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Introduction
The Car Wan Comptndium is an JUcnlp!lo compile all the:

nllcs tll:!.l h3~'C been published for Car Wars ~iIlcc ilS release
ntarly 10 yc,',rs ~go. This book. incilldcs all the mles and equip
nJen( from Deluxe Car mus, the fitst four UI1~I~ Albtlrt's Cat·
a(oll, 3nd 1)1Itltrucl:. as well as vehicle :loll ch:uaclcr
lnfonrorioo fmm &at IVan nod 1t[""Mlle. This is illlcndcd to be
lIle definirh'C Car Hun mlcbool.

TIUs book is Ml a c~ete game; you ",ill ~ill need aDI:lI'
and counlcrtlo play. The: C~ntJium is inleudcd for tbe dedi·
cated player......ho alteady ha-~ rhl:..".C things and docsn't need 10
buy them agaill. Tf)'ou ate new to Cor ~~ar:r, JOlI should pullhis
book down and buy Dtluxe Car Wars inSIc:ill ... or else supple:
mcnltllis book .....illl 3n <:JCp,msion set. such:ls MwviJlt or Mlls
Jwpt Map,W1, which ll.ls game maps and vchiclccowllcJS..

Chronology
(Ar Wan is sa: 50 YClln; in the future. The "now" of the

(Af Wars warld nKWCS allcad as the real world docs. It WiL'> 2031
when the same \\';IS first publisbed. AS these words :ue written,
il is carly 2040. !l's a rough world ... (l.lld "Drive Offensively"
is hs mouo.

2000: Feder:!.1 g<wcmmcut lllOVes: to naliofulizc dwioo.Ling
s.Jppliesof oil3lld llatural gas produClion. LegiSblllrcs in Texas,
OOahorna and Loui~2IU. react by StttdillC, and move 10 nation
alize Ibesc resonra;:s thcmselycs. Pitched b31.tles: wllh fcrlcral
forces follow. resulling in the tIcsl:ruclion ufSCycral oilflCld silC$
on bolh sides of Ihe ncwly-w:abJi!l1Cd border.

2003: U.S. forees stopped in the lIt1ls of CClltral TCXilS, cnd
Ing bloody "Glilf or Rust" c:tnJpillgn. Rebel forces begin to
rCI",t:e IOSI territory.

2004: Tcxarkana Accords 3re signed, ending tile Second
Civil War. OkiahOD.J.a, Texas and Lollimll3 become tllrcc sepa
mc..sovcreignnations, referred to ilsthe Free Oil Stl.Ies.

2012: Grain blight brClks out in Neb~, spreading rap'
idly 10 neighboring arc.!I. A siruuh:wcous blight takt.l; mol: in
tlrc Ukraine. MWsalions Oy, charging deliberate biological
war, followed by nuclear warheads. 1'0 everyone's surprise.
satdlite defenses slap mOSt of the missiles. Meanwhile, the
world's slock of grains, excluding barley alld sc~me, bas bctn
de ....:tsutoo. Severe food shorlages spring lip aeross the globe.
The U.S. is in beltcr shOrt-lerm sbape IhJ.n n!OSl, since Ihe blight
.Ipp.1remly h.a.., no dfcel 011 foods whh ~n';lli~ in tlx:m.

2016: The Food Riots. "Fon.ress" IOwllS de-.'tIop. National
govcromelll fails 10 keep order lbroughout much 0( lhe U.S_

2018: Gangs rule most ollhe U.S. outside of Ihe forlres£
tQ\\o'ns. C(lUnll')' ~I cstal.C bccunICS worlhless: :I.lgae f:ml\s make
up losl food produclion.

2020: Many larllc eilies 10lally abandoned. Natioaal govCl1l.
mau regains auth~ily but enforccment decentralized. £CUllomy
weak bul stable. wilh food rationoo and ~mplO)'mcm at :37~.

2022: SUpt"CffiC Coun lkcisilJl decriminalizes mansb.nghler
in an:t1a games. "De:llh spom" t:u:Ofnt: popular. Television be
oon.:;:s n:ll.ion's number-tWO iooU5lty, just aflcr food prodoclion.

2023: "Crnzv Joc" Harshm111 wins fresno dCSlmcliofl
dcrb)< by J1lOunti~g :t surplus .SO-calihcr lI~ne glm in his
C!~\')'. TCllll "aulodueillns" first uscd by sportswlilcrs.

2024: Amudillo Anloduel Arerla opens on sil.e of formL:r
shopping mall in All<;lill, Texas.

2025: AlllotJuclling becomes most popular TV sport, Ctl,giflS
oul combat frxuhalland privatc wars. Eighl more allloduel art:
uas open In North America. TIle American Autooucf Associa
tion (A.....DA) is forUled.

2026: Vlah auloclucllislS form vlglbmcgrotip to counterBad
lapds cycle gangs. "ADA holds firsl ~lioned "National
Ctwnpiorl£lIip" in Austin. To:<lS. AADA also begins issuing:
are;l advisories and hclpiug duellistS org~iZIC against cycle gangs
and ocherh3urds, upsclllllSlocaJ police fo~.

2027: Police admit inabilily In deal with cJuellisl~amled

vehicles in higbway usc. Informal dm:[s increase ill llunr'bcrs,
2028: Many localities legalize vehicular weapocry of :t

"dL:feush<c ullture" - very !oo!i(;ly r.lcfincd. Duelling outside
cily lilllits now lCll;al in 14 STones aud Ioleralcd ill I:UOS( others.

2029: A variety of wcapons bcl:on'a available 3S "faclory
oplioos" on all U.S. I1\3kcs of cars and scveral impon:J:.

2030: St<ltistia show' 'sumh-and-grab" cycle 3ltd car glllgS
much reduced. Rllrnl !'tal estak: begins lO rise in value. Law·
curorcen~ offici:l1s credit vehicular weaponry of priv:r.te citi
Z1CflS, but nlOS! poinl out th:!.t "TIlL: langs lhal are Icft arc now
ocHer armed ltun we are , .. " Auloouelling now legal in 39
slales, as well ~ lbc Free Oil Slatcs.

2033: AUlooud QuUI1U{,. "The Journal uf the An~riClln

....llloducl As'locialion," is: first pllbllshcrL Allloonelling now
legal in all 47 Sf3lO in the U.S_, as well as Tu:u. Oklahoma,
Louisiana, most Canadian pJU\'inccs, Ihe Republic of Quebec.
Australia and J.texico.

2036: Cu-powered racing Wid duel1ing e\'"tnls begin to grow
in popularily.

2037: Pcoille livins Oil Ihe eOO5I~ begin to arm and armor
their bolts. Piracy rises cJram.alic:l.lly bllt drop!' again by Ihe Crtd
of Ihe year a.. more and IllOfC boals h.-we "lIcfell.<>ivc" luodifiea
lions added.

2038: AADA n:cognius OO:1rs anti other W3lercr:tfl events.

SystelTl Support
With o....er 200.000 copies of Cur Wars sold since Us 1981

relcuc, Ihc Game has :t llUgc base of pla)<cts. Ste''C Jacbion
Games provi(!es several different kinds of supporl for 111: world
of Cur Wurs. and we are ~lway"S illtcrcslw ill your sugGestions,

Nearly 50 diffcrcnl Car WaN suppJemenls have been pub.
lished. inclnding both "straiglu" rules m:ucrial and the ~ri
(an Rood Atlas tuUl Sun'iml at/ittt rolqJbying SCJtci. While
some SIIpplerrcnls arc OUt of print: nuny an: still lIvailable.
Oicck al your local hobby store.

AUIMUt!l Qu.amr!)' ~ the Cat Wall" magazine. IIa~
lour timts a year. If yuu cau't 8el it Oll your hobhy SlUrc, write
Steve J.lCkson Gamcs for sub:«:ription information.

Errola for ~r lVars products arc available free from Sl.cve
litCk!>oIl Games:; please curJosc a S1ampcd seif·3ddres.c;ctI cllvelrl]lC
wilh your request. tfyou 10C3.le new ernt3, please lei u.s tMWI

For coulluler users, 5J G:naes mns a bulletin board wi[II:l.1l
aeti\l: Car Wars discussion area. TIle lIuill~r Is 512-447-4449;
you cau log in at 300, 1200. or2400 baud.

The American Autoducl Association is 3Il iutcol3tion3l net
worlc. of official Car Wars clubs. Chock Al#odlll!! QlIlJNl!rI)' for il
list of existing dl3p1ers )'I1U (anjoln. ami informatinll 011 sl.arting
0I1e ofyolJr own. TIIC "ADA h(l.'\ IwO yearly Work! Champioll
sbip e\'ctUs: duelling, with tlte fmals at Origins. and rncing, wilh
the finals at GenCon. AllY AADA mcmber un ClltCl",
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{)pIlons: Remove lny or.1I flamelhrowers and replace with
MGs.. E.1.ch FT rcpl3Coo by:m MG saVC!i eoough weight 10 allow
an extr:a. 30 poinlS ofam'Or, For each IT replaced by an MG and
JOlXlintsofamlOr, theoo!:t goes up by$1 ,350. One tearFT may
be replaced by a minedroppcr and 30 points of armor, at an e.ttra
COSIo( $850.

Explanation: Car sac is giveo firSI; then chassis, Sl"tSpell
sion, 1Xl'oVCT planl and lires. NUl, lhe nUlnber of pcopk Ihe C2J'

can hold is specified. Then weapons are listod, widl the posilion
in which each is MOUfiled. Next is lhe number of armorpoinl5 00
each oi the \'Chic1e's six sides: Fronl, Righi, Lcfl, B3ck, Top
and Underbody, Accessories arc listed lasr.. Acceleration is ex
p1ainod in Chapler 2; handling class illccls maneuverability,
and is also e:lplaincd in Chapta' 2. Weighl is a vehicle's lotal
weighl with all seats fill~ and a full lood of ammunition. Tht:
prier: is Ihe vehicle's "SIickcr cOOl:' amJ inclndes a fuJI k,}ad of
anmmnilion. Oplions are changes a piayer can lIlille in it car
without spcci.:ll refcJ'Cllcc 10 the Car Design SOClion; they'vc
tllready been checked. If no price diffcrenlw is Biven, 311 option
does not change a car's cost. NOIe thai some changes (C.Il.,
targeting computers, diffefCtll suspensions) affOCI only a ar's
price - nOl ils weigbl or available space. - and lIIay be added 10
any "'ebick by p;3ying Ihe cost. shown Oil the Accessories shea,
wilhout other calculations.

Aftcr a ear is sclocloo, make up a n:cord sheel for if as shown
below. The record sheet will show all)' modifications, OptiOli$,
ammunition remaining, d30lagc taken, CIC., in a pictorial
fushioo.

1be sample record 5hca below shows a Hotshot (5tock, no
oplioos) afler a brief comlnt. All the armor 00 the li,gln side bas
been dcsllOyed, iUld the light FT bas taken 1 hit of danl3.(lc. The
right frOnllirc has laken 3 hilS, and Ihe (ronl :Irmor tw l»:eD 4
hits, There is no Ofher datn;lge. TIle front MGs nave fired drree
tin~ each, and the rigill FT has fired Iwice (shown by Ially
n.J3rks). The driver h:\S no bOOy amIor, SO he c:m take ooly 3 hits
- therefore he is shown witlt only three damage boxes.

L'·tO

u~ 10

StJJnpfe Sptdfito.tjons
BOLShoi: Luxury, ~-lIVY. chassis, h\')'. suspension, super

power plaru. 4 pllnCture-rtSIstall! tires, driver, 2 MGs lin"cd
from, 2 Frs linked bn, I FT righl, I FT left, Armor F20,
RIO, LlO, H2O, TIO, UIO. Fire: exl. Aw~L 5, top spct:xll00,
He 3; 6.600. $14.600.

Beginning the Game
To ~1.a" playing tAr Wars:
(a) Lay 0111 your road sections, spread oul ODe of the maps.

Of draw up a DIal' of your own.
(b) Select your veblcles. Make a record sheet for each car

.uJd pick a counter 10 reprCSCO( it
(c) Roll (orC3cb dri"er's rene:\cs (see HaM/hzt Cfan, p, B),

Reflexes of ch:uaclers olher Ibn dovcll do DOl coont in this
g;lme.

(d) Place all vehicles in Sl::miug pn<;ition - and go!

Veilic/e Selectiml
The "SIock car shupping list" (::lee CI'ilPCCr 1S, Sumple VdJ

de:!) gh'l:S specifications and prices for a number of sWJ.dard
vehicles. Several "options" (tradcoffs, with or withOut differ
ences in ~'t) are Iis«cd for each vehicle. All vehicles have been
worked oul according to the \'ehicle construction rules (see
Chapler 5, Car JRslgn). Vehicle design is comple~. You wil\
~tlO use "stock" can; Ihc first few limes you plrry.

Layillg Out Ille Game IJoanI
For highw:lY sccnarios, pl~e two or Ihrec rood sections end

10 ef1d. When the Cllrs ~:l.vC one end of thc map, pick up the
SlX:tioo OIl tlM:: olher end and pili illn front of Ihem so they don'!

RIll Out of fotld.
For cil)l ooll1es, many differenr Cnr Wars m,l.ps arc avail

able. For other fixed·area scenarios (like arenas, parking lOiS or
ohstacle course!», draw lhe whole layout on V4" graph paper
and taflC il to the table, Such a layout should show road~, curbs,
debris, ctC., and lhe nature of off-road lerraln (shoulders, ~ide

walks, building!', etc.). This will 00 important when cars leave
the road (soo Off-Rood Du~llinc. pp. 8-9).

Car Wars~ 6-sidcd dice ouly. TIIe5e rules u~ abbrcvia·
tioos 10 indkate what dice are 10 be mUccI. For i~:mce, "2d"
n'Uf\S "2 dice..• "2d-1" means . 'roll 2 dice and subtract I front
d'IC result." "3<1+2" means "roll 3 dkcand a.dd2." And soon.

Some weapons do •'1I.zd'· of dmuge. or iL ·'bili-die. ,. TIns
means to roll olle die md divide the rcsuh by 2, tOWldiJIg up.

Dice

In oHler to play au Wars. you will need a rules set (such as
Ihis book); gn.mc maps and counters (from Dtlla~ Car H'.aFS', or
My of a number of cll;pansion sets): 5Cvcr.J.I 6-sidcd dice; pencil
and paper; and a r:tble biS enougb to play 00.

The game can be played solo, but is wore (uo with an 0ppo

nent It is IlrObolbly bcSI with 4 10 6 players. A game wilh over S
pl1yers can take a very kin; lime.



2. Movement
The Movement Chart Speed I 2 3 4 5 Ram

The road sections and maps used in Car Wan are marked
0 0
5 VI Id-4with a square grid to control movement. The scale is VI80; one 10 I Id-2

inch equals 15 feel. The heavy lines are 1" (15 feet) apart. The 15 I VI ld-I
light lines are V4" (3.75 feet) apart. Each rum represents one 20 1 Id
second. Each tum is divided into five "phases" of Vs second

25 I I VI Idcacho
30 I I 1 Id

A vehicle's speed determines both how many times it will 35 I VI I 1 2d
move eacb tum and when it will move, as shown OD the Move- 40 I I I I 3d
mcm Chart 10 me right. There are five "phases" during each 45 I 1 I VI I 4d
tum. During each phase, vehicles of certain speeds may move.

50 I 1 I 1 1 5d
For instance, vehicles going 30 mph will move I" during phases

55 lV1 I I I I 6<11, 3 and 5, as shown by the "t"s on the chart. 60 2 I I I I 7d
Ifa car is moving at an "even" speed (10, 20, 30 mph, etc.) 65 2 1 lV1 I 1 8d

below 60 mph, then all its moves will be "ordinary" 1" moves 70 2 I 2 1 I 9d
during which it may maneuver. These are shown by a "1" on

75 2 1 2 1 IVI IOd
the chart.

80 2 I 2 I 2 lidIf a vchicle is moving at an "odd" speed (5, 15,25 mph, 85 2 IVI 2 I 2 12d
etc.), then ooe of its moves each tum will be a "half-move." 90 2 2 2 I 2 13d
The vehicle must move straight ahead J.,i", and cannot maneu- 95 2 2 2 IVI 2 14<1
vcr. (Exceptio,.: See Pivot, p. 8.) Trucks moving at uneven

100 2 2 2 2 2 15dspeeds will make "quarter-moves" at some speeds; see below.
105 2V1 2 2 2 2 16d

Vehicles traveling in excess of 50 mph will move more than 110 3 2 2 2 2 17d
I" inch in some phases. In the phases marked by a "2" on the 115 3 2 2V1 2 2 18d
Movement Chart, a vehicle must move 2". A vehicle traveling 120 3 2 3 2 2 19d
at an "odd" speed greater than 50 (55,65,75 mph, etc.) must

125 3 2 3 2 2V1 20d
make a half-move during the phase indicated by a "112," in 130 3 2 3 2 3 21d
addition to its other movement during that phase. 135 3 2V1 3 2 3 22d

140 3 3 3 2 3 23d
Straight-line Movement 145 3 3 3 2V1 3 24<1

The basic move in Car WaN is a straight line - usually I". 150 3 3 3 3 3 25d
Since the maps are gridded, it is easiest to figure movement 155 3V1 3 3 3 3 26<1
when the cars travel in straight N-S or E-W lines. However, a 160 4 3 3 3 3 27d
vehicle's straight-line movement can be calculated precisely, 165 4 3 3V1 3 3 28d
even if it is moving at an angle to the grid lines. This is because 170 4 3 4 3 3 29d
each car counler is exactly 1" long (the distance normally 175 4 3 4 3 3V1 30d
moved in one phase), while each cycle counter is J.,i" long. By 180 4 3 4 3 4 31d
setting one counter in front of another, you can determine where 185 4 3V1 4 3 4 32d
each vehicle will go on a straight course - even if the vehicle 190 4 4 4 3 4 33d
isn't following N-S or E-W lines. A mler, or the Turning Key 195 4 4 4 3V1 4 34d
(see p. 7), can also be used to keep a car going straight. 200 4 4 4 4 4 35d

205 4V1 4 4 4 4 36d

Maneuvers and Speed Changes 210 5 4 4 4 4 37d
215 5 4 4V1 4 4 38d

A vehicle may only make one maneuver per phase. A maneu-
220 5 4 5 4 4 39d

ver (see p. 6) replaces I" of ordinary forward movement. If a
225 5 4 5 4 4V1 40dvehicle is moving at more than 1" per phase, the owner deter-

mines during which I" move (if any) it will take its maneuver. 230 5 4 5 4 5 41d
235 5 4V1 5 4 5 42dOnce per tum, at the beginning of a phase, a vehicle may
240 5 5 5 4 5 43d

either accelerate or decelerate any amount up to its maximum. 245 5 5 5 4V1 5 44d
This is done before any movement is made; the speed change is

250 5 5 5 5 5 45dimmediate. Any control rolls are made before movement as
well; all Crash Table results are handled in this phase. 255 5V1 5 5 5 5 46<1

260 6 5 5 5 5 47d
265 6 5 5V1 5 5 48d

Using the Movement Chart 270 6 5 6 5 5 49d
The referee should have a copy of the Movement Chart and 275 6 5 6 5 5V1 50d

a control marker representing each vehicle. This control marker 280 6 5 6 5 6 51d
is placed along the edge of the Movement Chart, at the number 285 6 5V1 6 5 6 52d
representing the vehicle's speed, and moved whenever the vehi- 290 6 6 6 5 6 53d
cle changes speeds. A marker is then placed at the top of the 2)15- 6 6 6 5V1 6 54<1
chart at Phase 1 and moved along. When a mark appears in the 300 6 6 6 6 6 55d

Movement -4-



row for [l vehlete's speed, that vehicle moves in that ph<LSC, The
referc¢ keeps lrack ofth!s, calling Ol1llhe moves: Le., "PII.:ISC
1. Ca( 12 IUOves. lhen 6, then 10. to

If a vehicle is moving llt Illl uneven speed (e.g., 12.5 mph),
illl comrolmarkcr is pUI bctwccu the brnckelinc speeds. " rTIQ\'¢S

011 Ihe linc below ii, bUl b'0C5 ouly W' i.u the half-move phase,
Oflell, velucles: of differeDI speeds will move during Ihe

SlImc pIt:ISC. For instance, aU cars ICavelio& 45 n~h or f.t$rcr will
mo~'e in Pba.IiC 4. When vchicles move during !he sallie phase,
lhe faslcrone Jmvcs first. For\'chiclesttave]ing the same speed,
Ibe one whose dri\'Cr hu the flSler rcllcxes (see H(lfldlillg Oms,
p. S) may dlOC)SC when he .....anls 10 wo~'e.

When \'<:hkles are mavin! at high spc<:ds in close quarters,
II may bcdes:il'3ble to move the cars in alternating I" iocR:l!JtIJts
during eaeh phase, until th31 phasc'slDovemenl is done. Keep in
mind dur: C3Ch "chick: is srilllimilcd loone nWlCIl\"cr per ph1St.

A vehlde muS! move when the MovcmclU Chart tells il la,
and may never mo~'e at ilIJJ Olber lime.

Acceleration
and Deceleration

AI Ihe bcSinning of eacb phase. any vehicle th.'u: ha$ not
aecclenued or deceleraled during pre\;()I..1$ phasr.:s Qf the Inm
nu.y e]L3I.llc spttds. A vetlkle D)"ly only change speeds oncc per
1=.

Atx:duarjon: A \'chicle's maximum acceleration is deter
mined when it is buill; sec p. 55. Accckratioo is 001 a nil4lrd
Wlless Rocket BOOSlerg (p. 91) arc used.

D«:rI.t!rQliIJrl: Any vehicle can docdenlc up 10 10 mph each
tum wilhoUI d:lnger. Grealer dcccJcr:l.lion is possible, bUI risL.-y
(Heavy DUlY UI'3kcs help). If colltrol of a ve:hicle is lost due tu
rapid dculefil[ion, mil on Crash Tablc I 10 dClcrrninc effects.

D~,:dC'N,i(l#l vi 15 "'Ph: DitTkulty I (DI) manCU\'"r..r (stt
Muneuwn, p. 6).

fhalrf'Cfion ofUJ mph: 02 maueu"cr.
D~leNJli(H1 of'ZS mph: 03 maneuver.
D«elrratiQfl of30 mph: 0$ maneuver,
D~cf!lertl(i()/l ()fJj "'ph: 01 mancuver, and ca~h lire lakes 2

hits of danl,lgt (see Recoullng Dl1mtJC.t!, p. 30).
Dect!{tmfion of 40 /?If'),: D9 n"meuver, and etch lire liikes

td damage.
DeCt!{".wion of 45 '"1''': 0 II maneuv~t, and cach lire takes

Id+3 damage.
Dccc1cr.uion of more dum 45 mph in. one 111m is impossible

whho'llt special de..,ices. COlllllllle the p:ltlem for prO!lr~iOll of
difflclll1y rallngs.

Handling Class
F.ach vehicle Iut" a Jwrrd/ing cl(~y \llhicb determines how

lIune:uvCr:lble il is. The higher tIlt: handling class, Ihe easier il is
for lhe driver (0 keep conlrol. A vchiclc's basic handling class is
dclermincd by ilssuspcnsion (seep. 51).

Handling class is n)()difled a..o; follows:
RC'fle.tC'J: AllY vehicle drh-cn by a character with very good

reflexes willll3ve an improvctl harn.lling class. AI tlle beginning
of each combal, every driver 0{ a \'Chicle rolls I die. Tllis is
caJled iii "flex roll. A S or <16 inllicaICSCll:ctptioi\M reneltes. On
a 5, the HC of me vchicle is rai$Cd by I fOf the duration of Ihe
COIlJb.n; 011 a 6 (or hicher), Ihe HC goes: up by 2.

5«il/: Tllc rcfIcx roll can be modified by the skill of lhe
chaI3Cler dnvmg the vehicle (sec Dn,",~r, p. 40). A Ori"er +2,
for e.tiltupk, would gct to add 2 10 thc die roll. TIlt Cyclist skill
is used ..'hcnllriving a 1l1Ol0f(,.'YcJc. The Truckcr skill is used for

drivinc a lto-wboellruck, big rig or bus. HelieOfJl-cr Pilot. still
is used for nyine a hellcoplcr. Bo:u Pilot is used when piloting
a boot. Hover Pilot Is u5lOO lQ fly ;a huvcrera.f1. Ancmpling 10
drive a ~eh.ic1e ..ilhoullhe PR;.l(ICT skill rcsull'> in aperwlf)'IO Ille
ha.o.dliot: cWs (see spec:ifK: sJ,.ill descriptilXlS). A bc.lit:or-.cr l:alJ.

DOl be flown 11 all wilhout HeHcoplcr Pilot skill.
LQSI rirn or ....~el.': Not only is mllg a lire a hazard (see

bdow), but it affects the vehicle's handling dau pcmune:nlly.
All danlagc done to tires by llIi1:ne~lvers, debris. ObS!;lclt.5,
spikes, nUues, cue:my gunfire, Cle., is assessed againS! thc d2m
age: poilUS of the tire. If the flll"t damage that destroys the tire
comes frUlu miCCli, grenallcs or coenw gunfire. then lbe entire
'Mohu/ is considered losl.

All)' vchidc that loses all its 'M-Auls in one posilion (nsu.ally
JUS[ one wheel, but o\'Cl'Sized vehicles can have (WoO or four) bas
ils tiC redllccd by 3 pcmulIcmly, surling on the next tum. If
only Ihe (jr~(z) are lost, He (bops by only 2, This loss will affcCl
Iht;nunlbcrof poillts recovercd cadi lum 011 Ihe Handling Tr",t.

AllY vehicle: dJ:l1 IOS1CS wllocls 011 ""I,J comers (or any Irike or
cycle dJ:l1 &uses one .....llccl) goes 10 Crash Table I. It e:m no
longer steer, accclcr.lle or brake. II must docelera.le by )0 mph
t:leh tunl.

The Handling Track
Each vehicle rccord sheet includes a Handling Traek. A

counter Is placed on lhe HanlllillH Traek 10 show thc "chicle's
current Ilahd/lng srarus. This is a me.a'>lLI'e of how "in control"
tIle vehicle is:u (1131 11U)T1IClII.

AI {lie beglilninS of lhc garne, c.ach "handling" CQWlter
SliltlS at Ihal vehicle's halldling c13ss, as modified by the drivcr's
rcne1l:es. Each 1I'1.1n(;IIvcr or hu..ard eauscs lhe marker to mQ~'e

clown. And Mel! tim~ tllC 11L1d:er moves down., lhe player IIlUSI
roll on tIle Conuol Table (.sec bcll,lw) LO sec if he loses conlrol,
If he lo~s comral, he will h:l.VC 10 roll on one of [he Crash
Tables (see p, 10),

Thus,fr('qlle'1I' maneuvers, as milch as aIrt'tfl.t!oncs,le.ad 10
dan~r.

Regail1lng Halldling S/aIlL'O
Each vchicle's Il3ndling Slalus is adjusled upward:tl the end

of deh lum - 111.:l1 is, alice per seconll. nlis simulales tll¢
driver's abilily 10 regain control of a vchide over lime, Mo\'C
(he handlins counter upward by a nllmbcr of boxc:£ cqu:l.llo the
modified Handling Class of the \'chicle (as givclI by suspension
type - see p. 51) plus Ihe boDWCS or penalties li~ed above.
Thus, 3. \'Chicle wilh Handlin£ Class 2 and a Driver + I would
re:gain 3 JlOints of halllliing stalus allheend of eath !Urn.

Each \'chide will al....ays recover at least I poim on lhc
Handling Tn.ek al dv:: end of each IunL Ho"",-cr, a \ebicle's
handling $I:1tw eal.ll)C\'Cf be adjusted abO't'C its sUrting handling
class, as Illodified for Ille driver's skill and reflexes..
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Control Table
7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6 Modifrer

5-10 safe safe safe safe safe safe safe safe safe safe safe safe safe 2 -3
15-20 safe safe safe safe safe safe safe safe safe safe safe safe 2 3 -2
25·30 safe safe safe safe safe safe .safe safe safe safe safe safe 2 4 -1
35~40 safe safe safe safe safe safe safe safe safe safe safe 2 3 4 +0
45-50 safe safe safe safe safe safe safe safe ssafe safe 2 3 4 5 +1
55-60 safe safe safe safe safe safe safe safe safe 2 3 4 4 5 +1
65·70 safe safe safe safe safe safe safe safe safe 2 3 4 5 6 +2
75-80 safe safe safe safe safe safe safe safe safe 3 4 5 5 6 +2
85-90 safe safe safe safe safe safe safe safe 2 3 5 5 6 XX +2
95-100 safe safe safe safe safe safe safe safe 2 4 5 6 6 XX +3
105-110 safe safe safe safe safe safe safe safe 3 4 6 6 XX XX +3
115-120 safe safe safe safe safe safe safe 2 3 5 6 XX XX XX +3
125-130 safe safe safe safe safe safe safe 2 4 5 6 XX XX XX +4
135-140 safe safe safe safe safe safe safe 3 4 6 XX XX xx XX +4
145-150 safe safe ,afe safe safe safe 2 3 5 6 XX XX XX XX +4
155-160 safe safe safe safe safe safe 2 4 5 6 XX XX xx XX +5
165-170 safe safe safe safe safe safe 3 4 6 XX XX xx xx xx +5
175-180 safe safe safe safe safe 2 3 5 6 XX XX xx xx XX +5
185-190 safe safe safe safe safe 2 4 5 6 XX XX xx xx XX +6
195-200 safe safe safe safe safe 3 4 6 XX XX xx xx XX XX +6
205-210 safe safe safe safe 2 3 5 6 XX XX xx xx xx XX +6
215-220 safe safe safe safe 2 4 5 6 XX XX xx xx xx XX +7
225-230 safe safe safe safe 3 4 6 XX XX xx xx xx xx XX +7
235+240 safe safe safe 2 3 5 6 XX XX xx xx xx xx XX +7
245-250 safe safe safe 2 4 5 6 XX XX xx xx xx xx XX +8
255-260 safe safe 2 3 4 6 XX XX xx xx xx xx xx XX +8
265-270 safe safe 2 3 5 6 XX XX xx xx xx xx xx XX +8
275-280 safe 2 3 4 5 6 XX XX xx xx xx xx xx XX +9
285-290 safe 2 3 4 6 XX XX xx xx xx xx xx xx XX +9
295-300 safe 3 4 5 6 XX XX xx xx xx xx xx xx XX +9

7 6 5 4 3 2 1 0 -J -2 -3 -4 -5 -6

The Control Table The second maneuver is a "sleep drift," which is 03. Sub-

Whenever a vehicle makes a maneuver or undergoes ahazard
rracting 3 from handling status moves it to ·2. The table shows
that a control roll is required; the player musl roll a 2 or beller.

Ihal moves its handling marker downward, acontrol roll may be The third maneuver is another drift - Dl again. Subtract
necessary. Refer 10 the Control Table (p. 6). Cross-index the one more frOIll handling status and roll again; this time a roll of
handling status of your vehicle with its current speed. Handling 3 or beller is needed.
status cannot get worse than ·6, hut a vehicle at -6 must still roll
on the Control Table for each new maneuver or hazard.

ManeuversThe table will give one of three results: "Safe," "XX," or
a number.

"Safe" means the vehicle is still safe; no roll is necessary. Any change of vehicle direction is called a maneuver. Each

"XX" means a loss of control is Imavoidab1c. Go directly to maneuver has a Difficufty Class, expressed as DI for Difficulty

the appropriate Crash Table. Crash Table I is used for maneu- I, and so Oil. The more difficult a maneuver, the llIore it will

vcrs; Crash Table 2 is for hazards; Crash Tables 3 through 6 are reduce the vehicle's handling status, and the more likely the
for special types of vehicle. vehicle will skid, flip, ele. ManCllvers allow speed are easy. As

If the table shows a number, it means that the driver may be speed goes up, the danger increases.

able to keep control. Roll I die; this is called a control roll. If Any time vehicle weapons arc fired on the same phase as a

you roll the number shown or higher, you keep control of the maneuver, the 0 value of the maneuver is subtracted from the

car. If you roll lower, you lose control; go to the appropriate to-hit roll.

Crash Table. Figures I through 7 show basic maneuvers. Where no scpa-

Crash Modifier: The last column on the Control Table is the rate cycle diagram is shown, usc the same diagrams, with the
"modifier" column. If you lose control of a vehicle for any square cycle counter in place of the front half of the car.
reason, and go to the Crash Table, refer to this column to gel the
Crash Modifier for your speed. The Crash Modifier will be Bend
added to your Crash Table roll. Low speeds have a negative The vehicle moves I" forward, and then angles to one side,
Crash Modifier; high speeds arc much more dangerous and have keeping one rear comer in the same place. Figure I shows bends
a posilive Crash Modifier. from ISO to 7S o. A 900 bend, of course, is a right-angle rum.

Example: During one tum, a car traveling 60 mph auemprs Bends arc a Dl maneuver for every ISO of the bend, as
three maneuvers. Irs handling class is 2, so the marker Slans at shown below. See Figures 2b and 2c for examples of bends
2. The first maneuver is a "drift" (Difficulty I, or 0 I). Subtract perfonnxl with a Turning Key.
I from handling status, moving the marker to I. Cross-indexing Up to ISo_OI
60 mph and status I, we see that no roll is required for control. 16 to 300

- 02
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Drift
The vehicle moves I" forward and 141" (or less) to either side,

while facing the same direction. This is a DI maneuver. A vehicle
can also do a Steep Drift, moving I" forward and between V4"
and 1/.1:" to one side. This is a 03 maneuver. See Figure 3.

Figure 2a shows a drift performed with a Turning Key.

Swerve
The swerve is a 141" drift, followed by an angle tum as for a

bend, all in the same phase. The bend must be in the opposite
direction from the drift. A swerve has the difficulty of the equiv
alent bend, plus I. The drift must be performed before the bend.

Figure 4 shows a swerve made up of a drift to the right
followed by a 30° bend to the left.

Controlled Skid
To perform a controlled skid, make any bend or swerve in

the regular manller, alld then immediately declare how far you
wish to skid. Assess the difficulty of the combined maneuver
(sec below) and make a control roll if necessary.

If control is maintained, perform thc skid on your nat
movc. Start by "skidding" for the chosen distance: without
changing the direction in which the car is going, move it in the
direction it was traveling Mfore the original maneuver. If the
skid was less than I", move the rest of the inch straight ahead.
For example, on a l/4" skid, you would skid for 3/4", thcll move
V4" straight ahead. See Figure 5.

Deliberate skids inerease the difficulty of the bend or swerve
that begins the skid. They also cause weapons-fire mcx:Iificrs,
slow down the vehicle and can damage its tires.

V." skid - Adds +Olto the difficulty ofthebcndorswcrve,
-I to aimed weapons fire, no deceleration, no tire damage.

11.1:" skid - +D2 difficulty, -3 to aimed weapons fire,·5
mph deceleration, no tire damage.

:V." skid - +03 difficulty, -6 to aimed weapons fire, -5
mph deceleration, 1 point damage to each tire.

I" skid - + D4 difficulty. aimed weapons fire prohibited
for the rest of the tum, -10 mph deceleration, 2 points damage 10
each tire.

The tire damage is applied immediately after the skid. Han
dling elass is reduced and a control roll is made (if necessary)

after thc mancuver bur before the skid. Any deceleration is
applied at the beginning of the next phase.

The weapons-firc modifiers arc lower on this ehart because
this is a controlled (instead of uncontrolled) skid.

Boo/legger Reverse
This is a special maneuver - the old moonshiner's trick of

using a controlled skid to reverse direction. Police departments
call itlhe "J-tum." It works, but it's dangerous.

To attempt a bootlegger reverse, a vehicle Illllst start the tum

Flgu.... 2 - Turning Key
All maneuvers and Crash Tablc results can usc the turn

ing kryshown here. To make a maneuver, place the key next
to the counter at the point that corresponds to the dcsired
maneuvcr. Then move the vehicle along the edge of the
turning key. Pictorial examples of aU maneuvers and Crash
Table results are shown below.

The turning key makes it possible to play on a gridless
map, allowing play in any scale (toy cars, 1/.1:. scale models,
100% scale). All you need is a properly scaled turning key.
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at between 20 and 35 mph. It can', slow to 35 and then try a
reverse, all in one tum.

Figure 6 shows the bootlegger reverse. On the phase that a
vehicle starts Ihe reverse, it skids from A to B. This is a 01
maneuver, and docs 1 point of damage to each tire. lfthe vehicle
makes its Control Roll, it will automatically go 10 C on its next
movement phase, and Slop (speed goes to 0), facing lhe way it
came. Properly executed on a road, the J-tum leaves you in the
correct lane for your new direction!

lfit goes out ofcontrol andlor loses a tire, it will roll or skid
sideways next phase, in the direction shown by the heavy arrow,
and will lose speed only as dictated by the roll or skid result.

Gneca vehicle begins a J-rum, it cannot fire aimed weapons
until it slaps moving (the occupams arc too busy). Weapons on
automatic (see Automatic Fire. p. 32) will still fire. Cycles and
oversized vehicles cannot try this maneuver. No oilier maneu
vers (skids, swcrves, ctc.) can be combined wiili a boolieggcr.

