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	NameRow1: Beam Rifle (50 pts)
	ClassRow1: Beam
	EquipRow1: C
	TagsRow1: <P>
	ShotsRow1: 1
	ACCRow1: 3+
	CRITRow1: 5+
	RangeRow1: 12" - 36"
	DAMRow1: 3
	NameRow2: Head Vulcans (10 pts)
	ClassRow2: Low Calibre
	EquipRow2: M
	TagsRow2: <PB>
	ShotsRow2: 3
	ACCRow2: 5+
	CRITRow2: /
	RangeRow2: 0" - 12"
	DAMRow2: 1
	NameRow3: Skirt 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: 2
	AccuracyRow1: 3+
	AbilityRow1: Minovsky Particle Interference
<Passive> (-10 pts)
Panoramic Cockpit <Passive> (20 pts)
Extra Shield <Passive> (20 pts)
	DescriptionRow1: This unit must be within 12 inches of a "Commander" unit to receive any "Commander" benefits.  Attackers targeting this unit do not gain a “Flanking” bonus. 
When this unit performs a “Shield Break” to prevent a “Damage Chart” roll from a critical hit, do not remove this unit’s shield (the changing the “Shield Type” and “Shield Bonus” to None and removing of appropriate modifiers.) This ability can only be used once per battle.
	AbilityRow2: HiMAT Mode
<Active> (40 pts)
	DescriptionRow2: When this ability is active, this unit is now subject to the “Air Unit” special rule when not fighting in “Space”  and has the "VTOL" ability.  This Ability must be re-activated each turn that the Unit is in HiMAT Mode.
	AbilityRow3: Beam Wire
<Active> (+10 pts)
Beam Flayer <Passive> (+10 pts)
	DescriptionRow3: This ability is usable on an enemy single target within 12” of this unit. Roll a D6. On a result of 5+ the target has been disarmed and may not use their “Carried Weapons” during their next turn.
For each “Hit” of “6” this unit has in their “Attack Pool” in Close Combat, roll an extra die (to a maximum of 2 die) and add it to their “Attack Pool.”
	Enter Pilot Name: 
	Enter Chosen Faction: 
	Enter Points Cost: Base: 130
Standard: 300
	Boost Length (in Inches [ " ]): 14"
	Movement Length (in Inches [ " ]): 7"
	Integrity Value: 5
	Armour Value: 2  |  (2 Defend Die) <5+>
	Shield Type: Medium (40 pts)
	Shield Bonus: 2 Defend Die (5+)
	Close Combat Weapon Name: Beam Javelin <P> (50 pts)
	CRITRow6: 4+
	DAMRow6: 4
	Enter Unit Name: Montero
	Enter Unit Faction: Amerian Army
	List Pilot's Acquired Traits Here: 
	List Pilot's Acquired Mods Here: 
	Enter Unit Current EXP: 


