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/Tallgeese Il (C) 0z r Head
Points Cost: Base: 210 bamage D
Movement Boost p
rm
10" 20" Shield Damage l:l:
Integrity Armour Type Shield Bonus
8 3 (3 Defend Die) <4+>|tignt20ps) |1 Defend Die (6)
WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
Dober Gun (50 pts) | High Calibre C <RQ><P> 1 3+ 5+ |24"-48"| 3
mage |||
Missile Pod (60 pts) | Explosive C poreg 2 4+ 5+ |12"-36"| 3 Damage
Torso
= Damage |:|
Close Combat Weapon DEX | Attack | Accuracy | CRIT | DAM Shield Integrity
Beam Sabre <P> (50 pts) +2 2 3+ 4+ 4
e R 011|2]|3|4]
Ability Description
Self-Destruct System | e s sbly s eed, s s ntary: o reduced o0 and ekes 1o on the Destucton chart: Ay s witn 12 of i
<Active> (40 pts) Fmustrol .0 of Znorfi?ttt:‘e unitttakes4damgge; a%d ton Iatregu}t)ldflthe unitlttaL:s 62;2139&“ kes 2 damage; " Morale
Super Verniers " "
<Passives (100 pts) See "Red Comet", Rulebook page 66. Steady
Wavering
Routed
Unit Integrity 9 10 11 12
5 6 7
Pilot Health
Healthy
5 6 7
Pilot Mind
Breaking Rattled Fine

Traits Modifications Current EXP
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