II I 1 I I
7~ Flgu.... S-

~~~ a ..ndand
,./ Cont..oll..d

(0 Skid, Q 1 I I I I
- From the original position
~ (A),ihe=exccut<:s.4S"bcnd

to reach B. The driver announces
8 ~ thathewantstomakea:V4"con-

< 0: trolled skid; if necessary, he
"" 'll r makes a control roll. This ends

the first phase of movement.
On his nat phase, assuming

- Ir=:' I- the control roll succeeded, he skids :Y4" to
C. He is moving in his original direction,

- A· while keeping the car pointed in his new di-

- 0 rcction. After the skid ends, he moves his
remai?ing V4" straight ,ahead 10 O. ,

1 I I r I I

cle moving at 5 mph. To pivot, a vehicle (a) moves V4" in a
straighl line, and (b) keeps one rear comer fixed al the same
point, while pivoting about Ihat corner any amount in any direc
tion. This is a DO maneuver, due 10 the low speed. A vehicle
traveling 5 mph may choose between lIlis maneuver and lIle
normal lI.z" half-move in a straight line.

Evening-Old
After coming out of a maneuver panllel to the grid lines, a

counter may be moved a fraction of a square in any direction
(owner's choice) to get it exactly on lIle grid lines. This does not:

affect speed or handling, and is a DO maneuver.

FIShtail
A fishtail cannot bccbosen as a delibuau maneuver, for IwO

reasons. One is that a fishtail combined with a bend is very
similar 10 a tighter bend, and is virtually identical to a swerve.
The second is that a 90 0 bend combined with a major fishtail can
result in a controlled 1200 tum - not very reasonable. Thus, the
only fishtails are Crash Table results.

To perfonn a fishtail 00 the square grid, bold one front
comer still, and move the opposite rear corner V4" or lI.z", as
appropriate, on the opposite direction. See Figure 8a.

To perfonn a fishtail using the turning key, line the vehicle
up with the 15" bend (for a V4" fishtail) or the 30" bend (for a
1.1" fishtail. Keeping the front comer motionless next to the
key, pivot the vehicle so it lines up with the next angle of the

Movement in Reverse
Any vehicle except a cycle may move in reverse at up to Vs

of its lap speed. A vehicle cannot go from forward 10 backward
speed (or vice versa) withoul Slopping for one tum. Acceleration
rules are Ihe same as for forward movement. Any maneuver may
be made in reverse; lIle difficulty class is one higher.

A cycle may be pushed backwards by the cyclist 312.5 mph.

Dece/era/ion
Rapid deceleration counts as 3 maneuver. The Handling

Track is adjusted at the beginning of the turn - when the decel
eration is announced - and the control roll is made at the origi
nal speed. All this must happen before the vehicle can move or
fire on that tum.

Pivot
This maneu

ver can be made
only by a vehi-

T-SJop
This is an extreme maneuver used for emergency decelera

tion. It consists of rotating your car 90 0 to either sidc and moving
forward one inch - identical 10 beginning a roll. Sec Figure 7.
The car then continues skidding sideways until it slows to a hall.

The vehicle decelerates 20 mph per inch of movemenl. Each
tire will take 1 point of damage for every full 20 mph of speed
lost, immedialely after each movement phase. The difficulty of
this maneuver is a 0 I for every 10 mph of deceleration, and the
control roll is made when Ihe maneuver is bcgWl.

If the control roll is missed, add I to the Crash Table roll for
every 20 mph (or fractioilibercof) of deceleration - in addition
to the regular speed modifier (based on the vehicle's original

speed) on the
Control Table.

Ooce a vehi
cle starls a T
SlOP, it can't fire
aimed weapons.
Only vehicles
which can per
form a bootleg
ger can perform
aT-Stop.
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Road Conditions
Off·road: adds 01 to any maneuver.
Light rain: adds 01 to any hazard or maneuver.
Heavy rain: adds 02 to any hazard or maneuver.
Gravel on road: adds 0 I to any hazard or ma-

neuver. Notc that many roads have gravel on the
shoulder.

Oil on road: adds D2 to any hazard or maneuver.
Light snow: adds D2 to any hazard or maneuver.
Heavy snow: adds 03 to any hazard or maneuver.
Ice or packed snow: adds 04 to any hazard or

maneuver.

turning key. See Figure 8b; position A is the original location of
the car, and posilion B is its location afler the fishtail, lined up
with the turning key along the dotted line.

Hazards and Road
Conditions

Hazards are outside events (enemy fire, for instance) that
can affect vehicles. They are treated like maneuvers - each one
has a difficulty rating.

Each enemy attack produces a separate hazard. If a vehicle is
struck by three weapons in one tum, each attack would move the
handling marker down and require a separate die roll on the
Control Table. Mines are "enemy fire." Spikes, debris, obsta
cles, etc., are not.

Road conditions (like oil, ice or rain) present no danger in
themselves but add to the difficulty of any hazard or maneuver
the vehicle undergoes. A few road conditions (such as banked
curves) can reduce the difficulty of maneuvers.

Ha1PJ11s
Hitting curb, obstacle or pedestrian: D3.
Hitting loose debris: D I.
Enemy fire does 1 to 5 hils of damage: D 1.
Enemy fire does 6 to 9 hits of damage: D2.
Enemy fire does 10+ hits of damage: D3.
Driver injured or killed: D2.

Banked Curves
Many racetracks and arenas include turns that are specially

banked to ease driving around them. Such slopes reduce the dif
ficulty of any bend or swerve made towards the inside edge of the
tum by -0 I; bends or swerves made towards the outside edge are
increased by +D1. Drifting outward is at a -DI, while drifting
inward is at a +Dl. Very steep curves reduce inward maneuvers
by -D2, but increase outward maneuvers by +D2.

..Jumping and Falling
With a good takeoff angle (20° to 40°), a vehicle will fly 15

feet for every 10 mph of takeoff speed over 20 (30 mph yields 15
feet of flight, 40 mph results in a 3D-foot flighl, CIC.). A flaller
or steeper angle (15° to 19° or4P to 45°) will cut the distance
traveled in half. Inclines flatter than 15 0, or steeper than 45 0,

cannot be used to launch ajump.
Landing is a Dl hazard; +Dl for every full 30 feet of flight.

Thus, a 15·footjump is a DI hazard, a 30- to 59-foot jump is a
D2 hazard, a 60- to 89-foot jump is a D3 hazard, and so on.
Subtract I from the hazard if you land on a downward slope
(because all your wheels will hit at about the same time). Add 1
to the hazard if you land on an upward slope. On landing from a
jump, roll I die for each tire except solids, off-road solids or
plasticores. On a 1,2 or 3, that tire takes I point of damage.

1 IlL 1 . I, .. 1 I
I- FI~U~";" T-Step -I-If--I-+-+-+-+-l

Falling
Whenever a land vehicle drives off a cliff, curb or crevasse,

it will begin to fall. If the vehicle drove off an upward slope, it
will jump, rather than fall, as per the jumping rules above; if, at
the end of the jump, the vehicle has not contacted solid ground,
it falls anyway. A falling vehicle hits the grOlUld after a certain
length of lime, as per the following table. Obviously, vehicles
cannot accelerate, decelerate, maneuver or jump while in flight.

Hazards to Oversized Vehicles
Striking an obstacle counter: 01
Enemy fire does 13 to 21 hits: D2
Enemy fire does 22 + hits: D3
Trailer released while tractor is in motion: D2
AT gun fired to sidc: D I
Tank gun fired: D2
Cycle steamrollered: D I

Tire Blowouts
Losing the first wheel or tire of a pair is a D2 hazard.
Losing the second and successive wheel or tire of a pair, as

long as there are intact tires on that comer of the vehicle, is a D3
hazard.

Losing the last wheel or tire on a comer drops the vehicle's
handling status to -6 immediately. Handling class drops by 2 if
only the tirc(s) are lost, or by 3 if the whole wheel was lost. If
the vehicle has more than one wheel at that comer, all wheels
must be intact, or handling class is reduced by 3.

Any vehicle that loses wheels on two comers (or any trike or
cycle that loses one wheel) goes to Crash Table 1. It can no
longer steer, accelerate or brake. It must decelerate by 30 mph
each tum.

Height
V4"
W·
Y4"

I"
1 V4"
1 v.z"

Time
2 phases
3 phases
4 phases

1 tum
1 tum, I phase
1 tum, I phase

1

Damage
Id-2
Id·j
Id·1
Id
Id
Id

r
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Figur-eBa

1 :Y4" 1 tum, 2 phases Id
2" 1 tum, 2 phases Id
2 V4" 1 tum, 2 phases Id
2~" 1 tum, 3 phases Id
2:Y4" I tum, 3 phases 2d
3" I tum, 3 phases 2d
3 V4" I tum, 4 phases 2d
3 ~" 1 tum, 4 phases 3d
3 :114" 1 tum, 4 phases 3d
4" 2lUms 3d

Crash Table Modifiers
Skill bonus: The driver's Driver skill (or Cyclist, Pi1()(, or

other appropriale skill) bonus is subtract~d from all Crash Table
rolls.

Difficulty ofman~uVl!ror hazard: The difficulty of lIle ma
neuver (or hazard) that caused Ihe loss ofcontrol plays an impor
lanl part in determining a crash result. Take the modified
Difficulty raling of the hazard or maneuver, subtract 3, and add
the result (negative or posilive) 10 lhe Crash Table roll. Thus, a
D4 maneuver gives a + 1 to Ihe roll, while a DI maneuver gives
a -2.

Spud: Loss of control at high speed is more dangerous.
When you go 10 the Crash Tables for any rcason, add or subtract
the number in the Control Table "modifier" column from your
speed - Le., 3120 mph, you would subtract 2 from your roll Oil
either Crash Table.

If on its back, it will fan onto its lires, laking Id to each. TIle
vehicle then continues on in a straight line, driving normally if
on its wheels or decelerating 30 mph per tum if on its roof.

For these rules, a molorcycle has two "comers." one each
althe midpoint of the front and back sides. A trike has three, one
in the middle of the front (back for a reversed trike) and ODC at
each side 00 the opposite end.

For more advanced rules, see lIle insert.

Crash Table Results
TIle resuh of a Crash Table roll is applied at the beginning of

the next phase in which a vehicle moves. A vehicle that fishlails
may move normally after il fishtails. A vehicle Ihat skids must
move straight ahead for the rest of that phase - Le.• if it skids
V4", it must move V4" forward (the direction its nose is point
ing) after the skid. If a vehicle is on its half-move, it cannot skid
more than ~".

A vehicle that encounlers a hazard while skidding or fishlail
ing must make another control roll, and may lose control again,
affecling it on the next phase il moves. No vehicle may skid
more than once per phase.

A vehicle that loses control will suffer a penalty on any
aimed weapon fire for the rcst of the tum. as shown by the
aslerisks on the Crash Table entrics:

• Anyfurthu aimed weapon fire from this vt:hiel~on this lurn
will b~ (Jl a -3 to hit.

•• Any further aimed w~apon firt! from lhis vehiclt! on this
turn will be -6 to hit.

..... No further aimed weapon fire pennitted from this W!hi
ele this turn.

If a vehicle rolls 00 the Control Table and misses ils roll. it
bas gone out of cootrol. The six Crash Tables show the differenl
things (all bad) that can happen. A Crash Table roll is made on 2
dice. The higher the roll, the worse the result. Rcsulls may range
from mild (a light skid) to disastrous (vehicle rolls and bums).

If a car or cycle loses control during a maneuver, it uses
Crash Table I. If it loses conlrol because of a hazard, it uses
Crash Table 2. Crash Tables 3 Ihrough 6 arc used for oversized
vehicles, helicopters, boats and hovercraft. respectively.

If during the course of resolving a Crash Table result a vehi
cle is again required to roll on the lables, he only suffers the
worst result rolled.

Examplt!: Wildman AI starts 10 spin out due to an CJlCOlUller
with a Flame Cloud, and is hit by enemy fire. He rolls for
control and fails; he now rolls a Minor Skid on the Crash Table.
All AI docs is keep spinning.

The Crash Tables

!

-

H~ighl is the height from which the vehicle began the fall.
TIme is the elapsed time after which lhe vehicle will land. This
time is cOUIlIed beginning with the phase in which lIle last portion
of the vcbicle kft the ground; the vehicle takes damage at the
beginning of the first movement phase aner it lands.

Exampt~: A I" fall takes 1 second. Ir a vehicle moving 20
mph ends Phase 3 at the edge of a I" cliff, it will drive com
plelely off lIle cliff on Phase 4. It will hilthc ground below, after
2" of forward movement, at Ihe beginning of its move in Phase
4 of Ihe next lum. Finally, Damage is the collision damage
assessed to the vehicle.

Dropping one comer over an edge has lIle same effecl as
losing all lires on that comer, excepl thai all penalties are re
IOOvcd as soon as Ihe comer is back 011 the grOlUld.

If a vehicle skids, fishtails or drifls so that both comers of
ODe side (nOlthe front or back) are unsupponed, it will roll over
the edge. II continues at its original speed, rolling one side per
movement phase. When il lands, assess the damage to that side
(or to each lire if illands on its wheels). Reduce handling stahlS
to -6, and make a eQlllrol roll al the vehicle's original speed. If
control is regained, the vehicle stops. If the vehicle stays out of
control, it continues its roll normally. On a roll of 4 to 6 on I
die, it also catchcs fire.

If a vehicle drops its two front or back comers off an edge,
it cOlltinues at its original speed, flipping aile facing per lurn (it
progresses from underbody 10 front to lap to back to under
body). Once it lands, assess damage to the proper side. If the
vehicle landed on its front, the very next phase it will fall for
ward, landing on its top (and taking Id damage to Ihat location).
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Crash Table 1
Skids & Rolls

2 or less - Trivial skid. The vehicle keeps the same orienta
tion, but moves V4" in the dircction it was going before the
maneuver in which it lost control. Therefore, it may skid in a
dircclion other than the onc it is pointing - see Figure 5. p. 8. '"

3, 4 - Minor skid. As above, but the vehicle skids 112".
Speed is reduced by -5 mph. "'.

5, 6 - Moderate sk.id. As above, bUI the vehicle skids 114".
and each tire lakes 1 point of damage. Speed is reduced by 10
mph. It then performs a trivial skid on its next move.••

7,8 - Severe skid. As above. but car skids I" and each tire
lakes 2 points damage. Speed is reduced by 20 mph. On its next
move, it performs a minor skid.•••

9. 10 - SpinOUI. Vehicle spins, TOtating 900 and moving I"
in the diro:tion it was previously traveling (before the maneuver
or hazard which caused the spinout) per phase of movement re
quired. All rotations must be in the same direction. Iftbc vehicle
fishtailed into tbe spinout, the rotations are in the same direction
the fishtail took; otherwise, roll randomly. Each lire takes Id of
damage at the start of the spinout. The vehicle decelerates 20
mph/tum, and the spin stops when the vehiclecorres to a halt. A
drivcc may try to recover from a spinout. To do so, roll for
control at HC -6. If the roll is successful the spinout stops. If the
roll is missed the spinout continucs normally. If control is re
gained, and the vehicle is facing the direction it is moving, move
ment cominllCS on as usual. If the car is facing sideways it must
perform an immediate T-Slop. It may discontinue a T-stop by
ruming "into" lhe direction of the skid and then continue the
tum. If the vehicle is facing backwards and is lraveling faster than
its reverse top speed, it must slow down by at least 5 mph per rum
until it is IUlder its nomtaltop speed for reverse.

II, 12 - Car turns sideways (as in a T-stop; sec Figure 7, p.
9) and rolls. The driver is no longer in control. The car deccler
ates at 20 mph per tUn!. Each phase it moves, it goes I" in Ihe
direction it was traveling and rolls V4 of a complete roll - i.e.,
in the first phase it moves I ", turns sideways, and rolls onto its
side; the neltt phase it moves, it goes I" and rolls onto its top,
etc. 11 takes Id damage to the side (top, etc.) rolled onto each
phase. When the bottom hits, each tire takes Id damage. After
alllires arc gone, the bottom takes damagc when it hits. Occu
pants may jump au{ at any time, or stay inside and hope that no
damage reaches the interior. The car may be drivcn after it stops
rolling if it is right side up and has tires on at least three comers.
A cyclc won't be drivable after a roiL ......

13, 14 - As above, but vehicle is burning on a roll of 4, 5,
or 6 on I die. (For more information on burning vehicles, see
Fire and Explosion, pp. 31-32.)

15 Of mOfe - The vehicle vaults into the air by the side (or
front) lires, the tires doing the vaulting taking 3d of damage.
The vehicle will then fly through the air for I to 6 inches (roll I
die) in the direction the vehicle was traveling before the crash
result, revolving two sides for every inch traveled. Whcn it
lands, thc side that hilS takes collision damage at the vehicle's
initial speed. If thc attcmpted maneuver was a tight bend or a
hard swerve, the vehicle will flip end over end. Upon landing,
the vehicle will continue to roll as per rcsullll on this table. All
occupants take I point of damage automatically. Body armor
does not protect against this damage.

Crash Table 2
Fishtails

1-4 - Minor fishtail. Roll randomly to sec if fishtail will be
left or right. If, for instance, it is left, keep vehicle's right frollt
comer in the same square, and move the left rear comer 1 square
left. Reverse for a right fishtail. •

5-8 - Major fishtail. As above, but rear comer moves 2
squares.••

9, 10 - EltecUie a minor fishtail and roll again on Crash
Table I .•••

11·14 - Eltccute a ntajor fishtail and roll again on Crash
Table I. ...

15 or more - Execute a major and a minor fishtail (for a
total of 3 squares movement in one direction) and roll again on
Crash Table I .•••

Crash Table 3
Car Trailers and

Tractor-Trailer Rigs
-I _ Trivial skid. The tractor moves V4" in a "trivial skid"

as per Crash Table I. The trailer follows as per a normal maneu
ver."

0, 1 - Minor fishtail. The trac!ordoes not move; the trailer
fishtails V4". Treat as a regular fishtail; roll randomly for right
or left and move the rear of the trailer V4" in that directioll,
keeping the kingpin over the fifth wheel.·

2,3 - Minor skid. Thc tractor skids \Ii"; the trailer follows
nOTntany....

4 - Major fishtail. The tractor does not move; the trailer
fishtails as for result 0 above, but moves \Ii" ....

5, 6 - Minor skid and fishtail. As for result 2, 3, above,
followed by result 4.··

7,8 - Major skid and fishtail. The tractor skids :\14" and the
trailer follows, thell fishtails :\14" ....•

9, 10 - Extreme fishtail. The tractor stays still, Ihe trailer
fishtails 1".•••

11, 12 - Elttreme skid and fishtail. Tractor skids I"; trailer
follows and fishtails I" ......

13 - Kingpin breaks. The trailer comes loose. The tractor's
fifth wheel takes Id-2 damage. A further D2 hazard!"·

14,15 - As rcsult 13, but the trailer goes iDlo a roll.
16 - As result 13, but the tractor rolls. It catches fire all a

roll of 4, 5 or 6 all 1 die.•••
17 - As result 16, but the trailer rolls, too (catching fire on

a4,50r6).
18 - As resull 16, but the tractor or lOwing vehicle flips as

in result 15 all Crash Table 1.
19 Of mOfe - As rcsu1l18, bm tlle trailer rolls too (catthing

fire on a 4, 5 or 6).

Crash Table 4
Helicopters

0·2 - tnvolwuaJ)' drift. The helicopter perfomlS a drift
maneuver in the direction it was maneuvering toward, and loses
1/<1" altitude. (If it was flying straight, roll randomly for the
direction of the drift - 1 to 3 left, 410 6 right).

3-5 - Involwuary veer. The helicopter executes a veer
maneuver in the direction of its last maneuver (if flying straight,
roll randomly as above) and loses \Ii" altitude.
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6-8 - Severe veer. The helicopter cxecutes a vccr maneuver
in the direction of its last maneuver. It loses I" of altitude.•

9-11 - Diving veer. The helicopter executes a veer in the
directioo of its Jast maneuver. It loses Il.o1" of altitude and is
considered diving at 10 mph. In addition, on the following
movement phase of the helicopter, it must perform a drift in the
direction of the veer or it will automatically continue the veer.
The handling difficulty due to that drift will not count against
handling. Check for rotor failure, as described below.•••

12-18 - Spinout. The vehicle turns 90° to its flight-path at
theend of the phase, in thedireclioo of its last maneuver. Check
for rotor failure. On its next phase, the helicopter will automat
ically go into a diving veer. •••

19 or more - Rotors fail automatically. Helicopter falls.

Rotor Failure - Roll 2 dice:
2-7 - No effect. Rotors are still in working order.
8-10 - Rotors damaged. Roll on this table every tum before

Phase I, and consider any result of "rotors damaged" to mean
"rotors fail."

11, 12 - Rotors fail. Helicopter drops like a stone. BOll
voyagc.

.. ,

Modifiers
Helicopter is moving 80-120 mph: + I
Helicopter is moving 121-160 mph: +2
Helicopter is moving 161-200 mph: +3
Helicopter is moving over 200 mph: +4
Engine damaged: +I
Rotor damaged by weapons fire: +4

Crash Table 5
Boats

0-2 - Fishtail. Executed just like the result on Crash Table
2; back comer of boat moves 2 squares.

3-5 - Minor Swamping. Boat takes on I space of water, and
speed is immediately reduced 10 mph. In addition, the engine
stops on a roll of I on 1 die; it takes 3 turns to restan.•

6,7 - Minor Swamping and Fishtail, as above.•
&.10 - Major Swamping. Boat takes on Id spaces of water,

and speed is reduced 10 mph for every space of water taken Oil.
In addition, the engine stops; it restans on a roll of I on I die
(tbis roll is made at the end of each tum). **

II, 12 - Fishtail and Major Swamping (as above) .••
13-1S - Capsized. Boat turns and rolls like a car, but only

taking JIld of damage each time it rolls on water. Boal deCeler
ates at 20 mph/tum until it comes to a stop. Any material not tied

down and in the open is lost overboard. A capsized boat may be
righted with the same equipment that gets one unstuck, at the
same cost. ***

16 or more - Disaster. Boat breaks apan (and evcntually
sinks). Vehicular weapons arc inoperable. All occupants and
components talee l.o1d of collision damage. Boat's component
parts continue skipping across the waves, decelerating at 40
mphltum. People below deck have 10 turns to get to an open
pan ofthc boat in order tojump out - otherwise, they aulomat
ically drown...*

Crash Table 6
Hovercraft

0-2 - Minor fishtail. Executed as on Crash Table 2; back
comer moves I square.

3 - Rotate. Hover rotates 45 0. Roll randomly for directiOIl. *
4, S - Major fishtail. Back comer moves 2 squares.•
6, 7 - Rotate. Hover rotates 90°. Roll randomly for dircc

lion.••
8-10 - Spinout. Hover rotates 90° each timc it moves,

decelerating 5 mph per tum until it SlOpS. **.
11-14 - Plenum Blowout. Plenum chamber collapses.

Hover rolls, as result 11, 12 on Crash Table I.•••
IS or more - Plenum Blowout. Plenum chamber coUapses.

Hoverexccutcs a vault as result 15 or more on Crash Table I...*

Collisions
When a vehicle counter touches a fixed object or another

counter, a collision bas occurred. Even though all Car Wan
vehicle counters arc a minimum 11.1:" wide (71/.z feet in game
scale), the referee should usc conunOIl sense when dctermining
whelher a collision has occurred. A motorcycle can squeeze into
tighler spots than a truck, even though lhe counters are the same
width. If a player WaIlts to talee his motorcycle down a four-foot
wide alley, let him. The driver of a bus can't do it.

Collision damage is based on the type of collision, the weight
of the vehicles involved, and their relative speeds. To find the
result of a collision, determine the type of collision (T-Bone,
Head-On, Rear-End or Sideswipe) from the collision diagranlS in
Figure 9. Every collision can be classifictl as one of these four
types. When a vehicle is driving in reverse, rolling over, etc.,
designations of "front," "side," etc., arc sometimes inappropri
ate. A rolling car can have a "head-on" collision in which a side
S(rikes first, for example. If a car is doing a bootlegger, consider
the leading side as its "front," moving at 15 mph. In general, use
common sense in detcmlining the typ:;: of collision. Then follow
the instructions for that type, and the Sleps below, to find dam
age, final speed, and final position for both vehicles.

t} From the Collision Damog~ Tab/~ (below), find the Dam
ag~ Modifi~r (OM) corresponding to your vehicle's weight. A
Shogun 100 (800 100.) has a OM of ~. A Killer Kan (2,300
Ibs.) bas a OM ofV3. A Piranha (5,995 Ibs.) bas a OM of I. A
tractor-trailer rig weighing 62,000 Ibs., has a OM of 15. (Figure
weight al the beginning of a trip; don't bother recalculating
every time you expend a shdJ.) A pedestrian has a OM of lIS.

2) When a collision occurs, determine the coJlision speed
according to the formula given under eaeh type of collision. TIle
number of dice of damage a collision of that speed will cause ean
be found in the far righl colunm of the Movement Chan (sec p.
4), under the heading "Ram." Multiply the "ram" damage
rolled on the dice by your vehicle's OM. That is the damage you
cause to your opponent. The damage you sustain is the product
of his OM multiplied by the same base damage rolled.

Movement -12-



90: SIDESWIPE
(opposite direction)

•
•

•

9d: SIDESWIPE
(same direction)

Collision Procedure

Head-On Collisions (Figure 90)
I) A Head-On collision affects the front armor ofboth vehi

cles.
2) Collision speed is that of V1 plus V2; apply ram damage

at this speed, as modified by each vehicle's DM.
3) (a)CoOlputc thc "Temporary Speed" for VI and V2 from

the Tnnporary Spud Table (TST) on p. 14.
(b) Subtract the speed of the slower vehicle from tbe speed of

the fasler vehicle. The faster vehicle is now moving at this new
speed; the slower has speed O.

(c) Adjust the markcrs on the Movemelll Chan.
(d) If the phasing vehicle is still moving, complete this

movement phase.
(c) The slower vchicle (now at 0 mph) "conforms" itself to

the faster onc.
4) Cbeck for concussion effects (see p. 14).
5) Reduce the handling stalUS of each vehiclc by I for every

Io-mph change in speed (rowKling up) and make a control roll
for each onc at ils original speed. Apply at least a DI hazard to
each onc, even ifillOSI no speed.

Confetti rule, p. 36), the ram is treated as if the surviving car had
hit a fixed object; it takes precisely as much damage as it took to
confetti the other vehicle, and follows the fixed-object rules
above 10 determine its future movement.

Rear-End Collisions (Figure 9b)
I) A Rear-End collision affects VI's front armor and V2's

back armor.
2) Collision speed is that of VI minus V2; apply ram damage

at this speed, as modified by each vehicle's DM.

Figure 10 - Conforming Movement
~,

Figure 9 - Collililonil

9a.: 9b: 9c:
HEAD-ON REAR-END T-BONE

Damage Modifier

'"VI
1
2
3
4,

Collision Damage Table

Vehicle Weight
0-2,000

2,001-4,000
4,001·8,000
8,001·12,000

12,O(H-16,OOO
16,001-20,000
20,001·24,000

OM increases by I for every additional 4,000 lbs.

Example: A Killer Kart (OM 113) collides wirh a Piranha
(OM I) at a net speed of 40 mph. A 4O-mph collision results in
3d damage, and a 14 is rolled. The Kart gives the Piranha (14 x
v.J) - 9 points of damage (rounding down). The Piranha gives
rhe Kart (14 x I) -= 14 points of damage.

E:campl~: A Shogun 100 (DM 113) collides with the semi
trailer rig we mentioned above (DM 15), at a net speed of 10
mph. One die is rolled, and 2 points are subtracted, SO that the
result will be a 0, I, 2, 3 or 4. In this case, the result is 3 points
of damage. The Shogun gives the rig (3 x lI.J) = I point of
damage. On (he other hand, the rig impacts the cycle for (3 x
15) -= 45 poinlS of damage. Even at 10 mph, a big rig can smash
a cycle.

Collision Types
A Head-On collision occurs any time one vehicle collides

with another from within the 90° shaded arc of Figure 9a.
A Rear End collision (Figure 9b) is similar to a Head-On,

except (hat the two vehicles are heading in roughly the same
direction.

A T-Bone collision occurs when one vehicle collides with
another from within the 90° shaded arc of Figure ge.

There are two types of Sideswipe. In one case, the vehicles
are traveling in thc same direction, nearly parallel to each othcr
(i.e., within the 45° shaded arc of Figure 9d). The second type
is similar to the first, except that the vehicles are trnveling in
opposite directions, but still nearly parallel to one anothcr (see
Figure 9c). Fishtails are a major cause of both types of Side
swipe.
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"Confonning" Movement
When onc vehicle pushes another one out of thc way, the

second vehicle is "conforming" to the first. A vehicle conforms
to another by pivoting on ooe comer until, through regular
movement, the two vehicles are no longer in conlact. The driver
of the conforming vehicle selccts an appropriate pivot comer
from the choices shown in Figure 10. In each case, V2 is
"conforming" to VI. During its own movement phase, V2 does
not pivot; it moves nonnally as its driver maneuvers it (or as
required by the Crash Table, if it is out of control).

If a collision occurs and it is on the border of two types of
collisions, the dcfender decides what type of collision it is. For
example, if Car A is hit by Car B on the line between a Rear-End
and aT-Bone, Car A gets 10 decide which of the two it will be.

Note that subsequenl phases in which thc vehicles are still in
contact are nOI ncw collisions. Do not assess additional damagc
or adjust speed again unless a vehicle hits something else. For
example, a car might sideswipe a trailer, slide along its side
(accumulating no new damage) and then collide with the tractor,
which had turned into the car's path (a new collision). Or a car
might sideswipe a building and then have a new collision with a
projecting wing of that same building.

If one vehicle is shattered by the collision (sec the oplional



3) (a) Compute "Temporary Speed" of VI and V2 from the
TST.

(b) Add these two speeds together. Bolh VI and V2 are now
moving at lhis speed.

(c) Adjust the markers on the Movement Chart.
(d) If VI's OM is higher than V2's OM, complete its move

ment for mis phase. Otherwise, do not complete its movement
4) Check for concussion effects (sec p. 14).
5) Reduce Ille handling status of eacb vehicle and make a

conuol roll for each as described for Head-On collisions.

T-Bone Collisions (Figun 9c)
I) A T-Bonecollision affocts VI's front armor and V2's side

"""',.
2) Collision speed is that of V I; apply ram damage at mis

speed, as modified by each vehicle's OM.
3) (a) Compute VI's "Temporary Speed" from the TST.

This becomes its actual speed after the collision; adjust its
marker on the Movement Chart. V2 docs not change speed as a
resull of this collision, even though its direction may be shifted
by V I's subsequent movement.

(b) If VI's new speed is above 0, and it was making its move
when lhe collision look place, it completcs Illis phase's move
ment, and V2 "conforms"IO VI's movement. IfV2 was mak
ing its move when the eollision took placc, and if V2's OM is
higher lhan VI's OM, complele V2's movemenl for this phase.
Otherwise do not complete V2's movement.

4) Check forCOOCllssion effocts (see below).
5) Reducc handling stalus for bolh vehicles and make a con

Irol roll for each vehicle as described for a Head-On collision.

Sideswipes (Figures 9d and ge)
I) A Sideswipe affocts the side armor of bolh vehicles.
2) (a) Determine Ihe net speed of the collision. If both vehi

cles arc going in the same direction (Figure 9d) subtract the
lower speed from thc higher. If Ihey are going in opposile direc
lions (Figure 9c), add the two speeds.

(b) Divide net speed by 4, rounding lip 10 Ihe Tlcarest 5 mph.
This is the collision's "Swipe-Speed."

3) Apply ram damage at the "Swipe-Speed, " as modified by
each vehiclc's OM.

4) If the phasing vchicle's OM is lower than the other vchi~

c1c's OM, it finishes ils movcment by sliding along the other
vehiclc.

S) Reduce the handling status of each vehicle by I for each 10
mph of "Swipe-Speed, " and make a control roll for cacho

6) If either vehicle fishtails as a rcsult of this control roll, the
fishtail will be ill the direction away from thc collision which
jusl occurred.

7) A Sideswipe docs nO! affect Ihe actual speed of cithcr
vchicle.

Concussion/rom Rmns (Optiollal)
When any vehicle is involved in a collision, all occupants

must roll for concussion effccts from lbe ram. Take Ihe speed
chonge that resulted from Ihat ram (in T-Bone collisions, take
the speed change of tbe ramming vehicle and apply it to both
vehicles), divide thai speed by 10 (thus, a 35-mph speed change
from a 7Q.mph T-Bone would yieJd a 4) and roll 2 dice for each
crew member involved. If lhe roll is equal 10 or higher than that
number, the erewman is unaffected. If the roll is lower, that
erewman is stUJllled (unable to do any firing actions or operate
any vehicle conlrols) for as many phases as he missed the roll by
(at leas! to !he end of the tum). Safely scats add + I to the roll,

as do Impact Annor and Roll Cagcs. Stunning a driver adds a 02
to Illc total collision hazard.

Trailers in Collisions
When a car and trailer or a big rig is in a collision, there is a

chance oftbc trailer hitchlkingpin or tongue being destroyed.
First, assess Ille collision nom13lly, using the IOlal weight of

!he tower-trailer combination to determine the OM. If the com
bination slowed down in the collision, then find Ihe amount by
which the pair decelerated. Apply ram dan13ge at this speed to
bOlh the longue and the hitch. Excess hilch damage goes to the
lowing vehicle's back amlOr; excess tongue damage goes to me
front armor of tbe trailer. Hitch armor will not prolect against
Ihis damage, though it will absorb the excess damage before
other annor.

fixed Objects
A fixed objoct will cause exactly as much damage as it takcs,

up to lhe point at whieh the fixed objoct breaks. All fixed objocts
havc a DP rating, which is the number of Damage Points they
can [ake before thcy are destroyed.

Example: A 20-point lree gets in the way of a luxury car
going 40 mph. The "ram" damage al40 mph is 3d, and a luxury
car's OM is usually I. A 12 is rolled on 3 dice, and multiplied
by I for a result of 12. That's how much damage the car docs to
Ihe lrec, and it's also how much damage the tree docs 10 the car.

Now, lei'S send the same C4lr into Ihe same tfCC at SO mph.
Thc "ram" damage at that speed is lid, and Illis time Ille total

Temporarv Speed Table

Find your vehicle's Damage Modifier (OM) on the left and
cross-indell it with the opposing vehicle's (or obstacle's) OM across
the top. The result (t. '.4, 1IJ, \Ii, 0) is a pre/iminclry indication of
how your speed was affccled. Multiply your original speed by this
number, rounding up to lhe nearest 5 mph. This is your' 'Temporary
SpffiJ"·

Yvur DM OpJX',<i,,~ DM
'lion 1234567891011121314151617181920

~ ~ ~ ~ ~ 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 000
on ~ ~ ~ ~ ~ ~ 0 0 0 0 0 0 0 0 0 0 000 000
1 -l'~~~'.4"~'''''OOOOOOOOOOOOO

1 "'~~'I1~~'.4"~"'.4~'.4'.4~OOOOOOO

3 1 "'~'h~'fr\4'.4"\4'''~'.4''~I4'.4I4'.4\4''''

4 ~~",v..',.,v..v..~~\4'.4I4\4~'.4~~'.4~'.4'.4

5 "''''''''IJ'fr'fr'IJ~~I4'.4'.4~'.4~\4'A'A'.4'A

6 ~'.4~'IJ~~'''''fr'IJ\(~'.4I4~I4~'''I''.414

7 "'~~"''fr'IJ~'fr'fry,'fr\4~'.4''~~\4~~

8 1"'~~'fr'fr'IJ'fr'fry,'fr'fry,\41'1'1'1'1'1'

9 1"'~"'~'fr'fr'fr~'IJ~'IJ~~"I4\4~141'

to 1"''.4''''''~Y,y,'fr'fr'fr'fr'IJ'fr'fr'frI'I'I4~

11 1"'~'.4"'''''fr~'fr'IJy,y,y,y,'fr'fry,y,\4~

12 1'.4~"''.4~'.4~'fr'fr~'fr'fr'fr'fr'fr'fr'frMI4

13 1"''''~''''.4~'fr'frv..Y,Mv..~M~'fr'fr'fr'fr

14 I I "''''''''''''''.4'fr'fr'fr'fr'fr'fr'fr'fr'fr'fr'fr'IJ
15 1 1'.4'.4'.4"'~'.4"'v..~'fr'fr~M'fr'fr'fr'fr'fr

16 I 1"''.4'.4'.4''''''''''fr~v..'fr~'fr'fr'fr'fr'fr'fr

17 I 1'.4"''.4'.4~'.4'.4~'fr'fr'fr'fr'fr'fr'fr'fr'fr'fr

18 I 1'.4'.4'.4'.4~'.4'.4'.4~'fr~'fr'fr'fr'fr'IJ'fr'fr

t9 11'.4'.4'.4'.4'.4'.4'.4'.4'.4'fr'fr'IJ'fr'fr'IJ'IJ'fr'fr
N I 1'.4'.4'.4'.4'.4'.4'.4'.4'.4~'fr'fr'fr'fr'fr~~'fr
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is 41. The tree only has 20 oP, so it is destroyed. But the car
also only takes 20 points of damage.

For each collision, determine the collision type - Head-On
or Sideswipe - and apply damage, speed change, concussions
and hazards accordingly. Of course, in a Head-On, if the obsta
cle is not destroyed or breached, me vehicle stops. If me obstacle
is destroyed, me vehicle's "Temporary Speed" becomes its new
speed. If a Sideswipe docs not destroy it, the vehicle ftnishes the
phase by sliding along the obstacle.

Note: A building breach is generally V4" wide (see Build
ings, p. 37). A vehicle ramming a building or wall must, in
effect, create two such breaches in order to break through. Thus,
when ramming a 6 OP building, a vehicle must do 12 points of
collision damage to create a double breach and continue
through. In addition, each V." section of wall will return dam
age, up to its full OP value.

Debris and Obstacles
A "road debris" counter may represent any son of junk on

the road. Debris can be pan of a scenario (appearing already
drawn onto the road) or it can appear as a result of combat.

A debris counter is 101" xV.". It may show debris in two
squares or in only one. Place it on the board so its squares align
with those on the road, showing exactly which map squares
contain debris.

Hilting Debris
A vehicle hits debris the first time any pan of the vehicle

counler touches a debris square. Debris can be hit only once per
phase, regardless of how many debris squares are entered. If a
vehicle starts the phase on top of debris, that debris docs not
affect it; it has already bccn hit.

Debris affecls all ofa vehicle's tires. Roll 1 die for each tire,
and subtract 3 from the result, to find the damage to that tire.
Thus, on a roll of 1 to 3, the tire is undamaged. Hilling debris is
a 01 hazard.

Producing Debris
When a car takes 10 or more points of damage during one

phase, pick one debris counter randomly. Place it nexi to the car,
at the point hit. (A car is 1I0t affected by its own debris unless it
drives back through iLl Debris for topfbouom damage goes
behind the vehicle. If a car explodes, choose five random debris
cOlUlters, a.nd drop mem onto the board from a height of one foot
over the explosion site. (If one misses the board, or hilS any
other counter, drop it again.) Align counters with the road grid
as closely as possible al the point where they fall. Debris and
other obstacles (below) remain until the game ends.

Hilting Obstacles
An obstacle counter represents a pothole, loose wheel or

other larger road hazard. Striking an obslacle is a 03 hazard.
Determining whether or not an obstacle is struck is done in the
same way as for debris. An obstacle docs the same damage to
each tire as debris does. A vehicle may hit more than one obsta
cle in a phase, and must roll for each.

Producing and Moving Obstacles
If a car loses a wheel (ootjust a tire) or takes 200r more hits

during one phase, or loses ODe or Olore points of metal armor, an
obstacle is placed as deseribed above for debris. In sone scena
rios, debris or obstacles may oc thrown from buildings, vehi
cles, etc. Note that an obstacle is bulky. equivalent to one space
in size, and no vehicle will be able to carry very many.

A pedestrian may move any obstacle thaI can be moved;
potholes, for example, can't be moved. It takes one tum to pick
an obstacle up and a pedcstrian may move one square per tum
while carrying it. A pedestrian cannot usc a weapon while carry
ing an obstacle. It takes one lum to drop an obstacle. A Iypical
obstacle will weigh betwecn 50 and 100 Ibs.

Off-Road Duelling
Many of the most demanding combat situations take place

away from roads and arenas. A beach banle, with cyclcs and
buggies flying over the dunes ... a cat-and-mouse hlmt in a
Louisiana swamp ... a Badlands raid. with pickups swooping
down from the hills 10 intercept a convoy ... all of these and
more. are possible in the world of off-road duelling.

All maneuvers (but not hazards) off-road are at an additional
DI difficulty. All Crash Table rolls arc al a -3. due to Ihe
vehicles' tendency to slide and skid while off-road. This applies
to all vehicles except hovercraft.

The only significant advantage to driving off-road is that the
ground is softer than cement. Thus, in a "bail-out" situation or
a roll, cars and drivers are more likely to survive.

Off-Road Vehicles
Off~road suspension (see p. 51) is available for 4- and 6

wheeled vehicles, to lift the underbody off the ground and cush
ion it from shocks. Hovercraft, since they are 001. in contact with
the ground, are natural off-road vehiclcs. They suffer no penal
ties for off-road travel.

Penallies for Unmodified Vehicles
Any vehicle can go off-road wimoUl modifications - but the

handling class of an unmodified vehicle is reduced:
Motorcycle (with or without sidecar): -2 HC
Trike: .} HC
Car (4 or 6 wheels): -3 HC
Oversized vchicle: -2 HC
The handling bonus for radial and racing slick tires does not

apply while off-road. Special off-road (OR) tires arc available
(see p. '4).

In addition, mosl vehicles arc subject to damage when going
off-road. Every tum a standard car, van or oversized vehicle is
off-road and Iraveling faster than 10 mph, roll 2 dice. On a 2 or
3, Ihe lUlderbody takes I point of damage. On a 4 or 5, one tire
(roll randomly to sec which one) takes I point of damage. If the
vehicle is going ovcr 30 mph, roll twice per tum; over 50 mph,
roll 3 times; and so 011. Once the lUlderbody is gone, the internal
components do nOt lake further damage.

Exccptions: racing slicks lake double damage from traveling
off-road, and solid and off-road tires lake no damage.

Vehicles with Off-Road suspensions, as well as all cycles
and trikes, arc built higher off the ground and do not take under
body damage.

Off-Road Terrain
Off-road should not be taken to mean the din on the edge of

the road; the shoulder of the road is usually no greal hazard.
"Off-road" means open country - fields, desert or park.

Grass and OJ:mlfidds: This is the standard off-road terrain.
No extra penalties apply - just the nonna! +0 I difficulty for
off-road travel.

Trus: Small oncs are a D2 or 03 hazard. Largeroncs would
be fixed barriers and could have 8 to 20 oP, or even more.

Boulders: Small ones (about a foot across) should be treated
as obstacles. Those I to 2 fcct across are fixed barriers with as

Movement



much as 25 DP. Boulders are usually knocked out of the way
(rather than destroyed) if they take more than lheir DP value
from a collision. Larger boulders would have even greater DP
values - a four-foot boulder would be worth at least 50 DP.

rolls or handling class (though things like oil and spikes can
hamper movement). For dctails on pedestrians, sec pp. 44-46.

