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	NameRow1: 
	ClassRow1: 
	EquipRow1: 
	TagsRow1: 
	ShotsRow1: 
	ACCRow1: 
	CRITRow1: 
	RangeRow1: 
	DAMRow1: 
	NameRow2: Long Range Beam Cannon (100 pts)
	ClassRow2: Beam
	EquipRow2: M
	TagsRow2: <RS> <Sn>
<P>
	ShotsRow2: 1
	ACCRow2: 2+
	CRITRow2: 3+
	RangeRow2: 24" - 48"
	DAMRow2: 5
	NameRow3: 
	ClassRow3: 
	EquipRow3: 
	TagsRow3: 
	ShotsRow3: 
	ACCRow3: 
	CRITRow3: 
	RangeRow3: 
	DAMRow3: 
	NameRow4: 
	ClassRow4: 
	EquipRow4: 
	TagsRow4: 
	ShotsRow4: 
	ACCRow4: 
	CRITRow4: 
	RangeRow4: 
	DAMRow4: 
	NameRow5: 
	ClassRow5: 
	EquipRow5: 
	TagsRow5: 
	ShotsRow5: 
	ACCRow5: 
	CRITRow5: 
	RangeRow5: 
	DAMRow5: 
	DEXRow1: +0
	AttackRow1: 1
	AccuracyRow1: 4+
	AbilityRow1: Manned Gun Nest [Mobile Suit]
<Passive> (0 pts)
	DescriptionRow1: At the start of the game,this Unit and a Unit of the designated type may be deployed up to 6" outside of your Deployment Zone; the other Unit must also be within 3" of this Unit.
This Unit does not Activate, instead it must be Equipped as a Weapon via a Switch Action by a Unit of the designated type within 3" of this Unit (a Unit may begin the game with this Unit Equipped).  While Equipped, the other Unit temporarily gains the Abilities this Unit and treats this Unit as a form of cover.   If the other Unit moves or boosts (outside of Turreted rotation), it automatically no longer has this Unit Equipped.  A friendly Unit with the "Mobile Suit Transport" Ability may transport this Unit.
	AbilityRow2: Heat Radiation
[Long Range Beam Cannon]
<Passive> (1x 10 pts)
	DescriptionRow2: See Rulebook, page 72.
	AbilityRow3: Hunter [Long Range Beam Cannon]
<Passive> (1x 20 pts)
Turreted <Passive> (0 pts)
	DescriptionRow3: See Rulebook, page 71.
See Rulebook, page 73.
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 30
Total: 150
	Boost Length (in Inches [ " ]): /
	Movement Length (in Inches [ " ]): /
	Integrity Value: 3
	Armour Value: (1 Defend Die) <6>
	Shield Type: None
	Shield Bonus: None
	Close Combat Weapon Name: Unarmed (0 pts)
	CRITRow6: /
	DAMRow6: /
	Enter Unit Name: (Thunderbolt) Big Gun
	Enter Unit Faction: Principality of Zeon
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: Write-up Credits:
- Sethdraxus
- Hoath


