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
Gundam Dynames Celestial Being r Head
Points Cost: Base: 160 Damage D
Movement Boost )
rm
6" 12" Shield Damage l:l:
Integrity Armour Type Shield Bonus
I 3 (3 Defend Dle) <4 +> |Heaw (60 pis) | 3 Defend Die (4+)
WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
GN Sniper Rifle (60 pts)| Beam C <SP 1 2+ | 4+ |24"-48"| 4
mage |||
GN Beam Pistols (40 pts) | Beam C <p> 1 3+ 5+ [0"-12"| 3 Damage
i H <RQ> <P> "o n
GN Missles (55 pts) | Explosive M 3 5+ 6 6" - 24 2 Torso
= Damage |:|
Close Combat Weapon DEX | Attack | Accuracy CRIT | DAM Shield Integrity
GN Beam Sabre <P> (50 pts) +2 2 3+ 4+ 4
i o 0]11]12]3|4]
Ability Description

with every weapon by 2 DAM. For this player's 4th through 6th turns, this unit removes the above bonuses and may only move half their base "Movement" and "Boost" values. During

Imperfect Trans-Am
the same period, this unit also decreases their base DAM with every weapon by 2 DAM to a minimum of 1 DAM. From this player's turn 7 onwards, this unit removes the above
penalties. Morale

<Passive> (40 pts)
GN Shield [Heavy] <Passive> (3x 10 pts) See "Beam Shield", Rulebook page 72. St d
GN Full / Flexible Shield <Passive> (10 pts) If available, this unit may roll its "Shield Bonus" regardless of the direction its attacked from. eaay
Mighty Shield <Passive> (1x 20 pts) See Rulebook, page 72.
Wavering
When this ability is active, this unit is now subject to the “Air Unit” special rule when not fighting in “Space” Routed
oute

GN Flight / HIMAT Mode
<Active> (40 pts) and has the "VTOL" ability. This Ability must be re-activated each turn that the Unit is in GN Flight Mode.

9 10 11 12

Unit Integrity

5 6 7
Pilot Health
J Healthy
-1 0 5 6 7
Pilot Mind
Breaking Rattled Fine

Modifications Current EXP




	NameRow1: GN Sniper Rifle (60 pts)
	ClassRow1: Beam
	EquipRow1: C
	TagsRow1: <RS>
<Sn> <P>
	ShotsRow1: 1
	ACCRow1: 2+
	CRITRow1: 4+
	RangeRow1: 24" - 48"
	DAMRow1: 4
	NameRow2: GN Beam Pistols (40 pts)
	ClassRow2: Beam
	EquipRow2: C
	TagsRow2: <P>
	ShotsRow2: 1
	ACCRow2: 3+
	CRITRow2: 5+
	RangeRow2: 0" - 12"
	DAMRow2: 3
	NameRow3: GN Missles (55 pts)
	ClassRow3: Explosive
	EquipRow3: M
	TagsRow3: <RQ> <P>
	ShotsRow3: 3
	ACCRow3: 5+
	CRITRow3: 6
	RangeRow3: 6" - 24"
	DAMRow3: 2
	NameRow4: 
	ClassRow4: 
	EquipRow4: 
	TagsRow4: 
	ShotsRow4: 
	ACCRow4: 
	CRITRow4: 
	RangeRow4: 
	DAMRow4: 
	NameRow5: 
	ClassRow5: 
	EquipRow5: 
	TagsRow5: 
	ShotsRow5: 
	ACCRow5: 
	CRITRow5: 
	RangeRow5: 
	DAMRow5: 
	DEXRow1: +2
	AttackRow1: 2
	AccuracyRow1: 3+
	AbilityRow1: Imperfect Trans-Am
<Passive> (40 pts)
	DescriptionRow1: For the first 3 of their Player’s Turns, this unit may move at double their base “Movement” and “Boost” values. During the same period, this unit may also increase their base DAM with every weapon by 2 DAM. For this player’s 4th through 6th turns, this unit removes the above bonuses and may only move half their base "Movement" and "Boost" values. During the same period, this unit also decreases their base DAM with every weapon by 2 DAM to a minimum of 1 DAM.  From this player’s turn 7 onwards, this unit removes the above penalties.
	AbilityRow2: GN Shield [Heavy] <Passive> (3x 10 pts)
GN Full / Flexible Shield <Passive> (10 pts)
Mighty Shield <Passive> (1x 20 pts)
	DescriptionRow2: See "Beam Shield", Rulebook page 72.
If available, this unit may roll its "Shield Bonus" regardless of the direction its attacked from.
See Rulebook, page 72.
	AbilityRow3: GN Flight / HiMAT Mode
<Active> (40 pts)
	DescriptionRow3: When this ability is active, this unit is now subject to the “Air Unit” special rule when not fighting in “Space”  and has the "VTOL" ability.  This Ability must be re-activated each turn that the Unit is in GN Flight Mode.
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 160
	Boost Length (in Inches [ " ]): 12"
	Movement Length (in Inches [ " ]): 6"
	Integrity Value: 7
	Armour Value: 3 (3 Defend Die) <4+>
	Shield Type: Heavy (60 pts)
	Shield Bonus: 3 Defend Die (4+)
	Close Combat Weapon Name: GN Beam Sabre <P> (50 pts)
	CRITRow6: 4+
	DAMRow6: 4
	Enter Unit Name: Gundam Dynames
	Enter Unit Faction: Celestial Being
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 