Trailer Movement

Figure 11 - Trailer Counters

Each trailer is attached to a vehicle by a hitch. The hitch
point is marked by a dOl in the center of Ihe towing vehicle
COlmter's back edge. Sec Figure II.

Trailcrs arc represented, like any vehicle, by rectangular
counters. 1be counters vary in length, depending on the trailer
length, and have an additional triangular area simulating the
trailer tongue. All counters arc t!.l" wide. The tongue triangle
has a base and height of l-2".

Motorcycle wIMini trailer

Counter Length
V4"
101"
Y4"

I"
I tI.I:"
IV4"

2"

.","

Trailer Type
Mini
6'
10'
15'
20'
25'
30'

Slraigh/-line Maneuvers
Vehicles pulling trailers arc represenled by IwO counters

one for the towing vehicle and one for the trailer. A trailer
cannot accelerate by itself, and usually crashes if it comes loose
during movement (see Loou Trailers, p. 18).

Place the trailer counter so that the point of thc tongue
touches the hitch point of the towing vehicle, as in Figure 11.

The combined coUJltcr moves forward I" or more during
every phase in which lhe Movement Chart indicates it should
move. This is the normal hauling configuration. Angling the
trailcr is a maneuver (sec below).

Vi"

Acceleration and Deceleration
Acceleration for a trailer-towing vehicle is determined nor

mally, but the trailer's weight must be included. A trailer's
weight doesn't count against the vehicle's chassis-weight limit.
Any trailer-towing vehicle that decelerales more than 30 mph in
a tum goes immediately 10 Crash Table 3, and all the lires
(including the trailer's) take 2d of damage.

Water
Vehicles without off-road (OR) suspension cannot cross

water deeper than ll-2 feet. Vehicles with OR suspcnsioncan take
on waler up to 3 feet deep. Vehicles in deeper water drown out
and stop working - the effect is the same as if the power plant
had been destroyoo. The plant takes no actual damage, lhough 
once Ihe vehicle is out of the waler (how you get it out is your
prOblem), it will dry out and be usable again in Id hours.

Hilling sianding water deeper than 11 foot is a D2 hazard.
Traveling in water decelerates a vehicle by 5 mph per tum per
\.1 foot of water - you must accelerate by 5 mph just to slay al
Ihe same speed. Vehicles with OR suspensions dccelerate 5 mph
per tum per \.1 foot of water over 1\.1. fcct deep.

Radical maneuvers are impossible in waler - no maneuver
with an original, unmodified difficulty over D3 can be per
formed. There is 00 additional penalty for those maneuvers
which con be performed.

Dropped weapons may be used in water, to mixed effcc!. Oil
will not be effective; flaming oil will ignile, but it will also
disperse and be ineffective; icedroppers will form a thin shcet of
ice that acts as floating debris; spikes and mines will be hidden
under the water. Every time a dropped weapon is used in water,
roll I die. On a I or 2, water backs up into the system while the
pon is open, and the weapon takes Id-3 points of damage.

Tires cannot be targeted in over a foot of water; they arc at
an additional -2 to hit when in over 6" of water.

Rolling
When a vchicle rolls in an off-road situation, each side thaI

hils the ground lakes Id-2 damage, instead of Id of damage.
Tires. likewise. lake Id-2 damage in an off·road roll. It is quitc
possible to roll a vehicle on soft ground and drive it away after
ward - if you can get it upright.

Pedestrian Movement

DiJches and Gullies
Small ditches (Jess than 2 feet across) are a D3 hazard at 20

mph or less, but only a D I hazard at greater speeds - vehicles fly
right over them. Ditches between 2 and 4 feet across are impass
able at less than 20 mph - if a vehicle tries to cross one, it will
fall in and collide with the far wall at full speed, taking full
damage for its speed. At 25 to 40 mph, such a ditch is a D3
hazard. At 45 mph or greater, it is a Dl hazard again; you fly
right over. Wider ditches should not be jumped without a ramp
(see above). Very wide gullies, unless they are full of water, can
be crossed by driving down one side and up the other.

Jumping Out of Vehicles
Aoyoncjumpiog out of a vehicle, or off a cycle, when off

road will take reduced damage. Figure the damage as though the
driver has been hit by a sideswipe from a qu traveling 30 mph
slower lhan the speed at which he actually hit the ground.

Most pedestrians move at 12.5 mph; thai is, thc)' move V4"
00 every phase. Pedestrians with the Rwming skill (see Run
ning, p. 42) can move faster.

Pedestrians may move into an)' adjacent square, including
those which are diagonally adjacent, in lbcir move. They can
change direction any time without having to bother with control

Maneuvers
A vehicle towing a trailer maneuvers the same way a car

docs, except that it cannot aUempt a bootlegger.
The trailer follows thc towing vehicle in a very interesting

way - it is separate, joinoo by a hilch. During a maneuver, the
twocounter:s are moved one after the other, and will bcscparatcd

Movement -16-



-17- Movement

Figure 13 - .Jackknifing

Jackknifing
A trailer is in ajackknife position whenever the side of the

tongue hits lhe towing vehicle's rear - that is. whenever the
side of the tongue triangle makes parallel contact with the tow
ing counter's baek edge. the trailer has jackknifed.

When a trailer jackknifes due to a fishtail, roll I die. On a
result of I. 2 or 3. the tongue or hitch (whichever has fewer DP)
breaks and the trailer is loose. If the jackknife occurred due to a
maneuver, the roll is not made until this jackknifed position is
held for two consecutive movement phases. Sec Figure 13.

a collision takes place only if the trailer ends its movement in
contact with another object.

A vehicle towing a trailer may auempt to back up at up to 20
mph. but backing up can cause a trailer to jackknife. II is not
wise to back up at more than 5 mph; 2.5 mph is safer yet.

Regardless ofthepla)'e'T's skill in manipulating counters, the
chanuteT must have the proper skill to back up safcly with a
trailer. The skill nceded depends on the towing vehicle - Driver
for cars, Cyclist for cycles, etc. If a non-skilled character tries to
back up a vehicle/trailer combination in a straight line, he must
roll I die on every phase of movement. On a I, the rear of the
trailer swerves I square (V4") out of line (roll randomly for
direction). If the vehicle/trailer is being backed in any way ex
cept a straight line, the trailer will swerve on a 1.2 or 3. The
swerve will always be in the direction that tends to jackknife the
trailer. rather than to straightCJl it out.

Loose Car Trailers
When a tongue or hitch is shot off or breaks, or a trailer is

deliberately released, there will be a loose trailer on the road.
There is no way to control a loose trailer. The tongue hits the
ground, taking I die of damage per 10 mph the trailer is travel
ing. Excess dam,age passes to the trailer's underbody armor. The
trailer then makes a control roll at HC -I, and gocs to Crash Table
2 if it fails. If it does nOC lose control, it continues to move in a
Slraight line, decelerating 15 mph per turn and taking damage at
its ncw speed at the eod of every lUrn. The trailer starts to roll
automatically if it hits a hazard or obstacle while loose. There can
be no funher fire possible from any gunners inside a rolling
trailer muil it stops, and then only ifit Slops right side up.

Crashes and CollisiQns
Cars or cycles towing trailers must roll on Crash Table 3

when they lose control. Cars and cycles towing trailers are
affected normally by debris, obstacles and other road hazards.
Losing the first tire of a pair is a D2 hazard. When all tires on
one side ofa car trailer are lost. go to Crash Table 3. HC goes to
-3 in this case.

When a vehiclcJtrailer combination is in a head-on or rear
end collision, use the combined weight of the towing vehicle and
trailer when determining damage. If a vchiclcJtrailer combina
tion is hit from the side. use the weight of the part (either vehicle
or trailer) that was hit to detemlinc collision damage.

,
Figure 12 - Trailer Movement-, , ,
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briefly. At the end of each maneuver, the end of the trailer's
tongue must be directly over the hitch-point of the lowing vehi
cle. The towing vehicle can never make more than a 900 angle
with the traiter; if it docs, the rig has jacldm.ifed (see below).

To maneuver with a trailer, first move the towing V(!nic!e. as
per the maneuver chan or turning key. Next, move the trailu
counter as follows:

First, move it in a siraighiline along irs long axis (see Figure
12) the same distance the towing vehicle moved. If the lowing
vehicle moved an inch, the trailer moves forward an inch.

Second, hold ODe rear comer of the trailer counter in place,
and pivot the trailer until irs tongue is as close as possible to the
hitch point of the lowing vehicle.

Third. move the trailer (usually forward lI1I" to W') until
the tongue is exactly over lb.e hitch point, once again.

If the trailer is now touching a wall or other eounler, a
collision has occurred. However, if the trailer happened to over
lap something during the first two steps of its movement, no
collision took place.

In Figure 12, the shaded positions are the original ones; the
outlined positions are the final ones after execution of a steep
drift. The double-ended arrow shows where the trailer was lo
cated at its intemx:diate position; it moved forward one inch,
eltactly covering the old position of the tractor. The tractor went
from A to B. 1be trailer went from X to an "imaginary" posi
tioo al Y. and then pivOlcd to reach its final position at Z.

Arrows also show the long axis of the trailer before and after
il moved. If a rig is towing a second trailer, move the towing
vehicle first, then resolve movement for the first trailer. then do
the same for the second trailer as if the first trailer was the
towing vehicle.

Backing Up
Reverse movement is handled just like regular movement.

First. move the towing vehicle to its new position. Then move
the trailer counter backwards in a straight line along its long
axis. When the tongue is as close as possible to the hitch poim,
hold one comer of tbe trailer down and pivot it until the tongue
is once again over the hitch point. As with forward movemem,
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Oversized Vehicles

Movement for oversized vehicles follows the principles of
the basic vehicular movement rules. with certain changes.

Handling Class
Oversized vchic1csdon'thandleeasily. The handling class of

a tractor withoUi a trailer is O. Addition of a trailer makes the
whole rig He I. Buscsand RVs are also He I. Further increases
in handling class can come only from good reflexes, aided by the
Trucker skill (sec p. 42).

Acce/~roJion and Deceleration
Big rigs and buses use the same acceleratioo rules as ten

wheeled trucks (sec p. 60). Any big rig decelerating uses the
same chan as cars, tllOUgh if tlley lose control they roll on Crash
Table 3. Ten-wheelers that lose control due to braking roll on
Crash Table 2.

SJraight-line Movement
Buses are represented by single 100g counters. Counters for

tractoHrailcr rigs, !.hough, have two components - the tractor
and the trailer. These arc combined 10 foml a "rig." A trailer
cannOt accelerate by hself, and usually crashes if it comes loose
during IllOVClllCnl. A tractor can movc by itself; its accelcration
is bellcr but its handling class is worse.

To usc lhe tratlOr and trailer counters, place lhe trailer so it
overlaps the back of thc tractor. The black dot on the front of the
trailer reprcscnts its "kingpin." TIlc black dot Ollthc back of the
tnletor represents thc "fifth wheel." The kingpin fits into thc
fifth wheel; therefore, the dot on the trailer must be directly over
the dot on the tractor at the end of each maneuver.

it like any other uncontrolled vehicle. It moves forward in a
straight line, decelerating at 5 mph each tum. It cannot maneu
ver. Treat it as having a handling class of I. If it encounters a
hazard, roll as for any other vehicle, and a "loss of control"
result will send it to Crash Table 2. As long as it does not lose
control, any gunners in the trailer may fire the trailer's weapons
(except lasers, which require the tractor's power plant).

Semi-trailers, wilh no front wheels, crash immediately if
released by a moving tractor. The front of the trailer hils lhe
ground, the underbody front amlOr takes I d of damage for every
10 mph it is going when it hilS. and the semi goes to Crash Table
2. If by chance it docs not "lose control" atlhat point. it moves
in a straight line, decelerating by 15 mph at the beginning of
every tum and doing more damage, as aoove, at the beginning
of every tum until it stops. It has a handling class of -I. If lbcre
are gumlCfS in the semi, they will not be able to fire lhcir weap
oos until it stops, and lhen only if it is right-side-up.

When a semi hilS the ground, the kingpin breaks, so it can't
be reattached to a traclor until the kingpin has been replaced.

Debris and Obstacles
Buses and lractor-trailer rigs treat debris and obstacles the

same way as len-wheeled trucks. The road and combat hazards
that affcct buses and tractor-trailer rigs (such as losing tires,
taking damage from enemy fire, etc.), are also the samcas those
thai affect ten-wheeled !nIcks (sec p. 9).

Crashes and Collisions
Buses and tractors without trailers usc the same Crash Tables

as cars if lhey lose COntrol. When a tractor-trailer rig loses con
trol for any reason, it goes directly to Crash Table 3.
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Movement

Loose Trailers
When a fiflh wheel is shot off, a kingpin breaks, or a trailer

is deliberatcly rcleased, the trailer will com:: loose.
If the loose trailer is a true trailer, with wheels in front, treat

Uf/ra~Slow MovemeIJ/
A truck making a complicated maneuver in a tight space

(e.g., parking or entering a fortified area) will move very
slowly. In real life, it might movc at Ollly I mph. For game
purposes, 2.5 mph is the slowest possible speed. This translates
to one V4" square per tum, moving in Phase l.

A rig moving at this speed should place its speed marker on
the line between 0 and 5 mph on tbe record sheet. On each tum,
the tractor may move as follows:

(a) V4" straight forward, or
(b) V4" straight forward and pivot, as per the regular vehiclc

pivot, or
(c) pivot without any forward movement at all.
The trailer will follow lhe trac(Or as per normal movement.

Maneuvers
Ten-whcclers, buses and tractors maneuver in the same way

cars do, except that a tractor-trailer rig cannot altempt a bootleg
ger. The car pictufCS should be assumed to represent the front
inch of the oversized vehicle.

Tractor-trailer rigs maneuver and back up in Ihe same way as
vehicles towing car trailers - sec Figure 12. Substitute the big
rig's "kingpin" for tongue, and "fiflh wheel" forhiteh. At the
end of eaeh maneuver, the black dot Qnthe trailer (the kingpin)
must be dircctly over the black dot on the tractor (the fifth
whccl). The tractor can never make less than a 90° angle with
the trailer; if it docs, the rig has jackknifed. Roll J die. On a I,
2 or 3, Ihe kingpin breaks and the trailer comes loose.
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Figure 16 - D3 Bend
with a Hovercraft

Note that a hover CaIlIlOt rOiate and perform any other maneu
ver at the same time.

The second way for a hover to change the direction it is
facing is for it to begin the phase flush with the arrow (i.e., with
the arrow's rear comers connected to thc counter's front cor
ners). Then. if you perform a bend. the hover counter may
maintain its nllsh contact with the arrow at a penalty of + D I to
the maneuver. Sec Figure 18.

Other restrictions on hover maneuvers are as follows:
One-Man and Small Hovers may perform any allowed

maneuver at no additional penalty.
Slandard HOVf!TS may perform D I through D5 maneuvers

oormally; D6 or greater maneuvers are at +DI.
LArge HoVl!TS may perform D I and D2 maneuvers nom13.11y;

D3 mancuven; are at + 0 I, D4 and greater are at + 02.
Small Cargo Hovt>TS may only perform D I or D2 maneuvers

nom13.lly; D3 maneuvers arc at +D2, and morc difficult nWlCU·
vers cannot be perfomlCd.

or Jeft~rearcomers of the hover. The front comers of the arrow
are never connected to any comer of the hover. Sec Figure 15.

The Vcctor Arrow moves very similarly to a car counter. It
pcrfonns bends and drifts just as ears do. It cannot perfOffil any
other maneuvers. The hover counter follows the Vector Arrow,
always maintaining comer contact, as described above. When
perfomLing a bend, move the Vector Arrow through the bend.
Then, keeping the hover counter pointed in the direction in
which it began tllC phase. move it until it is once more in contact
with a rear comer of its arrow. (This looks very much like the
hoVl!r counter is performing an unusual drift.) See Figure 16.

The maneuvers described so far never allow a hover to
change the direction it is facing. There are two ways for it to do
so. First, a hover may roIaJe up to 900 in a phase. It may
perfoml no other maneuvers when doing so. To rotate. move the
Vector Arrow out of the way. but keep it pointed in the same
direction. Then. rotate the hover counler up to 900

• Next, move
the arrow so that it is back in contact with the hover counter. Ot
will not move back to its previous location on the map, but it
will still be pointing in the same direction, which is the impor·
tant detaiL)

Finally, move the arrow I" straight forward (Le., in the
direction in which it is pointing) and move the hover counter so
that the twO counters are once more in legal contact. This is a D2
maneuver; a vertical stabilizer reduces it to a D I. Sec Figure 17.

Angle between
rear of.rrow
and cnd of
countcr shouldn't
be oftr 90-

Nevcr ovcrlap
alTow.nd countcr

MOl on
a corner

Shouldn't be
Right &.rl
Left Front

Hovercraft Movement
Since a hover CaIl rotate while travelinB in a straiBht line, it

will often be facinB ill one direction while movinB in another.
Therefore, a new counter is required to move hovercraft. This is
a Vector Arrow (a I" x 1,,2" counter with an arrow on it), which
indicates which way the hover is mavinB.

The hover COlmtcr and Vector Arrow are always connected
to each other comer-to-comer: either the left-rear comer of the
arrow with the left-front eomcr of the hover (Figure 14a), or the
right-rear comer of the arrow with the right-front comer of the
hover, or (if the hover and its Vector arc pointed in exactly the
same direction) bolh rear comers of the Vector Arrow 10 the
corresponding front comers of the hover counter (Figure 14b).

If tlle hover is facing in the opposite direction of its move
ment (and thus in the opposite direction of its Vector Arrow),
the possible conncctions arc similar: eitller the left-rear comer of
the arrow with the right-rear comer of the bover. or the right
rear comer of the arrow with the left-rear comer of the hover
(Figure 14c). or. again. both rear comers of the arrow with the
corresponding rear comers of the hover, (when it is pointing in
exactly the opposite direction of the arrow - Figure 14d).

Note that the righi-rear comer of the arrow is Plevt>r con
noctcd to the l~ft-froHror right-rear comers of the hover, nor is
the left·rearcomer of the arrow cver e()lUl(X';tcd to the righJ.jroHr

Use the collision system detailed for cars. Note how danger
ous a fully loaded tractor·trailer rig can be, even at low speeds,
due to its high Damage Modifier.

Figure 15 -Illegal Placement
or Vector Arrows

Steamrollering
When a ten-wheeler or larger vehicle hits a moIorcycle in

any way but a sideswipe, it may "steanuoller" it - that is, mn
right over it - due to the difference in heights. Roll I die when
such a collision takes place. On a I or 2, a noonal collision
occurred; on a 3-6, the cycle was steamrollered.

When this happens, reduce the speed of the cycle to zero.
The large vehicle simply runs over its counler. This is an extra
D I hazard, in addition to the collision haz.ard. The vehicle being
steamrollered lakes double regular collision damage, evenly
spread among all components. A cyclist who is about to be
steamrollered had beller jump - any chance is beller than nonc!

Whcre the ten-wheelers can only steamroller cycles. the big
rigs and buses can also steamroller compacts. subcompacts, aI!d
light and medium trikes. Steamrollering a car or trike is a D3
hazard; other vehicles arc a D I,
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If not on a transparent sheet, CUI out the center I" x J.1".
To determine what type of acceleration you're using, hold

this template over your hover counter, with the Forward end
pointed in the direction of your hover's accduation (which is
either the direction your hover is facing, or the opposite of the
direction your hover is facing, since those are the only two
directions you can accelerate). For I" x l-i" hovers, the center
sloe. should line up exactly with your counter. If your Vector
Arrow lies completely in the area labelled "Forward," your
acceleration is Forward. If it lies completely in the area labelled
"Backward," your acceleration is Backward. If it lies partly in
either Side Forward area and partly in the Forward area, accel
eration is Side Forward. If it lies partly in either Side Backward
area and partly in the Backward area, your acceleration is Side
Backward. If any of it lies in the gray area, your arrow is ille
gally placed and needs to be moved. Probably it should shift to
another comer of the hover counter.

For oversized counters, use this template similarly, lining
the appropriate comer of the center slot up with the corner of
your hover which is in contact with the Vector Arrow.

Gradual Continued Acceleration
When, over a period of several turns, neither the hover nor

its arrow have changed dircction, combined acceleration may
add up to morc than 113 of original speed even tIlOugh the accel
eration on each tum was much less. In such instances, rotate the
arrow halfway toward the direction of the hover's acceleration,
as in the second paragraph above.

Examplt:: Current speed is 100; acceleration is 10. Don't
challge the dircction of thc arrow. At the beginning of the next
second, current speed is 110 and acceleration is S. Over the 2

Figu....e 18 - Have.... Movement
with Turning Key

Forward
If your acceleration is Forward, simply add your accelera

tioo to your current speed. £.romplt:: your current speed is 2S
mph, and you accelerate 10 mph Forward. Your new speed is3S
mph (2S + 10). Unless your acceleration is 5 times as large as
your current speed, or your current speed is more than 5 times
as large as your acceleration, rotate the arrow so that its angle
with the direction of the hover's acceleration is cut in half (sec
Figure 22a). If the angle is 15 0 or less, just "even out" the
arrow, placing it flush with the hover.

If accelcration is 5 times greater than current speed, rotate
the arrow so it is points in Ihc direction of the hover's accelera
tion (Figure 22b).

If current speed is more tIlat} S times greater than accelera
tion, don't change the direction of the arrow at all. Examplt::
current speed is 60; acceleration is 10. Don't change the direc
tion of the arrow. The exception is gradual acceleration; sec
below,

Cargo Hovers may
only petform D1 ma
neuvers normally; D2
maneuvers are at +DI,
and more difficult ma~
neuvers cannot be per
formed.

In all of therecases.
a vertical stabilizer can
decrease the difficulty
of a maneuver. How·
ever, it doesn't allow a
maneuver that is other
wise impossible, nor
does it eliminate any
penalty placed on the
larger bovers. Thus. a
Cargo Hover with a
vertical stabilizer and
traveling over 60 mph
still can't perform 03
maneuvers, and normal
02 maneuvers are
+D 1 (because of its
size) and -D I (for the
stabilizer), resulting in
a 02 maneuver.

When a moving
hover uses a dropped
weapon, align the
dropped counter paral
lel with the Vector
Arrow, placing a front
comer of tbe dropped
counter so it touches
the corresponding rear
corner of the hover
counter.

Do not overlap the
dropped counter and
the hover coutller Ull

less the hover is mov
ing "backwards," Ifit
is moving backwards,
treat the dropped coun
ter as though it had
been fired from a front
nx)\mted weapon. See
Figure 19.

F

Figu.... 17
Hovercrart
Movement
Procedure

~-B
~

Move the
IlTOW slr_ight
,he,d I"

Bring the hover
to the arrow,
maintaining the
direction the hover
is pointing

C
Reule the hover lip 10
90- (in eilher direction)

Bring IlTOW b'd:---D"';~
10 the hover, still iii
main...;";ng the djreclion 'bt
il is pointing. (NOlO 1!7J
thal tho arrow is now
placed on I different ~r)

Move '!TOW away.
mainllining the dirCC1ion
;1 is pointing

When a hover is facing exactly the same direction its arrow
is pointing, simply add your desired acceleration to your current
speed. When it is facing exactly the opposite direction its arrow
is pointing, find the difference between acceleratioo and speed
(subtracting the smaller from the larger). When a hover un',
facing in either of these directions, acceleration can be tricky.

First, usc Figure 20 to determine whether your acceleration
will be Forward, Side Forward, Side Backward or Backward.
Treat duelt:ratiol1 in any direction as acceleration in the oppo
site directioo.

The rectangular template in Figure 21 is useful for hover
acceleration. (It can be copied onto a transparent sheet.) It quick·
Iy indicates whether your acceleration is Forward, Side For·
ward, Side Backward or Backward.

Hovercraft Acceleration

Movement -20-
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To determine your new direction of travel (i.e., in which
direction your Vector Arrow is DOW pointing), find the ratio of
acceleration to current speed and refer to the following table.
Swing the Vector Arrow towards the direction of the hover's
acceleration by the angle listed in the table (but never swing it
past a flush facing). See Figure 22e.

Acceleration I Current Speed Change in Vector Arrow
Less than lis 0°
At least \15, but less than Ii3 30°
At least V,}, but less than V,! 60°
At least 201, but less than 11 90°
At least 312, but less than 3 120°
At least 3, but less than 5 lSO°
At least 5 Place tbe arrow nush with the

direction of the hover's acceleration.

If current speed is 5 times greater than acceleration, don't
change the direction of the arrow at all unless continued acceler
ation over several turns exceeds V5 current speed.

Figure 20 - Hovercraft
Acceleration

L;~up

.... ilh "TrOW,

nol .... ilh

No

Change in Vector Arrow
O·
W
30"
45"
50"
75"

Place the arrow flush with the
direction of the hover's acceleration.

Don',
OverilP
hover
coomer

Acceleration I Current Speed
Less than ~
At least ~, but less than ~
At least ~, but less than V,!
At least v.J, but less than 11
At least 11, but less than 3
At least 3, but less than 5
At least 5

If current speed is 5 times greater than acceleration, don't
change the direction of the arrow at allunlcss continued acceler
ation over several turns exceeds lis current speed.

Side Backward
If your acceleration is Side Backward, again compatC your

acceleration to your current speed. Your new speed becomes the
difference of the faster minus halfof the slower. £wmpt~s: You
are traveling 30 mph, and accelerate 10 mph sideways. Your
new speed is 25 mph (30 minus half of 10). If you are traveling
20 mph, and accelerate 30 mph sideways, your new speed is 20
mph (30 minus half of20). Round up to the Dearest multiple of
2.5 mph. If current speed and acceleration are equal to each
other, halve elthcr one and subtract it from the other (or, more
simply, your new speed is half the previous speed).

v"

Figure 19 - Hovercraft
Cropped VVeapons

seconds, acceleration totals to 15 mph. still DO( ~ of the original
100 mph speed. At the beginning of the third second, current
speed is 115 and acceleration is 10. Over all 3 seconds, 10lal
acceleration has been 25 mph - more than ~ of the original 100
mph. Rotate the arrow halfway toward the direction of the
hover's acceleration. See Figure 22c for another example.

Side Forward
If your acceleration is Side Forward, again compare your

acceleration to your current speed. Your new speed becomes the
sum of the faster plus haifof the slower. Examples: you are
traveling 30 mph, and accelerate 10 mph sideways. Your new
speed is 35 mph (30 plus half of 10). If you are traveling 20
mph, and accelerate 30 mph sideways, your new speed is 40 mph
(half of 20, plus 30). Round up to the ncafCSt multiple of 2.5
mph. If acceleration ~qualr current speed, simply take half of
one and add the other.

To determine your new direction of travel (i.e., in whicb
direction your Vector Arrow is DOW pointing), fmd the ratio of
acceleration to current speed and refer to the following table.
Swing the Vector Arrow toward the direction of the hover's
acceleration by the angle listed in the table (but never swing it
post a flush facing). See Figure 22d.
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Figure 21 - Acceleration
Template and Protractor

You may make copies of these tools to usc with the game.

~.,

Side Forward acceleration, etc. If no thrust is put
into acceleration, deceleration or simply maintain
ing speed, a hover will decelerate by 5 mph/turn.

Hovers may, in desperate situations, decelerate
by dropping their skirt(s) to the ground and drag
ging. ntis is hazardous and damages the skins. For
an extra 5 mph/turn deceleration. a hover drops
only the trailing edge of the craft. This inflicts Id
damage to the trailing skin(s) and is a 03 hal.ard.
To obtain an extra 10 mph of deceleration (instead
of 5 mph), take Id damage to the trailing skin(s)
and cach of the two adjaccnt skirts. This is a D4
hazard. If the situation is sufficiently desperate, a
hover can get an extra 15 mph of deceleration by
taking Id damage to all skirts. This is a 06 hazard.

Turning off all power causes the hover to drop
to the ground and take 2d damage 10 all skirts and
Id damage to the underbody. It decelerates by 30
mph at the beginning of each turn. This is a D5
hazard. Turning off all power during a spinollt is a
07 hazard.

If current speed is 5 times greater than acceleralion, don't
change the direction of the arrow at all unless continued acceler
ation over several turns exceeds ~ current speed.

Protractor: The protractor
(see Figure 21) can be used to
measure any angle. It is marked in
15" intervals.

(a) To swing an arrow 45"
(for example, see Figure 25),
hold the protractor ovcr the hover

1be key can also be used for angles over 90", but the process
is more difficult (Figure 24):

(a) First, find the turning key angle which corresponds to the
angle you want to figure - 60" corresponds to 120", and 3D"
corresponds to 150".

(b) To rolate an arrow 120" toward the direction of the
hover's acceleration, hold the turning key over the hover and its
arrow so that the point marked "60"" 011 the key is at the point
where the IwO corners meet. Hold the key so that the side of the
arrow is flush with the edge of the key.

(c) Swing the arrow around the corner of the key, keeping it
flush with the key. This requires thatlhe arrow completely over
lap the key, so be sure to keep lhe arrow in its proper new
position while removing the key when you have finished.

(d) Maintaining the arrow's new direction, move it so that it
is once more in legal contact with
the hover counter. (This will re*
quire that tlle arrow be moved to
a new corner of the cowltcr.)

Angles and How /0 Figure Them
Hovercraft IlXlvenlCnt relies heavily on angles, especially

during acceleration. There are two ways to measure a specific
angle.

Turning key: For angles up to 90", you can usc the turning
key. To rOtate an arrow 30" toward the front of a hover (for
example), follow these steps (Figure 23):

(a) Hold the turning key over the hover and its arrow so that
the point marked "30"" on the key is at the point where the two
comers meet. Hold the key so that the rear of the arrow is flush
with the edge of the key.

(b) Move the rear of tile arrow around Ihe comer of the key,
keeping it flush with lllC key.

(c) Maintaining the arrow's new direction, move it back illlo
legal contact with the hover counter. (This might require that the
arrow be moved to a new comer of the hover counter.)

Change in Vector Arrow
00

30 0

6()0

900

120"
150"

Place the arrow flush with the
direction of thc hover's acceleratiOll.

Acceleration I Current Speed
Less than Vs
At least ~, but less than \13
At least \13, but less than 2.1
At least 21, but less than ~
At least~, but less than 3
At least 3, but less than 5
At least 5

Backward
For Backward acceleration, compare your acceleration to

your current speed. Subtract the smaller from the larger. To
determine the change in your Vector Arrow, compare your ac
celeration to current speed and consult the following table.
Again, swing the Vector Arrow towards the direction of the
hover's acceleration by the angle listed in the table (but never
swing ilpast a flush facing). Sec Figure 22f.

DeceleraJioll
Since hover fans are immedi

ately reversible, hovers may de
celerate as easily as lhey accel
erate, without having to spend a
him at 0 acceleration. Dcccler~

alion of any kind can thus be
treated as a type of acceleration.
Forward deceleration becomes
Backward acceleration, Side
Backward deceleration becomes

Difficulty of Side Forward or Side Backward acceleration:
Accelerating to the side of your current direction of travel entails
a hazard similar to the hazard of firing a large gun to the side of
a moving vehicle. If a hover executes either Side Forward or
Side Backward acceleration, but the acceleration is under 10
mph, there is an immediate 01 hazard.

If the acceleration is at least 10 mph, but not 20 mph, it is a
D2 hazard.

If it is at least 20 mph, but not 30 mph, it is a 03 hazard.
If it is at least 30 mph, it is a 04 hazard.

Movement -22-
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Figure 23 - A 30'
Arrow Roeaeion

"A

Boat Movement

Losing Control
Hovers use the same Comrol Tablc and speed nxxlifiers thai

all other vehicles do. Howcver, when a hover loses control,
whelher from a maneuver or a hazard, roll 2 dice and consult
Crash Table 6 - Hovercrafl, adding any appropriate nxxlifier.

Movemcm for boats is handled as for cars, with a couple of
e:tccptions. Firsl, the larger the boat is, the fcwer difficult ma
neuvers it can perform.

Yachts can only perform 01 or 02 maneuvers noml3.11y; 03
maneuvers may be perfomlCd, but they are at +2 difficulty; and
more difficult mancuvers cannot be performed.

Cruisus can perform 01 or 02 mancuvers nomlally; 03
maneuvers are al + 0 I; D4 and greater maneuvers arc at + 02.

Spudboats can perform 0 I Ihrough OS maneuvers normal
ly, and 06 or greater maneuvers are performed at + I difficulty.

Di"ghies, aquobius and rowboats can perform all maneu
vcrs rhrough 06 normally.

A 06 maneuver in a Specdboal with a spoiler is still a 06
(+ I for size. -I for the spoiler).

Boats can only perform bends. drifts and pivois.
The other difference in Ihe way boats move is subtle but

imponanl. When changing direclion with a bend, a land vehicle
will move forward I", and thcn pivot on a back corncr to change
directions. This is because (he steering mechanism is in the front
of the vchiclc. Boats arc steercd from tIle back - so when a boat
changes direction, thc pivot must be doncfirsr, and thcll the boat
is moved forward I".

These turns can still be accomplished using a luming kcy,
but they arc a littlc trickier. For I" counters, place the inside
comer of the kcy against one front corner of the COlUlter. Then
move the COWHer forward, rotaling il until both comers on the
countcr match the pair of marks on the key corresponding to the
tum's difficulty. Finally, move thc countcr I" forward. In Fig
urc 27a, a Rowboat is making a 03 bend.

For boat coutllcrs longer than I", placc the marked point of

HaZlUYis
Hovers collect hazards just as cars do, c:tcept that hovers do

DOl takc any hazard from debris, obstacles or other low·lying
objccts such as curbs. Hovers also maneuver just the samc (with
no handling penalties) whether Ihey are on road, off road or on
watcr. Hovercraft may jump just as cars do; however, on land
ing, each skirt takes Id damage and me hazard is al +02. Small
cargo and cargo hovers collect hazards from enemy fire as olhcr
ovcrsized vehicles do.
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This same protractor can be used 10 measure boat bends by
following the procedure for Veclor Arrows outlined in (a) and
(b), above. Be sure to position Ihe eentcr point of the protractor
over the proper point of the boot - Ibe rear of dinghies and
speedboats; the marked posilion on rowboats. cruisers. and
yachts (Figure 26). Also note that this procedure rcsuhs in
slightly dilTerelll movemcnl for boots I" long and shorter. Make
sure all players agree on Ihc system before play begins.

(4) The protractor can also be copied onto a transparent sheet
and cut out, making il easier 10 see what you're doing.

Figure 22 - Acceleraeion
Examples

and ils arrow so that the center poilll of the protractor is at the
point where Ihe IWO comers meet. Hold Ihe protractor so thai the
side of the arrow is flush with the edge of the prolractor.

(b) Swing the arrow (under the prolractor) until it has rotated
45·.

(c) If nccessary, move the arrow so that it is once more in
legal conlnet with the hover counter.
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Figu.... 26
Boat Movement
with Proeraceor

Running Aground
In many instances, it's very important to keep track of just

how deep the water is, in order to avoid running aground. Water
depth is usually measured in game inches, as is the "draft" of
all boats. Draft is the distance below the surface that the tmder·
body of the boat cxtends to. A boat cannot enter water shallowcr
than ils draft.

Hazards
Many of the haxards listed for land vehicles also apply to

boats - especially the ones for taking damage. Some modifiers,
however, are cl1angcd in water:

Original
position

Aquabik~s and Rowboats have 110 appreciable draft, and can
operate in any depth of water.

Din8hi~s have a draft of 0", which Icts them operate in all
bllt the shallowest waters.

Spudboars have a draft of V4".

Cruisers have a draft of Vl".
Yachls have a draft Of:V4".

If a boat enters water of a depth exactly equal to its draft, it
scrapes bollom. This is a hazard (sec abovc), and the hazard's D
value is assessed every turn. If a hard bouom is scraped (con
crete, coral, rocks, etc.), also roll I die. 00 a I, the underbody
amlOr takes the damage of a sideswipe collision. This damage
roll is also made every !Urn. There is no possibility of damage
whcn a soft bollom (mud, sand, carpctedjump ramp) isscrapcd.

Boals may illlentionally "run aground" in order to jump.
The jump angle must be between 15 0 and 45 0

• Boals jump like
cars, with this addition; a grounded boat decelerates by 15 mph
immediately (and its jump distanCe is figured on this reduced
speed). Note that "running aground" against a fixed barrier
angled at greater than 45 0 is not a sideswipe with the boat's

Hitting debris: no hazard.
Hitting obstacle or swimmer: D 1.
Colliding with smaller boat: D2.
Colliding with boat of the same size or larger: 04.
Colliding with fixed object: 04.
Scraping soft bouom: D2.
Scraping hard bottom: 04.

All boats can move in reverse, at2.5 mph/tum acceleration
and a top speed of 5 mph. This is because the back of a boat
doesn't cut through water the way the front of a boat docs.
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Boat Deceleration
Acceleration is covered in Powt::r Plonls (p. 65). Boals nalur·

ally decelerate at 5 mph/tum. In addition, the propellers or jets
can be run in reverse to create an additional deceleration equal (Q

half the boat's acceleration.
For example, a boat with an acceleration of 10 can decelerate

up to 10 mph/tum, a boat Wilh an acceleration of 5 can deceler
ate up to 7.5 mph/tum, and so all.

The exception to this is Jet Drives, which cannot fCverse
themselves for braking purposes.

Boats have onc other option - dropping anchor. Al1chors
are standard equipment on all boats, ineluded in the initial cost
and wcight, and permanently attached by a 10" cable or chain.
(If the anchor cannot reach thc bottom because the watcr is too
deep, thcn thc anchor cannOI help with deceleration.)

Whcn an anchor is dropped, it descends at the rate of V4" per
phase; when it hits bottom thcre is an extra decelcration of 15
mph/tum. For evcry turn the boat continues 10 move, roll 2 dice;
on a 2 or 12, the cable or chain breaks, and the anchor (a.nd its
deceleration) is lost. Replacing an anchor costs 2 % of the body
cost of the boat it is attached to.

Figure 25- A 45°Arrow Roeation
wieh Protractor

B

!.kinl p~ 10 M.Jke
45 • A,rr- Rot.otion

Figura 24 - A 120"
ArroW' Rotation

the boat counter against the marked point on thckey. making sure
the cowHer is parallel 10 the first half of the tum. Then pivot the
cowHer into the key until it loodleS the edge - that's the turn.
1ben, move the eotmtcr straight ahead one inch and lhe maneuver
is completed. In Figure 27b. a cruiser is making a D2 bend.

Note thai Rowboats (which are the samcsizc as Cycles) have
been placed on I" -long counters, so that they can use the same
turning key marks as the J" boats. Do not use this double-length
counter for figuring arcs of fire, line of sight, etc. Use only tbe
frool half of the counter - the baclr: half is simply an aid for
maneuvering. For another method of measuring bends, see An
glu and How 10 Figure 7km (p. 22).
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recommended that this mle only be used with a refcrcc, because
il is difficult to define the expanding location of the wake behind
a turning boat.

To determine the hazard (if any) of crossing a wake in your
boat, eomparc the weight of your boat to the weight of the boat
causing the wake:

the wreck, and that it may take a day (or two, or three ...) for
the equipment to arrive, with a commensmately higher price.

ETample: Chasing a dinghy full of tobacco-slllugglers, Capt.
leGrande of the Louisiana Coast Guard bears down in his high
powered cndser at 130 mph. The smugglers know this particular
bay very well, however, and dart up an inlet where the water is
only V4" deep. leGrande follows, and before his SOllar man can
shout a warning, plows into the muddy bollom, immediately
slowing down to 115 mph. The underbody armor of the emiser
takes collision damage at 35 mph - V4 of 130, rounded up.
LeGrande rolls 2 dice, gelling an 8, but because the bay bottom
is soft, subtracts 1 per die, and the underbody armor takes 6
