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HEAVY GEAR BLITZ




	nameInputA: 
	w2TopA: 
	combatGroupInputA: 
	perksInputA: 
	movement1CbtInputA: 
	movement1TopInputA: 
	movement1StopInputA: 
	movement1MinInputA: 
	movement1MaxInputA: 
	armorInputA: 
	basesInputA: 
	w1DamA: 
	w1RofA: 
	w1TraitsA: 
	w1StopA: 
	w1CbtA: 
	w1TopA: 
	w1NameA: 
	w2NameA: 
	w2DamA: 
	w2RofA: 
	w2TraitsA: 
	w2StopA: 
	w2CbtA: 
	movement2MinInputA: 
	movement2TopInputA: 
	movement2CbtInputA: 
	movement2StopInputA: 
	movement2MaxInputA: 
	movement1SelectA: 
	movement2SelectA: 
	w1PBRangeA: 
	w2XRangeA: 
	w1SRangeA: 
	w1MRangeA: 
	w1LRangeA: 
	w1XRangeA: 
	w2PBRangeA: 
	w2SRangeA: 
	w2MRangeA: 
	w2LRangeA: 
	nameInputB: 
	combatGroupInputB: 
	perksInputB: 
	w1NameB: 
	w2NameB: 
	w1PBRangeB: 
	w2PBRangeB: 
	w1SRangeB: 
	w2SRangeB: 
	w1MRangeB: 
	w2MRangeB: 
	w1LRangeB: 
	w2LRangeB: 
	w1XRangeB: 
	w2XRangeB: 
	w1DamB: 
	w2DamB: 
	w1RofB: 
	w2RofB: 
	w1TraitsB: 
	w2TraitsB: 
	w1StopB: 
	w2StopB: 
	w2CbtB: 
	w1CbtB: 
	w1TopB: 
	w2TopB: 
	movement2SelectB: 
	movement2MinInputB: 
	movement2MaxInputB: 
	movement2StopInputB: 
	movement2CbtInputB: 
	movement2TopInputB: 
	movement1TopInputB: 
	movement1CbtInputB: 
	movement1StopInputB: 
	movement1MaxInputB: 
	movement1MinInputB: 
	movement1SelectB: 
	basesInputB: 
	armorInputB: 


