MOBILE SUIT

NDAM

SKIRMISH

Gu

Character Sheet

Name: Faction:
EXP | | | | | | | | | |
Rank |1 2 +trait | 3 4 +trait | 5 +mod | 6 +trait | 7+mod | 8+trait | 9+mod | 10+trait
(Thunderbolt) Acguy Manuever Type B <S> Principality of Zeon - Head i:i
Points Cost: Base: 90 bamage
Movement Boost p
rm
4" 8" Shield Damage i:l:
Integrity Armour Type Shield Bonus
3 2 i (2 Defend Dle) <B5+> | Medum @0 pts) | 2 Defend Die <5+>
WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
Arm Vulcans (10 pts) | Low Calibre M <PB> 3 5+ / 0"-12"| 1
moge |||
10-Tube Missile Launcher (50 pts) | EXplosive M <RQ><B> 3 5+ 6 6" - 24" 2 Damage
Torso
= Damage i:i
Close Combat Weapon DEX | Attack | Accuracy | CRIT | DAM Shield Integrity
MS Fist (O pts) +0 1 4+ 6 2
Ability Description 011]2]314]
Amphibious <Passive> (10 pts) See Rulebook, page 71.
Fgéiysgsi [('\gg‘iii‘sri‘] See "I-Field", Rulebook page 72. This affects "Explosive” Class Weapons instead of "Beam" Class Weapons. M I
orale
Ammo Carrier[120mm Zaku MG or | \When a friendly Unit performs a Shoot action with the Designated Weapon(s), you may elect to temporarily
12°m<”;§5hs?\?£eéiriggg Me] increases the "Shots" value of the Weapon by 1. This Ability may be used on up to one Unit per Turn. Steady
Wavering
ol Defonse <passives (10 M) See Rulebook, page 73. Routed
Unit Integrity 9 10 11 12
5 6 7
Pilot Health
Healthy
5 6 7
Pilot Mind
Breaking Rattled Fine

Modifications Current EXP




	NameRow1: Arm Vulcans (10 pts)
	ClassRow1: Low Calibre
	EquipRow1: M
	TagsRow1: <PB>
	ShotsRow1: 3
	ACCRow1: 5+
	CRITRow1: /
	RangeRow1: 0" - 12"
	DAMRow1: 1
	NameRow2: 10-Tube Missile Launcher (50 pts)
	ClassRow2: Explosive
	EquipRow2: M
	TagsRow2: <RQ> <B>
	ShotsRow2: 3
	ACCRow2: 5+
	CRITRow2: 6
	RangeRow2: 6" - 24"
	DAMRow2: 2
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	NameRow5: 
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	CRITRow5: 
	RangeRow5: 
	DAMRow5: 
	DEXRow1: +0
	AttackRow1: 1
	AccuracyRow1: 4+
	AbilityRow1: Amphibious <Passive> (10 pts)
Frizzy Yard [Medium]
<Passive> (20 pts)
	DescriptionRow1: See Rulebook, page 71.
See "I-Field", Rulebook page 72.  This affects "Explosive" Class Weapons instead of "Beam" Class Weapons.
	AbilityRow2: Ammo Carrier[120mm Zaku MG or 120mm Short/Desert Zaku MG]
<Passive> (2x 10pts)
	DescriptionRow2: When a friendly Unit performs a Shoot action with the Designated Weapon(s), you may elect to temporarily increases the "Shots" value of the Weapon by 1.  This Ability may be used on up to one Unit per Turn.
	AbilityRow3: Smoke Launcher <Active> (20 pts)
Solid Defense <Passive> (10 pts)
	DescriptionRow3: See Rulebook, page 73.
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 90
	Boost Length (in Inches [ " ]): 8"
	Movement Length (in Inches [ " ]): 4"
	Integrity Value: 3
	Armour Value: 2  |  (2 Defend Die) <5+>
	Shield Type: Medium (40 pts)
	Shield Bonus: 2 Defend Die <5+>
	Close Combat Weapon Name: MS Fist (0 pts)
	CRITRow6: 6
	DAMRow6: 2
	Enter Unit Name: (Thunderbolt) Acguy Manuever Type B <S>
	Enter Unit Faction: Principality of Zeon
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 