points of damage. Then LeGrande rolls 1 die to see if his propel
lers are damaged, and gets a 3 - bad news! The emiser has two
propellers, each of which has 8 OP, but which arc protected by
lO-point propeller guards. For the first propeller, LeGrande
rolls 2 dice, gets 6, subtracts 2 for the soft bottom, then rolls a 4
on I die (10 see if the propeller guard takes the damage) - so the
remaining 4 points of damage are absorbed by the propeller
guard. For the second propeller, leGrande rolls a 9, subtracts 2,
then rolls a 2 - so the remaining 7 points of damage arc ab
sorbed by the other propeller guard.

The cmiser continues, making additional damage rolls at the
beginning of each tum, at 85 mph, 55 mph, and 25 mph. Unfor4

tunately, the emiser was unable to find a deeper channel during
tllese three seconds, so it is finally stuck.

LeGrande now tries to get his cmiser unstuck. It takes a roll
of 10 or beUer on 2 dice, adding I for having two propellers.
leGrande takes dice in hand, and rolls a 7, which is modified to
an 8 - not good enough. An hour later, he can try again.

Optional Wake Rule
Boats leave a wake in the water which can be hazardous,

especially to lighter boats. The edges of a wake (the dangerous
lines where a hazard can occur) follow the two lines dividing the
rear arc of fire from the side arcs of fire. To calculate their
length, divide the boat's speed by 10 (rounding up). The two
lines of the wake extend that Illany inches away from the boat.
For Rowboats, the wake begins in the middle of the counter, not
at the end, and follows the same lines a Dinghy or Speedboat
wake follows. See Figure 28 for examples of boat wakes. It is

Figure 2B - Boat Wakes r;;:-,
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underbody - it is a collision with thc leading edge of the boat.
Every subsequent turn in which the boat continues moving
aground, it deceleratcs an additional 30 mph (not 5 mph, as in
water). Neither propellers nor jets affect its speed.

When a boat hits water of a depth less than its draft, it nms
aground. Assess sideswipe collision damage to the underbody of
the boat, based on the speed the boat was going. (Subtract I or
more points per die of damage rolled when a boat grOlUlds on a
particularly soft boltom; add 1 or more points per die of damage
when a boat grounds on a particularly hard bottom.) At the
beginning of every tum in which thc boat continues moving
while aground, assess new damage at the boat's new speed.

If the undcrbody armor takcs damage from either scraping or
hitting bottom, roll another die: On a I to 3 the propeller(s) (but
not ajet drive) also takes damage - assess the same number of
dice of damage as the underbody armor took.

If the referee is kind enough to considcr tidcs or other fac
tors, getting unstuck may simply be a case of "waiting it out."
If the boat's propellers or jet are still in water, you may attempt
to get the boat out on its own power. This requires a roll of 10
or better on 2 dice, with the following modifiers:

Aquabike: +3
Rowboat: +2 (aground when it nms out of water)
Dinghy: + I
Yacht: -1
Two propelfers: +1
Props damaged (one or both): -2

Figure 27 - Boat Bends
-~

A boat may make an attempt to get unstuck on its own power
once an hour. If an unmodified 2 is rolled, quit trying - the boat
will never come free without outside help.

If outside help is required to unground a boat, the operation
wi1ltake one hour and cost $1,000 for every 5,000 Ibs. of boat
weight (r01md up). The equipment needed to do the job is very
specialized and expensive, and its operators will not entcr an
aetivc battle area, no mattcr how much money they arc offered.
Fiendish referees may also want to consider the possibility that
such specialized services are just not available in the vicinity of



Weather

Helicopter Movement
Helicopter movement is more varied than ground movement

- there arc three dimensions to keep track of instead of two. For

Climbing and Diving
In order to climb, a helicopter sacrifices 1,,2" of forward

movement to climb V4". That is, a helicopter which has the
option of moving 2" forward could instead move 1 0." forward
and elimb V4", or move I" forward and climb 1-2". A helicop
ter may Dot climb at more than 1,,2" per tum. To climb straight
up, a helicopter should set its speed at 10 mph, and then convert
that 1" of forward movement into Vi" of climbing each tum.

A helicopter can lose altitude by a regular descent (not a
dive) at the rate of 1,,2" per tum. Such a descent does not affect
the chopper's speed at all, and is not a hazard.

A helicopter descend more quickly, and accelerate at the
same time, by diving. A too-steep dive can have disastrous ef
fects, but a shallow dive can safely inerease a vehicle's spccd. A
helicopter must spend a full second diving, moving as many
inches as its current speed indicates. The player specifies how
much altitude will be lost during a tum, within certain limita
tions (described below). For every 1h" of altitude lost, the heli
copter picks up 5 mph of forward speed immediately.

A helicopter must accelerate into a dive - the pilot can't
simply go from level flight to a 6O-foot dive and pick up 40 mph
of speed, all in one second. A helicopter can pick up 10 mph/
tum of acceleration while diving, above and beyond the helicop
ter's normal acceleration. Keep track of how much speed is
picked up through diving, as this will have to be offset when the
chopper pulls out of the dive.

A helicopter pulls out of a dive by applying some of its
forward movement speed toward increasing altitude - with 1,,2"
movementlifling the vehicle V4". However, a helicopter which
has been diving for speed must offset the dive rate before begin
ning to climb. The dive rate is reduced by 5 mph for every Jh"
of "climb." Note: Forward speed slows when the chopper pulls
out of a dive.

Example: A diving chopper has gained 35 mph of speed
because of the dive, losing 30." of altitude per second. Now its
pilot wants to pull out of the dive. But he can't just "stop
diving" - he has to "gain altitude" to offsct the dive. Pulling
out of the dive all in one tum would put too much stress on the
copter and tear it apart. A diving helicopter can only put I" of
movement per tum toward climbing - thus, it goes to a 30-mph

Acceleration and Deceleration
A hovering helicopter (that is, one that is not auempting to

change its altitude up or down) moves on the phases shown for
its speed - just like a car. Helicopters accelerate on the straight·
away like cars. Two rates of acceleration are available to heli
copters - 5 mph or 10 mph. A helicopter can accelerate more
quickly by diving (see below).

A helicopter may decelerate 5 or to mph per tum safely. It
may also decelerate 15 mph in a tum, but must inunediately roll
onCrashTable4(scepp.ll~12).

In order to take off, a helicopter must (a) spend three turns
warming up, kicking the rotors up to flight speed; (b) go through
one tum at speed 0 while starting the liftoff; and (c) go to
whatever speed its acceleration indicates to start the liftoff. If the
acceleration is 5, the vehicle may only climb V4" the first tum.
If the acceleration is 10, the vehicle may either climb 11.!" or
move forward 11.!" and elimb V4". A helicopter on the groWld
- but not switched off - may stay in its warm-up mode, and
thus only take one second at speed 0 before taking off.

each helicopter, you must kecp a scratch-pad record of the chop
per's altitude, measured in V4" in game scale. This height des
ignates where the bottom of the helicopter is at any given time
(0" being on the ground).

llamrd
06
04
03
02

No hazard
-01

Your wt./wt. ofboat creating wake
Less than V4
At least V4, but less than 11.!
At least 11.!, but less than 2
At least 2, but less than 4
At least 4
Crossing last half of wake

Rough seas can make water travel very difficult. Bad enough
weather can even endanger the boat itself. The roughness of the
environment is rated as follows:

Calm seas: Either 110 waves, or gentle, rhythmic ones. No
modifiers.

Choppy seas: All weapons fire - hand and vehicular - is at
-I. No other modifiers.

Rough seas: All weapons fire at -I. All maneuvers and haz
ards are at +Dl.

Stonny seas: All weapons fire at ~2. All maneuvers and
hazards arc a + D1. Also, add I to all rolls on Crash Table 5 
Boats (Rowboats add 2).

Losing Control
Boats usc the same Control Table as land vehicles do, with the

same modifiers for speed. When a boat loses control, whether
from a maneuver or a hazard, roll 2 dice, add the appropriate
speed mooifier and the appropriate weather modifier (below),
and consult Crash Table 5 - Boats, p. 12.

Major Stonn: A lake squall, or perhaps an ocean thunder
storm. All weapons fire at -4. All maneuvers and hazards arc a
+D2. Add 2 to all rolls on Crash Table 5 (Rowboats add 6,
Dinghies add 5, Speedboats add 4).

It is up to the referee to detennine the weather for a particular
area and time. Changes should be slow (by Car Wars standards,
at least) in developing - at least ten minutes in each phase
before advancing to the next one. And weather must move
through the phases in the order listed; conditions cannot go from
choppy seas (for example) to major storm in one instant.
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Speed
20 mph
4.5 mph
6.5 mph
8.5 mph

II0mph
125 mph
1.50 mph
170 mph
190 mph
21.5 mph

Movement

Total Distance
2 V4"
6 J.,i"

13"
21 J.,i"
32 V4"

4.5"
60"
77"
96 V4"

117i1l"

Free-Fall Damage Table

Time Elapsed Distance
lSi second 2 V4"

2nd second 4 V4"
3rd second 6 J.,i"
4th second 8 J.,i"
.5thsccond 10$14"
6th second 12 $14"
7dl second 1.5"
8th second 17"
9th second 19 V4"
10th second 21 V4"

It is highly unlikely that a helicopter will be higher than
117", but if it happens, extrapolate from the chart. Note that
mllcss a helicopter is flying level or e1imbing when it enters free
fall, there will be additional downward speed in the collision. If
a chopper was already dropping 31.-2" a tum (3.5 mph), when the
rotors fail, add that 3.5 mph to the final free-fall collision speed.
Always round to the lower speed if the distance fallen is between
two of tile "Total Distance" llumbers.

Example: Trying to pull out ofa too-steep divc, a helicopter
fails its control roll badly and loses its rotors. At the moment the
rotors were lost, it was traveling downward at a speed of30 mph
and was 14" off the ground. On the table above, 14" is between
21 J.,i" and 13", so we usc the 13" line - when the chopper hits
the ground, it will havc a frcc·fall speed of 6.5 mph. Then add in
the chopper's downward speed of 30 mph, and we gct a collision
with the ground at 9.5 mph. This is likely to hurt!

Rotor Failure
Any time a helicopter crashes or pcrfomlS a stressful maneu

ver as indicated on Crash Table 4 (pp. 11-12), a Rotor Check
must be made. lllere is the possibility that the rotors will fail 
breaJcing, in the case of a maneuver, or snapping off, in the case
of a collision. A spinning rotor blade will do 4d damage to
whatever it hits.

If a helicopter's engine fails but its rotors are still intact, it
has a chance ofdcseending safely. Forward momentum slows by
.5 mph/tum, and the copter drops J.,i"/tum. The helicopter
player must roll on Crash Table 4 at the beginning of every tum.

Crashing
Helicopters crash in twO ways. One is simply to lose control;

Ihe other is to run into something (whether flying borizonlally or
falling vertically). Crash Table 4 - Helicopters refers to the
first. (Of course, you will eventually hit.ro~lh;n8!)

Havuds
Hazards affect helicopters immediately, as they occur, de-

creasing the chopper's handling status. Some sample hazards:
Colliding with another aircraft or vehicle: 04.
Enemy fire, doing I to.5 points of damage: 0 I.
Enemy fire, doing 6 to 9 points of damage: 02.
Enemy fire, doing 10 or more points of damage: 03.
Stabilizing rotor destroyed or failed: 04.
Pilot injured or killed: 02.
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Tighter maneuvers would subject a helicopter to too much stress'
and tcar it apart.

Helicoptcrs check for control in the same way as other vehi
eles. Cross-index the handling status of the chopper with its
speed on the COnlrol Table. If a control roll is called for, roll the
die. If you lose control, add lhe appropriate modifier from the
Control Table and roll on Crash Table 4 (see pp. 11·12).

Maneuvers
In terms of game mechanics, maneuvering helicopters isjust

like maneuvering cars. During each of its movement phases, a
helicopter player may spccil'y a maneuver for the craft. Each
maneuver has its own difficulty class, which reduces the heli
copter's handling status for dlC tum.

A helicopter's initial handling class is determined by the size
of the helicopter, and is modified by the pilot's reflex roll,
which is in tum modified by the Helicopter Pilot skill. Pilot + I
adds I to the reflex roll, +2 adds 2, elC. Without this skill, a
character cannot even start a helicopter, much less fly one. The
base HC of a helicopter, plus any bonuses the pilot has in the
Pilot skill, determines the amount the chopper's handling status
is advanced at the end of each turn, just as for other vehicles.

A helicopter can make the following maneuvers:
Move straight ahead. This can be done while climbing or

dropping; He is not adjusted.
Dive. This is a 01 maneuver in any phase during which the

chopper moves forward 2" or more.
Coordinated Turn. This is exactly like a "swerve" for cars,

and is a treated just like that maneuver.
Veer. This is exactly like a "bend" for cars (sec Figure 29;

see also Figure I, p. 7), and can be up to a 03 maneuver.
Shift. This is like a "drift" for cars, and is a 01 maneuver.
Drift. This is also a 03 maneuver, and is similar to the car's

"steep drift" (Figure 29; see also Figure 3, p. 8).
ROlale. This is a 02 m:l.lleuver (sec Figure 29), and is a fast

means of turning around. It can only be done if the chopper is
moving 20 mph or less. On each movement phase, move die
helicopter in the direction it had previously been heading, but
rotate it up to 90°. At the end of two phases, it is facing in the
opposite dirCClion to its original movcment (see Fly Backward,
below). Helicopters moving 0 and .5 mph may rotate as well,
turning 900 each phase.

Fly Backward. lllis has few tactical advantages cxcept for
aerial maneuvering and takcoffs in lUlcomfortable situations. A
helicopter may fly backward up to 20 mph; a helicopter flying
backward may perfoml the same maneuvers described above, at
+01 at.5 or 10 mph, and +02 at 1.5 or 20 mph.

These are the only maneuvers helicoptcrs are allowed to
attempt. A helieoptcr cannot do any maneuver greater than a 03.

dive at the end of lbe first second, 2.5 mph at the end of the
second, 20 at the end of the third, and so on until it is at level
night at the end of the seventh tum.



3. Combat
Combat may occur during any phase, after movement. To

attack, a player simply announces that he is firing, and names the
weapon being fired and its target.

Results of all attacks during a phase are applied simultanc
ously. The referee may wisb to have players declare fire secret
ly, by writing their fire/no fire order down on a slip of paper and
handing it to him, or by some other rncthod.

A given weapon may never fire more than once per tum. A
given character may never fire more than once per tum, unless
he docs so by triggering linked weapons.

Rateo/Fue
Usually, the abovc restrictions mean that each vehicle will

only fire once per tum. Exceptions occur when (a) a weapon is
on "automatic," (b) a vehicle has additional occupants, such as
gunners, who may also fire, or (c) linked weapons arc used.

General Combat Procedure
Bricny, the procedure for resolving a normal weapon attack

is (a) make sure that there is a linc-of-fire from the weapon to the
target; (b) roll 2 dice to sec if the weapon hits (sec Determining
Hits, below); (c) if the weapon hits, determine damage location
and amount (sccDamage, p. 30); (d) alter thc vehicle's handling
status andlor place debris or obstacle counters if required.
Dropped weapons arc an exception 10 the above and arc dis
cussed on pp. 32-33. All damage for the phase is resolved simul
taneously at the end of Ihe phase.

lille oJ Fire
To fire al a given larget, there must be a line of fire (LOF)

from the firing counter's center (for a turret weapon) or middle
of lhe side where the weapon is located (for othcr weapons) to
some part of the counter representing the target. Buildings, vehi
cles, pedestrians, etc., block LOF; debris and obstacles do not.
Smoke and paint reduce chances of hitting but do not block LOF
exccpt for lasers.

FurthemlOre, the LOr must be tmced within the arc of fire
for that weapon position. Arcs of fire for vehicle weapons arc
shown in the diagram 1x:low. Pedestrians and turret weapons have
a 360-degrce arc of fire. Hand weapons fired from a car, tnlek or
sidecar have a right or left are of fire, depending on which side
dlcy're fired from; hand weapons fired by a cyclc driver have a
360-dcgrcc are of fire.

............ RitIht WUpolU" Only ",,""
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Car Targeting
Targeting is choosing what you're going to shoot at - wheth

er iI'S Ule side of a vehicle or a specific part, like a tire.
A car has frollt, back, right, lcft, top and underbody

'·sides." When you fire at a vehicle, you can only hit a side that
is facing you. Unless tbc targct car is lined up exaclly perpendic
ular to yon, you will be able to choose between two sides.
However, only if you arc in a particular sidc's arc of firc may
you attack that side with no penalty. If the firing vehicle is 011 the

dividing line between (Wo of a target vehicle's arcs of fire, it
may target either side without penally. tr you target 3. side on
which you have line of firc wil.hout being in the target side's arc
of fire, you suffer a penalty of -2 10 your to-hit roll. You may
choose which side you wish to target. If you score a hit, any
damage you do will be taken by thai pan of the vehicle (sec
Damage Location, p. 30).

You can never target a vehicle's underbody with normal
weapons (note: underbody is a relative term - if a car has rolled
and is sitting on its left side, that side is now the' 'underbody' ').
The underbody is automalicaUy the larget of a mine.

A vehicle's tires may be targeted. Each lire is a separate
target; subtract 3 from the to-hit roll when shooting attires.

A vehicle's turret may be targeted. All top armor pr()(CCIS
weapons in lbe turret. If a vehicle has no lurret, the lop can only
be hit if something is dropped (or fired) from above or if the
vehiclc rolls. Targeting a turret is at a -2.

Cycle Targeting
Compared to a car, a cycle is a small targct, but every part is

exposed. Therefore, after firing on and hitting a cycle, roll on
the table below. Only one componenl of a cycle can be hit in
each attack - the rest of the damage passes through the cycle
and has no effect, IUlless it has a sidecar 011 the opposite side. In
this case, roll I die. If tile number rolled is equal to, or less than
the number of spaces the sidecar has, it is hit. Otllerwisc the
damage passes out harmlessly.

AttacJcing from front or uar - Roll 2 dice. On 2 10 10, you
hit armor (if the armor is gone, roll again on the "sidc" table
below for remaining damage). On an II or 12, you hit the
exposed wheel.

Attachllgfrom the side - Rol12 dice. On 2to 5, you hit the
drivcr; 6 or 7, the power plant; 8 10 10, a weapon. Roll ran
domly if tile cycle has more than one weapon; roll again if there
are nonc. On II or 12, you hit a tire - roll randomly to sec
which one.

Sidecar targeting - A sidecar can only be hit from the side
on which it is mounted. Tmagine a line nlllning lengtllwise down
the center of the cycle counter - if you're on tile same side of
the line the sidecar is 011 (or Oil the line), you can shoot at it. If
you're not, you can'!. Targeting a sidccarcarrics a -2 penalty to
your to-hit roll. If you're just shooting at the cycle as a whole
and you are on the sidecar side, roll 1 die. On a 1104, Iheeycle
was bit; use the tables above. On a 5 or 6, the sidecar was hit.
Treal a sidecar as a tiny automobilc, with armor in front, back.
underlxxly, and both sides. It has one wheel (plus some small
coaster-type wheels for stability if it ever rolls free). maybe one
or two weapons, and possibly a rider. Once armor 00 part of the
sidecar is lost, any fire hilling the exposed area has an equal
chance of hitting each of the interior components.

Trike Targeting
Because trikes arc low to the ground, their tops can be fired

upon. Any attacker can choose 10 fire at the top of a trike if he
has a line of sight on the front or citllcr side. (A trike's top
cannot be hit from behind, but its turret can be targeted.) Be
cause the top is stCCply sloped, any allack at the top is at an
additional -2 10 hit. lllUS, for example, a shot al tile top of a light
trike (sec table. p. 29) from UIC front would be at a -S, plus or
minus any other modifiers that may be ill effect. However, if a
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Side arc

Back arc

Firuis
in Target's

Front arc

trike has a turret. any successful hit on the top armor strikes the
turret automatically with no further penalty.

When a trike is struck in the front by weapon fire. roll 2
dice. On an liar 12. the front wheel is hit. Any remaining
damage is lost. On a 2·10, the front armor is hit. Any remaining
damage after the armor is destroyed will affect internal compo
nents in the same way as cars are affected (seeDama8~ Location,
pp.30-31).

For reversed trikes. all the above holds true - just reverse
"front" and "back." The only ex~ption is that an attacker still
cannot hit the top of a reversed trike from behind. as the back is
still the highest part of the trike.

Determining Hits
Whm a normal weapon (anything but a dropped or gas weaIr

(0) is nred. the attacking player rolls 2 dice to see whelher he hit
his target. He must make the t~hit roll or better for that weapon
(see the Weapon List, pp. 34-35). Thus. to hit with a machine
gun. a player would need to roll a 1 or bener on 2 dice.

Targeting Modijien
Aecuracy is affected by a number of factors, including the

skill of the firer, range. weather, and size and speed of the
target. Consult the following list, and add all the factors that
apply to the t~hit roll. AU modifiers are cumulative.•

For example, a machine gun has a base to-hit roll of 1. If the
fIrer was using a targeting computer (+ I) at point-blank range
(+4) and was trying to hit the tire (-3) of a cycle (-2) at night
(·3), there would be a total modifier of -3; the firer now has to
roll a 10 or higher. No matter what the roll needed. a roll of 2
on the dice is an automatic miss. A roll of 12 is not an automatic
hit. If, after all modifiers. a player needs a 13 or higher to hit,
be cannot hit the target, but may still fire for sustained fire
bonuses.

If a driver has made a maneuver or suffered a hazard in the
phase he fires a weapon. the difficulty rating of the maneuver or
hazard is subtracted from his to-hit roll.

When trying to hit a vehicle with a weapon's burst effect, or
trying to place a burst of fire in front of a vehicle, the attacker
suffers the speed modifier penalty as if the auacker were shoot
ing at the vehicle itself. Use common sense; the referee has the
fInal say. If the to·hit roll is missed while anempting a shot at the
ground or wall near an enemy, use the grenade scalier rules to
determine where the shot actually hit.

Targeting Modifiers Table

Range
Pomt Blank (less than I" away): +4
Long Range: -I for every full 4"; that is. 4" to 1.99" is ·1,

8"to 11.99" is·2, 12" to 15.99" is·3. etc.

Movement
Target is not moving: + 1
Firer is not moving: + 1
Firing pedestrian is braced against solid object: + I
Target is moving between 30 and 31.5 mph: -1
Target is moving between 40 and 41.5 mph: ·2
Target is moving between 50 and 57.5 mph: ·3
Target is moving between 60 and 67.5 mph: -4
Target is moving between 10 and 11.5 mph: -5
Target is moving 80 mph or faster: -6

Targd is in Firer's
Front arc Back arc Side arc

Vi Target 112 (T Speed • Vi Target
Speed F Speed) Speed

1.1 (T Speed - Jh Target 1.1 Target
F Speed) Speed Speed

Target Target T Speed. -
Speed Speed F Speed'

• If cars are moving towards each other, the modifier is the
target speed. If a vehicle is in more than one arc, rule in
the defenders' favor.

Vehicle Targets
Compact or Subcompact: -1
Car: -I from front or rear
Motorcycle or Sidecar: -2 from side, -3 from front or rear
Trike (any size): -2 from tOp
Light Trike: -3 from frontlback, -2 from side
Medium Trike: ·2 from frontlback, -I from side
Heavy Trike: ·1 from frontlback, -I from side
X-Heavy Trike: -I from frontlback, no penalty from side
Ten-Wheeler Carrier: ·2 from front
Ten-Wheeler Cab or Carrier: + I from side
Mini-Bus or Tractor: + I from side
Trailer or Bus: +2 from side
One·Man Helicopter: -1 from frontlback, + I everywhere else
Small Helicopter: ·1 from frontlback, + I everywhere else
Standard Helicopter: +2 from top, bottom or side
Transpon Helicopter: +2 from top, bottom or side
Rowboat: -2 from side, -3 from back, -4 from front
Dinghy: -I from back, -2 from front
Speedboat: -I from front
Cruiser: + I from side
Yacht: +3 from side, + I from back
One·Man Hover: ·1 from side. -2 from frontlback
Small or Standard Hover: -I from front /back
Large Hover: + I from side
Small Cargo Hover: +2 from side, + I from frontlback
Cargo Hover: +3 from side, +2 from frontlback

Specific Target
Pedestrian: -3
Pedestrian in water (head and shoulders above surface): -5
Pedestrian swinuning: -4
Vehicle Tire: ·3
Hover Fan or Skin: -2
Turret: -2
Motorcycle Rider (from side only): -3
Tractor's FifLb Wheel: -6
Legs of a Scmi·Trailer: -5
Lamppost: -6
Building: + 10
Helicopter Skid or Winch Cable: -8
Helicopter Pontoon: ·3
Helicopter Rotor: ~
Searchlight: ·3
Tongue on Unattached Car Trailer: ·5
Tongue on Attached Car Trailer: -1
Unattached Hitch to Pull Car Trailer: -5
Attached Hitch to Pull Car Trailer: -1
Radar- or Wire<iuided Missile in flight: -6 for target vehicle,

·10 for everyone else
Ejection Seat during launch: -6
Ejection Seat landing via parachute: -2
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Visibility
Firing through smoke or paint: -1 per ~"
Rain: -2
Heavy rain, fog or night: -3
Target under cover of rubble: 4
Firer blinded by searchlight: -10

Misct/taneous
Targeting Computer used: + 1
Hi-Res Computer used: +2
Cyberlink used: + 3
Gunner Skill: equal to skiJllevel bonus
Handgunncr Skill: equal to skill level bonus
Laser Scope: +1 when mounted on a band weapon
Firing white OIl Oil, Gravel or Bad Road: -I
Sustained Fire: second consecutive shO( in as many turns at

same target with same weapon: + I; third and subsequent
shots: +2

Attacking vehicle is Remote-Controlled: -3
Attacking vehicle does a Trivial Skid or Minor Fishtail: -3 for

the remainder of the tum
Attacking vehicle does a Minor or Moderate Skid or Major

Fishtail: -6 for the remainder of the tum
Attacker not in arc of fire of target side: -2
Hazard or maneuver in same phase: penalty equal 10 0 raliog

Damage
When a weapon hilS, calculate the amount of damage by

rolling the number of dice shown on the Weapon List (pp. 34~

35). The result is the number of hits laken by the target.

Burst EffeCl
Weapons that do additional burst-effect damage are identi·

fied on the Weapon List. In addition to the listed damage to
whatever was hit, burst-effcct weapons do ld damage to any
pedcstrian in the weapon's burst radius. Pedestrians Wlder cover
(behind an intact wall or vehicle) are not affected.

A grenade does full damage to any pedestrian within its 2"
burst radius, and halfdamage to vehicle components (armor, tires,
etc.) in a J..1:" radius. No other burst-effect weapon will affect
walls or vehicles (including tires) with its burst effect. Reason:
The other burst-effcct weapon<> are shaped chargcs, exploding up
wards (in the case ofa mine) or into the target (in the case ofother
weapons), and the burst effect is merely a bonus, not strong
enough to haoo amlQrcd vehicLes or vehicular components.

Area Effect
Weapons which may be used against pedestrians in an area

effect arc identified on the Weapon List. These are weapons thqt
can sweep an area. When using such a weapon against several
pedestrians within I" ofone another, the firer may attempt to hit
several at once. He must make as many t!rhit rolls as there are
intcnded victims. This determines how many he hits, but not
who - that is dctcrmined by thedefcnder, who must pick pedes·
trians who are standing next to each other. If the potential vic·
tims belong to more than one player, they must agree which ones
are hit. If they calmot agrcc, the attacker chooses the victims!

Those who are hit take half the damage rolled for the weapon
(round up). Exuption: The flamethrower and heavy-duty FT do
full damage against all targets!

Exampl~: Four pedestrians are standing in a line I" long; as
people this dim should be removed from the gene pool, an in
trepid duellist decides to deep-fry them with his laser. He fires,
and rolls two hits and two misses. The player controlling tbe
pedestrians designates the two on the right. The duellist rolls a

13 on 3 dice, so each victim receives 7 points of damage (half of
13, rounded up) and is torched.

Recording Damage
Each vehicle component can take a cenain amount of dam

age, shown as "OP" (damage points) 011 the Weapon List,
Accessories List, and Vehicle Design List. AmlOr is lost a point
at a time; ifyou start with 12 points of armor on the front of your
car, and it takes 7 hits, you have 5 points lefr. Other components
work at full efficiency until they take their full amount ofDP
then they're gone. A machine gun (3DP) can take 2 hits and still
work, but the hilS are recorded in the boxes on the Vehicle
Record. When that gun takes a third hit, it is destroyed. You can
repair damage yourself, using the Mechanic skill (sec pp. 41
42), or you can pay for repairs (see p. 55).

DanUJge Location
The location of weapon damage is controlled by the part of

the vehicle that was hit. Damage is taken by the components in
that pan of the target, outermost first. Armor is destroyed first.
When all armor is gone, the next component inward is hit, and
so on. Components in each area of a car or truck, in the order
they are hit by an auack from that side, arc:

Front: Front armor; (front-firing weapons); front motor;
(driver or gunner); cargo; back motor; (back-firing weapons);
back armor.

Bad:: As above, but in reverse order: Back amIDr first, etc.
Right: Right amlQr; (right-firing weapons); (gunner, driver,

cargo or DlQtor); (left-firing weapons); left armor.
uft: As above, bUl in reverse order: Left armor, etc.
Untkrbody: Underbody armor; (motor, driver, gunner or

cargo); lUrret weapons; top armor. Tires may also lake damage.
Top: As above, but in reverse order.
Turr~t: Top amlOr, then turret weapons. If the turret was

targeted from the side, "leftover" damage will pass above the
car, bitting nOthing else.

Tires: Targeted tire/wheel only. "Leftover" hits have no
effect.

Many vehicles will not have every component listed. If a
component is not present, just skip it! Few cars will have both
fronl and rear power plants (motor); many will have no gunner,
turret or cargo. Passengers count as cargo. For a more complele
guide, refer to the Vehicle Record Sheet example 00 p. 3, which
has componenls in most of the possible locations. In case of a
dispute, the referee's decision is final.

After going through armor and weapons mOllllted to the ap
propriate side, there are three (and only three) possible internal
locations. These are crew companment, power plant, and cargo.
Power plant is your primary power plant or gas engine. Crew
companment is any driver, gunner or passenger - any human
being in the car. Cargo is everything else. These three locations
may be placed in any order from front to back (not side by side).
The locations of drivers, gunners and passengers must still be
stated for determining their firing arcs.

When a weapon penetrates from the front or back, the dam
age goes to each intemallocation in order. Only one actual item
in each location can be damaged by a single shot. Wheo a weap
on penetrates from the side, roll randomly to see which of the
three locations is hit. Re-roll for any nonexistent location. A
location thaI is destroyed (such as a destroyed PP) is still a
location which damage can hit and pass through. A car with
Wluscd space dMS have a cargo location, even if it dlXSll't have
any actual cargo. A cupola gwmer is not in the crew compan
ment, and is hit as pan of the turrct.

For vehicles with ten amlor locations, each section (frolll and
back) may have a separate cargo and crew compantrenl area.
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Vehicular Fire Table

Hits taken by a driver's body armor are no hazard, but if a
vehicle's driver is wounded or killed, it is a 02 hazard. A
woundcdcrew memhcr's skills arc at -2. When a vehicle's driver
is unconscious, dead or stunned, al1 Driver skill and reflex bo
nuses are lost until the driver recovers (if possible).

Kurn
Duration

3
3
2
3

1 (only)
2
2
1
2
1
o
1
2
3
1
o
o
o
o
o
3
1
1
1

Combat:.

Fire
Modiftcr

4
5
3
2

+1
3
3
2
3
2
1
2
3
4

lh(6)
o
1
1
2
1
4
3
3
3

WeapoD

Aamelhro.....er
Heavy-Duty Flamethrower
PoTUble Flamethrower
Ughl Flamethrower
High-Temp FT Ammunitioo
Flaming Oil Jet
Hcavy.Duty Flaming Oil Jet
Machine Gun Inccndiary Ammo
Rockel Launcher Incendiary Ammo
MML Incendiary Ammo
Incendiary Mini-Rockel
Incendiary Light Rocket
Incendiary Medium Rocket
Incendiary HRJWGM/RGM/Stingcr
Incendiary MFR
Lighl Laser
Medium Laser
Laser
Heavy Laser
Twin Laser
Napalm Mine
Flame Cloud Ejector
Heavy-Duty Flame Cloud Ejcctor
Flarnc Cloud Gas Stteamcr

Fire and Explosion
A vehicle which crashes may catch fire (sec Crash Tables,

Chapter 2). A vehicle hit in combat may also eateh fire from
certain weapons (see below), or on a 2 in 6 chance on any tum
that the vehicle's power plant, flamethrowers or flaming oil jets
are hit by enemy fire; a 4 in 6 chance if those itenlS take damage
from laser, flamethrower, incendiary ammo or flaming oil jet
firc.

Uncontrolled Vehicles
If a motorcycle's driver is killed or knocked unconscious,

the cycle goes to Crash Table 1 inunediatcly, adding 4 to its roll.
Any passengers must jump or suffer the consequences of the
roll. Any other ground vehicle (including a cycle with a sidecar)
will continue in a straight line if the driver is incapacitated. It
decelerates 5 mph each tllm, moving in a straight line until it
stops or hits something.

Subslitute Drivers
If a cycle's driver is incapacitaled, a sidecar passenger can

steer the cycle, but eannotllse tlle brakes or accelerator. He can
fire any weapon, but not on any tum that he steers the cycle.

If a larger vehicle's driver is incapacitated, a front-seat gun
ner or passenger may attempt 10 take control. (Note: No vehicle
may have more than two scals in from.) He may operate all
vehicle comrols, or lhe weapons, but not both in the same tum.
Each maneuver he makes has an extra D2 of difficulty.

If a driverless vehicle can be Slopped, it will lake 5 turns (5
seconds) to push the late driver out or off and move any Olher
oceupant of the vehicle in as a new driver. On the 6th tum, the
new driver may start to accelerate and/or fire.

Combat Results

Note thai some weapons cannot be hit by certain allacks.
There is no way, for example, to damage a front-firing weapon
by an attack from ule righl - though you can hit it from behind
by shooting through the car. Corner-mounred dropped wcapons
are considered to be on both applicable sides.

Where two or three components are listed in parentheses,
only one will be hit by each arrack. Roll randomly for each
separate attack to see which one is hit.

Example: A mine explosion that penetrated the underbody
armor would affect either the motor, driver, gunner or cargo
but only ooc. If that coOlponent took enough hits to destroy it
completely, further damage from that explosion would go
directly to the turret weapon or, if there was no turret, the top
arnlOT. A subsequent mine explosion might get a previously
unhittarget, or hit in the same place, bypassing the other inter
naltargets, and hit the turret or top again.

Sim..ilarly, if a vehicle takes "fronl-weapon" damage and has
two or more front weapons, roll randomly for each attaek to sec
which of the weapons is hit. If there arc two or more front weap
ons, each auack will hit only one. Leftover damage from that
attack goes "inward," not "sideways" to other front weapons.

Collision Damage
Damage from a collision is handled differently. II is divided

evenly among all exposed (i.e., "outside") components on the
affected side. For instance, if a car with IWO front MGs had no
front armor left, and took 3 points of damage from enemy fire,
you would roll randomly to sec which MG took the 3 hits.
However, if that same car look 3 points of collision damage to
the front, it would be divided evenly between the exposed sys
tenlS (the weapons) - 2 hits on one and I on the oUler. Thus,
collision damage cannot penetrate to the interior of a vehicle
until all armor on that side, and all components "outside" the
one 10 be affected, have been completely deslroyed. Comer
mounted dropped weapons are considered to be on both applica
ble sides. A rcar-right-eomcr smokescreen would coullItoward
right-side and rear-<:nd collisions when determining damage.

Mf!lal onnor is 3 times more cffcclive than its Iisled value
against collision damage; I point of armor is lost for every 3
points of damage absorbed (rmmded up), and the most points the
armor can lose on that side is half the total on the side involve<!
in the wreck (rounded up).

ExiJmple: A vehicle with 8 points of front metal armor hits a
brick wall at a pretl)' good clip, and 7d of damage arc rolled,
yielding 29. The front armor will stop lip to 3 tilTlCS its value,
which is 24 (3 x 8). The remaining 5 points of damage go to the
interior of the vehicle and are distribmcd in the normal way for
collisions. If the car survives, it will slill have 4 poinls (half the
original value) of armor on the front.

In a collision from the front or the back, all damage is divid
ed by the number of individual items in thai illlemal localion
(power plant, crew or cargo) and applied separately. Any re
maining damage goes on to the next location. In a side collision,
the damage is first divided by the number of internal locations
and then is divided equally among Ihe items in each location.
Empty cargo space (or a previously destroyed location) still
counts as a location - aU of its damagejust passes through to the
opposite side.

Injury to Drillers
Most humans have 3 DP; they are wounded by the first hit,

knocked unconscious by the second, and killed by the third.
Standard body armor, whcn worn, also has 3 DP. Body armor
takes damage first, effectively doubling a character's hit points.



Odds and Ends

Fireproof armor (p. 50) remains just that - fireproof 
Wider these rules. If fireproof arn"lOr is breached and damage is
taken by a power plant, flaming oil jet, or flamethrower takes
damage, detemlinc the chance of fire as above.

- ...... -... ...
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Gas-burning vehicles arc likelier to ignite. They catch fire on
a I in 6 ifthc cngioetakes5+ points of damage on a single tum;
2 in 6 chance if the engine takes more than half its tolal DP in a
single tum; 2 in 6 on a "Fuel System" rcsull from the Engine
Critical Damage Table (p. 53), 3 in 6 if an economy or heavy
duty gas tank is breached; 2 in 6 if a racing or duclling gas tank
is breached. Add I to these if the damage was caused by lasers,
flamethrowers, incendiary ammo or flaming oil.

If a vehicle has a fire extinguisher, there is a 3 in 6 chanee
the fire will go out at the end of each tum (4 in 6 if the vehiclc
has an improved fire extinguishcr). If thc extinguisher does 1I0t
put the fire out at the end of the tllm, the fire docs onc hit of
damage to each occupant (body amlQr will take damage first),
each vehicle component (including tires), and the am"lOr on each
pan of the car. If the car has a gas engine, thc chancc of a fire
cxtinguisher putting out Ihe fire is 2 in 6 for a fire extinguisher,
3 in 6 for 311 IFE, or I in 6 for a ponable fire extinguisher.

A burning vehic:le may explode if it contains a gas engine,
any type offlamcthrowcr, flaming oil jet, any type of rocket or
missilc wcapon, AT gun or tank gun. If the fire is nol extin
guished, roll I die at the cnd of each turn. On a roll of 1, tlle
vchiclccxplodes, SC311cring debris. All occupants arc killed im
mediately. Pedestrians or vehicles within 2" take Id damagc to
the exposed side (if there are two exposed sides, the owner picks
which side takes the damagc). If the vehicle has both a gas
engine an(1 any of the volatile weapons mcntioned above, the
chance of explosion is 2 ill 6.

If a vehicle's tire catches on fire, but the vehicle has FP
am"lQr, the car will 1IQI catch on firc. The tire will continue to
bum, however, and fire extinguishers (except a PFE) have the
normal chance of putting the firc out.

The sequence of rolls is as follows. If thc vchicle has taken
damage that could cause a fire, roll at the end of the lUm to sec
if fire breaks Ollt. If fire breaks out, and the vehicle has a fire
extinguisher, then roll to sec if the fire extinguisher PlltS oUlthe
fire. If the fire extinguisher succeeds at this point, no damage is
takell from fire, If the fire extinglJishcr fails (or the targct didn't
have one), each vehicle eomponcnt takes one hit of damage as
outlined above. If the fire is still btlming afler Ihe roll, then
make one n"lQre roll for possible explosion as outlined above.

Starling Fires
Every weapon lhat has a chance 10 sct a vehicle on fire is

rated on the V~hicular Fj,~ Tabl~(p. 31) for two factors: "Fire
Modifier" and "Bum Duration." Firc Modifier is the number
the attacker must roll (or roll under) to set the target vehiclc on
fire. Bum Duration is the Ilumber oftums after the initial hit the
Fire Modifier is in effect. Any hit to a gas cngineadds +2 to the
Fire Modifier, and any breach to a gas tank adds +3. All Fire
Modifiers arc cumulative.

Example: On tllm onc, our imrepid duelliSI gets hit by a
single flamethrower shol. The FT has a fire modifier of 4, so the
allacker mllst roll a 4 or less on 2 dice to sct the target vehicle on
fire. He rolls an II, which isn't even close. The next tum, the
flamethrowcr misses, but our hero gets hit by a laser. The laser
has a fire modifier of I, but this is also the first tum of the
flamethrower's 3-tunl burn duration - that's 4 more for a tolal
