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
0 Raiser Celestial Being r Head
Points Cost: 325 185 Damage L
Movement Boost p
nage |||
16" 32|| Shield Damage
Integrity Armour Type Shield Bonus
2 4 (4 Defend Die) <3+>/None| None
WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
GN Micro Missles (70 pts) | Explosive M <RQ><p> 2 4+ 5+ |12"-36" 3
mage |||
Beam Machine Gun (60 pts) | Beam M <pP> 3 4+ 5+ |6"-24" Damage
<PB> <P> no_ n
GN Vulcans (20 pts)| Beam | M 3 5+ [ ]0"-12 Toso [
= Damage
Close Combat Weapon DEX | Attack | Accuracy CRIT | DAM Shield Integrity
Unarmed +0 1 4+ / /
Ability Description 011]2]314]
Aircraft <Pas_s,ive> (O pts) See Rulebook, page 71.
Scout <Passive> (10 pts) See Rulebook, page 73. Morale
Docking Raiser GUndam- wilhin 12" of this Ut Any damage 1o “ntegrty" that this unt and 00 Gundam had are applied o the 00 Raiser Gundam, Steady
<Active> (20 pts) and any damage the 00 Gundam had on the "Damage Chart" is applied to the 00 Raiser Gundam. N
Wavering
GN Field [Heavy] This unit is equipped with a "Heavy" Type “GN Field.” (See information on I/GN Fields/ Beam R d
<Passive> (3x 10pts) Shields for more information.) oute
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




	NameRow1: GN Micro Missles (70 pts)
	ClassRow1: Explosive
	EquipRow1: M
	TagsRow1: <RQ> <P>
	ShotsRow1: 2
	ACCRow1: 4+
	CRITRow1: 5+
	RangeRow1: 12" - 36"
	DAMRow1: 3
	NameRow2: Beam Machine Gun (60 pts)
	ClassRow2: Beam
	EquipRow2: M
	TagsRow2: <P>
	ShotsRow2: 3
	ACCRow2: 4+
	CRITRow2: 5+
	RangeRow2: 6" - 24"
	DAMRow2: 2
	NameRow3: GN Vulcans (20 pts)
	ClassRow3: Beam
	EquipRow3: M
	TagsRow3: <PB> <P>
	ShotsRow3: 3
	ACCRow3: 5+
	CRITRow3: /
	RangeRow3: 0" - 12"
	DAMRow3: 1
	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: Aircraft <Passive> (0 pts)
Scout <Passive> (10 pts)
	DescriptionRow1: See Rulebook, page 71.
See Rulebook, page 73.
	AbilityRow2: Docking
<Active> (20 pts)
	DescriptionRow2: This ability may only be used within 12" of a "00 Gundam".  When this ability is used, replace this unit and the 00 Gundam with a "00 Raiser Gundam" within 12" of this unit.  Any damage to "Integrity" that this unit and 00 Gundam had are applied to the 00 Raiser Gundam, and any damage the 00 Gundam had on the "Damage Chart" is applied to the 00 Raiser Gundam.
	AbilityRow3: GN Field [Heavy]
<Passive> (3x 10pts)
	DescriptionRow3: This unit is equipped with a "Heavy" Type “GN Field.” (See information on I/GN Fields/ Beam Shields for more information.)
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 185
Total: 395
	Boost Length (in Inches [ " ]): 32"
	Movement Length (in Inches [ " ]): 16"
	Integrity Value: 2
	Armour Value: 4 (4 Defend Die) <3+>
	Shield Type: None
	Shield Bonus: None
	Close Combat Weapon Name: Unarmed
	CRITRow6: /
	DAMRow6: /
	Enter Unit Name: 0 Raiser
	Enter Unit Faction: Celestial Being
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 


