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Character Sheet

Name: Faction:
EXP | | | | | | | | | |
Rank |1 2 +trait | 3 4 +trait | 5 +mod | 6 +trait | 7+mod | 8+trait | 9+mod | 10+trait
Gundam Head Dark Army / Neo Japan r Head []
Points Cost: Base: 60 Damage
S Total: 300
Movement Boost )
rm
. pamage |||
/ / Shield e
Integrity Armour Type Shield Bonus
4 2 | (2 Defend Die) <5+>None| None
WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
Beam Cannons (70 pts) | Beam M <RS><P> 1 3+ 5+ |12"-42"| § i
€g
Damage l:l:
Torso
= Damage |:|
Close Combat Weapon DEX | Attack | Accuracy CRIT | DAM Shield Integrity
[M] Fangs <PS> (20 pts) +1 1 3+ 4+ 4
Ability Description 011]2]314]
Burrower Tllowing the Amibas rules. This Lk may n perorm s iy o the Same trn hat 1 Successtuly performed he esuling “Ambueh 1 acdion the s
<ACtiVe> (40 ptS) ability may not be used if its user is the sole (or single remaining) unit for that player on the battlefield. It may also not be used during a game with multiple teams.
Morale
Scout For each Unit with the Scout Ability in play, all enemy Ambush and Re-enforcement rolls are Steady
<Passive> (10 pts) made at -1. -
Wavering
Newly Generated i it i i
<Passives (100 pts) This Unit is always a new, undamaged Unit when deployed. Routed
Unit Integrity 9 10 11 12
5 6 7
Pilot Health
Healthy
-1 0 5 6 7
Pilot Mind
Breaking Rattled Fine

Modifications Current EXP




	NameRow1: Beam Cannons (70 pts)
	ClassRow1: Beam
	EquipRow1: M
	TagsRow1: <RS> <P>
	ShotsRow1: 1
	ACCRow1: 3+
	CRITRow1: 5+
	RangeRow1: 12" - 42"
	DAMRow1: 5
	NameRow2: 
	ClassRow2: 
	EquipRow2: 
	TagsRow2: 
	ShotsRow2: 
	ACCRow2: 
	CRITRow2: 
	RangeRow2: 
	DAMRow2: 
	NameRow3: 
	ClassRow3: 
	EquipRow3: 
	TagsRow3: 
	ShotsRow3: 
	ACCRow3: 
	CRITRow3: 
	RangeRow3: 
	DAMRow3: 
	NameRow4: 
	ClassRow4: 
	EquipRow4: 
	TagsRow4: 
	ShotsRow4: 
	ACCRow4: 
	CRITRow4: 
	RangeRow4: 
	DAMRow4: 
	NameRow5: 
	ClassRow5: 
	EquipRow5: 
	TagsRow5: 
	ShotsRow5: 
	ACCRow5: 
	CRITRow5: 
	RangeRow5: 
	DAMRow5: 
	DEXRow1: +1
	AttackRow1: 1
	AccuracyRow1: 3+
	AbilityRow1: Burrower
<Active> (40 pts)
	DescriptionRow1:  When this ability is used, the unit is immediately removed from the battlefield. This unit may now be held in reserve to be deployed again onto the battlefield, following the “Ambush” rules. This unit may not perform this ability on the same turn that it successfully performed the resulting “Ambush.” In addition, the this ability may not be used if its user is the sole (or single remaining) unit for that player on the battlefield. It may also not be used during a game with multiple teams.
	AbilityRow2: Scout
<Passive> (10 pts)
	DescriptionRow2: For each Unit with the Scout Ability in play, all enemy Ambush and Re-enforcement rolls are made at -1.
	AbilityRow3: Newly Generated
<Passive> (100 pts)
	DescriptionRow3: This Unit is always a new, undamaged Unit when deployed.
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 60
Total: 300
	Boost Length (in Inches [ " ]): /
	Movement Length (in Inches [ " ]): /
	Integrity Value: 4
	Armour Value: 2  |  (2 Defend Die) <5+>
	Shield Type: None
	Shield Bonus: None
	Close Combat Weapon Name: [M] Fangs <PS> (20 pts)
	CRITRow6: 4+
	DAMRow6: 4
	Enter Unit Name: Gundam Head
	Enter Unit Faction: Dark Army / Neo Japan
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 