of 5. The anacker, needing a 5 or less to start a fire, rolls a 6
tough luck.

On the third tum, the flamethrower misses again, btlt the
laser hits for the second time, and our hero drives through some
flaming oil. The fire modifiersare I (for the laser) plus 3 (for the
flaming oil) plus 4 (for the second tum of the FT's bum dura
tion), for a tOlal of 8. The attacker, needing only 10 roll an 8 or
less, comes up with a 7. Our hero's on fire -let's hope he has
a fire extinguisher.

AutomoJic Fire
If a weapon is placed on "automatic," it will fire each tum

until it mns Ollt of ammo or is taken off automatic. Putting a
weapon on automatic is a firing action, as is taking it off auto
matic. Lelling it fire during the intervening turns is oot a firing
action. If you have a weapon on automatic, you may fire an
additional weapon that tum.

This advantage, however, is offset by the inaccuracy of auto
matic fire. A weapon on automatic is 1101 being aimed by the
driver or anything elsc. It fires straiglll ahead (or behind, or 10

the side, depending on whcre it's mounted). A weapon in a
tutret cannot be put on automatic. A weapon on aUlomatic can
not target an opposing vehicle's tire, turret or any other specific
target, nor docs it benefit from targeting computers. PUlling a
weapon on automatic breaks sustained fire, and subsequent au
tomatic-fire shOls do nol get a suslained fire bonus.

When a vehiclc lays dowlI automatic fire, calculate the allack
from that weapon at the end of all movement for that tum. Draw
all imaginary line straight out frolll the middle of U1C side lhc
automatic weapon is on. If a targct (vehicle, pedestrian, build
ing) crosses Uut line, figure all the Slandard modifiers and roll
the dice. Putting a weapon on automatic is very cffectivc for
doing property damage and dealing with large groups of oppo
nents; if you're duclling with just one or two other vehicles,
automatic fire is probably a waste of amn"lQ. Dropped and gas
weapons arc very uscful as automatic fire (sec below).

Dropped Weapolls
Minedroppcrs, Spikcdroppcrs, Oil Jets, and Flaming Oil

Jets arc dropped weapons. Dropped weapons do not require
to-hit rolls. If a car is moving and fires a dropped weapon, the
eountcr is aligned with the car. Where the front of the counter is
placed depends on where the weapon is mounted.

Front: Celltered, aligned with the frOIll of the car.

From-Cornu: As front, but l!.l."
off to the side.

Undubody: Centered, with the
counter frOllt ill the ccntcr of the car.

Top: Same as underbody.
Side: As underbody, but l!.l." off

to the side.
Bad: Centered, aligned with the

rear of car.
Back-Cornu: As back, but l!.l."

off to the side.
If Ihe car is moving in revetSC, re

versc the "front" and "back" des
ignations above.

If Ulecar is stationary, rear-moullt
ed weapons remain the same, side
ImI.ltlted weapons are placed straight
out from the side of the car, front
weapons arc placed straight out from
the frOlll of the car, top/underbody
weapons are centered on the car, and
comer-mounted weapons are placed
diagonally out from the comers.
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Any vehicle which comes into COntact with a paint cloud gets
paint on its windows. The vehicle will make all to-hit rolls at a
-2 for the rest of that tum and the ncxt three turns; aftcr that, the
windshield washers will have cleaned it off. Both paint and
smoke are available in just about any color.

ammo or is taken off aUlOmatic. If the vehicle is not moving, a
smokescreen or paint spray 00. automatic fires once per tum.

Tear gas can be loaded in a smokescreen (CPS 50, WPS I).
Tear gas affects targeting the same way regular smoke docs, as
well as having serious effects on any unprotected pedestrians
(for a full description of tear gas, see the Grenade rules on
p.48).

linked Weapons
Anotl1er way to get more firepower per tum out of your

vehicle is to link weapons. A weapons link costs $50, and has no
space or weight requirements. Two or more identical weapons
firing from the same side (or in a turret) may be linked, aimed
and fired together. It is not necessary for linked weapons to be
fired together - a link: is essentially a third button, in addition
to the first two, that fires both weapons simultancously. You can
still press one of the first two buttons to fire a single weapon, if
you want.

When linked weapons are fired, make a separate to-hit roll
for each linked weapon. All m!XIifiers - negative or positivc
that affect one linked weapon affect them all, including targeting
computers, gunner skill and range.

Unks can themselves be linked, provided all the weapons are
identical. Four heavy rockets, linked in pairs that are also linked,
gives the firer a number of options - fire anyone, fire either of
two pairs, or fire them all - at any time. Only identical weapous
may be linked and aimed together. Weapons of the samc family
(a machine gun and a Vulcan MG, or a heavy rockel and a
medhulJ rocket) cannot be linked for full effect.

Weapons that are not identical can be linked, but only one
can be aimed. The other weapon(s) are treated as if they are on
automatic (exeept. they fire when the button is pushed, and nOl at
the end of the tum). The firer can pick which weapon he wishes
to aim, and which one will be treated as automatic (see above for
rules on automatic fire). If (wo identical weapons are linked with
a third, different, weapon, then the two identical weapons may
be aimed together and the third is treated as if it were on auto
matic. Weapons with a turret cannot be linked and aimed with
weapons in the main body of Ihe vehicle, or in another turret,
unless the weapons arc smart-linked ($500). Any type of
dropped weapon or paint/smoke weapon can be linked with any
thing with no penalty, since they do not require to-hit rolls. A
common tactic is to link a number of minedroppers and smoke
screens together and fire them simultaneously to discourage pur
suit.

Any number of weapons can be linked together with one
link. For example, a pair of rear-mounted minedroppers can be
linked to a pair of spikedroppers mounted on the sides, all to fire
at the same time as the turreted machine gun. This requires a
single link; when it is triggered, all five weapons DlUSt fire. If
you just want the twospikedroppcrs to fire, that requires another
link. The same is tOle for the two ntinedroppers.

vV

Paint and Smoke
Paint and smoke may be prodllced by rear-mOlmted or side

mounted weapons (see diagrams below). Do not try to line up a
cloud with the grid lines. Orient it according 10 the vehicle's
position. Smokescreens and paint clouds remain stationary. The
life of a smoke cloud is one minute (longer tban most baules will
take). The life of a paint spray is one second. Remove it at the
end of the tum after the one in which it is fired.

Any vehicle trying to trace a line of fire through paint or
smoke muS! subtract I from its to-hit roll for each ttl" of cloud
in the way. Lasers cannot fire through smoke or paint at all.

When a smokescreen or paint spray is placed on automatic,
it fires once every phasl! the vehicle moves, or once every other
phase for HD devices. This produces a continuous line of paint
or smoke cowlters. It will continue to do so until it nms out of

If the weapon is in a turret, the counter may be placed as if it
were mounted in any of the above locations.

1be smokc cloud from the flamethrower is always aligned
along the linc of fire.

A gas streamer on automatic is placed straight out from its
location, or at a 45 0 angle for a comer mount. A gas streamer in
a turret may fire at any angle.

If a dropped weapon is put on automatic, a counter of the
appropriatc type is placed behind the vehicle every phase the
vehicle moves. It will eootinue to do this until it runs Ou{ of
ammo or is taken off automatic. If a vehiclc is not moving, a
dropped weapon on automatic will fire once per tum.

The counters for mines and spikes show approximately
where they are. If a vehicle crosses a tire--spike counter, roll 1
die. On a roll of I to 4, each tire takes Id damage. If a vehicle
crosses any square adjacent to the counter (see diagram on p.
32), roll I die; on a 1 or2, the tire takes Id damage. Spikes will
stay on the rood indefinitely. Solid and plasticore tires take half
damage from spikes.

Mine counters work the same way, except that if any wheel
of a vehicle crosses the counter, the mines will go off on a roll
of 1 to 4. If the vehicle only crosses an adjacent square, the
mines explode on a 1 or2. Each tire within 1" of any edge ofme
mine counter takes Id damage, and the underbody of the vehicle
that set the mines off takes 2d damage. The Spear 1000 mine
works the same way, except that tires only take Id-3 points of
damage, while the underbody takes 2d+3! After a particular set
of mines has been set off, the counter is removed.

Mines may also be remote controlled, either by radio or by
cable. Setting off mines in this way cowltS as a firing action, but
the mines go off when yOll want them to. If you want mines that
will go off either by remote control or whcn they're run ovcr,
double the cost.

An oil slick is defined by the edge of the counter. When any
part of a vehicle crosses an oil slick counter, it adds 02 to the
difficulty of any maneuver anempted; it also adds 02 to the
severity of any hazard encountered (such as enemy fire). It is not
a hazard in itself. Flaming oil slicks arc a 0 I when driven over
and add a 02 to any maneuver or hazard and also cause damage
to the underbody and tires, as described in the individual weap·
ons descriptions. Oil slicks last indefinitely, but flaming oil
disappears after five turns.

Each vehicle checks only once for each counter - on the
phase it first nms over the counter, or (if it's just going to touch
the adjacent square area) the first phase it enters an adjacent
square. Of course, if the vehicle returns to the counter's loca
tion, it will have to roll again.

For dropped liquids and dropped gases that do damage to a
vehicle, roll for damage to the vehicle every five phases that the
vehicle remains in COntact wilh the damaging substance.
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Weapon Lise
To L. L. Mag. Mag.

Weapon Abbv. Err", H. Dam. I>P C<>~ WI. Spe. Shots CPS WI'S • WI. • Wt.

Small-Bore Projectile Weapolls
Machine Gun Ma """ 7 1d 3 1,000 ISO 20 25 2.5 1,500 200 "0 .,

HDammo Id+l 20 SO 5 2,000 250 1,050 115
l/lce/ldiary ld 20 37.5 2.5 1,750 200 800 .,
A/IIipersom.tI 1. 20 125 2.5 3,500 200 2,550 65
Explosil,t "''' radius Id 20 SO 5 2,000 250 1,050 115

Vulcan 10.10 VMO "e, 6 2d 3 2.000 3SO 2 20 35 5 2,700 450 150 115
HD= 2d+2 20 70 10 3,400 5SO 1,450 215
lilcelidiary 2d 20 52.5 5 3,050 'SO 1,100 lIS
Amipt:r;SO/lIIt{ 2d 20 l7S 5 5,SOO 'SO 3,550 lIS
Erplosil'e IA" radius 2d 20 70 10 3,400 550 1,450 21S

Aechette Gun Fa area 6 Id+ I 2 700 100 1 20 10 2.5 900 150 250 .,
Vehicular Shotgun VS ,re, 6 2hilS 2 950 90 1 10 5 1 1,000 100 100 25
Gauss Gun 00 area 6 3d 3 10,000 300 2 10 SO 10 10,500 '00 "0 115
Recoilless Rlne RR 2" radius 7 2d , 1,500 300 2 10 35 5 1,850 350 '00 65

HeAT ammo 2d+2 10 52.5 5 2,025 350 m 65
HESHammo 2d 10 52.5 5 2,025 350 m 65

Autocannoo AC 2" radius 6 3d , 6,500 SOO 3 10 15 10 7,250 600 800 lIS
UDAmmo 3d+3 10 ISO 20 8,000 700 1,550 21S

Large-Bon Projectile Weapofls
Bomb B 2" radius , 4d 2 100 100 I 1 100 100
Cluster Bomb CB 3" radius , 2. 2 200 ISO 1 1 200 ISO
Starshcll Launcher SL 2 500 100 1 5 SO 5 150 125 300 '0
Spike Gun SO 1" x I" , Id 2 150 ISO 2 10 '0 10 1,150 250 450 lIS
Grenade Launcher aL , 2 1,000 200 2 10 , 1,000+ 240 50+ "Anti-Tank GUll ATa 2" radius 8 3d 5 2,000 600 3 10 SO 10 2,500 '00 "0 lIS

HEAT ammo 3d+3 10 15 10 2,750 '00 800 lIS
APFSDS ammo 3d+6 10 100 IS 3,000 150 1,050 165
HESH (UIUlIO 3d 10 15 10 2,750 '00 800 lIS

MiDC·F1inger MF ~" X ~" '" , 3 2,250 27S 3 5 regular or nllp:1lm loads
Oil Gun OG !h"/I" X I" 7/5 3 1.000 250 3 10 25 5 1,250 300 300 6S
hint Gun PO !h"/I" X I" 7/5 3 1.000 2SO 3 10 25 5 1,250 300 300 65

Flanrillg Oil ammo 'h"ll" X 1" 9/5 Id·l 10 90 5 1,900 300 950 .,
fceammo !h"Il" X I" 'I> 10 40 5 1,400 300 450 .,

Blast Cannon BC 2" radius , 4d 5 4,500 SOO , 10 100 10 5.SOO 600 1,050 lIS
HESfiammo 4d 10 ISO 10 6,000 600 1,550 lIS

Tank Gun TO 2" radius 7 8d 10 10,000 1,200 10 10 100 20 11,000 1,400 1,050 21S
IlEATammo 8d+8 10 ISO 20 11,500 1,400 1,550 21S
APFSDSammo 8d+16 10 200 30 12,000 1,500 2,050 3lS
IIESHammo 8d 10 ISO 20 11,500 1.400 1,550 2lS

Rockets
Mini Rockel MNR !h" radius , Id-l 1 SO 20 'I, SO 20 , ,
Light Rocket UR I" radius ,

I' 1 15 25 'f> 15 25 , ,
Medium Rocket MR I" radius , 2. 2 140 SO 1 140 SO , ,
He:lVY Rockel HR 2" radius , 3' 2 200 100 1 200 100 , ,
Anti-Power-P1llJ1t Rocket APPR I" radius , Id·l- 1 500 '0 1 500 40 , ,
Surface-to-Air Missile SAM 2" radius 6/11 ,. 3 500 ISO 1 500 ISO , ,
Radar-Guided Missile ROM 2" r:tdius , 3. 1 3.000 100 1 4,000 200 , ,
Wire-Guided Missile WaM 2" radius 6 3' 2 2.000 100 1 2,000 100 , ,

Rocktl Magazint 0 SO/sp 151sp 1,2,3
Si:o:-Shoo4er MFR 2" radius , Id' 3 450 ISO 2 450 ISO

Inctlldiary Sillg{e-Shol Rockers + IIdie- x2 xU
Micromissile Launcher MML \" radius 8 1 2 7SO 100 10 20 2.5 950 125 250 40

lnceilliiary Ammo ld+ I- 10 35 6 1,100 160 400 15
Rocket Launcher RL 2" radius 8 2. 2 1,000 200 2 10 35 5 1,350 250 400 .,

lnceilliiary Ammo 2d+2· 10 60 11 1,600 310 <SO 125
Fhue Routlli Ammo 10 Id-2 10 20 5 1,200 250 250 .,

Variable-Fire Rockct Pod VFRP 2" radius , Id(X6) 5 2.000 200 3 30 35 '.5 3,050 425 1,100 240
Lascr-Guidance Link LaL 500 +200

Armor-Piercing AP + Jldie XU
(all/lormal roCktls)
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To L. L. Mig. Mig.
Weapon Abby. EfT'" H' Dam. DP eo" Wt. Spc. Shots CPS WPS S Wt. S Wt.

lium
Targeting Laser TL 6 I t,OOO SO 0 1,000 50
Light Laser LL .,"' 6 Id 2 3,000 200 I 3,000 200
Medium Laser ML "''' 6 2d 2 5,500 350 2 5,500 350
USC< L "'" 6 3d 2 8,000 500 2 8,000 500
Twin l...3ser TwL "'" 6 2d+6 3 10,000 750 2 10,000 750
Heavy Laser HL "'" 6 4d 2 12,000 t,OOO 3 12,000 1,000

lllfrarM (all buJ X-ray) t. 0 x2
Pub' (oil buJ X-ray) + IIdie xU

X-ray L3ser XL =. 7 4d 3 15,000 750 3 15,000 750
Heavy X-ray Laser HXL "'" 7 5d 3 20,000 1,500 5 20,000 1,500

Flamethrowers
Light Aamethrower LFT area; max 5" 6 Id-2 350 250 10 15 3 500 280 200 45

High.TtmperaJUre AmmQ - Id 10 60 4.5 950 295 500 60
Flamethrower FT area; rev; 10" 6 Id 2 500 4SO 2 10 25 5 750 500 300 65

High-Ttmptranue Ammo - Id+2 10 100 7.5 1,500 525 550 90
HD H3.methrower HOFT area; max IS" 6 2d 3 1,250 6SO 3 10 SO 10 1,750 7SO 5SO 115

High-Tempera/wI! Ammo 2d+4 10 200 15 3,250 800 2,050 165

Dropped Gases
Smokescreen SS 'h"X I" 4 250 25 10 10 5 350 75 ISO 65

Tear GQ.'J 0 20 5 450 75 250 65
Paint Spray PS liz" X I" 2 400 25 25 10 2 650 75 300 65
Gas Streamer GS '1.1" X 5" I tOO SO

Smo"" 2 50 25 200 100 150 65
Poilu 0 2 SO 10 200 70 150 35
TearGas 2 100 25 300 tOO 250 65

flame Cloud Streamer FCGS Y.I"XS" Id-I I 200 tOO 2 2 300 25 800 tSO 6SO 65
HD Smokescreen HDSS 1" x 2" 4 500 50 2 '0 40 20 900 250 4SO 215

TearGas 0 80 20 1,300 250 850 215
HD Paint Spray HOPS 1"x2" 3 800 50 2 10 40 8 1,200 130 450 95
Harne Cloud Ejector FCE 'h"x 1" Id-l I 500 50 2 10 60 5 1,100 100 650 65
HD Flame Cloud Ejector HDFeE 1"x2" Id-l 2 1,000 tOO 3 10 240 20 3,400 300 2,450 215

Dropped liquids
Dillet OJ 'II" x '" 3 250 25 2 25 '0 2 500 75 300 6'
HD Oil Jet HDOl '" x 2" 4 500 SO 3 10 40 8 900 '30 450 95
flaming Oil Jet FOJ liz" x I" Id-2 3 300 30 2 25 35 2 1,175 80 925 65

High.Tnnprraturt Furl 'd 25 t40 3 3,800 105 3,550 90
Heavy flaming Oil Jet HFOJ I" x 2" Id-2 4 550 60 3 10 '40 8 1,950 140 1,450 95

High-Temprraturt Futl Id 10 560 12 6,150 180 5,650 135
Ice Dropper 10 '/z"xI" 3 750 50 2 25 20 2 1,250 100 550 65
HD 'ee Dropper HOlD l"x2" 4 1,000 '00 3 10 100 10 2,000 200 1,050 115

Dropped S<JlitIs
ChafT Dispenser CD IIz"Xt" 2 300 25 10 '0 2 400 45 150 3S
Spikedropper SO 'I.r" X 'I.t." 'd 4 '00 25 10 20 5 300 75 250 65

Explosive Spikn -ld+1 (Id-l)- 10 50 5 600 75 550 65
Drop-Spike Plate OSP 'I.t." x 'I.t." 2d (Id) 4 200 SO , , 200 SO
LatgeDSP LDSP liz" x I" 2d (ld) 6 3SO 100 , , 350 100
Juuk Dropper JO liz" X liz" Id·3 4 50 25 I 5 0 25 50 125 50 115
Minedroppcr MO liz" X liz" Idl2d 2 500 150 2 10 50 5 1,000 200 ',050 215

Napalm JdO 10 60 5 1,100 200 I, ISO 215
Spear HXX) MD SMO liz" X '/z" Id-3nd+3 2 750 150 2 5 100 10 1,250 200 550 65

IDX Id+3/1d·2 5 100 10 1,250 200 5SO 65
Napalm 1d12do 5 150 to 1,500 200 800 65
Spider Mine 1d12d 5 150 '0 1,500 200 800 65

Discharg~rs Abbreviations: Dam. - number ofF1~_ FO o ('d) SO 5 dice of damage; DP - damage points; Wt.Smoke SkD '/z"xl" 50 5
Point-Defense PDG 2" radius 'l.t.d (Id) 150 5 - weight; Spc. - space; CPS - cost per
Paint PO lIz"xl" 40 5 shot; I¥PS - weight per shot; L. $ -
Tear Gas TGD '/z"Xl" 75 5 loaded cost; L. Wt. - loaded weight; "'-
flame Cloud FCD 'I.t."Xl" Id-I 'SO 5 see rules for additional information.
Oil 00 '!.t"xt" SO 5 See Chapter 12, Wt'OPOIlS, for more
flaming Oil FOD 'I.t."xl" Id-2 '00 5 details.
I~ t,D Y.I" x t" 75 5
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Confetti (Optional)
A vehicle can take only SO much damage at ODe time, regard

less of its constnlction. If a vehicle takes ~ of its weight in
damage (I point per 50 Ibs.) in a single phase, either by colli
sions or a lTemcndous volley of gunfire, the vehicle has shattered
and is replaced by a generous handful of debris and obstacle
counters - one for every 200 Ibs. of shattered vehicle, dropped
from 4" above the table.

Hand Weapons
Any character (driver, gWlfler, passenger or pedestrian) may

use a hand weapon any tum he or she docs not fire a verncle
weapon. For game purposes, hand weapons take up no weight or
space. However, no character may carry more than six grenades
or grenade-equivalems of equipment. A pistOl counts as a gee
nade-cquivalent; a rifle, shotgun or SMG counts as two. As
cargo, a box of 12 grenades weighs 50 pounds and takes up one
space. For complete stats on hand weapons, see p. 47-48.

Hand weapons do not get bonuses for computer aiming, but
all other modifications for vehicular weapons apply. Handgun
ncr skill is used with hand weapons, instead of the Gunner skill.

Hand weapons have little effect on vehicles - vehicle com
ponents are too heavily built. Most band weapons do lillie dam
age to vehicles (sec Hand-fo-Hand Combar on p. 44). A few
hand weapons arc effective against vehicles; sec p. 47-48.

Submachinc guns do full Id damage only on humans; on
other targets, they do half damage (rounded down). Other hand
weapons affect only tires and people.

..
.....:
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Range
A grenade may be thrown up to 5" (see below for more on

grenades). Other hand weapons have a maximum range of 20"
for game purposes.

Firing Penalties and Bonuses
The driver of a moving vehicle must subtract 3 from his

to-hit roll with any hand weapon. Gunners or passengers sub
tract I. Pedestrians or stationary characters fire at the listed
values. In certain situations, pedestrians may get bonuses for
firing from a non-moving position. Firing from inside a moving
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vehicle is not considered as being stationary, but firing from a
stopped vehicle is.

Grenades
Grenades come in a number of types, but all share somc

similarities. They have a simple time-dclay switch (I to 5 sec
onds), and an activation switch. Selling the time-dclay takes I
second, but they can be set ahead of lime. Changing the time
delay also takes I second. The timer may be replaced with an
impact fuse, which sets the grenade off the instant it lands.

To throw a grenade, simply start the timer by pressing the
activation switch, and throw it. The grenade will go off at thc
end of the tum in which the timer stops. If you set the timer at 1,
it will go off at the end of thc tum after the tum in which you
press the switch. Grenades fired from vehicular or hand-held
launchers are automatically activated upon firing.

Thrown and launched grenades take exactly I second to
reach or impact their target; if you fire a grenade launcher ill tum
1 on phase 3, it will hit the grmmd on phase 3 of tum 2. The
to-hit roll is not made until the grenade touches down.

The to-hit roll for a thrown grenade is 9 or better on 2 dice.
But that's misleading, because even a successful roll will not put
the grenadc in the exact square you were aiming for, unless you
roll a natural 12. On a 12, the grenade lands in the exact V."
square you were aiming for. Any Other die roll is a miss of onc
degree or another.

Any grenade toss that is less than the best possible (a 12),
will deviate from the intended targel. This deviation has two
components - Direction and Distance. Or, to put it another
way, which way did it go, and how badly did you miss?

Direction - Roll I die, and consult the following:
I - Off to the right.
2 - Off to the lcft.
3 - On linc, but short.

4 - On Iinc, but long.
5 - Off to the right, and 10Ilg or short (roll randomly).

6 - Off to the left and 10llg or slJort (roll randomly).

Distan<:e - How far the grenade lands from the intended spot
depends on how badly you missed your to-hit roll. If your
grenade was both off line and long/short, roll separately
for each distance.

Made your roll or higher but rolled less than 12 - Id·3 W'
squares in each dirCClion called for by the direction roll.

Missed by 1 - Id-l (treat a 0 result as I) squares in each direc
tion called for.

Missed by 2 - Id+ I squares in each direction called for.
Missed by 3 - 2d-2 (treat a 0 resull as I) squares in each direc

tion called for.
Missed by 4 or 5 - 2d+3 squares in each direction called for.
Missed by 6 or more - 3d squares (8 squares minimum) in

each direction called for.

If the line of flight for the grenade is diagonal to the grid
lines, just remember that each square is V.", and usc a ruler to
detemline the final location of the grenade.

Example: George thinks an enemy vchicle is about to slip out
a side alley, so he wants to toss a grenade into the open area
where the alley intersects the street. George picks a target square
and rolls the dice. He needs a 9 or beller to hil, but rolls an 8.
Not bad, but a nliss. Next George rolls on the Direction Table,
and gets a 5 - off 10 the riglll, and eithcr short or long. He
assigns "evens" to long, and rolls another 5 - indicating the
grenade came up shan, too.
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Next, George consults the Distance Table - "missed by I"
means the grenade is offby Id-I squares in each direction called
for by tbe first sct of rolls, rolled separately. George's grenade
is both 10 the righl and short of his intended spot. George rolls a
2, Ihen a 3 - so the grenade ends up one square (2-1) to the
righi, and two squares (3-1) short of Ihe intended target.

If a grenade hits a large solid objecl - like a building or a
car - while in flight, it will bounce Id-I squares and stop. The
direction it bounces is determined by the angle at which the
grenade hils the solid objecl. If the grenade hils the objcct
squarely, il bounces straight back loward the thrower. If it
strikes al an angle, il will bounce off at the same angle, away
from the thrower. Grenades with impaci fuses will not bounce;
they will blow up at the point of impact.

The maximum range for a Ihrown grenade is 5", and stan
dard range penalties apply - thai is, if your inlended spot is 4"
to 5" away, there is a -I penalty to hil, and if your intended spot
is less Ihan I" away, there is a +4 bonus. Tf your intended spot
is less than I" away, you cannot miss by more than IWO squares
in any dircction. Tn no case can a grenade end up behind the
throwcr - if Ihe distance "short" is greater than the distance
first attcmpted, place the grenade at the thrower's feet. Also, a
grenade thrower may place a grenade in his own or any adjacent
square withoul having to roll to hit at all.

A grenade may be thrown from a moving vehicle al-2. TIlere
is no "automatic hit" for adjacCJ1t squares, but the +4 point
blank bonus would apply. A grenade dropped or wown from a
vehicle could go in any direction. A roll of 2 or 3 indicates
disaster - the grenade is dropped inside the vehicle and rolls
under the seal - or something equally l13S!y.

Buildings
Brtachts and Collapsing Buildings

A building is at + 10 to hit. It's big and doesn't move (so the
+10 takes the "stationary" bonus into account). Each building
has a DP value indicaling the strength of ils walls. Any weapon
doing at least this much damage will produce a "breach." ~r
damage has no effcct.

Examplt!: A buiTding has 10 DP. A weapon result of 10
points damage or more will produce a breach at the affected
spot. However, any number of smaller hits may accumulate
without ca\lsing harm - there is no need 10 keep traek of build
ing damage that does not create a breach. A breach, once cre
ated, is identical to a door or window for game purposes.

When a building accumulates breaches equal to its DP value,
it will collapse. (A DP 4 building falls after four breaches. The
DP 10 building mentioned above will take tell breaches before it
collapses.) It does not mailer where the breaches are. When a
building falls, it creates mbble (see below). The fall of a bllild~

ing docs not affect nearby buildings - even those with which il
shares a wall. However, a breach in a common wall will affect
both buildings.

Everyone and everything inside a falling building suffers as
many dice of damage as the buiTding has DP. For example, a 6
DP building will do 6d damage to anyone and anything inside.

Cars will take this damage to their lop armor. If any top
amlOr is left after the collapse, people inside the car will be safe
- trapped, but safe. They won'l be able to gel oul for as many
turns as the building had DP. They'll slill have 10 deal with the
rubble as pedestrians after they escape from the car.

Some buildings will have two different DP numbers, with
the second onc in parentheses. The first number will be the
number of damage points required to create a breach, and the
second will be the number of breaches needed to collapse the
building. For many buildings, this will be the same number -

and only one number will be used. But for some buildings, it's
not logical. An example is a bam - only a few damage points
will create a single breach, but il will lake lots of breaches to
collapse it. A bam like this will bcdcscribcd as having 4(15) DP
- il only takes 4 damagc points to create a breach, but the bam
won't collapse until 15 breaches are made. When a building witll
two DP numbers collapses, usc the first to delermine the allXlunt
of damage it does, etc. (see above).

When a building collapses, it becomes rubble. No vehicles
o13y enter rubble. Pedestrians n13Y IlXlve through rubble at one
square per second - moving only on Phase I of a rum. Rubble
takes up the same squares that the building did.

Rubble continues to block line-of-sight between roads, just
as if the building were still tllcre. If tlle firer or the target is in an
elevated position, rubble can be sighted over, however. A pe
destrian in rubble can fire as though tlle mbble was not there; he
is considered "braced" and gets the + I bonus to hit. A pedes
trian in rubble may be fired on, but the attack is at -4.

Collapse of a building will also scaner debris. When some
thing collapses, take a dozcn debris counters and drop them over
the disaster site from a height of one foot, redropping any that
fail to land on the street.

Cover
A line of sight may be traced through any door, window or

breach. Therefore, a pedestrian may stand inside a building and
fire outside. He must, however, be adjacent to the door or win
dow for Ihis line of sight to be lraced.

A pedestrian leaning around an edge of a door or window
presents a very smalliarget. 1llerefore, altllOUgh be may be fired
at, he has the protection of the wall. He is not likely to be hit
unless the wall is breached.

Exomplt!: A pedcstrian is leaning out a window, looking for
a good shot, when a duellist with a laser lries to take him out.
The duellist needs an 8 to hit, and gets it. The wall has 6 DP.
The duellist rolls 10 points of damage witll his laser. The wall
lakCS 6 points (breaching it); the other 4 go to the pedestrian. If
the wall had nOI been breached (if it had 12 DP, for example),
the pedcstrian would have been unhurt.

However, a very good shol can go right through a door or
window. If the roll to hit is at least 2 better than needed (in the
above example, if the duellist had rolled a 10), then both the
pedestrian and the wall take full damage.

Height Modifications
Situations may arise where ducllists in cars want to shoot at

pedestrians on rooftops; or a pedestrian gun battle may involve
exchanging shots across a street into buildings. Firing at any
target that is on a higher level than you is at a -I for every ten
feet of height difference. Firing downward is al no penally, but
throwing things (like grenades) is: -I for every ten feet of height
difference. Each level of a multi-story building is assumed TO be
tcn feet high. Some heights - a third-story rooftop, and fonnh
floor or higher - carulOl be hit by regular vehicular weapons on
street levcl, unless the firing vehicle is fanher away from the
target than the target is high. Universal turrets (used to fight
helicoplers; sec p. 84) and hand weapons are the only way to fire
on them.

Missing
In most cases, a missed shot rockets off into the stratosphere,

never to be seen again. In a scenario involving buildings, this is
clcarly inappropriate. A missed shot fired horizontally goes in a
straight line until it leavcs the map or hits an obstacle, like a
building. If another vehicle or pedestrian is in the exact line of
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fire, you can roll to hit, taking into account any additional range
penalties and another -2 because you weren't aiming at him.
When a "miss" docs hit something, it docs standard damage.

For shots fired upward, roU 1 die. On a I or 2, the shot hits
one story higher than intended; on a 3 or 4, it hits two slories
higher; on a 5 or 6, it misses everything and is gonc.

For shots fired downward, a miss will overshoot the in
tended targct by I to 6 inches.

If you try to put a grenade through a window and miss, the
grenade lands at the base of the building below the window in
question.

Burning Buildings
If a building is sct on fire (a 50% chance every lime it is hit

by a laser, a flamethrower or flaming oil), place an "on fire"
marker on it. Since most Car Wars battles last less than a miu+
ute, the effects on play will be minimal - bur for long-term
campaigns, it can be significant. The variant fire mles men
tioned above can be used for this as well.

Helicopter Combat
Helicopter combat is the same as ordinary vehicular combat

- with tIle added complication of a third dimension, of course.

Location ofDamage
As with cars, helicoplers can take damage in a variety of

locations. If front armor is hit, the front armor takes damage,
then whatever was behind it, then whatever was behind that, and
so on. To determine what is behind helicopter armor in the
various locations, check the following lists:

Front; Front armor; front-firing weapons; (pilot or co-pilot!
gunner); motor; cargo; back weapons; back amlOr.

Back; As above, but in reverse order.
Right; Righi armor (door); right-firing weapons; (pilot, co

pilot/guMer, motor and cargo); left-firing weapons; left arlllor
(door).

Left; As above, but in reverse order.
Bottom: Bottom armor; bottom weapons; (cargo, motor,

pilot or co-pilot/gunner); top armor.
Top; As above, but in reverse order.
Skids, pontoons, main rotors, and stabilizing rotors must be

targeted individually. They will never be hit as part of another
attack on a copter.

Skids arc -8 to hit; pontoons are -3. If one or both skids or
pontoons are destroyed, the helicopter will tip gracelessly over
on one side (1 die damage to that side) when it lands, and the
main rotor will break.

The stabilizing rotors and main rotors are a -6 to hit. If they
are hit, roll 1 die. On a 6, the rotor takes 2 hits of damage.
Otherwise, it takes I - no matter what weapon was used. This
is because most of Ihe effect of any weapon attack upon a rotor
will go into empty air. If the main rotor is destroyed, the heli
copter drops. If the stabilizing rotor is destroyed, the hclicopter
gocs into an involuntary and unending serics of counter-clock
wise Rotate maneuvers, which will only ccase when the helicop
ter lands. The pilot must make a Control roll during the first
movement phase of every tum, and the helicopter's rmating
maneuvers do count against its handling class.

Arcs of Fire
In combat, a helicopter may target anything within its arc of

fire. It may be targeted by an allacker who is within the thcorel
icalline of fire of one of its sides, and on that side only. In other
words, if a helicopter can target a vehicle with its right side, the
target vehicle can fire upon the helicopter's right side in return.

If the helicopter can target with both its underside and left side,
the target may return fire upon both underside and left side, as it
chooses.

Ground vehiclcs suffer some arc-of-fire problems when at
tacking helicopters. For cxample, a front-mounted weapon can
not target something directly overhead. Vehieular weapons can
target any object that is farther away than the diffefCnce in their
altitudes. That is, if Helicopter A is in Car B's nomtal arc of
fire, and is 5" away and 4" up, CarB can hit it. If, however, it
is 4" away and 5" up, Car B cannot hit it. If two vehicles arc at
differellt altitudes, add tllCir two range modifiers together to get
the correct range modifier for the shot. The point-blank range
modifier is only used if both ranges arc point bla.nk.

Examples: Tfthe target is 7" away (-I range modifier to hit)
and 6" up (also -1), the total range modifier is -2. If the target is
10" away (-2) and 6" up (-I), the total range modifier is -3. If
the target is 4" away (no mod.) and 1;2" up (point blank),
because both ranges are not point blank, ignore tlle ODe point
blank result and change it to "no modifier." The total range
modifier is O. If the target is 1" away (point blank) and V4" up
(also point blank), then because both ranges are point blank, the
point-blank modifier is in effect: +4.

Hand-held and tripod-moullted weapons effectively have 110

arc-of-firc limitations - they may be pointed at any target, no
ntatter what the angle of fire.

If the vertical distance betwccn a £round vehicle and a hcli
copter is greater than the horizontal distance ~ 7" up and only
2" away, for example - the car could only hit thc bottom of the
copter, and then only with a top-mounted weapon or a weapon
in a universal turret. The helicopter could only target the car's
top, and could only use bottom-mounted weapons or weapons in
a bottom-mowued wliversal turret.

Bombs
Dropping a bomb is esselllially a ralldolll attack. If the to-hit

roll is missed, it could land almost anywhere. Use the grcnadc
scalter mles to determine whcre the bomb actually landed.

Dusting
A helicopter can also "dust" a ground vehicle. If a helicop

ter drops to within 1" of a ground target ovcr any terrain but the
most scrupulously clean arena asphalt, the area is "dusted" 
the blades kick up a nasty cloud of dust, gravel, trash and other
materials, with the basic effect of a very large smokescreen. Put
a smokesereen counter directly under the helicopter over a Ih"
by I" area. This cloud stays ullder the helicopter as long as it's
within 1" of the ground, moving wherever it moves, and is
otherwise like a smokescreen in all respects. The "dusting"
extends upward 1;2" from the ground.

Destroying Smoke and Paint Clouds
Any helicoptcr larger than one-man size can dispel a smokc

or paint cloud by flying close to it. See p. 73.
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Characters4.
Car Wars characters are identical in many ways. They all

take up 2 spaces as vehicle crew members, and they all have 3
damage points and weigh 150 pounds (except bodybuilders
see below). Characters can be differentiated in three categories:
skills, prestige and wealth.

Skills
Many different skills arc available for characters. Some of

these skills (Driver, Gunner, Cyclist, and so on) are useful in
any Car Wan game. Others (Espionage. Fast-Talk, Streetwise
and so on) will be imponam only in a campaign with a heavy
roleplaying element. Should such a skill be suddenly called for
in a campaign where none of the characters have taken roleplay
ing skills, the GM should fall kick on "roU2 dice and pray."

A character with a skill at the bau /~vt:l can perfonn that
skill with no penalties or bonuses. Most skills can be auemplcd,
at a penally, even by those with no training; see below.

With extra training and experience. a character with a skill at
base level (for example. "Driver") can improve it to "Driver
+ I," and eventually "Driver +2," "Driver +3." and so on.
In the course of adventures, you will gain "skill points." Some
skill points can only be spent on particular skills, while others
can be spent on any skill.

Beginning Skiffs
When you first create a character, you get a few base skills

automatically. Each character starts with base-level skills in
Running, Climbing, and Area Knowledge for his home town.

Each character also gets a total of 30 skill points to spend as
you wish. Each base level skill acquired during character cre
ation costs 10 skill points. Each additional skill level costs 10
points up to Skill +3. Higher levels aren't possible with the
beginning 30 points

You can spend the 30 beginning skill points to acquire three
base level skills, or you can get one skill at base level and a
second at + I. You could even sink all 30 points into buying one
skill at +2, but your character would be prelly one-dimensional.
You can also use some of your initial skill points to improve
your Running skill.

£aming Skiff Points
Every time a character drives a vehicle into combat and

survives, one skill point is eamed toward increasing the ability
for that vehicle - Driver, Pilot, Cyclist, etc. (Combat is defined
as an incident in which a vehicle exchanges fire with enemies.)
The driver of a vehicle that scores a "kill" in combat gets an
additional point toward that vehicle ability.

A "kill" is scored when an enemy vehicle can no longer
move or fire, either because of a direct attack. a crash during
combat, surrender of the occupants, or other circumstance. The
occupants do nOl have to die. Killing a pedestrian does not count
as a kill. (A bully hiding behind armor should get no credit for
zapping a relatively harmless pedestrian with a laser!) If a vehi
cle can no longer move, but still has operable weapons. it is not
a kill unless and until it is forced to surrender.

If the crew abandons a vehicle or surrenders, that counts as a
kill. If a damaged vehicle escapes to safety, lbat does not.

Emering combat as a pedestrian is worth a g~~ra[ skill point
(see below). If a pedestrian kills another pedestrian (or knocking
him out), he cams a point for the skill used in the combat; scoring

a kill against a vehicle is wonh 5 skill points! If you arc firing
hand weapons from a vehicle, no skill points are awarded except,
possibly, as a referee award for heroic or miraculous sh()(s!

Use of other skills. as per the skill descriptions. can cam
points toward improving those skills. If no specific rules are
given for a skill, the referee should simply award a point when
ever it is used successfully in a combat or stress situation.

General Skill Points
In addition to the specific points awarded for skill use. the

referee should award general skill poinls attbe end of an adven
ture. These points may be applied for any skill, or saved to
acquire a new skill at base level. Some suggestions for general
skill point awards:

Winning an arena event: +3
Surviving an arena event: + I
Conspicuous bravery: +2
Risking your life 10 save a tcanm\3te or friend: +2
Using an unusual tactic: + I
Escaping an ambush alive: +I
Successfully knocking out a vehicle so it can be salvaged: + I
Winning a highway duel: + I
Winning a highway duel when you're outnumbered: +2
Completing a mission or adventure: Depends on the length

and complexity of the task, but anywhere from +5 to + IS
would be appropriate.

This list is far from completc. Spectacular escapes against
overwhelming odds. brilliant tactics, or just plain lucky breaks
could be situations worth extra skill points. While the players
and even spectators arc welcomc to offer suggestions on 110W

many pointS should be awarded, the refefCC's decision is final.

Spending Points to Improve Skills
To increase an existing skill up to Skill +3. spend 10 points;

tllis improves the skill by onc leveL Higher skill levels cost 20
points cach up to Skill +6, 30 JXlillls each lip to Skill +9, etc.

To acquire a brand-new skill at base level, you mllst spend 10
points and pay $1 ,000 - and take 3 months off (in game time) for
training. The only exception is the Mechanic skill (sec below).

Using Skills
From time to time, the referee may call for a skill roll to sec

if a character can succeed at some feat. If you have a skill al base
level. you succeed on a roll of 7 or morc; otherwise, yOIl faiL
The effect of success or failure will depend on the situation.

The higher your skill, the easier it is to make a skill roll. Add
your skill bonus to your die roll. Thus, if you have Mechanic
+ I, you would succeed on a natural roll of 6, because 6+ I =
7. However, a natural 2 always fails.

A character who does not even have a skill at base level (that
is. did not spend at least 10 points on it) gets a -4 on any skill
roll. He will not succeed except on an II or 12.

Depending on the relative ease or difficulty of a task, the
referee may require some rolls to be made at a penalty or a bonus.

Vehicle skills (Driver, Cyclist. Pil{)(. ctc.) are handled dif
ferently. Tn most cases, your vehicle skill simply affects any
control rolls you must make. Occasionally. when a control roll
does not.seem appropriate (especially in a roleplaying situation),
the referee may require you to roll against a vehicle skill. In this
case, your vehic.le's handling class affects your skilL If you have
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a HC 2 (average) vehicle, roll normally. If its HC is lower than
2, subtract the difference from your skill. If it is above 2, add the
difference to your skill.

So a HC 3 vehicle, for instance, gives you a + 1 to yOllr skill.
A HC 2 vehicle gives no bonus or penalty; a HC I vehicle gives
you a·1 to skill, and so on.

Contests ofSkill
When two characters compete in some way, the referee may

call for a Conus! ofSkiffs. Each character makes a skill roll as
