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
Z'GOK E (C) (S) Principality of Zeon r Head
w S?asr?c:la%r?jcl)Total: 350 Damage
Movement Boost )
nage |||
7|| 14" Shield Damage
Integrity Armour Type Shield Bonus
6 3 | (3 Defend Die) <4+> INone! None
WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
Arm Beam Cannons (40 pts) | Beam <M> <P> 1 3+ 5+ (0"-12" 3
moge |||
Torpedo Launcher (70 pts) | Explosive | <M> DS 2 4+ 5+ [12"-36" 3 Damage
Torso
= Damage |:|
Close Combat Weapon DEX | Attack | Accuracy CRIT | DAM Shield Integrity
Vise Claw <PS> (20 pts) +1 1 3+ 4+ 4
Ability Description 011]2]314]
Amphibious This unit does not undergo movement penalties from moving in water. They may also
<Passive> (10 pts) enter “Deep Water.” This unit may elect to “Ambush” from a source of water 6” in diameter or higher.
Morale
Hydrojets “Ambush” attempts made by this unit require no die roll. They are always successful. Steady
<Passive> (20 pts) -
Wavering
Rapid Fire E-Cap Burst This:;:!ity_miytgm%/ l()‘e Aﬁrivaé%d/dzaitivat_ed tr)]nce per turg.h I{ this Unitkperfo:;ms a:s"sfhoot"ltActiaon v‘v‘itr:‘itsh"Am: Bea:n annonsé" v;/]hitle this
B t " " t : i i . ts i tis 5+,
<Active> (20 pts) O hervise. A he “Shoot- Acton, tis Abity 4 automatieally deactvated. - Routed
Unit Integrity 9 10 11 12
5 6 7
Pilot Health
Healthy
-1 0 5 6 7
Pilot Mind
Breaking Rattled Fine

Modifications Current EXP




	NameRow1: Arm Beam Cannons (40 pts)
	ClassRow1: Beam
	EquipRow1: <M>
	TagsRow1: <P>
	ShotsRow1: 1
	ACCRow1: 3+
	CRITRow1: 5+
	RangeRow1: 0"-12"
	DAMRow1: 3
	NameRow2: Torpedo Launcher (70 pts)
	ClassRow2: Explosive
	EquipRow2: <M>
	TagsRow2: <RQ>
<P> <B>
	ShotsRow2: 2
	ACCRow2: 4+
	CRITRow2: 5+
	RangeRow2: 12"-36"
	DAMRow2: 3
	DEXRow1: +1
	AttackRow1: 1
	AccuracyRow1: 3+
	AbilityRow1: Amphibious
<Passive> (10 pts)
	DescriptionRow1: This unit does not undergo movement penalties from moving in water. They may also 
enter “Deep Water.” This unit may elect to “Ambush” from a source of water 6” in diameter or higher.
	AbilityRow2: Hydrojets
<Passive> (20 pts)
	DescriptionRow2: “Ambush” attempts made by this unit require no die roll. They are always successful.
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 160
Standard/Total: 350
	Boost Length (in Inches [ " ]): 14"
	Movement Length (in Inches [ " ]): 7"
	Integrity Value: 6
	Armour Value: 3  | (3 Defend Die) <4+>
	Shield Type: None
	Shield Bonus: None
	Close Combat Weapon Name: Vise Claw <PS> (20 pts)
	CRITRow6: 4+
	DAMRow6: 4
	Enter Unit Name: Z'GOK E (C) (S)
	Enter Unit Faction: Principality of Zeon
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 
	RangeRow5: 
	CRITRow5: 
	ACCRow5: 
	ShotsRow5: 
	TagsRow5: 
	EquipRow5: 
	ClassRow5: 
	NameRow5: 
	DAMRow4: 
	RangeRow4: 
	CRITRow4: 
	ACCRow4: 
	ShotsRow4: 
	TagsRow4: 
	EquipRow4: 
	ClassRow4: 
	NameRow4: 
	DAMRow3: 
	RangeRow3: 
	CRITRow3: 
	ACCRow3: 
	ShotsRow3: 
	TagsRow3: 
	EquipRow3: 
	ClassRow3: 
	DAMRow5: 
	NameRow3: 
	DescriptionRow3: This Ability may only be Activated/deactivated once per turn.  If this Unit performs a "Shoot" Action with its "Arm Beam Cannons" while this Ability is Activated,  roll a D6 to determine how many "Shots" are taken:  3 shots if result is 3 or 4, 4 shots if result is 5+, or 2 shots otherwise.  After the "Shoot" Action, this Ability is automatically deactivated.
	AbilityRow3: Rapid Fire E-Cap Burst
<Active> (20 pts)


