ShotsRow4: 1
	ACCRow4: 2+
	CRITRow4: 4+
	RangeRow4: 12" - 36"
	DAMRow4: 5
	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)
	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.
	AbilityRow2: I-Field Shield [Medium]
<Passive> (20 pts)
	DescriptionRow2: This unit has a "Medium" class Beam Shield. (See information on I/GN Fields/ Beam Shields on page 18.)
	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: 290
	Boost Length (in Inches [ " ]): 26"
	Movement Length (in Inches [ " ]): 13"
	Integrity Value: 12
	Armour Value: 4 (4 Defend Die) <3+>
	Shield Type: Medium (40 pts)
	Shield Bonus: 2 Defend Die (5+)
	Close Combat Weapon Name: [M] Beam Sabre/Tonfa <P> (50 pts)
	CRITRow6: 4+
	DAMRow6: 4
	Enter Unit Name: Unicorn Gundam
	Enter Unit Faction: Earth Federation Forces
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 


