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

Psycho Gundam Titans - Head
; Points Cost: 22s¢ 330 Damage D

Standard/Total: 720
mage |||
Damage

Movement Boost

g" 16" Shield

Integrity Armour Type Shield Bonus

3(H)/9(B)/4(A)/4(L) |5 (5 Defend Die) <3+>|+eaw @) | 3 Defend Die (4+)

WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM

3-Barrel Scattering Mega Particle Cannons (100 pts) B eam M <3§Z :gl:> 2 3 + 5 + 12" - 36" 4 Leg
1 3+ 5+ o"-12" 3 Damage l:l:

Hand Beam Guns (110 pts) | Beam M <RS><P>|14d6 of Shots| 3+ 5+ |12"-36" 3 T
orso
= Damage |:|

2-Barrel Head Beam Guns (40 pts) Beam M <pP>

Close Combat Weapon DEX | Attack | Accuracy CRIT | DAM Shield Integrity
Large MS Fists (10 pts) +0 1 4+ 6 4
Ability Description

0]112]3]4]

Anti-Beam Coating <Passive> (10 pts) This unit takes one (1) less total damage from “Beam” class weapons used in “Shoot” attacks against it.

Mighty Shield <Passive> (20 pts) When this unit performs a “Shield Break” to prevent a “Damage Chart” roll from a critical hit, dq not remove this unit's shield. This ability can only be used once per battle.
" . See Rulebook page 37 for Mobile Armours.
Mobile Armour <Passive> (0 pts) Morale
Psychommu System <Passive> (10 pts) If this unit targets an opposing unit with an ability effect *Attackers targeting this unit do not gain a “Flanking” bonus, ignore that effect for the duration of this unit's attack. Stea dy
. . If the "Head" reaches 0 "Integrity" or less, roll on the “Destruction Table.” The unit itself is not destroyed.
Head Cockpit <Passive> (0 pts) If the "Body" reaches 0 "Integrity” or less, the pilot reduces current “Pilot Health” by 1 and “Pilot Mind” by 1. Remove unit from play.

Wavering
. When this ability is Active, increase the base “Movement” of this unit to 16” and base “Boost” of this unit to 32”. This unit is now subject to the “Air Unit” special rule when not fighting
M Ob"e Fortress Mode in “Space.” In addition, this unit cannot gain a “Shield Bonus" or related shield modifiers and may only perform “Shoot” or “Aimed Shot” actions with the “3-Barrel Scattering Mega
. Particle Cannons” weapon. Attacks that would hit the "Head" hit the "Body" instead. This Ability must be re-activated each turn that the Unit is in Flight Mode. R ou ted
<Active> (30 pts)

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
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