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Character Sheet

Name: Faction:
EXP | | | | | | | | | |
Rank |1 2 +trait | 3 4 +trait | 5 +mod | 6 +trait | 7+mod | 8+trait | 9+mod | 10+trait
Clanche Earth Federal Forces _ [ phead 1]
Points Cost: Base: 200 amage
Movement Boost p
nage |||
10" 20|| Shield Damage
Integrity Armour Type Shield Bonus
4 3 | (3 Defend Die) <4+>| Light |1 Defend Die (6)
WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
{DODS} Rifle (50 pts) | Beam C <P> 1 3+ 5+ |18"-42"| 3
mage |||
Beam Vulcans (20 pts) | Beam M <P><pPB> 3 5+ / o"-12" 1 Damage
Torso
= Damage |:|
Close Combat Weapon DEX | Attack | Accuracy CRIT | DAM Shield Integrity
Beam Sabre <P> (50 pts) +2 2 3+ 4+ 4
Ability Description 011]2]314]
Fiight Mode oy s St
<Active> (30 pts) “Aimed Shot” actions with the "(DODé} Rifle" wea;')on and Beam Vulcans. This Ability must be re-activated each turn that the Unit is in Flight Mode.
Morale
Steady
Wavering
DODS Beam Weapon Any "Beam" class Weapon with the term {DODS} in their name ignore an Ability effect that R d
<Passive> (+10 pts x # weapons) reduces damage done by "Beam" Class weapons. oute
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: {DODS} Rifle (50 pts)
	ClassRow1: Beam
	EquipRow1: C
	TagsRow1: <P>
	ShotsRow1: 1
	ACCRow1: 3+
	CRITRow1: 5+
	RangeRow1: 18" - 42"
	DAMRow1: 3
	NameRow2: Beam Vulcans (20 pts)
	ClassRow2: Beam
	EquipRow2: M
	TagsRow2: <P> <PB>
	ShotsRow2: 3
	ACCRow2: 5+
	CRITRow2: /
	RangeRow2: 0" - 12"
	DAMRow2: 1
	NameRow3: 
	ClassRow3: 
	EquipRow3: 
	TagsRow3: 
	ShotsRow3: 
	ACCRow3: 
	CRITRow3: 
	RangeRow3: 
	DAMRow3: 
	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: Flight Mode
<Active> (30 pts)
	DescriptionRow1: When this ability is used, increase the base “Movement” of this unit to 20” and base “Boost” of this unit to 40”. This unit is now subject to the “Air Unit” special rule when not fighting 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 "{DODS} Rifle" weapon and Beam Vulcans. This Ability must be re-activated each turn that the Unit is in Flight Mode.
	AbilityRow2: 
	DescriptionRow2: 
	AbilityRow3: DODS Beam Weapon
<Passive> (+10 pts x # weapons)
	DescriptionRow3: Any "Beam" class Weapon with the term {DODS} in their name ignore an Ability effect that reduces damage done by "Beam" Class weapons.
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 200
	Boost Length (in Inches [ " ]): 20"
	Movement Length (in Inches [ " ]): 10"
	Integrity Value: 7
	Armour Value: 3  |  (3 Defend Die) <4+>
	Shield Type: Light
	Shield Bonus: 1 Defend Die (6)
	Close Combat Weapon Name: Beam Sabre <P> (50 pts)
	CRITRow6: 4+
	DAMRow6: 4
	Enter Unit Name: Clanche
	Enter Unit Faction: Earth Federal Forces
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 