above, adding any modifiers the referee feels arc appropriate. If
both players make or fail their rolls, then the contest is inconclu
sive and may continue if the situation or common sense war
rants. If both players make their rolls, but one makes it by 5
more !han tbe other, he wins. Obviously, if one player makes the
roll and the other doesn't, the player who made his roll wins.

Some situations may call for a quick. conus! of slills. In a
quick contest, each player only rolls once, adding all appropriate
modifiers. The player with the higher score wins. If they tic, the
contest is inconclusive.

Examp/~: Two duellists, after a long and protracted road
combat, sail into the protoction of a ghost town. lany (Driver
+2), unwilling to give up the fight, spins through town attempt
ing to find Curly's (Driver + I) car. Rather than play it out in a
complicated double-blind fashion, the referee calls for a Contest
of Driver Skills. Curly has been through this town before (Area
Knowledge + I), so the referee gives him a + I all his roll. BOlh
players roll two dice. Larry gets a 9 (7, +2 for his Driver skill
bonus), poor Curly gets a 5 (3, + I for his Driver skill bonus,
+ I for his Area Knowledge). Thus, Luty wins the COlltest, and
gets the drop on Curly. 1be referee scts Curly's vehicle out in
the open, lravelling at a reasonable urban speed, and Lany is
free to place his car anywhere nearby, moving al any speed.

General skill points may be used to improve these skills; so
can any points earned by particularly successful or imaginative
uses of the skill itself.

Skill Descriptions
Acrobatics - Gives the character tbe ability to jump fanher

(an extra V4" per two levels of skill) and perform spectacular
physical fcats such as swinging from chandeliers, swinging from
trcc to tree or somersaulting over an oncoming car.

A failed Acrobatics roll means the character simply failed to
perform the stunt, and stays in the same place he was when he
attempted the sttmt. If he missed by 5 or more, he hun himself
and takes Id-4 damage.

Acrobatics makes a character harder to hit. When a character
with Acrobatics is fired on, subtract half of his Acrobatics skill
(round down) from the to-hit roll.

Whcn a character attempts to board a moving vehicle, his
Acrobatics skill bonus is added to the die roll.

Animal Husbandry - The care and handling of domestic
animals, from gerbils to horses. This skill can be used to train
animals. Roll once per week; on a failed roll, the animal didn'l
learn anything, while a roll missed by more than 5 means the
trainer was attacked by the animal. The time to train, and modi
fiers based on familiarity, complexity of task and other vari
ables, are up to the referee. When a character fights an animal,
his skill bonus is a positive to-hit modifier (since the animal's
behavior is predictable to an expert).

Area Knowledge - Used to get around in a panicular city,
state, duel circuit or patch of untamed wilderness. A successful
Area Knowledge roll means tile character can answer detailed
questions about rhe area known; where to find somcone or some
thing, where to best set an ambush, etc. The amount of detail

will decrease as the area known increases. Better rolls allow
beller use of the information, of course.

All characters arc assumed 10 have this al base level for their
hometown. Improvements to the skill add other areas or more
detail about a known area, at the referee's option.

ArchuJ - This is the ability to usc bows of all types, from
crossbows to longbows. Each level above base level adds + I to
the to-hit roll of the Archer. Each combat entered with a oow is
good for I point toward Ihis skill.

Blade - This is the ability to use edged weapons in combat.
Each plus gives a + 1 to hit with the weapon. This skill covers
everything from pocket knives to machetes and axes. Bladc skill
(and an appropriate blade) can be used to pany other blade
attacks; the defender attempts his own skill roll, but subtracts
the amount by which the attacker made his to-hit roll. (A sword
costs $75, weighs 3 Ibs. or 2 GEs. has a to-hit of 7, and does
Id~3 damage to pedestrians and tires.)

Boat Pilot- This is the ability to control a boat. It is other
wise identical in all ways to the Driver skill (sec below).

&dybuilding - This is a character's ability to improvc his
damage points and his lifting ability. At base level, the character
gains the ability to cany an additional 25 pounds of equipment
(for the alternate encumbrance system). At level + I the charac
tcr gcts an extra 1 DP,andat +2hegains25Ibs.ofweight. This
sequence is repeated for levels +3 to +5, and so on. A
Bodybuilder +4 will weigh 175 Ibs.• be able to lift up to 70 Ibs.
without penalty and have 5 DP; a Bodybuildcr +7 will weigh
200 lbs., be able to lug 95 Ibs. without a penalty and have 6 DP.

Climbing - Like Running. everyooc gets this skill at base
level. Climbing skill is used 10 climb trees (at -I to sk.iII), fences
(-2), some buildings (-3 10 -5), etc.

Communications - Anyone can use a radio. Communica
tions skill covers both the use and repair or design of radios and
similar equipment. The most likely game use of Communica
tions involves jamming and breaking through janmling (a con
test. of skills either way). More advanced equipment will give
bonuses to a Communications roll.

Computer T~ch - Most computer systems in the Car Wan
world are very easy to use, and no roll is required. Computer
Toch is the computer equivalent of Mechanic. and is used to
program a syStem, break Ihrough a computer's defenses (a Con
tcst of Skill between the hacker and the computer's defcnsive
programming), etc.

Cyclist - This is the ability 10 drive any size nntorcycle or
trike. Anyooc without this skill is at-3 on the handling classof any
cycle he tries to ride. The skill is otherwise like Driver (beklw).

Driver - This is the ability to drive a standard car, pickup,
van, ctc. - anything with four or six wheels - or a reversed
trike. Someone without this skill may attempt to drive such a
vchicle, but always subtracts 2 from his handling class. At the
base level, the character is an average driver. Each additional
plus adds to his reflex roll. At the beginning of each combat,
every driver makes a reflex roll: On a 5, the HC of the vehicle is
raised by one for the duration of the combat; on a 6, the HC goes
up by 2. A Driver +2, for CAample, would get to add 2 to the
die roll. Each additional plus is also added to the base HC of a
vehicle to detcrmine how many points arc recovered on the Ve
hiclc Record Sheet at the beginning of each {Unt.

A good drivcr is better at keeping his vehicle under control.
Whenever a vehicle is forced to roll on a Crash Table, subtract
the driver's Driver skill bonus from the roll.

Engin~ering - This covers design and construction of vehi
cles, vehicular components and other tochnical equipment. Engi
neering can also be used to create traps, alarm systems, ClC. from
available materials. Requires Mechanic at base level or better.

Espionage - The tricks of covcrt and criminal operations,
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including but not limited to smuggling, counterfeiting, and the
gathering and intClpretation of intelligence. Of course Ihis in
cludes countu-intelligence - defeating all of the above.

Explosives - This covers the planting and detonating of
explosives that require more talent than just pulling a pin or
lighting a fuse. It includes Ihe knowledge of storing and caring
for explosives so that they don't become inert (or explode spon
taneously) and a general knowledge of explosives and detona
tors, both manual and renlOCe.

Successfully planting and detonating an explosive device re
quires an Explosives skill roll. If the roll is failed, immediately
roll 2 dice and consult the following table:

2 - The explosive goes off as the character is seHing/placing
it. Assess damage and scrape up what's left ...

3, 4 - The explosive goes off earlier than intended. How
much earlier depends on how long a delay was intended and
should be detennined by the referee.

5,6- Explosion only does half the inrended damage.
7-9 - The explosive doesn't go off. It's a dud.
10, II - 1lJe explosive goes off later than intended. How

much later depends on the length of the delay and should be
determined by the referee.

12 - The explosion does twice the intended damage.
Fast-Talk - The skill of weaseling one's way out of a situ

ation by getting someone else to make a snap decision in one's
favor. To fast-talk a potential sucker, a character rolls against
his Fast-Talk skill, adding any modifiers the referee fecls appro
priate (an enemy In a firefight will be more resistant to a pitch).
Fast-Talk lIIay also be used to resist somCOlle else's attempt to
Fast-Talk, in which case a quick contest of skills is required.

Gunner - lllis is the ability to usc the targeting system
common to all vehicles, and to fire any vehicular or tripod
weapooweapon. A character without this skill has a -3 to hit with
any vehicular weapon, -2 with a tripod weapon. Each plus adds
I to the gunner's to-hit roll: a character with Gwmcr +3 adds 3
to any to-hit rolls he makcs. Entering a combat while in control
ofa weapon is worth a Gunner skill point; each kill scored is also
worth I. Note that if the driver of a vchicle also pulls the trigger
of the weapon that scores a k.iIl, he gets two skill points - one
in Gunner and one in Driver - for Ule kill.

1/andgunner - The ability to use hand wcapons and gre
nades. Anyone withOut this ability has -2 to hit with all aimed
hand weapons, but may throw grenades without penalty. Each
plus gives a + I to hit with all hand wcapons and grenades.

Jlelicopler Pilot - The ability to ny a hclicopter. Characters
without this skill can't even start a chopper, milch less get it off
the ground. 11le skill is in all other ways analogous to Driver.

Hobbies - Covers skills studied for their own sake or for
recreation or aesthetic appreciation, such as musical perfor
mance, woodcrafting, sports, photography and other fine arts.

HOller Pilot - This is also exactly like Drivcr skill (sec
above), except that it relatcs to hovercraft.

Journalism - The ability to conduct an imerview, retrieve
data and use journalistic equipment (videocams, word proces
sors and the like). This skill also covcrs professional writing and
broadcasting.

In an interview situation, a failed roll means having to start
ovcr; a badly failed roll angers the interviewee, possibly to
violence. A very successful (+5 or bener) roll uncovers the real
dirt- or at least a clue to where the real dirtlics.

Law - Provides a knowledge of general law, with specific
knowledge of local laws and legal process. A successful Law
roll will get the character out of court, should he find himself
there. Given the frontier nature of justice in the 20405, this may
nor: be all that likely ...

lLailership - The practical ability to conunand a group of

people effectively. A successful roll is required to lead non
player characters into a dangerous situation. A badly failed roll
could get the charactcr lynched; a wildly successful one inspires
the troops to the point where they'll follow him allyll:hue.

Luck. - Each level of Luck adds I in favor of the catch-all
"roIl2 dice and pray" rrethod for handling odd sinllltions. Luck:
will not help if there is another skill thai can do the job.

Martial A.rts - This is the ability 10 fight more effectivcly in
hand to hand combat (see p. 45). Characters with the base skill
may attack twice per tum hand-to-hand. At + I, they get + 110

their to-hit roll; at +2, they get an additional point of damagc.
The cycle repeats beyond that al +3, the character gcts an
additional attack per tum; at +4, he gets an additional + I on the
to-hit roll; at +5, he gets an additional damage point; and so on.

Mechanic - This is the ability to repair vehicle.c; and com
ponents. The time it lakes to repair something (if it can be
repaired at all) is a fWlction of the character's Mechanic skill, as
well as the difficulty of the job and the tools that are availablc.

Repair Chart
Level Trivial Bas] Medium HaN! Very Hard
No skill 2 II , , ,
Mechanic 1 9 II 12 ,
Mechanic + I 1 7 9 II 14
Mechanic +2 1 , 7 9 1I
Mechanic +3 I 3 , 7 II

To perform a givcn rcpair job, a Mechanic Iliust roll 2 dice,
and get the number shown on the chart (or higher). He may try
once per hour (every 30 minutcs for a Mechanic +3). An "x"
means the job is impossible at that skill level. These numbers
assume the mechanic has basic tools. If he is working with
improvised tools (pocket knife, chewinggulll, baling wire), sub
tract 2 from all rolls. If he has a portable shop (sec p. 90), add
I. If he is working in a rcgular garage, add 2. A successful roll
repairs I poinl of damage on the item in question (3 points if
amlOr is being repaired), or successfully installs/dismounts/sal
vages the item in question.

Any number of mechanics can work on the same vehicle, but
no nlOre than three can work on the same item at once. Each one
rolls separately for success.

Difficulty or Repair Jobs
Impossible (cannot be attempted): Rcpair damaged tires, repair

computer.
Very Hard: Jury-rig rockel, missile or laser; repair copter rotor.
Hard: Jury-rig other components; repair laser, rocket, missile,

radio or power plant.
M~djlU1l: Repair any weapon other than laser, rocket or missile;

reweld or patch armor; remouD[ kingpin OIl lractor-trailer
rig; repair fifth wheel on traclor; salvage radio, power plant,
or coml"lter from a wreck.

Easy: Replace weapon link; salvage other items from a wreck.
Trivial (even someone with no Mechanic skill can do this): Re

load amnllUlition; replace or salvage tire; salvage spare mag
azines and unused ammunition from a wreck.

Repair is the process of fixing a damaged pan. Each time a
successful roll is made, one DP is restored to the item (or 3
points in the case of armor). If a component is totally destroyed,
it cannot be repaired - only jury-rigged.

Jury-Rigging is a temporary repair job. If the proper roll is
made, thejury·rigged component regains lOP, pUlling it back
in service. A jury-rigged component can never be properly re
paired, and if it is damaged again, it cannot be jury-rigged a
second time. Some items will be dcstroyed so totally that they
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cannot even be jury-rigged - like whal's left of a cycle after a
head-on collision with an IS-wheeler.

Salvage is the removal of a pan from a wreck. A mechanic
must make the appropriate repair roll to salvage any given part.

Instaflation is the opposite of salvage - putting a new pan in
to replace a destroyed one. The old part must first be "salvaged"
(that is, removed), even if it was toWly destroyed. The roll to
install any part is the same as the roll to repair it - sec the chart
above. When the roll is !MJCCessfully made, the part is installed.

Learning the Mechanic Skill
The only way to learn or improve this skill is to spend game

time as a full-time mecbanic at a duel arena, truck SlOp or ga
rage. Since this is not especially thrilling, most high-level me
chanics will be the referee's characters, or player characters that
started by taking Mechanic + 1 or + 2. If a character decides to
drop out of duelling to become a mechanic, it takcs a year (dur
ing which he also earns $6,000 above living expenses) to get the
basic skill. It takcs 2 more years (clearing $8,000 a year) to gct
to + I, 3 morc years (clcaring $10,000 a year) to get to +2, and
5 more years (clearing $15,000 a year) to gct to +3. A Mechanic
+3 has a fairly safe life and earns $20,000 a year above living
expenses. Mechanics may risc no higher than +3.

Paramedic - This skill helps save injured victims.
If a characler is at 0 DP but not below, and the medic can get

to him within 20 lurns of tlle fatal injury, a successful roll will
save the characler's life. He will remain at 0 DP, but will be
alive. DP are healed at the rate of one every 2 weeks of ganlC
time. If a victim is below°DP, or Ihe medic doesn't get there in
time, or fails his roll (only one chance), the victim is dead.
Every successful usc of the Paramedic skill is worth 2 skill
points toward improvement of that skill.

If a victim has I DP left (that is, he's unconscious), a suc
cessful Paramedic roll will revive him for a few minUles (long
enough 10 get some important information, for example).

NavigaJion - Use of stars, chans, satellite relays, nav com
puters and other tools 10 detemLine position and plot courses.

PoliJic$ - The tcchniqucs of wilUling VOles, diplomacy,
bootlicking and other social graces, as well as the administrative
functions of office. This also covers etiquette and savior-faire.

Running - Everyone starts with this skill at its base level.
Each plus adds 2.5 mph to a character's speed - with Running
+3, you move at 20 mph and Sprint at 25 mph! No character
may move faster than 25 mph (even while Sprinting). There is
no way to cam points specifically in Running, but general skill
pointS m.ay be spent to improve the skill.

StcudJy - The knowledge of security systems - techniques
and methods of construction, and ways to disarm or foollhem.

Science - This is broken imo specific areas of study (biolo
gy, genetic design, astrophysics, psychology, mathematics, etc.)
and indicates a character's knowledge ill that field. A successful
Science roll allows a character 10 remember or find valuable
information related to the subjcct, or solve a complex problem.

SJeaJlh - The ability to avoid detection on foot. This skill is
only usable on foot, and cannot be auemp(ed while under direct
observation. Standard bonuscsJpenaltics are:

good lighting: -5
average lighting: ·3
fair lighting: -I
poor lighting: no modifier
appropriate camouflage gear: +2
forest, jlUlgle, etc.: +2
plains, desert, etc.: ·3
SJreetwise - This skill allows a character to gel around in

lIle underworld, get a piece of the action and make the contacts
he needs. Successful use of Strcetwise lets you find Ol1t where

any sort of illcgal activity is going on, who can (or must) be
bribed, and so on.

Surviwd - A characler with Ihis skill has been trained in
survival lechniques in all diffcrent environJnellls (forests, de
serts, city olins, elc.). Higher levels of Survival make il easier
to find food, water, shelter, etc.

Swimming - Anyone wilh base level in Swimming, or
Swimmer + I, can swim at 2.5 mph. A Swimmer +2 or +3
swims at5 mph. A Swimmer +4 or more could swim at1.S mph
(but only withjilJ$, - sec 1'.41).

Anyone without base skill can still tread water if carrying no
more than 3 GEs (or 10% of their body weight, if you arc using
the alternate encumbrance system).

Swimmers can only carry 3 GEs of equipment (or 10% of
their body weight) without penalty. Anyone carrying more is
slowed - 4to 6 GEs (20% of their body weight) slows a swim
mer by 2.5 mph, 1 to 9 (30% of body weight) slows by S mph,
and any more slows to 0 mph (barely able to float). Anyone
slowed below 0 mph is no longer swinmling, but sinking; drop
some encumbrance or die. Body armor, fire retardant suits, and
other such "clothing" can be worn in water, bllt count as 2 GEs
of equipmellt in water. Improved Body Armor counts as 3 GEs.
Swimmers can change direction up to 90° each time they movc.

Swimmers can swim underwater for up to 30 seconds, plus
10 seconds for every Swinuuing skill level above base levcl.

Teaching - The ability to inStruct another character in the
use of a skill. Takes 6 weeks per levcl. A teacher can train
someone up 10 one level below his own in a particular skill;
naturally, the teacher must haw: the skill in question.

Theft - The fine arts of e1eclronic lockpicking, sleighl of
hand, picking pockets, breaking and entering, shadowing and
other illicit talents. A failed roll means the tlLief didn't get what
he wanted; a badly failed roll means he got caught. Further
events arc up to the referee.

TIlCft and Espionage overlap to some extent; which skill to
use in a situation should be deternLined by the referee. Some
timcs both arc appropriale; for instance, a character mighl usc
Theft 10 pick the lock to an office, where he would IISC Espio·
nage to detemline whether anything there is valuable enough to
steal, and then use Theft again to lake possession of the material.

Trucker - This is thc ability to drive any oversized vehicle:
a bus, RV, ten-wheeled tnlck, or tractor-trailer rig. A Ilon
Tnlckcr subtracts 2 from He when trying to drive an oversized
vehicle - -4 if he doesn't have Ihe Drivcr skill either! Other
wise, the skill is treated like Driver.

Prestige
This is a character's status among other autoduellists and the

millions of TV autoduel fans. Prestige increases a character's
possible arena winnings and decreases his expenditures for new
cars, parts, repairs, etc.

Each character starts with 0 prestige. Arena combat always
countS for prestige; road combat sometimes affects prestige.
There is a 2 in 6 chance that any road combat will have been
witnessed or filmed by helicopter TV crews, in which case it
scores nonnal prestige. OtllCrwise, you're an unsung hero for
that fight - no prestige. In some situations (inside a city, in an
area with competing TV stations that devote more time 10 all
t(KhlClIing, etc.), the chance of a witnessing TV crew may be
higher. That decision is IIp to the referee.

An ace is a character who has participated in five confirmed
kills - that is, arena kills or road kills that were witnessed. A
double ace is a character with tell confirmed kills.

.
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Scoring
Prestige is scored as follows:

for entering combat: + I
Winning an event: + 2
For each kill your vehicle scores: +2
Your vehicle "killed" but you survive unhun:-I
Your vehicle "killed" but you survive with injury: -2
You leave your vehicle while it can both move and fire: -I
You leave the arena in a vehicle that can both move and fire: -I
You attack with hand weapons while outside a vehicle: + I
You kill a vehicle occupied by a character wim prestige of 15-

20: +1
You kill a vehicle occupied by a character with prestige over

20: +2
You become an ace: +5
You become a double ace: +10

A character may earn up to 3 extra prestige points per game
for excellent play, lucky shots, or survival against bad odds.
These points are awarded by majority vQ(e of the players and
onlookers during that game. The referee breaks ties.

Being Jdllcd lowers prestige: -I for a heroic death, -2 for an
ordinary combat death, -3 for a mundane death, -5 for a cow
ardly death.

Advantages ofPrestige
In any arena combat where cash prizes are offered, a charac

ter with prestige of 10 or bener earns a percentage bonus equal
to his prestige; that is, a prestige of 17 earns a 17 % bonus. In
addition, a character with prestige of 15 or belter gets a 25 %
discount on all new car purchases and repairs (for his own use
only); prcstige of25 or beller earns a 50% discount. This is in
return for the champion's sponsorship of various brands of am
munition, autos, weapons, etc.

Wealth
Each character begins with 0 wealth. He can get Staned in a

number of ways. He could enter an "Amateur Night" arena
scenario in which the nctwork supplies vehicles for aspiring
drivers, or he could be hired as a merccnary for a highway
convoy. However a character gets staned, there are several ways
be can earn money:

&lling cars: A car may be sold for salvage after it has been
used. Most arena contests give a survivor the right to salvage his
kills, too.

Arenoprizes: This is the big money. The referee for a contin
uing arena canlpaign may sct cash prizes. A typical purse would
be from v.z to I v.z limes the tOlai value of the vchicks competing.

Road salvage: You can cam money the way the cycle gangs
do: pick a fight on the road, and sltip your kill for salvage.

Perform missions: Many advenlures involve doing something
hazardous (deliver an item or person to another city, proccct a
person, steal an item) for pay. These can be very profitable, but
dle risk is high and die characters should Ix: well-equipped and
experienced. This is nOI for beginners.

Transactions with OTheT pl(Z)vrs: Car sales, used equipmclll,
side bets, and whatever else you think of.

Other than car repairs and ammo purchases, the only expense
a continuing character has is $150 per week for food, a place to
stay and power plant recharges. Acharacter with no money must
sell something or slarve. A character with no money and no car
is obviously afraid 10 enler the arena, so his preslige drops 10
zero and he's out of the game.

Staying Alive
An adventurous character can have a very simn life. This Call

be frustrating if you spend a haif-hour working up a charaCler,
and be dies in 15 minutes. Tbereare three ways around this. The
first, of course, is to run for home when the bullets stan flying.
This is safe enough, but not too interesting.

Organiwions
Instead of playing an individual, you can playa whole group.

You can run a trucking company, bus line, cycle gang, local
police depanmellt, aUloduclling club, vigilante group, hijacking
ring, or lmek stop. When an individual character dies, you can
replace him - and the group goes 00. You can standardize cars
and equipment ... and if someone gets killed, his savings go to
the organization. A good campaign can have scveral such groups,
sometimes cooperating and sometiJreS fighting, with plcoty of
room lefl for people who want to play individual characters.

Gold Cross
This is a rcal/ife-insurancc plan, made possible by the mira

cles of medicine available to the wealthy in the 20405. If referees
wish to ignore this section and make their campaign a little (or a
lot) more deadly, feci free.

Basically, Gold Cross is a clone bank. A few cells from your
body are quickly grown into a mature clone. The clone will be
in perfect heallh, and will seem aboul 25 years old. Should
anything happen to you, your clone can be aetivaled - and you
live again! Your new body will be legally recognized as "you,"
and will have access to your bank account, ownership of your
material goods, etc.

Naturally, there are a few catches. 1bc process is expensive
(see fee schedule, below). When something happens to you,
your body mUSI be transpotled 10 the Gold Cross center where
your clone is kept, and it musl get there within 24 hours of your
death - or within a week if the body is frozen within 24 hours
of death. A totally burned body, or a body that (ook more than
10 hits damage, cannot be "read." If your body gets there in
lime, though, the clone can be programmed with all your mem
ories, up to the moment of death, and all your skills.

As an alternalive 10 rushing your body 10 Gold Cross after
something happens, you can lransfer your memories to your
clone befoTt: anything happens to you - just to play it safe. This
way, no matter what happens, your clone can be activated. A
new memory transfer has to be made every monm, or me clone
mind will go blank. In the past, memories could only be slored
in the human brain. The year 2035 saw the developmefll of a
mechanical memory storage device (or MMSD).

The MMSD is a permanent reposilory for your memories,
unlike the inactivated clone, which must be reprogrammed
monlhly. In the event you are no longer around, the MMSD can
be used 10 program a clone. II's very expensive, and not very
potlable. In general, MMSDs must be moved on wheeled dollies
- they weigh 800 pounds and take up 6 spaces as cargo.

If you let more than a month go by without re-programming
your clone (and you have no MMSD), and something happens 10
you, your own body is the only source of your memories - so
if something pcmlaDent happens to you, you're really dead.
NOle also that if your clone is activated from an old memory
lransfer or an MMSD, the clone will have only the memories
and skills you had when you programmed it. FunhemlOre, i!
takes a month to grow a new clone. Unless you can afford to
keep two clone bodies in storage or have an MMSD, don't get
killed more than once a month.

In all cases, the donor (alive or dead) or his MMSD roost be
presenl to lransfer memories. TIle process takes less than an hour.
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When something happens to you, Gold Cross will act as soon
as they bear about it - preparing your clone for activation if
your body is on the way, awakening a previously programmed
clone if that is necessary, or transferring the memories from
your MMSD to a clone body. In most cases, notification must
come from the friends of the temporarily deceased character.

Gold Cross has offices in all major cities. Its serviccs are
available to everyone, though wanted criminals often have to pay
a substantial bribe to a doctor or administrator. It's a mercenary
operation, as might be expected of anyone selling new lives.
Keep Gold Cross paid, and they are very reliable. Miss a pay
ment, and your clone will get chopped up for organ transplants.

Gold Cross Fee Schedule:
To grow a clone body: $10,000
First programming, a month after starting clone: $1,000
Each monthly reprogramming thereafter: $3,000
To program (or update) an MMSD: $25,000
Keeping clone alive if it is not reprogrammed monthly:

$I,OOO/month
To read a dead body (or MMSD) into an unprogrammed

c101le: $5,000
To send refrigerated vehicle or helicopter for a body (on

request): Variable, but always high! $5,000 for simple mis
sions, lots more for long distances or hazardous travel.

Pedestrians
Not everyone has a car. Vehicles may face challenges from

enemies on foot - or a driver may leave a wrecked vehicle and
sprint for safety. A pedestrian is represented by a counter that is
1.1:" x V4". The pedestrian is considered to be in just the front
half of the counter - a single V4" square. The larger counter is
provided for ease of handling. Anyone firing on a pedestrian
must trace a line of fire to the particular square the pedestrian is
in, not just any pan of the entire counter. Pedestrian counters
should always be lined up with the map grid.

Movement
TIle base movement rare for pedcstrians is 12.5 mph, or five

V4" squares per tum. You may clcct to go slower, and there are
ways of going faster (sec below). To dctcmline the phases in
which you move, multiply your speed by 4 and read the appro
priate line on the Movement Chart, p. 4. Move V4" in each
phase the chart indicates. For example, someone moving 17.5
mph would move V4" in each phase indicated on the chart for 70
mph. Pedestrians go before cars moving at the same speed.

Going Faster
Spending points to increase your Running ability will in·

crease your base speed. For short periods of time, you nmy also
opt to Spriot. A Sprinting character increases his speed by 5 mph
for up to 10 seconds. After the 10 seconds, he can continue to
run, but only at his base speed, and only for a maximum of 10
more seconds. Then he must stop and rest. After Sprinting, a
character must stop and rest for I second for every 2 seconds
spent Sprinting; ifhe Sprinled for 6 seconds, be must rest for 3,
for example. A character who is resting can do nothing except
catch his breath. Vou cannot Sprint up a flight of stairs, and you
cannot fire a weapon while Sprinting - but if you need to get
under cover fast, the extra speed could save your life.

lbcre is no limit to the Dumber of direction changes a pedes
trian can make - don't bother with handling classes, control
rolls or Crash Table rolls.

Stairs
Stairways are marked on Car Wan maps as a series of

squares, with every other square marked. with a floor numocr.
When a pedestrian reaches the numbered square corresponding
to the floor be is on, be must stop. On phase I of the next tum,
be may move one square up or down. On phase 1of the tum after
that, he may move again. This continues until he rcaches the
floor be wants. On the tum after reaching the numbered square
for any floor, the pedestrian may move on that floor nomllllly.
The uppermost box of many staircases is marked "R," and
represents a hatch to the roof of the building. Jt takes one rum to
move from the "R" square to any adjacent square- then move
ment continues nonnally.

The Running skill helps a pedestrian when climbing stairs.
For each level of Running the character has above base level he
can climb one additional square per tum, up to a maximum of 5.
If a Runner +2 was climbing a set of stairs, he would climb one
square on phase 1 of the him, then anotller on phase 2, one on
phase 3, and then again on phase 1 of the next tum.

Equipment
and Encumbrance

Pedcstrians may carry up to six grenades, or six grenade
equivalents (GEs) worth of equipment; see the list on pp. 4648.
This does not affect their movement. Carrying a heavier load,
except with a pack or similar item, is prohibited. For more
realism, see theAflL'rnatL' EneumbrancL' RufL'S OIl p. 49, in which
encumbrance is measured in pounds and does affect movement.

Combet
Pedestrians can usc hand weapons only. A complete list. is on

p. 4749. A pedestrian can only fire ollce a tum. Once a pcdes~

trian fires, he cannot move for the rest of the rum. A Sprinting
pedestrian caIU10l fire at all.

Pedestrians have 3 Damage Points - the first hit wounds,
the second knocks unconscious, and the third kills. They can
wear body amlOr, which adds DP.

If a vehicle collides with a pedestrian, usc the collision sys
tem in Chapter 2. Remember, pedcstrians have a damage modi~

fier of l-'3. 11le collision system can also be used if pedcstrians
mn into each other.

Hw,d-to-Hand Combat
For ooc pedestrian to strike another, be must be in a square

adjacent to his intended victim. He must roll a 2 or higher to hit,
but all targeting modifiers (except for the lX'int-blank range
bonus) arc in effect, including the ~3 for targeting a pedestrian,
so the net effcci is that - most of the time - he will need a 5 or
better on 2 dice. A human fist does Id-5 damage. If the allacker
has something heavy in his hand - a pistol, an unused grenade,
or a rock (any debris marker will yield something appropriate),
the damage roll is Id-4. The Manial Ans skill (sec p. 41) can
also affect the results of hand·to~bandcombat.

If a pedestrian has moved more than half his movement aI~

lowance in a given tum, he cannot. attack hand~to-hand this tum.
A pedestrian may also make a "hand-to-hand" attack against

an adjacent vehicle. He must have something to hit it with - a
bare~handcd attack against vehicle armor is pointless. A pedes~

trian with a rock or other object may strike a vehicle once per tum
(no to-hit roll is needed), for Id~5 damage. A hand weapon used
in this fashion will no longer be useful as anything but a club.

A hand wealX'D may also damage a vehicle in a more conven
tional way. Any hand weapon fired from lX'int~blankrange at a
stationary vehicle hits automatically, doing 1 poillt of damage. A
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hand weapon that would ordinarily do more than I point of dam
age against a vehicle (such as the SMG) gets the higher damage.

Hand weapons take one tum to reload; (his replaces one
magazine, one tube of a gyroslugger, etc. Nothing else can be
done while reloading a weapon. When a pedestrian is hit by a
weapon, he will always take a minimum of I point of damage
from that weapon.

Dropping Pront, Crawling and Hiding
A pedestrian can drop prone instantly - this takes no time.

A prone pedestrian can be in the open (an extra -I to hit), com
pletely safe (behind a wall, for instance), or covered but not
completely safe (if he is prone in rubble, he is at a -5 to hit). A
pedestrian can fire from prone position. Being immobile gives
him a +1 to hit. A pedestrian who is in safe cover (such as
behind a wall) but sticks his head out to fire is at a -2 for cover.

A prone pedestrian can crawl, moving in phases 2 and 4
only. He cannot fire while crawling.

It requires a full second to stand up from a prone or crawling
position.

Spikes. Oil and Mines
It's possible for pedestrians to run afoul of (he nasty sur

prises dropped on city streets and intended for vehicles. When a
pedestrian enters a square covered by a spike counter (not (he
adjacent area, but the counter itself), he must roll 2 dice. On a 2
or 3, the pedestrian takes Id-4 points of damage.

A pedestrian on oil is more likely to resemble a Keystone
Kop than Clint Eastwood. When a pedestrian enters a square
with oil on it, he rolls 2 dice. He must roll a 5 or better to stay
on his feet. If he moves immediately to another square with oil,
be must roll a 7; then a 9, and then an I I for each subsequent
square. If a pedestrian falls, he can either spend an entire second
to stand up - which still requires a roD of 7 or better on 2 dice
to accomplish - or crawl, moving only during Phases 2 and 4.

Flaming oil has the same effect as regular oil, and pedestri
ans also take 1 point of damage at the end of every tum they're
in it. Body armor does protect against damage from flaming oil.

The weight ofa pedestrian will not set off vehicle-type mines.

Pedestrians and
Vehicles

A pedestrian must stand beside a cycle for onc full tum (one
second) to get on. The next tum, he is astride it. He must remain
motionless for 3 seconds, this being about the time necessary to
get a cycle running. After the 3 seconds. he can move normally.
Adriver gening off a cycle (or out of a vehicle) must spend a full
tum beside it after coming to a complete stop (time to dismount)
and then may run normally.

A driver or passenger may jump from a moving vehicle. Roll
for damage as if the jumper were hit by a vehicle (with a damage
modifier of I) going 10 mph slower than the vehicle was going.
The jumper lands in any adjacent square, and may move and/or
fire beginning the next tum.

It would take about 30 seconds to pick up and restart a fallen
cycle of any size. Most combats won't last that long.

To enter a larger vehicle, a pedestrian must stand beside it
for one tum (opening the door). On the next tum, be may enter.
The next tum he may close the door; if the side of (he vehicle is
hit while the door is open, treat that side of the car as if it had a
sunroof (p. 92) to determine where to apply the damage. If the
vehicle is not running, it will take 3 seconds to start it. If thai'S
the case, it cannot move until the fourth tum - but it may begin
firing weapons immediately.

Boarding Vehicles
To climb onto the outside of a vehicle, a pcd~trian must

make a roll, as follows:
Vehicle speed 10 mph or less: automatic success
IS mph: roll 4 or more on 2 dice
20 mph: roll S or more on 2 dice
25 mph: roll 7 or more on 2 dice
30 mph: roll 9 or more on 2 dice
35 mph: roll 10 or more on 2 dice
40 mph: roll I J or more 00 2 dice
45 mph or greater: impossible

A pedestrian trying to board a tractor reads the table at 5 mph
higher than the vehicle's actual speed. In other words, a pedes
trian trying to board a tractor moving IS mph reads the table at
20 mph. A pedestrian trying to board any vehicle from the side
reads the table at 15 mph higher than the vehicle's speed. These
penalties are not cumulative (i.e.• you don't add 20 mph when
trying to board a tractor from the side). Use the worst applicable
modifier. A pedestrian may attempt to board a vehicle any time
the vehicle is in an adjacent square.

&ing 1Wli~d: A pedestrian boarding an occupied bus or
trailer will be noticed S out of 6 times. A pedestrian boarding an
unoccupied trailer hitched to an occupied tractor will be ooticed
3 out of 6 times. You cannot board any other occupied vehicle
without being noticed. These odds can be modified by the ref
eree for weather, poor visibility, well-planned distractions, etc.

Dropping On; A pedestrian may also drop onto the top of
any vehicle if it passes directly beneath him. Roll 2 dice:

4 or beller to land on a bus or any trailer except a tanker.
S or better to land on a tractor (double damage for failure)
6 or better to land on a tanker (the top is curved!)
6 or better to land on a pickup or van
7 or better to land on a luxury or mid-sized
8 or better to land on a compact or subcompact.

Subtract I from the roll if the weather is bad. Subtract I if
the vehicle is going 20 to 30 mph, 3 if it's going 35 or 40 mph,
and an additional 2 for every 10 mph faster. A character who
drops onto a vehicle has the same chance to be noticed as one
who climbs aboard.

Vehicle-Io-vehicle; A person on one vehicle may try to jump
or climb to another while both are moving. If the vehicles are
within V4" of each other, use the climbing-aboard rules - de
tennine the relative speeds of the two vehicles, and read the
appropriate line. Because of the difficulty, subtract 2 from your
roll. If the vehicles are more than V4" apart, but less than :V4",
use the dropping"n rules - again, subtract 2 from your roll.
Rules for being noticed are the same.

Failure; If you miss your roll, you hit the ground and take
damage as if being rammed at (Vehicle Speed minus 10 mph).

MOlflemenlon lop ofa lfIehicle: A pedestrian can only move
around atop an oversized vehicle or in a pickup bed. There is no
place to go on a smaller vehicle! It takes one second to reach the
top of a vehicle from the ground, or to stand up after dropping
onto it. A pedestrian can safely move one square per tum (in
Phase 5) while on top of a moving vehicle. Moving faster in
volves risks: Moving twice a tum (in Phases I and 5) requires a
roll of 4 or beller on 2 dice to stay on; moving three times (in
Phases I, J. and S) requires a roll of 6 or better to stay on.
Moving any faster is not practical (or wise). A pedestrian who
fails that roll is automatically noticed, and takes damage as
above for jumping off a vehicle.

A pedestrian atop a vehicle can fire his weapon, throw gre
nades, etc., normally. He can also plant a limpet mine; no die
roll is needed to succeed at this.

A pedestrian on a vehicle will be subject to fire from a turret
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on that vehicle, ifhe is at that turret's level. Use common sense
to determine this.

Examples: A pedestrian atop a bus can be hit by a turret on
the bus, or on another bus the same size. A man in the bed of a
pickup cannot be hit by a turret on the pickup's cab, unless he
stands up. A pedestrian on a trailer cannot be hit by a turret on
the tractor, since the trailer top is higher than the tractor. A
pedestrian cannot hide behind or on top of a turret; it moves
quickly enough that he would be thrown off.

A pedestrian on a vehicle can also attack its front·, side·,
top- and back-mounted weapons. using his own hand weapon, if
he can move adjacent to the appropriate side/end of the vehicle.
Heautomatically hits, doing one point ofdamage; there is a 50%
chance each time that the damage will bypass the armor and hit
the weapon directly.

Gelling off: If a vehicle crashes with a person on top, it is
