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	NameRow1: Double Barrel Beam Gatling Gun (90 pts)
	ClassRow1: Beam
	EquipRow1: C
	TagsRow1: <RQ> <P>
	ShotsRow1: 1d6 of shots
	ACCRow1: 3+
	CRITRow1: 5+
	RangeRow1: 12" - 36"
	DAMRow1: 2
	NameRow2: Micro Missiles (50 pts)
	ClassRow2: Explosive
	EquipRow2: M
	TagsRow2: <RQ> <B>
	ShotsRow2: 3
	ACCRow2: 5+
	CRITRow2: 6
	RangeRow2: 6" - 24"
	DAMRow2: 2
	NameRow3: Homing Missiles (70 pts)
	ClassRow3: Explosive
	EquipRow3: M
	TagsRow3: <RQ> <P>
	ShotsRow3: 2
	ACCRow3: 4+
	CRITRow3: 5+
	RangeRow3: 12" - 36"
	DAMRow3: 3
	NameRow4: Machine Cannon (30 pts)
	ClassRow4: Medium Calibre
	EquipRow4: M
	TagsRow4: /
	ShotsRow4: 2
	ACCRow4: 4+
	CRITRow4: 6
	RangeRow4: 6" - 24"
	DAMRow4: 2
	NameRow5: Chest Gatling Gun (60 pts)
	ClassRow5: Medium Calibre
	EquipRow5: M
	TagsRow5: <RQ>
	ShotsRow5: 1d6 of shots
	ACCRow5: 3+
	CRITRow5: 5+
	RangeRow5: 6" - 24"
	DAMRow5: 1
	DEXRow1: +0
	AttackRow1: 1
	AccuracyRow1: 4+
	AbilityRow1: Dual Wield
<Passive> (+Weapon pts)
	DescriptionRow1: This unit can dual-wield ranged weapons. These weapons must be matching and gain the <MT> tag. When attacking with these weapons, reroll any missed attacks. It can only reroll each missed attack one time; if an attack misses a second time, it still misses.
	AbilityRow2: Gundanium Alloy <Passive> (10 pts)
Acrobat <Passive> (30 pts)
	DescriptionRow2: This unit ignores the effects of the "Scout" ability and any abilities with the word "Sensor" in it.
See Magnetic Coating, Rulebook page 64.
	AbilityRow3: Self-Destruct System
<Active> (40 pts)
	DescriptionRow3: When this ability is used, this unit's "Integrity" is reduced to "0" and makes a roll on the "Destruction Chart."  Any units within 12" of this unit must roll one d6.  On a result of 6 the unit receives no damage to "Integrity"; on a result of 4 or 5 the unit takes 2 damage; on a result of 2 or 3 the unit takes 4 damage; and on a result of 1 the unit takes 6 damage.
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 180
Standard: 470
	Boost Length (in Inches [ " ]): 12"
	Movement Length (in Inches [ " ]): 6"
	Integrity Value: 8
	Armour Value: 4 (4 Defend Die) <3+>
	Shield Type: None
	Shield Bonus: None
	Close Combat Weapon Name: Fists (0 pts)
	CRITRow6: 6
	DAMRow6: 2
	Enter Unit Name: Gundam Heavyarms Kai (EW version)
	Enter Unit Faction: Gundam Pilots
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 


