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
Catsith Capital Guard/Army r Head
Points Cost: 3110 Damage D
Movement Boost )
rm
5" 10" Shield Damage l:l:
Integrity Armour Type Shield Bonus
4 2 | (2 Defend Die) <5+ |vedunuops) | 2 Defend Die (5+)
WEAPONS
Name Class | Equip | Tags | Shots | ACC | CRIT | Range | DAM
Beam Rifle (50 pts) | Beam C <p> 1 3+ 5+ |12"-36" 3
mage |||
Missile Pod (70 pts) | Explosive C Pl 2 4+ 5+ |12"-36"| 3 Damage
icci i <RQ> <B> LI "
Leg Missiles (50 pts) | Explosive M 3 5+ 6 |6"-24 2 Torso D
= Damage
Close Combat Weapon DEX | Attack | Accuracy CRIT | DAM Shield Integrity
[M] Leg Beam Sabre <P> (30 pts) +2 1 3+ 4+ 4
Ability Description 011]2]314]
Minovsky Particle Interference | This unit must be within 12 inches of a "Commander" unit to receive any "Commander" benefits.
<Passive> (-10 pts)
Morale
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: Beam Rifle (50 pts)
	ClassRow1: Beam
	EquipRow1: C
	TagsRow1: <P>
	ShotsRow1: 1
	ACCRow1: 3+
	CRITRow1: 5+
	RangeRow1: 12" - 36"
	DAMRow1: 3
	NameRow2: Missile Pod (70 pts)
	ClassRow2: Explosive
	EquipRow2: C
	TagsRow2: <RQ>
<P> <B>
	ShotsRow2: 2
	ACCRow2: 4+
	CRITRow2: 5+
	RangeRow2: 12" - 36"
	DAMRow2: 3
	NameRow3: Leg Missiles (50 pts)
	ClassRow3: Explosive
	EquipRow3: M
	TagsRow3: <RQ> <B>
	ShotsRow3: 3
	ACCRow3: 5+
	CRITRow3: 6
	RangeRow3: 6" - 24"
	DAMRow3: 2
	NameRow4: 
	ClassRow4: 
	EquipRow4: 
	TagsRow4: 
	ShotsRow4: 
	ACCRow4: 
	CRITRow4: 
	RangeRow4: 
	DAMRow4: 
	NameRow5: 
	ClassRow5: 
	EquipRow5: 
	TagsRow5: 
	ShotsRow5: 
	ACCRow5: 
	CRITRow5: 
	RangeRow5: 
	DAMRow5: 
	DEXRow1: +2
	AttackRow1: 1
	AccuracyRow1: 3+
	AbilityRow1: Minovsky Particle Interference 
<Passive> (-10 pts)
	DescriptionRow1: This unit must be within 12 inches of a "Commander" unit to receive any "Commander" benefits.
	AbilityRow2: Flight Mode
<Active> (30+10+20 pts)
	DescriptionRow2: When this ability is Active, increase the base “Movement” of this unit to 10” and base “Boost” of this unit to 20”. This unit is now subject to the “Air Unit” special rule when not fighting in “Space.” In addition, increase the "Attack" value of the "Leg Beam Sabre" by 1.  This Ability must be re-activated each turn that the Unit is in Flight Mode.
	AbilityRow3: 
	DescriptionRow3: 
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 110
Standard: 280
	Boost Length (in Inches [ " ]): 10"
	Movement Length (in Inches [ " ]): 5"
	Integrity Value: 4
	Armour Value: 2  |  (2 Defend Die) <5+>
	Shield Type: Medium (40 pts)
	Shield Bonus: 2 Defend Die (5+)
	Close Combat Weapon Name: [M] Leg Beam Sabre <P> (30 pts)
	CRITRow6: 4+
	DAMRow6: 4
	Enter Unit Name: Catsith
	Enter Unit Faction: Capital Guard/Army
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 


