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
By ; - Head
(Thunderbolt) Gogg <S> Principality of Zeon
Points Cost: 325 110 Damage D
Movement Boost )
rm
3" 6" Shield Damage l:l:
Integrity Armour Type Shield Bonus
6 2 | (2 Defend Die) <5+>/None| None
WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
Leg
Mega Particle Guns (70 pts) | Beam M <RS><P> 1 3+ 5+ [12"-36" 4 Damage l:l:
Torso
= Damage |:|
Close Combat Weapon DEX | Attack | Accuracy CRIT | DAM Shield Integrity
[M] Iron Nail <PS> (20 pts) +1 1 3+ 4+ 4
Ability Description 011]2]314]
Amphibious
<Passives (10 pts) See Rulebook, page 71.
Morale
Frizzy Yard [Medium] See "I-Field", Rulebook page 72. This affects "Explosive" Class Weapons instead of "Beam" Steady
<Passive> (20 pts) Class Weapons. -
Wavering
Snow SkiS When activated, t_his unit's "Movement" and "Boost" values double. Whgn ml_)ying in terrain the_n isn't snowy or water, roll one d6. On a
<Active> (30 pts) O e he “Acivate ABily” Acton s used the sfecs o s abity are deactvated untl the next actvation. —— Routed
Unit Integrity 9 10 11 12
5 6 7
Pilot Health
Healthy
5 6 7
Pilot Mind
Breaking Rattled Fine

Traits Modifications Current EXP
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