assumed the pedestrian jumped clear. taking damage as de·
scribed under Failure above, for hilling the ground. A person
could also atlempt to "swing down" from a moving vehicle.
The chance of making it withoUl injury. and of not getting no
ticed, is the same as for climbing aboard at the same speed.

Any hazardous even( or maneuver may throw riders off the
top of a vehicle. When a vehicle undergoes any 02 or greater
hazard, or any 03 or greater maneuver, anyone on board must
roll to stay on. 1be roll is 3 or better on 2 dice, plus I for every
10 mph the vehicle is moving - e.g., 8 or better at 50 mph.

A trailer has clearance of only 2 fect above the groWld.
Thus. no normal vehicle can pass under a trailer. However, a
pedestrian could move (or hide) under a stationary trailer, pro
vided he crawled (moving in Phases 2 and 4 only).

Pedestrian Equipment
Ammo clips - $50 + cost of a full load of ammo for that

weapon, \.2 OE each for most weapons, I OE for SMGs and
Gl.s. ExundedAmmo Clips are available for pistols, SMGs, and
rifles. $80 + cost of ammo, holds twice as much anmlllnition as
a standard clip. Extended ammo clips take up I GE for most
weapons and 2 GEs for SMOs and GLs.

Backpack - $40, no GEs. The pack carrics 5 GEs' worth of
hand weapons that do not count toward the 6 GE limit. It takes
a firing action to remove or don a backpack, and items may be
added to or removed only from a laid·down pack. It takes Id
seconds to add something to or remove something from the
pack. If the pack is carried rather than worn, it counts as 5 GEs.

Battle Vest - $75, 3 GEs. Holds Olle pistol, two grenades of
any type, two hand-weapon magazines of any type, and one
Bowie knife. Fits over body armor, but must be worn to gain
bellefits; if carried, COUllts as 6 GEs. Putting on or removing a
vest counts as a firing action. but adding something to or rctriev
ing it frOlll the vcst docs not. An armored version is available for
$225, which gives the wearer an additional 3 OP, but only
works on alia 4 on I die. The armored battle vest cannot be
WOOl over IDA or impact armor.

Body Annor - $250. Gives the wearer 3 CJttra damage
points, but docs not protect from falling or collision damage.

Improw.d Body Armor - $1,500. Works like regular body
armor, except that it has 6 OP instead of3. lfthe wearer is in a
burning vehicle, roll 1 die each tum. On a 1 to 3, the wearer
takes no damage. On a 4 10 6 the wearer takes the normal point
ofdamage. Anyone wearing improved body armor must subtract
one from his reflex roll because of the bulk, and pedestrians in
rnA have their speed reduced by 5 mph (2 squares/tum). The
rnA also includes a built·in gas mask, and reduces the amount a
person can carry to S GEs.

Impact Armor - $2,000. Impact armor gives the wearer 6

additional OP and is fully effective against falls and collisions.
Furthermore, any fall or collision damage is halved before
applying it to the annor's OP. Naturally, once the armor is
destroyed (by collision or weapons fire), these benefits are lost.
Impact armor has the same effects on canying eapacity, reflex
rolls and running speed as IDA, but it doesn't give protection
from fire or gas. This item cannot be combined with any other
form of body armor except for a fireproof suit.

Blended Body Armor - $750 and up. Gives the wearer 3
extra OP, just like regular body armor, but is indistinguishable
from street clothes. Custom tailoring may cost more. Regular
body armor of any type cannot be worn with this item, and a
fireproof suit will be obvious if worn. Improved Body Armor is
also available in a blended version for $5,000 and up, but it does
not offer protoction from fire or gas (though its penalties still
apply). Impact armor is not available in a blended version.

Spiked BodyArmor- adds $100 to cost of any kind of body
armor. Spiked armor inflicts an extra point of damage in hand
to-hand combat. through the use of spiked knuckles, knees, etc.

Fireproof Suit - $500. no weight or space. Worn under
body armor, the suit will protoct the wearer completely from
vehicular fires for 30 turns - after thai. the wearer takes 1 point
of damage for every len more seconds exposed. The suit protects
the same way against flaming oil and building fires. If the wearer
is hit by any type of flamethrower fire, damage is halved (round
down). TIle suit offers no protection from other weapons.

Folding Stock - $10. Adds I GE for pistols, and subtracts
1GE (or rifles, shotguns, gyrosluggers or SMOs. Not available
for olher hand weapons. A folding stock give + I to hit with
pistols when unfolded. but -I to hit for other weapons when
folded. Folding or unfolding the stock counts as a firing action.

Gas Mask - $30, I GE. Gas masks protect against tear gas
and other irritants. If exposed to paint, wearer has -2 to his to-hit
rolls until the mask is removed.

Hollow-Point A.mmo is available for light piSlOls, heavy
pistols, SMGs, rifles and assault rifles only. Regular cost x 2;
adds + 1 to damage against pedestrians and tires.

Infrared Goggles - $750, I GE. Operates like standard IR
equipment (see Infraretl Sighting System, p. 89), includes a bat·
tery pack that's good (or 200 hours. Recharge time and cost are
triviaL These may be combined with gas masks.

lAser Targeting Scope - $500, no weight or space. This
scope may be attached to any weapon or tripod weapon. It givcs
a + I to hit with any weapon it is attached to. Uscr may "fire"
the LTS instead of the weapon it's allached to in order to gain
sustained fire bonuses. No to-hit roll is needed.

The LTS (and laser rifle) can be used for laser guidance (see
Laser-Guidance Link, p. 83) at the normal costs, and can guide
tripod·mounted weapons, MPRL and PMML ammwtition only.
For laser-guidance purposes, the LTS has a to-hit of 6. When
using the LTS for laser guidance the weapon docs not get an·
other + 1 lo hit because of the scope.

Light Intensifier Goggles - $300, I GE. Reduces the pen
alty "to hit" for night combat from -3 to -I. A LtG/Gas mask
combination costs $400, but is still only 1 GE. Not available in
a no-paint version. Paint not only adds a ·2 penalty, but also
negates the goggles' bonus at night.

Limpet Mine - $60. 1 GE. A limpet mine can be used like
a sta.ndard grenade, doing regular grenade damage. However. it
can be armed with a delay up to 15 minUles and attached to any
fairly smooth surface. It does not stick magnetically, but by a
special glue in plaslic beads that break and adhere. When an
emplaced limpet mine goes off, it does grenade·type damage to
everything within its 2" burst radius, plus Id+ I to the armor
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Hand Weapon List
Weapon Abbrev. GE Damage To-Hit Cost Shots CPS L$ Notes
SubmachiDe Gun SMG 2 Id 6 $250 10 12 $370 a
Rifle 2 3 hits 7 $120 20 I $140
Anti-Vehicular Rifle AVR 3 Id 8 $600 10 S $6S0 f
Heavy AV Rifle HAVR 4 Id+3 8 $800 10 10 $900 f

Assault Rifle AR 3 Id+l 7 $400 10 IS $SSO a
Laser Rifle LR 2 Id 6 $4,SOO 2 $4,SOO b, f
Gauss Rifle GR 2 Id 6 $I,SOO 20 IS $1,800 a, b
Gyroslugger (I barrel) GSI 2 Special 8 $1,200 Special Special C, f

Gyroslugger (2 barrels) GS2 3 Special 8 $1,Soo Special Special c, f
Under-Rifle Grenade Launcher URGL 1 Special 7 $200 I Special Special d, e
Under-Rifle Gyroslugger URGS 1 Special 8 $1,200 I Special Special c, d, f
Sholgun StG 2 2 hits 6 $120 10 I $130 k

Double-Barreled Shotgun DStG 3 2/4 hilS 6 $200 lOIS I $210 k
Heavy Pistol HP I 2 bits 7 $100 8 I $108
Light Pistol LP I 1 hit 8 $75 8 1 $83
Machine Pistol MP I Id-2 7 $2S0 6 12 $322 a
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below. If it is on a weapon port, the damage goes directly to the
weapon! It will not stick if thrown; it must be placed by hand.

Medikil- $1,000. Counts as a pedestrian's full load when
carried. When stored as cargo, it takes up 2 spaces and 50 100.,
and has 3 OP. Gives a +2 bonus to all Paramedic rolls.

Ponable Medikit - $7:50, 3 GEs. Worn like a backpack (:5
GEs if carried by hand), takes 2 seconds to put on or take off.
Gives a + 1 bonus to Paramedic rolls; this cannot be combined
with the bonus for the Medilcit. If the wearer is hit, roll I die: on
a I, the Medikit is hit first, taking damage to its2 OP.

Mini-Mechanic - $50, 1 GE. When using this item for any
sort of repair job, the penalty for using improvised tools is at -I
instead of -2. Will fit like a grenade in a baule vest.

Plastique - $3,000 per brick, 1 GE. As cargo, each brick
weighs :5 lbs. and ten bricks take up 1 space. Detonators are $50
apicce, no weight or space. Plastique will not explode unless
elcctronically triggered by a detonator. It can be run over,
dropped, stepped on, burned or shot, and it will not explode.
Each brick can be cut into halves or quarters, though it cannot be
bought this way. A full brick has 2 Blast Points (see Kami
bombs, p. 89); ~ brick has 1 Blast Point and a V4 brick has ~
Blast Point. A plastique explosive does full damage to pedestri
ans, half damage to tires and vehicular components. A separate
detonator is required for each charge; detonators can be set when
the charge is placed to explode up to 24 hours later.

Shaped Plastique - 1.:5 x regular plastique cost; burst ra
dius is halved, and the shaped explosive docs 1.:5 x damage
within that burst effect. If placed on a vehicle, it docs full dam
age to that vehicle, using the limpet-mine rules (sec p. 46).

Plunger and Contact Wire - $100, I GE. It will always set
off an explosive, provided that it has been properly set up before
hand. Each 20" coil of contact wire costs $25 and is 1 GE.

PorUJble Camera - $400, I GE. Not intelligent, but other
wise like the vehicular camera (p. 92). It holds one cube and can
be hand-held, or, {or an extra $200, helmet·mounled {or DO GE.

Portable Field RiuJio - $500, 3 GEs. This radio duplicates
all the funclions of the standard long-distance vehicular radio,
including the 25-mile range. It can be worn as a backpack and
has lOP. If a person wearing a PFR is hit, roll 1 die: on a I, the
PFR is hit first.

Portable Fire Extingulsher - SI50, 20 Ibs., J.1 space car
ried as cargo, 3 GEs when carried. Puts out a vehicular fire on 1
to 2 on 1 die (or a 1 (or a gas burner). Can be "fired" 20 times
before it must be refilled - which costs $20 and can be done at
many truck StOpS, armories and hardware stores.

Portable Searchlight - SIOO, 2 GE. Internal battery holds
enough charge for 4 seconds at full intensity (treat as a vehicular
searchlight with a to-hit of 7), or 6 bours at low (flashlight)
intensity. Charging cost - $:5, no time.

Riot Shield - $750, 3 GEs. This transparent shield has 7 OP
and acts like a wheelguard. When the pedestrian carrying it is hit
from the front, roll I die; on a 1 to 4, the shield t2kes the damage
first (with any leftover damage still hitting target), and 00 a 5 or
6, the pedestrian takes full damage. The shield is made from
vehicular plastic armor, and thus will take half or no damage
from many hand weapons. Only pedestrians (not passengers in
vehicles or on motorcycles) can use this item, and firing hand
weapons while encumbered by the shield is at -1 to hit.

Speargun - $200, 2 GEs, to bit 8, 2 points damage. The
spears are SIS ($20 with line) and Vi GE. The speargun has a
single shot; reloading takes 2 seconds.

Swim Fins - $50, I GE when not in use. Fins are necessary
for a character to swim at 7.5 mpb. They take 2 seconds to put
on and I second to remove (together).

Tinted Goggles - $20, no GEs. Protects the wearer against
searchlights exactly like a tinted windshield (see TInted Wln
dews, p. 92). These cannot be combined with LIG.

Tool Kit - $600, 6 GEs. Includes enough tools and spare
partS to allow a mechanic to work in the field at no penalty. Has
2 OP; the first point of damage hurts the case, and the second
point breaks the case and destroys or scallers the contents.

Tripod Weapons - Adds 10% to the weapon's cost, 5 GEs.
May mount up to 2 spaces' worth of any vehicular weapon (or
linked weapons). Extra magazines may be purchased, and do not
eount toward the tripod's "spaces" - they are placed on the
ground next to the weapon. Each extra magazine is 2 GEs.
Weapons that require power (e.g.• lasers) will require a battery.

A tripod gunshitld can be added, adding I GE to the weap
on, at $10 and 4 100. per point of armor (max. weight 40 Ibs.).
The shield acts like a whcclguard: On a I to 4, the gunshield
takes damage before the target. Gunshield armor is considered to
be a vehicular component, and thus takes half or no damage from
many hand weapons.

Tripod weapons cannot be used by a normal passenger in a
vehicle. A passenger who wishes to use a tripod weapon takes up
an additional space (Le.• a gunner would take up 3 spaces).
Tripod weapons take up 2 spaces as cargo.

Walkie-Talkle - $250, 1 GE. This item works like a vehic
ular CB and has a 3-mBe range.



Weapon Abbrev. GE Damage To-Hit Cost Shots CPS L$ Notes
Gauss Pistol GP I Id-2 6 $500 20 5 $600 b
Grenade Launcher GL 2 7 $300 5 e
Light Anti-Tank Weapon LAW 2 2d 8 $500 I $500 f
Very Light Anti-Tank Weapon VLAW I Id 8 $200 1 $200 f
Laser LAW LLAW 3 3d 6 $2,000 1 $2,000 f
LaserVLAW LVLAW 2 2d 6 $1,500 1 $1,500 f
Man-Portable Rocket Launcher MPRL 6 2d 9 $800 4 50 $1,000 f
Portable Micromissile Launcher PMML 5 Id 8 $900 8 30 $1,140 f
Bazooka 4 8 tl,500 1 50 $1,550 f,8
Stinger 5 4d 7 $1,000 1 $1,000 f, b
Portable Flamethrower PFT 5 Id 6 $750 5 25 $875
Bowic KnifcJBayonet 1 Id-2 8 $50 J

Abbreviations: GE - Grenade Equivalent, a measure of bulk and weight that dctcmuncs a pedestrian's carrying capacity.
Pedestrians can nonnally carry 6 GEs of equipment. CPS - eost per shot. L $ - loaded cost.

Notes
a. Docs half damage to vehicles.
b. This weapon requires a power pack ($1,000, 3 GEs) to

function effectively. The laser rifle only gets two shots without
it, but will get 20 morc with the pack. The Gauss rifle gets 60
shots' worth of power from the power pack, and the Gauss pistol
gets 100 shOls' worth of power from it. Note that the Gauss
weapons still require anununition.

c. The gyroslugger and under-rifle gyroslugger fire rocket
shells of varying types. Reload shells are ~ GE each. The
gyroslugger must be reloaded like a shotgun by breaking it open
and inserting the shells; this takes one second per shell.

Srandard - $100, 2d damage, burst effect.
Armor-piercing lAP) - SI50, 2d +2 damagc. no burst effect.
HE$H - $250, 2d damage, removes 1 painr of metal am-lOr

on every 4, 5 or 6 rolled, rather than just on a 5 or 6.
Incendiary - $300, Id damage, burst effect, fire modifier2,

bum duration 1.
Flare - $50, lhd damagc, fire mcxlifier I, bum dllTation O.
Smoke - $50, creates a I" X I" cloud at the impact site, or

a presct distance from the firer.
Paint - $100, similar to the smokc round. When fired at a

vehicle, it is trc.ated as if fired frOIll a paint gUll.

d. Under-rifle weapons may be allached to any rifle (riflc,
AV rifle, HAV rine, assault rifle, laser rifle or Gauss rine) or
gyroslllggcr, adding its GE to the other wCo1pon. Either the rifle
or the UR weapon may be fired in one tum, not both. Exception:
If a gyroslllgger has an URGS attached, both can be fired at the
same time.

t. A wide variety of grenades are available for the discrimi
nating duellist. When carried, they are all I GE Co1ch.

Concussion Grenade - $40. Does 1 point of damage to all
pedestrians and exposed cyclists in a 1" burst effect radius, but
has an additional effect on people within a 2" radius. Rolli die:

1,2 - Victim unconscious for 10 minutes.
3 - Victim unconscious for I minute and stunned (unable to

operate vehicle or weapon controls) for 2 more minutes.
4 - Victim unconseious for 10 seconds and stunned for 2

more nunutes.
5 - Victim stunned for 30 seconds.
6 - Victim stunned for 10 seconds.
7 or more - No effect
Characters insidc a vehicle with intact armor between them

and the blast are safe from the effects. Characters with a build·
ing, wall or other solid object between them and the blast add 5.
Characters in a doorway or window, or in a vehicle which bas
breached am-lOr between them and the blast, add 3 to their roll.

Explosive Grenade - $25. Docs Id damage to all vehicles

within a 1.1" burst radius. Docs Id damage in a 2" burst radius
to non-vehicular items.

Fake Grenade - $S. Looks real, but is only plastiC.
Flecheue Grenade- $20. Does Id damage to all pedestrians

and exposed cyclists in a 2" burst radius. No damage to tires or
vehicular componenls.

Flaming Oil Grenade - $75. Creates a ta" x ta" slick of
oil whieh ignites after 1 phase, just like a standard FO] slick.

Flash Grenade - S150. Any person within 2" of a flash
grenade when it detonates is blinded for 1 second at night. Ef·
feets arc doubled if thc victim is wearing LJ goggles. Narurally,
if a character cannot trace line-o(·sight to the grenade, be is
inmlUne to its effeets. For this purpose, smoke blocks LOS.

Foam Grenade - $30. If this grenadc is thrown within ta"
of a firc, it puts out the fire on a roll of I on I die. The foam
grenadc can also be used offensively, because it blocks visibility
like paint when used on a target vchicle.

Impact Fuse - $50 per grenade. This replaces the timer and
causes the grenade to cxplode on impact.

Paint Grenade - $20. Creates a I" X I" paint cloud that is
standard in every other way. Also available in colors.

Smoke Grenade - $20. Creates a 1" X I" snlOke cloud that
is standard in every other way. Available in a variety of colors.

Tear Gas Grenade - $30. Creates a I" xl" cloud that
lasls one minute. Effects on weapon and laser fire are thc same
as for smoke. Unprotccted pedestrians and cyclists must roll
once each tum they are in a cloud. Multiple rolls don't produce
cumulative results - just apply the worst result rolled so far:

1 - Victim is unconscious for 5 Dunutes.
2-4 - For 1 minutc, victim is -6 to hit with any weapon, and

can only crawl at 3 SQuares per tum.
5-6 - Victim is -2 to hit with any weapon for this rum and

3 more turns,
Themliu Grenade - $100. Docs Id damage to all targets

(including vehicles) in aLi" radius; has a bum modifier of2/1.
Whitt! Phosphorus Grenade - $75. Docs Id damage to pe

destrians, half damage to vehicles, within ~" of the blast. It
creates a I" x I" smoke cloud on detonation; fire modifier 2;
bum duration I.

J. Docs full damage to vehicles.
g. Spare bazooka shells are 1 GE each, and take 2 secoods to

reload (1 second for two people). Characters reloading a baz0o
ka cannot perform any other actions while reloading.

h. The Stinger is a one-shot weapon. To hil1 against aerial
targets or 11 'Is. grounded ones. 1l has a 2" burst effect.

i. The PFT, when carried as cargo, weighs 15100. loaded,
50 Ibs. empty and takes up 1 space. The PFT will create a
standard smoke cloud adjacent to the firing ped, pointed toward
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(w/o backpack)

(Shells weigh 2 Ibs.)
18100.

Characters

5 Ibs. (Holds up to 20 Ibs.
of onc- or ncrhandcd items)

15 Ibs,
25 Ibs,
30 100,

lIb,
4lbs.
60 Ibs,
lh lb. for hand weapons,

2 100. for vehicular weapons.
+ lIb.
41bs, ~
SIbs. ~

20% of weapon's weight.
Vz Ib,
Vz Ib,
30% of weapon's weight.
2lbs.
I lb.
61bs,
31bs,
21bs,
51bs,
Vz Ib,
lib,
5 Ibs,
lib,
4lbs.
25 Ibs.

Backpaek Items
Backpack

Portable Field Radio
Portable Medikit
Laser Rifle Backpack

Two-Handed Items
Assault Rifle 121bs.
AV Rifle 25 lbs.
Bazooka 20 Ibs.
Double·Barrcled Gyroslugger
Double-Barreled Shotgun 121bs.
Folding Stock 3 Ibs. to pistols (subtr3CI same

weight from two-handed weapons)
91bs,
II Ibs + WI. of grenades.
141bs. (Shells weigh lib.)
301bs.
201b"
251bs.
10 lbs.
181bs.
35 lbs.
301bs.
501bs.
501bs, (wlbackpack)
Sibs. (3 Ibs. if helmet mounted)
201bs.
10 Ibs,
81bs,
91bs,
5 Ibs.
301bs,
401bs.
(Weight of Ihe shield's annor)
25 lbs. + ]..1 weapon's weight.
10 lbs.

One-Handed Items
Ammo Clip
Bowie Knife
Derringer
Extended Anul10 Clip
Gauss Pistol
Grenade (any kind)
Hand-Held Flare launcher
Heavy Pistol
Limpet MinclBeacon
Machine Pistol
Mini-Mechanic
Pistol
Plastique, per brick
Phmger/Contact Wire
Portable Searchlight
Riot Shield

Gauss Rifle
Grenade launcher
Gyroslugger
Heavy AV Rifle
LAW
laser LAW
Laser Rifle
Laser VLAW
Man-Portable RL
Man-Portable MML
Medikit
Personal Flamethrower
Portable Camera
Portable Fire Extinguisher
Rifle
Shotgun
SMG
Speargun
Stinger
Tool Kit
Tripod Gunshield
Tripod Weapons
VLAW

Laser Targeting Scope
Life Jacket
Scuba Gear
SilcnccrlFlash Suppressor

Spiked Armor
Swim Fins
Under-Rifle GS/GL
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Alternate
Encumbrance Rules

No-Handed Items
Armored Battle Vest 5 Ibs.

Can carry up to 10 lbs. of one· or no-handed items.
Battlc Vest 5 lbs.

Can carry up to 10 Ibs. of one· or no·handcd items.
Blended Body Armor 5 lbs.

BBodlendedA Improved Body Armolr
O

Ib iO lbs. JI','
y rmor s.

Fireproof Suil 3 Ibs.
Gas Mask: 3 Ibs.
Goggles (any type) lib,
Improved Body Armor 25 lbs.

These roles are optional, and a bit more complicated than the
grenade-equivalents system presented on p. 44. Feel free to usc
or ignore them.

A pedestrian can carry up to 200 lbs. of hand weaponry and
other equipment. Several pedestrians can work together to carry
heavier ilems (like tripod weapons) by dividing the weight
among them. If you can get enough helpers, you can pull your
car out of a ditch ...

The amount of weight you carry counts against your vehiclc's
chassis limit (if you'rc in one), and affects your running speed:

Weight carried Running Speed penalty
0-20 lbs. None
21-40 Ibs. -I square
41-60 Ibs. -2 squares
61-120Ibs. -3 squares
121·200 Ibs. -4 squares (Anyone carrying

this much weight must SlOp to rest every other tum.)

In addition to weight, personal equipment is also classified
as 10 how it's carried: no-banded (on a belt, clip, or otherwise
attached to the wearer), one-handed (most weapons fall into this
category), two-handed (large weapons and other bulky items),
and backpack. A pedestrian can carry one Iwo-handed weapon
or accessory in his hands at one time, or two one-handed weap
ons. Any number of no-handed weapons may be carried at one
time. For obvious reasons, a pedestrian may only wear one
backpack item. Backpacks are no-handed items when worn.

A pedestrian can wear up to six holsters (for pistols and other
one-handed weaponry) and two slings (for rifles and other two
handed weapons). A weapon in a holster takes a tum to ready,
while a slW1g weapon takes 2 rums 10 ready. Holsters and slings
weigh V4 poWld apiece.

Backpacks cannot be worn while driving, unlcssyou'redriv.
ing a motorcycle. Each backpack is assumed to take up ]..1 space
when carried as cargo.

the target. A pedcslrian carrying a PFT moves only half as fast
as other pedestrians. Should the wearer be hil, roll I die. On a I
or2, the PFT is hit (it has 2 DP), and will explode if the wearer
rolls a I on a second die roll. Explosions are instantly (atalto the
wearer and create a standard smoke cloud, aligned randomly. A
PFT has a range of 5" and takes no time 10 set up or dismantle,
since the w;er is wearing it as a backpack.

j. Only usable in hand-to-hand combat. When aUached to the
end of a rifle, it adds no GEs.

k. A double·barrelcd shotgun balds len shells. One barrel or
two barrels can be fired each tum. It uses the same ammo as the
normal shotgun.



5. Cars
Building a new car is complicated - just ask Detroit. Wben

you first design a new vehicle, don't be surprised if it takes a little
while. You must work within several constraints: Span! available
in the body size you pick, weight that chassis can carry, and
monry available. You have to make sure the car has enough
power for decent aeteleration. Within all these limits, you wan!
enough armor and weapoos to give you a chance to survive. And
remember to allow moncy and weight for amnnmition! When you
come up with a good vehicle design, save it for later reference, or
add it to the stock car list for your local arena.

Body Types
There are nine rypes of cars available to duellists, ranging

from tiny subcompacts to large vans.

Max. Anno,
Type Price Weight load Spaces CosUWt.
Subcompact $300 1,000 2,300 7 11/5
Compact $400 1,300 3,700 10 1316
Mid-sized $600 1,600 4,800 13 1618
Sedan $700 1,700 5,100 16 1819
Luxury $800 1,800 5,500 19 lalla
Station wagon $800 1,800 5,500 14( + 7) 20/10
Pickup $900 2,100 6,500 13( + II) 22111
Campo< $1,400 2,300 6,500 17(+7) 30114
Van $1,000 2,000 6,000 24(+6) 30114

Prict! is the dollar cost of the body without amlOr, but with
headlights, trim, scats, doors, instruments, basic targeting sys
lem, head-up windshield visual display, etc. Weight is the weight
of the body and franv: - it COWlts toward the total weight of the
vehicle. Maximum load is the tOlal weight (including the txxIy
and frame) tllC vehicle is allowed. Maximum load can be altered
- see GlOssis, p. 51. Spact!s arc the number of spaces available
in the vebicle for equipment, weapons and people. 1bose vehicles
with additional spaces listed in parentheses have cargo areas that
can carry that number of spaces. Cargo areas cannot be used for
vehicle components (except for items used to hold cargo, e.g.,
Armored Beer Refrigerators, Cargo Safes, etc.), but must be used
for cargo.

Armor Types
Armor costll4>eight is lhe cost and weight of a single point of

ablative plastic armor. Cars carry amlOr in six positions: front,
back, left, right, top and underbody. You can put different
amounts of armor in different locations, but the cost per point is
the same, no mailer the localion. The cost and weight per point
of armor docs vary according to the size of the vehicle, however.
There are also a few special types of amlOr available to duellists
- that can affect the cost and weight of armor. as well.

FireproofArmor (FP) costs twice as much as nonna! armor,
but weighs the same. As lhe name indicates, fireproof armor
cannot be set on fire. It takes damage normally from all weap
ons, including flamethrowers and lasers, but if the armor is all
that is damaged, you do not roll for the possibility of fire - it
can't happen. If the arnlor is breached and internal components
arc damaged, regular fire mles apply to the inside. FP amlor
cannot be mixed with regular armor - tlle vehicle must be all
fireproof or all regular. Repairing FP armor is at triple normal
COS! (see R~pair and Safvag~, p. 55).

Lasu-R~fl~etiveArmor (LR) takes damage normally from all

weapons except lasers. Allrypes of lasers do half damage (round
down) to reflective armor. FlITthermore, laser-reflective armor
will not take fire modifiers from lasers (though it will take thcm
from flamethrowers and other fire weapons). Once the armor has
been breached, internal components are vulnerable to noml3l
chances of fire. Reflective armor costs and weighs 10% more
than regular armor, and costs twice as much to repair as regular
armor. Reflective amlOr cannot be mixed with regular armor.

Las~r-R~jl~ctiveFireproofArmor (LRFP) combines the fea
tures of both rypes. II takes half damage from lasers (rounded
down), and cannot be sct on fire. I! is 21h times normal armor
cost, weighs 10% more than normal armor, and costs four times
as much to repair. It cannot be mixed with mher armor types.

Radarproof Armor (RP) has twice regular armor cost, but
the same weight. A vehicle with this armor is invisible to radar
on a roll of I to 5 on I die; RGMs, radar-based ATADs, and
other radar-guided weaponry cannot target the vehicle. On a
6+, the armor fails to shield, and the vehicle may be targeted
normally. Add I to lhe roll for each facing of the car's amlor
(front, top, ctc.) thai is breached. Each vehicle trying to find the
target vehicle can roll once per ten turns. If radar contact is
broken, the vehicle which made contact must roll again.

All exterior amIQr on a vehicle must be radarproof, or the
benefits are lost. Fireproof amlOr can be made radarproof for
twice its usual cost. Laser-reflective and metal annar cannot be
made radarproof.

M~taf Armor costs 2 l h times as much as normal plastic
armor, and weighs 5 limes as much. Nomul armor isab/arive
that is, it loses strength as it takes damage. MClal armor is only
slightly ablative - any damage in excess of the armor value
passes tllfough to thc interior of a vehicle, and the armor renl3ins
(more or less) intact.

If the damage rolled is greater than the value of metal armor
at the location hit, damage in excess of the arnIQr value pene·
trates tbe armor to affect internal components. In addition, every
6 rolled on a danuge die reduces the value of the armor by I
point. BUfSl-effect weapollS reduce the DP by I point for every
5 or 6 rolled on a damage die. The loss of metal armor is taken
after any damage has penetrated the armor. Melal armor is
inherently fireproof. Metal arlllor can be polished and treated for
a laser-reflective finish; this adds an extra 10% to lhe cost of the
armor, but adds no weigh!.

Composite Metal/Plastic Armor means that a vehicle has two
layers of armor; metal outside, and plastic (of any kind) under·
nealh. Bolh layers of armor are treated normally; anything that
gets through the metal will hit the plastic armor behind it. Com
posite armor is the only way to mix armor types, but only one
kind of plastic amlor may be undernealh thc metal. Any plastic
accessories (wbcclguards, spoilers, etc.) that have to match the
car's amlOr rype must match the plastic under the metal.

If any cost or weight calculations result in fractions of dol
lars or pounds. round up.

Modifications
Carbon-aluminum (CA)frame. Any vehicle body can have a

carbon-aluminum frame. This alteration quadmples body cost,
halves body weight, but does not affect maxrruum load. The CA
frame modification is taken before chassis and suspension mod
ifiers, and the chassis and suspension modifiers are based on the
new body cost. A vehicle with a CA frame takes double damage
in all rams, rolls and collisions.
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Power Plants

DP arc "dam.age points," the number of hits required to
destroy thc powcr plant. When the powcr plant is lost, a vehicle
can no longer fire lasers or aecelcrale, but all other systems still
work. The vehicle decelerates 5 mph per tllrn (more if you put
on the brakes). Power Factors are used to compute acceleration
and top speed, which is more fully detailed later in this section.
Cost, Weight and Spaces should be self-explanatory.

There are two kinds of cngine available in 2040: gas and
clectric. With gasoline unavailable in many areas of the world,
multiple-fucl-eell clectrie power plants are far more common
than the old-style intemal-eombustion cngines. Powcr plants
take up space and weight inside a vehiclc.

Plant Cost Weight Spaces DP Power
Factors

800
1,400
2,000
2,600
3,000
6,700

Small $500 500 3 5
Medium Sl,<XXl 700 4 8
Large $2,000 900 5 10
Super $3,000 1,100 6 12
Sport $6,000 1,000 6 12
l1nmderc3t $12,000 2,000 8 15

Light suspension is standard. Bcller suspensions cost in rela·
tion to the original body cost of Ille vehicle - a Heavy suspen
sion for a Luxury car would cost 51,200 (150% of $800). Sus
pension adds no weight and takes no interior space. 1bc He of
a van (or of a pickup over 5,500 Ibs.) is 1 less than that of a
lightcr vehicle with the same suspension. On the other hand, the
HC of a subcompact is 1higher than that of a larger vehicle with
the same suspension. Off-road suspensions negate the handling·
class penalty for driving ofT-road.

Chassis

Suspension
Suspension determines a vehicle's begiruling Handling Class

(sec Handling Class, p. 8).

Suspension Price HC Van HC SubHC
Light no extra I 0 2
Improved 100% of body coS[ 2 I 3
Heary 150% of body cost 3 2 4
Off-road 500% of body cost 2 I 3

Thc chassis can be strengthened (or weakened) to allow a
vehicle to carry morc (or Icss) weight.

Strength Weight Modifier Price
Light -10% ·20%
Standard none none
Heavy + 10% +50%
Extra Heavy +20% +100%

The price modifier is a percentage of the original body price.
For example, putting a Heavy chassis on a mid-sized car would
increase the maximum load 10% - from 4,800 to 5,280 (that's
4,800 + 480) - but would cost 50% of the original body price
- another $300. Chassis strength is not a factor in vehicle
weight or interior space.

Any car larger than a compact may have a six-wheeled chas
sis. It costs an cxtra SIOO, plus the cost of the extra tires. Pick
ups and vans with Extra·Heavy chassis must have six wheels.

Streamlining. Any vehicle body can be streamlined. It costs
50% of the lxxIy cost, weighs nothing, reduces interior space by
10%, increases top speed by 10%, and reduces powerconsum~
tion (or raises mpg) by 10%. To reduce spaces, treat cargo and
regular spaces separately and deduct 10% from each, rounding
up. It doesn't affcct chassis and suspension modifications.

Sloping. Armor can be sloped. This modification must affect
the entire vehicle - you cannot have sloped armor in one loca
tion and non-sloped armor in anothcr. Sloping aml()r doesn't
add weight, but increases the cost by 10%. This cost is based on
all armor (including ramplates), but nO( on accessories likc
whcelguards, spoilers and the like.

Sloping a vehicle's armor reduces the space available for
internal componcnts by 10% (round up). Treat cargo spacc sepa
rately and deduct 10% from there, too. A vehicle with sloped
armor is at -I to be bit, in addition to all other targeting modi
fiers. If a side with breached (or nonexistent) armor is targcted,
the penalty does not apply. Sloping protects turrets, but docs not
protect tires, EWPs, rocket platforms or other exposed compo
nents; shots targcting these areas do not suffer the ·1 penalty.

If a vehiclc is both sloped and streamlined, subtract a to(al of
15% (rounded up) from the vehicle's spaces.

Power Plant Accessories
Platinum Catalysts (PCS) increase power factors by 5 %and

cost 20% ofttlc plant's cost.
Superconductors (SCS) increase power factors by 10% and

cost 50% of the plant's cost. When combined with PCs, the sct
costs 70% of the plant's cost and increases power by 15%.

Extra Power Celts increase the cost and weight of any elec-
tric power plam by 25 % (rounded up), and in-

I~~~i~~~~~~~ii;~ilii~~~~~~~~ crease the plant's OP and spaces by 10%

(rounded up). A power plant with extra power
'........ ~ cells has 50% more power units per set of cells

__= (see Range, p. 52). Each set of extra cells takes
......~ \ as long and costs as much 10 recharge as lhe

~lF.1 original plant. Extra power cells do not affect
the plant's power factors, maximum load or top
speed in any way. Retrofining extra power cells
to an existing plant is a Very Hard task for a
mechanic.

Improved SuJHrcharga Capacitors (ISC) 
$500, I space, 75 Ibs., adds I OP to powtrplant.
Each rsc will raise an electric vehiclc's accelera
[ion by 5 mph and add 20 mph to its top speed for
three tums. Triggering the ISC is a firing action

taken during the Acceleration phase. It cannot be used again until
recharged (which takes two minutcs, and costs $10). Triggering
an ISC causes considerable damage 10 dlC power plant - divide
lhe numJx:r of DP the plant originally had by three, rounding
down, and give the plant that much damage when the TSC is
triggered. 11lis damage will not cause a fire or hazard, and com
ponent armor does not protect against it. However, damage
caused by ISCs costs half as much to repair as normal damage. Up
to three ISCs may be linked together for cumulative results. A
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Gas Engine Accessories
Carburetor - Saves 25 % of the engine cost, no weight or

space. By laking out the fuel·injection system and replacing it
with an old-fashioned carburetor system, you can save money.
But the engine's power factors will drop by 15%, and base mpg
goes down by 2 (only 1 if it Slaned below 10). Installing a
carburetor is a Medium job for a mechanic.

Multiba"d Carburefor- Saves 15 % of the engine cost, no
weight or space. Installiog a multibarrcl carburetor sySfem drops
engine power factors by 10%, and base mpg goes down by l.
Inslalling the multibarreJ carb is a Mediumjob, but switching
from a single carb to a multicarb system is an Easy job.

Tubular Headers - Adds 20% of the engine COSf, no weight
or space. Increases powerfaetors by 5%.

Blueprinting - Adds 50% of engine cost, no weight or
space. Increases power factors by 10 %.

Turbocharger - $1,000 + $1 per added power factor, no
weight or space. Increases power factors by 25 %, and accelera
tion by 5 mph. It takes one tum at maximum acceleration to

S/gallon
$2
$5

$10
$25

Wt./gallon
1 lb.

2lbs.
5 Ibs.
10 lbs.

DP
2
4
4
8

multiply it by the gallon capacity of the gas tank. This will yield
the range of the vehicle.

Gas Tanh. The gas tank is a separate componcot from the
gas engine, and is drawn separately on the vehicle record sheet.
A gas tank can hold any whole number of gallons - even one.

The number of spaces a gas tank takes up is the same for
every type. A tank of 5 gallons or less takes up no space; 6- to
IS-gallon tanks take up 1 space; 16-10 25-gallon tanks take up 2
spaces; 26- to 35-galloo tanks take up 3 spaces, and so 00. If
multiple gas tanks are used, calculate the space taken up using
the total capacity of the combined tanks. Gas tanks are available
in four types:

Economy Tank - Weighs one lb. per gallon and COSfS $2 per
gallon of capacity. The economy tank has 2 OP.

Heavy-Duty Tank - Weighs two lbs. per gallon, and costs
$5 per gallon of capacity. The HD tank has 4 DP.

Racing Tank - The racing tank utilizes compartmentaliza
tion and a sponge-like substance that holds the fuel and keeps it
from sloshing and leaking. The result is that even if the tank is
breached, fuel loss will be 1/~ that of the economy or HD lank.
Racing tanks weigh five Ibs. per gailon and cost $10 per gallon
of capacity. The racing tank has 4 DP.

Duelling Tank - This top-of-the·Iine tank is for duellists
who want to take as few risks as possible. The duelling tank has
the same internal safety features as the racing tank, and it's more
heavily armored. The duelling tank weighs 10 Ibs. per gallon
and costs $25 per gallon of eapacity. The tank has 8 DP.

When gas tanks are hit, they take damage like any compo
nent. If a duelling tank: (for instance) takes 5 hits of damage, it
has 3 OP left. After the tank is breached, roll 1 die and multiply
the result by 20% (5% for racing and duelling tanks) - that is
the percentage of the tank's capacity that leaks out of the tank
(see also Fire and Explosion on p. 31). If the tank: is Sfill holding
fuel, it now has half the original tank's OP. If the breached tank
takes damage in CJ(cess of its (new) OP again, it is automatically
destroyed and all gas is losl.

Fuel- A gallon of fuel weighs 6 lbs. Fuel costs vary frOIll
region to region, but the average price per gallon is around $40,
if it's available at all. The sample vehicles will assume a full tank
of gas at $40 per gallon.

Tank type
Economy
Heavy Duty
Racing
Duelling

Gas Engines
Type Cost Weight Spaces DP Power Base MPG

10 cid $400 60 lbs. I I 300 80
30cid $750 115 lbs. I 2 500 70
50cid $1,250 ISO Ibs. I 3 700 60

100 cid $2,500 2651bs. 2 6 1,300 50
150 cid $4,000 3751bs. 3 9 1,900 45
200 cid $5,500 4801bs. 4 12 2,500 35
250 cid $6,500 7151bs. 5 14 3,200 28
300 cid $7,800 8251bs. 6 16 4,000 22
350 cid $9,500 9751bs. 7 19 5,000 18
400 dd $10,500 l,0501bs. 8 22 6,300 15
450cid $11,700 1,125100. 9 24 7,800 13
500 tid $13,000 1,200 100. 10 26 9,500 12
700 cid $19,000 1,275100. 14 30 13,000 10

Rangt wah EUctrU: Powtr Plants
TIle subject of vehicle range has very little imponance in me

city or in the arena. But on the long stretches of highway be
tween oases of civilization, running out of power is like signing
your own death warrant.

Car, tnJck, helicopter and hovercraft power plants have a
power capacity equal to their spaces times 50; cycle power plants
have a power capacity equal to their OP times 25. These "power
units" will last longer at lower speeds, and get eaten up quickly
at higher oocs. Power units (PU) are consunm at varying rates
per mile, given by the fonnula (PU x Current speed)/(Maximum
speed x 100).

On avcrage, a vehicle will have enough power to travel 200
miles at its "cruising speed," which will be 60% of its top speed.
Al its top speed, it will have eoollgh charge to travel too miles.

Speeds beyond the derived maximum for a given plant drain
power even faster. Every tum spent over the maximum costs one
power unit per full 10 mph over the lim.it. If a plant has a
maximum speed of 90 mph, there is no additional penalty at 95,
but it costs one power unit for each tum at 100 or 105, two
power Mits for each tum at 110 or 115, and so 00.

Laser fire also drains power plants. Every time you fire a
light laser, it costs you one power Mit. A shot from a regular
laser costs two power units, and a shot from a heavy laser or
twin·laser costs lhree power units.

Power plant recharges are readily available in towns, but on
the highways they are usually available ooly at truck Sfops. A
power plant recharge takes around ten minutes (most facilities
can take two vehicles at a time) and costs $1 per five PUs.

Range wah Gas Engines
How far a vehicle can travel on a tank of gas depends on two

things - the efficiency of the engine and the size of the tank.

Engine Efficiency. Each engine has a "base mpg" rating;
this is the number of miles per gallon tbe engine will deliver at
its "cruising speed," which is 60% of its lop speed. For every
full 10 mph of additional constant speed, reduce the mp8 by 10%
(round down).

For every full 10 mph of constant speed under its cruising
speed, increase the mpg by 10% (rounding down). The best the
mpg can get in any case is 120 %of the base value.

Ooce the final mpg has been calculated for a given speed,

vehicle that is above its maximum speed when the ISC's charge is
used up will decelerate by 10 mph/tum UDtil at or below its
maxiDUlm speed.
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activate a turbocharger; this is known as "turbo lag." If a car
slacks off the accelerator (even by 5 mph), the turbocharger
bonus is lost wltil another tum of full acceleration. A variable
pitch (VP) turbocharger costs $2,000 + $1 per added power
factor, and adds 25% to the engine's power factors. A car may
only mount one turbocharger system.

Supercharger - $3,000 + $1 per added power factor,
weighs20% of engine weight, I space. Increases acceleration by
5 mph (good at all speeds), and increases power factors by 40%.
Reduces mpg by I. A superchargcr cannot be installed on an
e:ngine smaller than 150 d.

Nitrous Oxide - $500, 20 Ibs., I space. Opening a tank of
nitrous oxide counts as a firing action. An opened tank increases
acceleration by 10 mph and top speed by 50'-', for 5 seconds.
Then the nitrous oxide (and a full gallon of gas) are gone. Only
