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
Victory Gundam Hexa <C> League Militaire _ [ DHead D
Points Cost: Base: 230 amage
Movement Boost p
rm
12" 24" Shield Damage l:l:
Integrity Armour Type Shield Bonus

8 3 | (3 Defend Die) <4+> |vedun @ops) | 2 Defend Die (5+)

WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
Beam Rifle (50 pts)| Beam C <P> 1 3+ 5+ |12"-36"| 3
mage |||
Vulcans (10 pts) | Low Calibre M <PB> 3 5+ / |o"-12"] 1 Damage
Vulcan Cannon (45 pts) | Low Calibre C <RQ> |[1d6ofshots| 4+ / 6" - 24" 1
Torso |:|
Variable Speed Beam Rifles (70 pts) Beam C <P> 2 3+ 5+ 12" - 36" 3 = Damage
Close Combat Weapon DEX | Attack | Accuracy CRIT | DAM Shield Integrity
Beam Sabre <P> (50 pts) +2 2 3+ 4+ 4
- Y 01112]|3|4]
Ability Description
Beam Shield <Passive> (20 pts) This unit is equipped with a "Medium" Type “Beam Shield.” (See information on I/GN Fields/ Beam Shields for more information.)

Extra Shield <Passive> (20 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 (the changing

the “Shield Type” and “Shield Bonus” to None and removing of appropriate modifiers.) This ability can only be used once per battle. Morale
Module Mobile Suit This unit, upon reaching zero (0) integrity or less, first rolls a D6. On a result of 4+ the pilot is placed within a “Victory Hexa Core Fighter” unit within a 6” radius of d
<Passive> (10 pts) this unit. Do not make a roll on the “Destruction Table.” On a result of 3 or less, the unit is destroyed as normal. Make a roll on the “Destruction Table.” Stea y
Scout <Passive> (10 pts) For each Unit with the Scout Ability in play, all enemy Ambush and Re-enforcement rolls are made at -1.
Wavering
Minovsky Flight System <Active> (100 pts) | When this ability is active, this unit is now subject to the “Air Unit” special rule when not fighting in “Space”, has the "VTOL" ability, and has
M'd'bi‘;'\et'.\"ogu'ze ?gp'taceme"’ the "Magnetic Coating" Modification. Routed
ctive> (2x10 pts) -- Once per battle, this unit may remove all "Arm Damage”. Once per battle, this unit may remove all "Leg Damage". --

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: Beam Rifle (50 pts)
	ClassRow1: Beam
	EquipRow1: C
	TagsRow1: <P>
	ShotsRow1: 1
	ACCRow1: 3+
	CRITRow1: 5+
	RangeRow1: 12" - 36"
	DAMRow1: 3
	NameRow2: Vulcans (10 pts)
	ClassRow2: Low Calibre
	EquipRow2: M
	TagsRow2: <PB>
	ShotsRow2: 3
	ACCRow2: 5+
	CRITRow2: /
	RangeRow2: 0" - 12"
	DAMRow2: 1
	NameRow3: Vulcan Cannon (45 pts)
	ClassRow3: Low Calibre
	EquipRow3: C
	TagsRow3: <RQ>
	ShotsRow3: 1d6 of shots
	ACCRow3: 4+
	CRITRow3: /
	RangeRow3: 6" - 24"
	DAMRow3: 1
	NameRow4: Variable Speed Beam Rifles (70 pts)
	ClassRow4: Beam
	EquipRow4: C
	TagsRow4: <P>
	ShotsRow4: 2
	ACCRow4: 3+
	CRITRow4: 5+
	RangeRow4: 12" - 36"
	DAMRow4: 3
	NameRow5: 
	ClassRow5: 
	EquipRow5: 
	TagsRow5: 
	ShotsRow5: 
	ACCRow5: 
	CRITRow5: 
	RangeRow5: 
	DAMRow5: 
	DEXRow1: +2
	AttackRow1: 2
	AccuracyRow1: 3+
	AbilityRow1: Beam Shield <Passive> (20 pts)
Extra Shield <Passive> (20 pts)
	DescriptionRow1: This unit is equipped with a "Medium" Type “Beam Shield.” (See information on I/GN Fields/ Beam Shields for more information.)
When this unit performs a “Shield Break” to prevent a “Damage Chart” roll from a critical hit, do not remove this unit’s shield (the changing the “Shield Type” and “Shield Bonus” to None and removing of appropriate modifiers.) This ability can only be used once per battle.
	AbilityRow2: Module Mobile Suit
<Passive> (10 pts)
Scout <Passive> (10 pts)
	DescriptionRow2: This unit, upon reaching zero (0) integrity or less, first rolls a D6. On a result of 4+ the pilot is placed within a “Victory Hexa Core Fighter” unit within a 6” radius of this unit. Do not make a roll on the “Destruction Table.” On a result of 3 or less, the unit is destroyed as normal. Make a roll on the “Destruction Table.”
For each Unit with the Scout Ability in play, all enemy Ambush and Re-enforcement rolls are made at -1.
	AbilityRow3: Minovsky Flight System <Active> (100 pts)
Mid-battle Module Replacement
<Active> (2x10 pts)
	DescriptionRow3: When this ability is active, this unit is now subject to the “Air Unit” special rule when not fighting in “Space”, has the "VTOL" ability, and has the "Magnetic Coating" Modification.
-- Once per battle, this unit may remove all "Arm Damage".  Once per battle, this unit may remove all "Leg Damage". --
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 230
	Boost Length (in Inches [ " ]): 24"
	Movement Length (in Inches [ " ]): 12"
	Integrity Value: 8
	Armour Value: 3  |  (3 Defend Die) <4+>
	Shield Type: Medium (40 pts)
	Shield Bonus: 2 Defend Die (5+)
	Close Combat Weapon Name: Beam Sabre <P> (50 pts)
	CRITRow6: 4+
	DAMRow6: 4
	Enter Unit Name: Victory Gundam Hexa <C>
	Enter Unit Faction: League Militaire
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 


