MOBILE SUIT

UNDAM,

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

Burning/God Gundam Neo Japan / Shuffle Alliance - Head D
Points Cost: Base: 260 Damage

Total: 600
mage |||
Damage

Movement Boost

10" 20" Shield

Integrity Armour Type Shield Bonus

12 4 (4 Defend Die) <3+>/None| None

WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM

Erupting Burning/God Finger (30 pts) Ultimate Technique M <B<>D<>P> 1 2+ 3+ Ou _ 12" 6

mage |||
Sekiha Tenkyoken (100 pts) HTyfcerfnmie M N 1 2+ 3+ (0"-48" 10 Damage

Torso |:|
= Damage

Vuclan Guns (10 pts) | Low Calibre M <PB> 3 5+ / o"-12" 1

Close Combat Weapon DEX | Attack | Accuracy CRIT | DAM Shield Integrity
Mobile Fighter Beam Sabre <P> (50 pts)| +2 3 2+ 3+ 4

il iah This unit is a mobile fighter. It may either choose to perform three (3) “Quick Actions” in their turn, or one (1) “Slow Action” + one (1) “Quick Action.” In addition, this unit may perform
MOb' e F'g ter a unique “Pursuit” Action once per turn, which is detailed below. Any "Ultimate Technique” class weapons can only be used once per battle. if using pilots, "Ultimate Technique" and
R "Technique" class weapons only used by a sufficiently ranked pilot who has taken the technique(s). Any "Close Combat Weapon" stat changes are already reflected in this sheet (+1
<Passive> (30 ptS) to "Attack”, -1 to "Accuracy" and "CRIT"). Morale
Pursuit “Pursuit” can only be chosen to be performed against a unit in “Close Combat” with this Mobile Fighter that “Falls Back.” “Pursuit” is a free Action that must be d
chosen either immediately or not at all when this situation occurs. When a “Pursuit” is performed, move the Mobile Fighter into “Close Combat Range” (6") of the Stea y
i - target unit and immediately perform the “Close Combat” encounter again as normal, with the addition of extra +1 to the “Attack” of the Mobile Fighter.
assive pts
Wavering
Panoramic COCkpit <Passive> (20 pts) When this unit is at an "Integrity” of 3 or less, this uﬁ:t‘?:rl:\epr;r:':ﬁ/eggtgs[:;(Jlf’/:il\r?;er‘:s[egla(jnh:s?‘wzvg;:2?‘”fB(;Aots[la“Ckal?(;e;\lrglr:‘;:‘r\)/I" and always has "Advantage"” in "Close Combat."
Hyper Mode <Passive> (100 pts) This ability can only be used if under the effects of "Hyper Mode.” Use a "Slow" action to perform a "Shoot" action with the "Sekiha Tenkyoken" weapon. This unit can no longer use Routed
Sekiha Tenkyoken <Active> (0 pts) the "Hyper Mode" ability and is reduced to 1 “integrity.” This ability may only be used once per battle. The "Sekiha Tenkyoken" weapon doesn't get "DAM" boost from "Hyper Mode."

Unit Integrity 9 10 11 12

5 6 7

Pilot Health

Healthy

-1 0 5 6 7

Pilot Mind

Breaking Rattled Fine

Traits Modifications Current EXP




	NameRow1: Erupting Burning/God Finger (30 pts)
	ClassRow1: Ultimate Technique
	EquipRow1: M
	TagsRow1: <D>
<B> <P>
	ShotsRow1: 1
	ACCRow1: 2+
	CRITRow1: 3+
	RangeRow1: 0" - 12"
	DAMRow1: 6
	NameRow2: Sekiha Tenkyoken (100 pts)
	ClassRow2: Hyper Mode Technique
	EquipRow2: M
	TagsRow2: <D>
<B> <P>
	ShotsRow2: 1
	ACCRow2: 2+
	CRITRow2: 3+
	RangeRow2: 0" - 48"
	DAMRow2: 10
	NameRow3: 
	ClassRow3: 
	EquipRow3: 
	TagsRow3: 
	ShotsRow3: 
	ACCRow3: 
	CRITRow3: 
	RangeRow3: 
	DAMRow3: 
	NameRow4: 
	ClassRow4: 
	EquipRow4: 
	TagsRow4: 
	ShotsRow4: 
	ACCRow4: 
	CRITRow4: 
	RangeRow4: 
	DAMRow4: 
	NameRow5: Vuclan Guns (10 pts)
	ClassRow5: Low Calibre
	EquipRow5: M
	TagsRow5: <PB>
	ShotsRow5: 3
	ACCRow5: 5+
	CRITRow5: /
	RangeRow5: 0" - 12"
	DAMRow5: 1
	DEXRow1: +2
	AttackRow1: 3
	AccuracyRow1: 2+
	AbilityRow1: Mobile Fighter
<Passive> (30 pts)
	DescriptionRow1: This unit is a mobile fighter.  It may either choose to perform three (3) “Quick Actions” in their turn, or one (1) “Slow Action” + one (1) “Quick Action.” In addition, this unit may perform a unique “Pursuit” Action once per turn, which is detailed below.  Any "Ultimate Technique" class weapons can only be used once per battle.  if using pilots, "Ultimate Technique" and "Technique" class weapons only used by a sufficiently ranked pilot who has taken the technique(s).  Any "Close Combat Weapon" stat changes are already reflected in this sheet (+1 to "Attack", -1 to "Accuracy" and "CRIT").
	AbilityRow2: Pursuit
<Passive> (- pts)
	DescriptionRow2: “Pursuit” can only be chosen to be performed against a unit in “Close Combat” with this Mobile Fighter that “Falls Back.” “Pursuit” is a free Action that must be chosen either immediately or not at all when this situation occurs.  When a “Pursuit” is performed, move the Mobile Fighter into “Close Combat Range” (6”) of the target unit and immediately perform the “Close Combat” encounter again as normal, with the addition of extra +1 to the “Attack” of the Mobile Fighter.
	AbilityRow3: Panoramic Cockpit <Passive> (20 pts)
Hyper Mode <Passive> (100 pts)
Sekiha Tenkyoken <Active> (0 pts)
	DescriptionRow3: Attackers targeting this unit do not gain a “Flanking” bonus (“Attack Die” reroll.)
When this unit is at an "Integrity" of 3 or less, this unit temporarily gets a 50% increase to base "Movement", "Boost", and all "DAM", and always has "Advantage" in "Close Combat."
This ability can only be used if under the effects of "Hyper Mode."  Use a "Slow" action to perform a "Shoot" action with the "Sekiha Tenkyoken" weapon.  This unit can no longer use the "Hyper Mode" ability and is reduced to 1 "integrity."  This ability may only be used once per battle.  The "Sekiha Tenkyoken" weapon doesn't get "DAM" boost from "Hyper Mode."
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 260
Total: 600
	Boost Length (in Inches [ " ]): 20"
	Movement Length (in Inches [ " ]): 10"
	Integrity Value: 12
	Armour Value: 4 (4 Defend Die) <3+>
	Shield Type: None
	Shield Bonus: None
	Close Combat Weapon Name: Mobile Fighter Beam Sabre <P> (50 pts)
	CRITRow6: 3+
	DAMRow6: 4
	Enter Unit Name: Burning/God Gundam
	Enter Unit Faction: Neo Japan / Shuffle Alliance
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 


