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
Death/Dark Army Death/Dark Army I DHe“d [ ]
Points Cost: Base: 110 amage
Movement Boost p
rm
5" 10" Shield Damage l:l:
Integrity Armour Type Shield Bonus
4 2 | (2 Defend Die) <5+>|None| None
WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
Club Beam Rifle (50 pts) | Beam C <RQ><p> 1 3+ 5 12" - 36" 3
mage |||
Death Rifle (50 pts)| Beam C <RS><P> 1 2+ 4+ |24"-48"| 4 Damage
Torso
= Damage |:|
Close Combat Weapon DEX | Attack | Accuracy CRIT | DAM Shield Integrity
[M] Spiked Knuckle <P> (40 pts) +3 2 4+ 6 4
Ability Description 011]2]314]
Death Army [Club Beam Rifle] This_Unit _ignores "M_orale", and if this Unit i_s within 6” of another Unin of the same name, add one die to th_e Un_it’s Attack Pool Whe_n
<Passive> (+20 ptS) attacking with the Designated Weapon (Maximum of up to two extra die.). This ability only takes effect if this unit does not have a pilot.
Morale
Gun Club [Club Beam Rifle] | If this unit has the Designated Weapon equipped when engaging in "Close Combat", this unit may elect to act as if Steady
<Passive> (+30 pts) already equipped with the following "Close Combat Weapon": [ Club Beam Rifle <PS>| +0 | 1 | 3+ | 5+ | 4 ]
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




	NameRow1: Club Beam Rifle (50 pts)
	ClassRow1: Beam
	EquipRow1: C
	TagsRow1: <RQ> <P>
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	ACCRow1: 3+
	CRITRow1: 5
	RangeRow1: 12" - 36"
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	AbilityRow1: Death Army [Club Beam Rifle]
<Passive> (+20 pts)
	DescriptionRow1: This Unit ignores "Morale", and if this Unit is within 6” of another Unit of the same name, add one die to the Unit’s Attack Pool when attacking with the Designated Weapon (Maximum of up to two extra die.).  This ability only takes effect if this unit does not have a pilot.
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<Passive> (+30 pts)
	DescriptionRow2: If this unit has the Designated Weapon equipped when engaging in "Close Combat", this unit may elect to act as if already equipped with the following "Close Combat Weapon": [   Club Beam Rifle <PS> |  +0  |  1  |  3+  |  5+  |  4  ]
	AbilityRow3: 
	DescriptionRow3: 
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 110
	Boost Length (in Inches [ " ]): 10"
	Movement Length (in Inches [ " ]): 5"
	Integrity Value: 4
	Armour Value: 2  |  (2 Defend Die) <5+>
	Shield Type: None
	Shield Bonus: None
	Close Combat Weapon Name: [M] Spiked Knuckle <P> (40 pts)
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	Enter Unit Name: Death/Dark Army
	Enter Unit Faction: Death/Dark Army
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