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
Tallgeese Il (C) The Preventers _ I DHe"d []
Points Cost: Base: 260 amage
Movement Boost
image |||
. Damage
13" 26" Shield g
Integrity Armour Type Shield Bonus
10 3 (3 Defend Die) <4+>|wedun s | 2 Defend Die (5+)
WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
Mega Beam Cannon "Compact Mode" (50 pts) Beam C <P> 1 3+ 5+ 12" = 36" 3 L
e ||
Mega Beam Cannon "Beam Cannon Mode" (130 pts) Beam Alt- F”’e <;>REE> 1 2+ 4+ 18" - 48" 8 Damage
Vulcan Guns (10 pts) | Low Calibre <PB> + "_12"
(10 pts) M 3 S / 0"-12 1 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]
Self-Destruct System When this ability is used, this unit's "Integrit_y” is re_duced to 0" and m"akes a r?!l on the "Destruction Chart.j‘ Any units within.12” of this
<Active> (40 pts) O . O 8 o 3 he Uni akes 4 damage. and on a reaul of 1 the unit takes & camage. e o o o=l
Morale
Epyon System <Passive> (40 pts) Attackers targeting this unit do not gain a “Flanking” bonus (“Attack Die” reroll.) In addition, this unit has a sight and attack radius of 360 St d
Super Verniers <Passive> (100 pts) degrees. ea }’
See "Red Comet", Rulebook page 66. .
Wavering
Retractable Heat Rod This ability is usable on an enemy single target within 12" of this unit. Roll a D6. On a result of 5+ d
<Active> (10 pts) the target has been disarmed and may not use their “Carried Weapons” during their next turn. Route

Unit Integrity

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

Traits Modifications Current EXP




	NameRow1: Mega Beam Cannon "Compact Mode" (50 pts)
	ClassRow1: Beam
	EquipRow1: C
	TagsRow1: <P>
	ShotsRow1: 1
	ACCRow1: 3+
	CRITRow1: 5+
	RangeRow1: 12" - 36"
	DAMRow1: 3
	NameRow2: Mega Beam Cannon "Beam Cannon Mode" (130 pts)
	ClassRow2: Beam
	EquipRow2: Alt. Fire
	TagsRow2: <RS>
<P> <B>
	ShotsRow2: 1
	ACCRow2: 2+
	CRITRow2: 4+
	RangeRow2: 18" - 48"
	DAMRow2: 8
	NameRow3: Vulcan Guns (10 pts)
	ClassRow3: Low Calibre
	EquipRow3: M
	TagsRow3: <PB>
	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: +2
	AttackRow1: 2
	AccuracyRow1: 3+
	AbilityRow1: Self-Destruct System
<Active> (40 pts)
	DescriptionRow1: 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.
	AbilityRow2: Epyon System <Passive> (40 pts)
Super Verniers <Passive> (100 pts)
	DescriptionRow2: Attackers targeting this unit do not gain a “Flanking” bonus (“Attack Die” reroll.) In addition, this unit has a sight and attack radius of 360 degrees.
See "Red Comet", Rulebook page 66.
	AbilityRow3: Retractable Heat Rod
<Active> (10 pts)
	DescriptionRow3: This ability is usable on an enemy single target within 12” of this unit. Roll a D6. On a result of 5+ the target has been disarmed and may not use their “Carried Weapons” during their next turn.
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 260
	Boost Length (in Inches [ " ]): 26"
	Movement Length (in Inches [ " ]): 13"
	Integrity Value: 10
	Armour Value: 3 (3 Defend Die) <4+>
	Shield Type: Medium (40 pts)
	Shield Bonus: 2 Defend Die (5+)
	Close Combat Weapon Name: Beam Sabre <P> (50 pts)
	CRITRow6: 4+
	DAMRow6: 4
	Enter Unit Name: Tallgeese III (C)
	Enter Unit Faction: The Preventers
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 