one tank may be used at a time - that is, the effects are not
cumulative. When a lank is opened. roll once on the Engine
Critical Damage Table at ·3 immediately.

After five seconds, the vehiele decelerates by 10 mph aUlo·
matically until below its regular top speed. This deceleration
does not count toward the hazard of excessive braking.

When adding accessories to a gas engine, all the power factor
alterations arc taken at the same time. Thus, if you blueprint the
e:ngine (+ 10%), add tubular headers (+5%), a VP turbocharger
(+25%) and a supercharger (+40%), its power factors will be
raised by 80%.

Engine Damage
Internal combustion engines arc much more complicated

than electric fuel cells, and are therefore easier to damage.
Each cngine bas a sct numbcrofDPs - when an engine takes

more damage than it has DPs, it SlOpS working immediately. The
vehicle decelerates by 5 mph each tum.

Evcn a partially damaged gas engine may not function as
well as an undamaged one. Every lime the engine takes damage,
immediately roll 2 dice, and consult the following table, adding
1 to the roll for every full 5 points of damage taken from that hit.

Engine Critical
Damage Table

(Roll 2 dice)
2 or less - Black smoke pours out of the engine compart

ment (not enough for a smokescreen, but enough to deliver a
good scare).

3 - Minor damage, but 110 inullcdiate effects. Roll again on
this table (at -4) after each full hour that the motor is mn. Repair
is an Easy job.

4 - Not So Minor damage, but still no immediate effects.
Roll again (at ·3) after every ten minutes that the motor is ron.
Repair is a Mediumjob.

5 - Serious Damage, but no immediate effects. Roll again
on this table (at a ·1) after every 2 minutes that the motor is ron.
Repair is a Medium job for a mechanic.

6 - Extensive damage. As minor damage, but re-roll (at -2)
every 30 seconds. Repair is a Medium job for a mechanic.

7 - Hideous grinding noises come from the engine. Roll
again on this table. If you get "7" again, stop rolling. Also,
ignore any results Jess than "7. "

8 - Crack! The car suffers a transmission hit. Acceleration
drops by 5 mph each tum (if it goes to 0, the car cannot acceler
ate), and top speed drops by 10 mph each lum. If your car's top
speed drops below its present speed, it will decelerate to match

its new top speed. Repair can only be done al a garage, and is a
Hard job for a mechanic.

9 - Radiator! In ten seconds, your tcmperature gauge will
be in the red. For every second the engine continues to run after
that, roll I die - on a 6, the engine seizes up and is totally
ruined.

10- Oil System! In 5 seconds, your oil pressure gauge goes
in the red. Starting after 3 seconds, roll 1 die - on a 6, the
engine seizes lip and is totally ruined. If the car has a turbo-
charger, the engine will seize up on a 5 or 6. Note thai there arc
2 turns in whieh your engine may self--destruct without warning.
If you get lucky and shUl down the engine in time, repairs will
cost 10% of lhecost of the enginc, and areconsidercd a Medium
job for a mechanic. In either case, place an oil slick inmlCdialely
Jx:hind the vehicle - but only after the engine seizes up or the
oil gauge drops - don't Ictthe oil slick give the driver an early
clue that there's a problem! Sec 12 (Disaster!) for the full
cffects.

/I - Fuel System! TIle car will shut down by itself in ld + 3
seconds (the engine is starved for gas), but otherwise, perfor
mance is unaffected. There is a chance the engine will catch on
fire. RoU2 diee every tllm until the engine is shut off or runs oul
of gas. If there is a fire, the vehicle will leave a LIz" X I" palch
ofbuming gasoline behind it (treat like an FOJ slick).

/2 - Disasler! The block is cracked, or a rod is thrown, or
something else equally nasly happens. Thc car decelerates by 15
mph every tum (more if brakes are applied) until the car is at 20
mph. The car lurches along for another 5 seconds at that speed,
and then the engine dies a horrible. permanent death. Turning it
off early won't help. Rcpair is impossible; the engine must be
replaced.

/3 or higher - fiRE! As 12, but the car is on fire as well.

Going Faster
Vehicles may accelerate beyond their power plant's maxi~

mum speed, butlhe power plant will probably take damage.
Each tum a vehicle travels faster than its rated speed, roll I

die for every 10 mph (or fraction) faster the vehicle is going. For
each die that comes up 3 or higher, the power plant takes one
point of damage.

Example: A car with an acceleration of 5 and a maximum
speed of 100 is traveling at 100 mph and needs to catch a foc. So
the car accelerates to 105, and the driver rolls I die. He rolls a
I, so no damage is taken - so far. The next tum, the car contin·
ues to accelerate to 110, and again I dic is rolled -this lime it's
a 5. The plant takes I point of damage. The next tum, the driver
punches it to I 15, and roUs 2 dice - a 4 and 305. 1be plant lakes
2 more points of damage. One tum later, our foolhardy driver
pushes it to 120, and rolls 2 dice again - this time a 2 and a 6.
The plant takes I more point of damage. The driver holds the
vehicle at 120 and continues to roll 2 dice for possible plant
damage for as many turns as he feels he can get away with it.
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Once he decides to slow down, he can decelerate 5 mph per tum
just by taking his foot off the accelerator - and he no 10nBer has
to roll for plant damage, even if he's still over 100, because the
plant is no IOIlBcr under strain.

A power plant reduced to 0 DP by overwork will explode on
the first phase of the next tum. All adjacent componenls (usually
front weapons and the driver and Bunner) take Id-2 points of
damage; there is a 50% chance the vehicle will catch fire.

When pusbinB a Bas enBine, roll oncc on the EnBine Critical
Damage Table (sec above), adding + I to the roll for every 20
mph (or fraction) of current speed. As with power plants, no roll
is necessary when decelerating.

Tires
Tokecp the bookkeeping as simpleas possible. the weight of

tires d~s count against the maximum load of the vehicle. A
car's front tires must both be the same type, and the rear tires
must be the same type (but tires needn't match front to rear) 
handling class drops by I if this rule is broken.

Tire Price Weight DP
Standard $50 30 4
Heavy-Duty $100 40 6
Punclure-Resistant $200 50 9
Solid $500 75 12
Plasticore $1,000 150 25

The plasticore tire is a special desiBn, with a slandard rubber
exterior around a solid core of fireproof armor-quality plastic.
After a plasticore tire has taken 4 points of damage, the rubber
exterior strips off, revealing the plastic. As soon as anyone tire
on a vehicle carryinB plaslicore tires is reduced to bare plastic,
its HC drops pcmlaIlently by I. Unavailable in radial or off-road
versions, plasticore tires cannot be stcclbelted.

Spare tires carried as carBO lake up one space. Even lhough
they all have the same cost and weight, a luxury standard spare
tire (for example) will not fit on a subcompact car. In most
cases, you cannot mix tires from different size vehicles. There
are two exceptions. Luxury ears and station wagons use the same
size tire, as do vans, campers and pickups.

Tires Olay be modified:

Slufbdting increases the cost and weight of any tire by
50%, and adds 25% to its DP (rmmd down).

Radial TIres - Any car, cycle or trike with radial tires on all
its wheels has its HC raised by I. Adds 150% to cost, 20% to
weight, and subtracts I DP. Radial modifications are applied
after stcclbclting.

Off-Road (OR) Tires - Any car, eycle or trike with off-road
tires on al[ its wheels has its HC raised by I whcn off-road, and
will not take damage from noonal off-road terrain. OR tircs
confer no benefits on the hiBhway. This modification adds 20%

to cost and 5 Ibs. to weight. Off-road benefits are applied after
stcclbelling. No tire may be both off-road and radial.

Racing Slick (RS) Tires - Any car, cycle or trike with racing
slicks on all its wbcels has its HC raised by 2. If they are only on
two comers (frootor back), then the vehicle's HC is raised hy I.
1be hazard for maneuvers 00 ice, oil, water and the like is at a
+04. In addition, just hilling oil, ice or water is a D3 hazard.
Racing slicks take double damage from spikes, debris and obsta·
c1es.

Any non-oversized vehicle can mount slicks. but these tires
are most bencficial on a professionally-maintained, glass
smooth racetrack surface. On a regular city street or highway,
racing slicks take I point of damage for every ten minutes they
drive on open road, just from accumulated trash.

Making a tire a slick adds 300% to Ihe COsl, 100% to the
weight, and adds 1 DP. An RS may be made fircproof or
stcclbelled, but not radial or off-road.

Fireproofing doubles the cost of any tire (after any other
modifications), no extra weiBht.

Weapons
Weapons arc usually mounted on the front, bade:, right or

left. Technically, they can also be mounted on the top or bottom,
but they're not nearly as useful in those positions. Weapons may
also be mounted in turrcts. Dropped weapons (only) may also be
corner mounted. Up to twO Spaces' worth of dropped weapons
(four spaces on oversized vehicles) may be comer mounted.

For complete information on weapons, sec Chapter 3.

The Human Element
For game purposes, all humans are assumed to weigh 150

pounds, unless they have built themselves up with the Body
building skill, p. 40. A human takes up one space. However,
vehicle and weapon controls (and the freedom of movement to
use them) also take onc space. Therefore, two spaces must be
allotted for each driver or Bunner. For more on people, see
Chaplcr4, Characters.

Each vehicle can have only one driver, who sits on either the
right or left side (the playcr specifics at the time thc car is built).
Thc drivcr can fire any of the vehicle's weapons; he can also usc
hand weapons. A glillncr can also firc any ofthc vehicle's weap
OilS, or hand weapons. Thcrc can be more than onc BUllncr. The
driver and gunner CaIillot share a targeling computer; each mllst
have his own if both arc to get all aiming bonus.

A vehicle can carry passengers either in cargo space or regu
lar space. A passenger seat (with or without passenger) takes no
space and adds no weight - the passenger. of course, weighs
150100. and takes up one space. PasscnBers can use hand weap
OilS but cannot fire vehicle weapons. A single passenger can ride
bchind a cycle's drivcr; he takes up no exira space but adds
weight, and can use hand weapons only. Unless otherwise slated
a passenger is located in cargo space.

Note that under the op(ional Encumbrance rules (p. 49),
pedestrian equiprrent does count toward the vehiclc's chassis
wcightlimit.

Dugo
Likely cargo includes spare lires and ammunition (for your

self, or salvaged from a kill). In a campaign game, consult your
referee about other' 'cargo" you want to pick up. Nole thai any
vehicle can carry cargo if it has unused space, but pickups, vails
and stalion wagons have a specific' 'carBO area" that can be used
for nothing c1se. This means that no vehicular component can be
placed in it except as cargo or salvage!
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Now that you'vc chosen all your components and deter
mined thal your car has cnough powcr 10 accelerate satisfac-

Placing Weapons
and Armor

Cars

Modifying Vehicles
New weapons and accessories

can be added to an existing vehicle
between duels, as 10llg as weight and
space limits are observed. Old com
poncnts may be saved or sold. Add
10% to Ihe cost of any parts that
vary from a car's original design 
retrofitting is expensive.

Exceptions: New tires can be
added al their regular cost, and chas
sis and sllspension cannot be changed
from Iheiroriginal design.

If any cost or weight calculations
using the above instructions result in
fractions of dollars or pounds, round
to the nearest whole number.

Repair and Salvage
In a continuing campaign, damagcd vchicles will need re·

pair. Damage to armor can be repaired at $50 per hit (multiplied
by the armor's COSt modifier - e.g., fireproof armor costs twice
as much) - or the vehicle's emire armor can be replaced for its
original cost (as per the vehicle building rules on pp. 50·51) plus
10%. A component that has taken only I hit can be repaired for
10% of its original price; 2 hits: 30%; 3 hits: 50%; and so on.
It's cheaper 10 replace a badly damaged power plant (for in
stance) than to fix it.

Body amlOr cannot be repaired. Medical care for injured
characters is free. (You're insured.)

111e prices above arc for pans and labor. If you do the work
yourself, cut I/, off the repair COSIS. Many repair shops will let
yOli do your own work: in their bays - for $50 an hour.

A vehicle or component may be sold for salvage. Salvage
valuc is (original co~·t - repair cost). Damaged parts may be
bought for this valuc, or sold for half this value. If you stop on
the road to strip a wreck, you can easily get tires, extra maga
zines, unfired amnnU1ition, hand weapons, and cargo. Other
components can be salvaged, but it takes time and requires the

Mechanic skill (see pp. 40-41). A
bumcd wreck: is wonhlcss.

lorily. you can fill Qui the vehicle diagram. Refer back 10 me
example on p. 3. This diagram shows (a) what weapons (he car
has and where they are located; (b) how much ammo is in each
weapon; (e) bow much armor the car has in each location; and
(d) what othcrcomponcnts the car has, and where they are. NOle
thai the power plant can be either in front or in back.

W~apon location r~slriclion: No more than III of the total
spaces in a vehicle can be devoted (0 weapons that fire from any
olle side (rmUld down). Motorcycles and sidecars arc exempt
from Ihis restriction.

Dropped weapons and gas streamers can be corner mounted.
Only two spaces' worth of dropped weapons can be comer
mounted on any comer of a car or hovercraft, and up to four
spaces' wonh may be mounted 011 any comer of an oversized
vehicle. Helicopters, boalS, trikes a.nd cycles cannot have comer
mounted weapons.

The vehicle diagram is used to keep track of ammunition
expenditure and damage. Also located Oil me vehicle diagram
are the Speed Track and the Handling Track (see Chapter 2).

Blank Vehicle Record Sheets for every type of vehicle in Co.r
Wars are provided at me end of the book. You may photocopy
them for personal usc.
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Once you have determined what will go into your vehicle,
you must compute its acceleration. This will be 5, 100r IS mph.

If me number of power factors in a vehicle's power plant is
less than 113 the vehicle's weight, it is underpowered and will not:
move. Throw something out, or get a bigger power plant.

If the power factors are 1/3 me weight but less than Ih, the
acceleration is 5 mph.

If the power factors arc 112 the weight but less than the weight
itself, the acceleration is 10 mph.

If the power factors arc cquallO or greater than the weight,
then me acceleration is IS mph.

Examplt!: A luxury car weighing 5,500 pounds has a Me
dium power plant (which has 1,400 power factors). Since 1,400
is less than 113 of 5,500, the car won't move! So we decide to get
a bigger power plant, a Large (with 2,000 power factors). Of
course, the larger power plant took up more space, weight and
money than the old one, so some other things had to go to keep
the cost the same - but that's the way things go when you're
building a car. Because 2,000 is between 113 and 112 of5,500, the
car can now move with an acceleration of 5 mph per lum. If we
could find some way to cut the weight down to 4,000 pounds (or
get a plant with at lcast 2,750 power factors), tlle acceleration
would go up to 10 mph per tum (since2,OOO is 112 of 4,000), but
a luxury car that weighed only 4,000 pounds would be so
stripped down it would be nearly useless. So it goes ...

Every car will also have a top speed, based on the following
formula: 360 x power factors / (power factors + weight) for
elcclric power plants, or 240 x power factors / (power factors
+ weight) for internal combustion engines, rounded down to a
multiple of2.5 mph. In the example above, the 5,500 lb. luxury
car with a Large power plant (2,000 power factors) would have
a top speed of 360 x 2,000 I (2,000 + 5,5(0) = 96, which
rounds down to 95 mph. If the luxury had a 250 cid engine in
place of the Large plant, it would have a top speed of 240 x
3,200 / (3,200 + 5,500) ., 88.275, which rounds down to 87.5.

Computing Acceleration
and Top Speed
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Cycles and Trikes
Cycles

Building a motorcycle is very similar to building a car. A
cycle can use almost any weapon or accessory a car does. A
medium or heavy cycle can also pull a sidecar - for onc passen
ger, for cargo hauling, or just to get some extra firepower.

Frame Price Weight Max. Spaces Anno,
load CosUWt.

Light Cycle $200 250 800 4 10/4
Moo. Cycle $300 300 1,100 5 illS
Hvy. Cycle $400 350 1,300 1 1216
U. Sidecar $300 200 400 2 515
Hvy. Sidecar $450 350 150 3 516

Cycle accelcration and lap speed is determined in exactly the
same way as for cars. Cycles can use gas engines.

Suspension
Suspension can be upgraded to improve me handling class of

the cycle or sidecar. To dctcmtinc the HC of a cycle/sidecar
combination, add the HCs of the two separate items together.

Power Plants
Like car powcr plants, cyclcs use clectric fuel cell systems.

Like today's engines, they are more powerful for their size and
weight than auto engines, but cannot be used in largcr vehicles
- thcy would bum up.

Plant Cos, Weight Spaces DP Power
Small Cycle $500 100 1 2 400
Moo. Cycle $1,000 150 1 3 600
Large Cycle $1,500 115 2 4 800
Super Cycle $2,000 200 2 5 1,000
Super Trike $3,000 250 3 6 1,200

Cycle Accessories
Cycle J.Vheelguards - $lOflIOO. per point of plastic anmr,

maxinmm 20100. each. Only ODe wbeelguard is required per tire.
If the tire is targeted and hit, roll 1 die. On a I to 5, the wbeel
guard takes the damage. Cycle wheelguards do not lower HC.

Cycle Turret Sidecar - All sidecar turrets can fire in a 180
degree arc from straight forward to straight baek aD the side that
they are mounted on. Universal versions that fire upwards as
well are available for an cxtra $1,000. Turret weapons are pro
tected by the sidecar's top amlor, but you must put at least one
point of armor in the other five areas. The turret can be targeted
at -3 if thc firer is in the turrct's arc of fire.

The one-space CTS costs $1,500, weighs 250 lbs., has a
maximum load of 550 Ibs., and amlor cost/weight is $5/5 Ibs.
Holds onc spacc of weaponry in the turret, and one non-passeu
ger space in thc body.

The two-space CTS costs $2,500, weighs 450 Ibs., has a
maximum load of 800 lbs., and anmr cost/weight is $5/6 Ibs.
Holds two spaces worth of weaponry in the turret, and one non
passenger space in the body.

Jettison Joining - $300, no weight or space. The joining's
explosive bolts allow a desperate cyclist to ditch a damaged
sidecar on the nUl. Triggering the joining is a firing action, but
once they are fired, the sidecar becomes a separate vehicle trav·
cling parallel to the cycle (place a W' x 1/2" counter next to the
cycle to represent lhe sidecar). If struck, treat the loose sidecar
as an obstacle. The sidecar will decelerate 5 mph per tum, but
must roll once per tum on Crash Table I with the appropriate
speed modifiers. Vehicular weapons on a detached sidecar can
not be fired, although hand-weapon fire is still pemliued. Firing
the joining is a 02 hazard for the cycle, and the cycle's HC may
be permanently reduced as well, but the cycle's acceleration and
top speed may improve.

Cycle Windshell- $500, 50 100., DO space, 2 DP. This can
be mounted on any motorcycle, but cannot be combined with a
sidecar. The windshell effectively Streamlines a vehicle (see p.
5 I), but the cycle can still be streamlined again for increased
benefits. The windshell adds I to the HC of any cycle going 60
mph or faster. In addition, the shell's DP acts as 2 points of

Weapon Placenrent
Weapons can only be placed on a cycle's front or rear. They

can be mounted to the front, rear or side of a sidecar. A weapon
on a cycle cannot be linked to a weapon on a sidecar, unless both
are dropped weapoos. If the sidecar becomes detached, the link
is broken and must be replaced.

HC
o
1
2
2

Cost
no extra

100% of frame cost
200 %of frame cost
300 %of frame cost

Suspen<iion
Light
ImprOVed
Hcary
OR

Tires
Cycles need two tires; sidecars need one. The front and rear

tires on a cycle must match, and if a sidecar is attached, its tire
must match, too. Cycle tires come in the same varieties available
for cars. Cycle tires cost the same and have the same number of
DP as car tires, but they weigh only half as much.

TIle weight of the sidecar and contents does not count against
the load on the cycle frame. Instead, both the sidecar and the
cycle must meet their maximum weight requirements separately.
The weight is added together, however, when computing accel
eration and top speed (which is done the same way as for cars).
A cycle can only pull one sidecar. Cycle and sidecar chassis
cannot be modified to increase weight capacity.

Cycle armor can be placed fronl and rear only. A sidecar is
treated like a little car with no top. Sidecars carry armor in all six
normal locations. Cycle and sidecar armor can be made fire
proof, reflective, both or metal. All the armor on a sidecar or a
cycle must be made of me same type, but an attached sidecar can
carry a diffcrent type of armor from a cycle.

Cycles and Trikes -56-



armor, protecting against shots from the top,
underbody and sides. The second point of
damage destroys the windshell, leaving a de·
bris cowller behind. If the cycle is traveling
faster than its normal top speed, it must slow
down next tum.

A cycle can carry a passenger while
IIsing this itcm; all riders have thcir hand
weapon arcs of firc restricted to the right and
left firing arcs. To get on or off, the sbell
must be unlatched and swung up; it takes two
turns to open, three to close and latch. The
CIltire shell can be jettisoned in one tum; this
destroys the shell and is a D3 hazard. The
shell will destroy itself similarly if opened
while the cycle is traveling over20 mph.

Cycle windshells can be armored, at
$1015 Ibs. per point of plastic, wilh a 50 Ibs.
maximum weight. This effectively increases
the windshell's DP. Windshell annor must
match the cycle's armor type.

Cycle Blades - $50, 20 Ibs., no space. Thesejagged blades
add 2 points to the damage any pedestrian takes when hit by a
cycle. If the cycle just passes adjacent to a pedestrian, there is a
50% chance the blades will hit, doing 1 point of damage per 20
mph of speed. Doing this successfully is a D2 hazard for the
cycle. Cyele blades are destroyed if the vehicle rolls. FaU
bladcsare available, at $20 for the sct, no weight or space. They
do no damage, but thcy're great for scaring pedestrians.

Trikes
Tricycles are designed like any other vehicles. A trike coun·

ter is I" long, like that of a car. A trike's arcs of fire are
different from thoscof other vehicles (see below); this should be
taken into account when placing weapons and armor.

trike. Retractable wheelguards can be used
on the back of a nonnal trike, or on the front
tires of a reversed trike. A normal trike can
use a sJXIiler, but not an airdam.

Reversed Trikes
The reversed trike design puts two

wheels in front and one in the center of the
back. TILis configuration provides greater
stability than the traditional trike, but is nOl
as efficient from a space standpoint. Re·
versed trikes come in the same body styles as
regular trikes, but have one less space and
cost an extra 50% for the chassis. HC for a
reversed trike is one higber than for a regular
trike (maximum HC is still 3). Reversed
trikes can carry a ramplate, but in all other
respects, they are the same as regular trikes.
A reverse trike can use either a spoiler or an
airdam, or both.

Trike Combat
A tricycle is not just a fat motorcycle or a three·wheeled car.

The successful trike duellist (or designer) must keep the differ
ences in mind if he intends to survive. Trikes have some signif
icant advantages, but they have disadvantages as well.

Arcs of Fire
Trike weapons can be located froDt, back, or to either side;

they can also be turreted. Front and back weapons have the same
arc of fire a car's weapons do (see diagram below); turreted
weapons, of course, have a 3600 arc of fire.

Side·mounted trike weapons have a greater arc of fire than a
car's side weapons do, because of the wedge shape of the trike
body. A trike's side weapons can fire into the "normal" side
are, plus the front arc of fire of a standard vehicle (see below).

ConS/TZU/ion
Trikes most closely resemble motorcycles in constmction.

TIley use the same tires and power planls as cycles, and use lhe
same acceleration, top speed, and power consumption formulae
as cars. Trikes can usc gas engines.

A trike can have a Light, Standard, Heavy or Extra-Heavy
chassis, at the same costs as for cars. Suspension works the same
way as cycles - Light suspension is free and results in HC 0;
Improved suspension costs 100 % of the frame cost and results in
HC I; Heavy suspension costs 200% of lhe frame cost and gives
a trike HC 2. Handling class for all size trikes is based on
suspension.

REAR FRONT

Any target in the front arc of fire can be hit by weapons
mounted on bolh sides as well as lhc front! RighHide and left·
side weapons can be linked togclher, or linked with front weap·
ons, and aimed together for fire at targets in this front arc. The
linked weapons must be of the same type, or only one can be
aimed, and the rest are treated as if they were on automatic.

Body Cost Weight Max. Spaces Annor SIDE
load Cost/Wt.

Light Trike $250 300 1,600 8 11/5
Medium Trike $300 500 2,100 10 12/6
Heavy Trike $400 700 2,800 12 14/7
X·Hvy. Trike $550 950 3,500 14 16/8

Trikes carry armor like cars - that is, lhey have six armor
positions: Front, back, left, right, top and underbody.

Trikes can use any weapon or accessory a car or cycle can,
with a few exceptions. Trikes cannot have rarnplates, and they
cannot pull sidecars. Light trikes cannot carry turrets; medium
trikes can only use one-space turrets. Larger trikes can carry up
to two·space turrets.

Trikes can use wheelguards - car wheelguards on the back
two wheels, and a cycle wheelguard on the front. Whee1guards do
not reduce He on a trike, but will reduce HC by I on a reversed
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7. Car Trailers

Trailer Type Cost WI. Load Spaces Tongue Annor
DP Cost/Weight

Mini-Van $200 400 900 3 I 915
6' Van $450 1,000 2,800 12 2 1511
6' Flatbed $300 700 3,700 8 2 1517
10' Van $700 1,600 4,700 20 2 19110
10' Flatbed $475 1,100 6,200 13 2 19/10
15' Van $1,000 2,300 7,200 30 3 25/13
IS' Flatbed $675 1,500 9,500 19 3 25/13
20' Van SI,300 2,800 9.400 38 3 30/16
20' Flatbed $875 1,900 12,400 24 3 30/16
25' Van $1,600 3,300 11,900 46 4 35/17
25' Flatbed S1,075 2,200 15,700 29 4 35/17
30' Van $1,900 3,500 14,100 54 4 40/18
30' Flatbed $1,250 2,300 18,600 35 4 40/18

Small trailers can be useful when you wanl to carry addi
tional cargo or firepower. To differentiate them from the larger
trailers pulled by tractors, they will be called "car trailers."

Body Types
Car trailers are lillie more than boxes with wheels - and, of

course, armor and weapons. There are two basic types of trailer
- the van and lite flatbed. The van trailer has four sides, a top,
and an underbody. Flatbeds are exposed - only underbody
armor and wheclguards are allowed. A small armored box of up
104 spaces is allowed on the back of a flatbed, with its own
armor - the armor is $9 and 5 100. per point.

"Tongue DP" in the chan below refers 10 the damage points
the trailer's longue can lake before breaking.

Trailers that arc 20' long (or longer) have ten armor loca
lions, not six like smaller vehicles. This is because each "'ong
side" of the trailer is split into a front and back half. The ten
positions aTC: Front, back, frOni right, back right, front left,
back left, front top, back top, front underbody, and back under
body. Flatbed trailers longer than 20' arc armored in two posi
tions - front underbody and back underbody. Trailers smaller
than 20' long arc armored in the usual six poSitions.

Chassis Stre',gth
A trailer's chassis, like a car's, can be strengthened to

increase maximum load capacity. Costs and effccts arc the same

as for cars. In addition, improving the chassis strength will
increase the strength of the trailer's tongue. A trailer equipped
with an Extra-Heavy chassis has its tongue DP doubled. light
and Heavy chassis decrease or increase (respectively) tongue DP
by 50%, rounded down. Sec Ton8u~s and Hitcks, below, for
more infonnation.

Tires
Car trailers generally usc car tires. Any type can be used, but

all tires on a trailer should match. A trailer with unmatched tires
subtracts 1 from the towing vehicle's He. An exception is the
mini-van, which uses motorcycle tires, though, again, all must
be of the same type.

The size of a trailer also dictates the minimum number of
tires required. Minis, 6' and 10' trailers need one pair of tires;
15' and 20' trailers use two pairs, and all longer trailers must
have four pairs of tires.

Any car van trailer can be modified:
Reefer - Increases van trailer cost by 60%, and weight by

15%, rounded up. Reduces interior space by 15%, rounded lip.

Tanker - Increases van trailer cost by 150 %, and weight by
60%, rowlded up. Reduces interior space by 15%, rounded up.
Tanker trailers must have at least 20 points of armor (or 4 points
metal) in each location or its contents will begin to leak. For
every 5 points of armor under 20 (or every point of metal less
than 5) that it has, a tanker wi11lcak: I space of contents per mile.
This is not enough to create an oil slick.

Dumper - Increases van trailer cost by
75 %, and doubles weight. Interior space is
unaffected, but a dump trailer can devote no
more than 1/6 of its spaces to weaponry. It
cannot mOllnt a turret and has no top armor.
A dump trailer is raised and lowered the same
as a dump carrier (see Carri~rs, p. 61).

Tongues and
Hitches

Car trailers are attached to their towing
vehicles by a tongue and hitch system. Every
trailer has a toogue. Tbc number of damage
points a longue can take is listed on the chart
to the left. Targeting a tongue is at -5, ·7 if
the trailer is attached to a vehicle.
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The towing vehicle's hitch must be bought separately, and is
rated by the amount of weight it can pull. Hitches are mounted
extemally, and arc Ilot protected by the towing vehicle's armor;
thus they can be targeted in combat at -5, -7 if the trailer is
attached.

Hitch Type
Light
Standard
Heavy
Extra-Heavy

Cosl
$250
$350
$500
$650

Weight
10
20
30
40

Load Wt.
2,000
6,000
12,000
20,000

DP
I
I
2
3

matically and completely destroyed, regardless of whether the
hitch actllally breaks. 111is armor cOlmts against the load of the
towing vehicle and must match its, not the trailer's, armor type.

Weapons
Trailers that are 20' long or longer can mount weapons in

"front" or "back" positions along each side. They can also
mount twO turrets, one on the front top and one on the back lOp.
They have the same are-of-firc limitations as turrets on JO-wheel
tnK:lcs. If a lrailer has two turrets, one must be designated as
"higher" than the other. The higher turret has a full 360-dcgrcc

Load weight is the maxi
mum weight a hiteh can pull
wilhoot breaking. Weight is
what the hitch and its bracing
system weighs - the hitch's
cost and weight must be fig
ured into the total cost and
weight of the towing vehicle.

For an additional cost,
hilcbes can be purchased that
allow the instantaneous release
of the trailer. These can be
triggered from the towing
vehicle, or, if specified, the
towed vehicle as well. Releas
ing a trailer in this way is a
firing action, and if released
while moving, the trailer be
comes loose (see below).

Explosive hitches blow the
trailer free in an emergency.
They arc one-shot systems,
and a new hitch must be in
stalled after each usc. They in
crease the standard hitch cost
by $400.

Quick-relc.1sc hitches arc
like ex.plosive oncs, exccpt that
they can be TCused. Quick-re-
lease hitches cost an additional $900.

The trailer hitch can be armored at $15 and 4 lbs. (max..
weight 40 lbs.) per point. This armor completely protects both
the hitch and the attached trailer's tongue. However, the towing
vehicle cannot perform any maneuver more difficult than D3.
Furthermore, anytime the trailer jackknifcs, the armor is auto-

arc of fire. The lower tllTret cannot fire in the direction of the
higher turret. For trailers 20' or longef, weapons Illust be placed
ill the same way as armor. That is, not' 'fight," but either' 'front
right" Of "back right." Each trailer this size has dots to show
aiming points for these weapons; the arcs of fire are shown in thc
diagram on p. 64. Note that lhe arcs of lire overlap a great deal.

When an opponellt fires at the top, underbody or side of a
trailer this size, be must specify whether
he is firing at the front or back half. He
call only target a portion of the trailer at
110 penalty if he is in the arc of fire of
that section of the target. Firing at a tar
get within line of sight whcnthc firer is
1I0t in that target's arc of fire is at -2.
Becausc of the overlap of a trailer's arcs
of fire, an attacker can often choose be·
tween targets with no penalty.

Smaller trailers (15' and less) Illount
weapons the same way cars do, and can
only mount one tllITCt. There are also
limits to the turret's size - no more
than three spaces for the IS-footer, twO
spaces for the lo-footer, one space for
the 6-footer, and the mini-van cannot
mOllnt a turret at all.
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B. Oversized Vehicles

Ten-Wheelers

Cob,
Ten-wl'Ccier cabs have ll'Iore spaces and a heavier chassis

than mosl cars, but fewer spaces and a lighter chassis than big
rigs. 11lere arc two types of cabs - the basic cabovcr and the
bigger, hcavier, more expensive loognosc.

Tires
A len-wheeler must have the same type of lire in all ten

locations. Radials and off-road tires arc not available for tcn
wheelers, but the standard five types are, and these tires (except
for the plasticore tire) can be S1eelbeUed and fireproofed at the
noml31 costs. Whcclguards do not affect HC on oversized vehi
cles.

The body price includes lights, standard cn, homs and other
basics. Improved chassis strength ean be bought for cabs. A
Heavy chassis adds 10% to the cab's maximum load and costs an
extra 50% of the cab's body cost, and an Extra-Heavy chassis
adds 20% to the llIaXinllllll load for an additional 100% of the
body cost.

Improved suspension is Tlot available for len·whccled InlCks
- they all have a handling class of I.

Armor for cabs is bought in the standard six positions 
front, back, righi, left, lOp and underbody. If a cab has any
carrier but a flatbed, however, back armor is unnecessary. Cab
underbody armor protects the cab only. Separate underbody
atllKlr is necessary to protect tile carrier.

Cab amlOf is available ill all five types, with the same restric
lions as for normal vehicles.

Annor
CosllWt.
$30/14
$32/15

Spaces
[7
20

Load
15 ,()(x)

16,500

Weight
3,000
3,200

Cost
$10,500
$12,500

Ten-Wheel
Cab Type
Cabover
Longnosc

TIle roods 3rc rough. Cycle gangs, highwaymen, barricade
operators, random duellists ... all take their loll. Most of the
illlcrslatcs haven't sccn a repair crew in years. BUI somebody
still has to lake the big loads from city to city. And the big rigs
3rc still rolling.

The IrlM,:kcn; have quile a reputation. They're professionals.
They're as skillc<.l with their weapons as they arc with lheir rigs
- or they don', last long. A Inlcker, they say, never lakes Ihe
first shot - but he always gets the last Otic. (Not always (mc, but
it nu.kes for agood slOry.) The men who make their living on the
dangerous intcr-city runs aren't interested in Slarting fights 
only in finishing them. It's lIot a good idea to mess with the
18-wheelers. And their cousins, the ten-wheelers and armored
buses, 3rc every bit as formidablc.

Tmckcrs belong to a loosely organized but vcry serious soci
cty known as thc "Brothcrhood, " which exists to deal with road
problems that threaten the lives and incomes of its members.
Unfair law enforcement, highwaymen, price-gouging a.nd trig
ger-happy road duellists arc typical problems; the Brotherhood's
response llIay range frOIll a service slowdown in the affected area
to - occasionally - a full-scalc allack. More often, they simply
circulatc descriptions and license nUllIbers of offenders. If every
truck, bus or armed courier is your enemy, you'd beller stay off
the road!

However, !ruckers arc usually very courteous drivers, if you
don't make trouble for thelll. A truck or bus will often SlOP to
help a driver in trouble, or even intervene 10 break up an unfair
road duel. Wanting: anyone who allempts to ambush a driver by
laking advantage of his good nature will ccnainly be marked by
the Brotherhood if they find out who he is. Sending a brother 10

Highway One in a fair fight is one thing; double-crossing a
Good Samaritan is evil.

Oversized vehicles arc formidable in battle for a number of
reasons. They pack a lot of firepower, and they'rejust plain big
- big enough to make a collision with one a losing proposilion.
There arc many other differences between a truck and a smaller
duelling car, and understanding these differences is crucial to
dealing with them effectively.

-
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Carriers are cargo areas for ten-wheelers. They are mounted
and attached to the cab of the len-wheeler.

Spaces
20'
30
25
25
30

Weight
750

1,150
1,350
1,900
2,300

Cost
$1,100
$2,300
$3,800
$6,150
$4,000

Oversized Vehicles

Carriers

Exampl~:A flatbed is loaded with 28 spaces of cargo, mak
ing the chance of disaster I in 6. After the mess happens, 2 dice
are rolled, and come up, say, an 8 - that's how many spaces'
worth of cargo is still on the trailer. It is up to the referee to
determine what happens to cargo that hits the highway (20
spaces' worth, in this case). This should be based 011 how fragile
the cargo was, how it was packed, and how fast the truck was
going when the cargo hit.

A dump carrier can only devote 5 of its 30 spaces to weap
onry - the rest must be used for cargo. A dump carrier has DO
top, and cannot mount turrets. The carrier can be raised to dump
the contents. Controls are localed on either side of the carrier; a
duplicate set of controls in the cab allows the carrier to be raised
from inside. It lakes seven turns to raise the bed fully, and only
five turns to lower it. Loose materials in the carrier will start to
spill out after 2 seconds of e1evatiOIl. The carrier will be com
pletely empty after 10 seconds.

A tank: carrier is required to have at least 20 points of armor
in each location. A lighter tank would be in danger of leaking or
exploding, even under Don-eombat condilions.

A "reefer" is a refrigerated carrier - similar to a van,
except it carries perishable items.

Annor and Weapons
Anmr is placed on a carrier in six locations - front, back,

left, right, top and underbody. Noruml carrier annor costs $30
and weighs 14 Ibs. per point, no matter what type of carrier, and

There is no maximum load listing for carriers; that is deter
mined by the chassis of the cab. Carriers are mounted directiyon
the cab, and do not use tires. They also do not have any suspen
sion.

"'Note that the "space" 011 a flatbed is an approximation.
The higher cargo is stacked, the more a flatbed can carry.
Twenty spaces of cargo is the maximum for safe hauling, but
much more can be attempted. If more than 20 spaces' worth of
cargo is loaded on a flatbed, roll I die every time the truck
performs a 03 (or more difficult) maneuver or encounters a 03
or worse hazard. There is a I in 6 chance for every 5 full spaces
over 20 that the load will fall off the trailer (2d spaces' worth of
cargo will rem.ain).

Carrier Type
IS' Flatbed
IS' Van
15' Reefer
15'Tanker
15'Dumper

r .... CosUtlre WUlire DP
Standard $1.50 60 8
Heavy Duty $300 80 12
Puncture Resistant $600 100 18
Solid $1,500 150 24
Plaslicorc $3,000 300 40

Maximum speed for electric power plants a.nd gas engines is
found by this fomlUla: 200 x Max. Load/(Max. Load + Vehi
cle Weight). Gas engines can usc carburetors, blueprinting and
tubular headers.

Oversized vehicles are never geared for anything but gradual
acceleration and heavy loads. All oversized power plants and
engines have an acceleration of 2.5 until they reach 25 mph.
After they reach 25 mph, they will have an acceleration of 5
mph. There is one accessory for truck engines that can give it
better performance:

Truck Turbo - $2,000, 50 Ibs., I space, gas engines only.
Oversized vehicles with this item accelerate at 2.5 mph/tum
until they reach 10 mph; acceleration then increases to 5 mphl
turn until they reach 40 mph; and acceleration increases to to
mph/tum beyond that.

Oversized-vehicle range is calculated the same as for cars.

Solid and plasticorc truck tires are totally immune to both
spike and debris damage, but are still affected by obstacles.

Weapons
Weapons for cabs can be mounted on three sides - front,

left and right. Because the carrier is usually taller than the cab,
rear-firing weapons are not permilled, and turreted weapons
cannot fire to the rear. The only exception is when a flatbed
carrier is used, or no carrier at all. Cabs can usc ramplates and
any weapon available to any other oversized vehicles.

Maximum
Ftant Coot Weight Spare; DP Load
Small $8,000 2,500 8 16 15,000
Medium $10,000 2,800 9 18 20,000
Regular $15,000 3,000 10 20 40,000
Large $20,000 3,500 13 26 60,000
Super $25,000 4,000 16 32 80,000

Gas Maximum
Engine Coot Weight Spaces DP Load MPG
Small $12,000 1,500 6 18 18,000 12
Medium $18,000 3,000 8 24 25,000 10
Large $21,500 4,000 12 32 60,000 8
Super $35,000 6,500 14 38 90,000 5

Extras
Doors can be installed on the back of a cab, allowing passage

into a carrier from the cab. Obviously, if the carrier is a tanker,
this iso't a good idea. Back doors cost $200, and take up no
weight or space.

Power Plants
Power plants for ten-wheelers and other oversized vehicles

do not have power factors like ollter plants in Car Warr.
Instead, each plant is rated for the maximum amount of

weight it can pull. Oversized power plants can push beyond their
top speeds for short periods of lime, with the same limitations
and penalties as for car power plants. The power plant is always
assumed 10 be in fronl of the driver, even in a cabovcr.



can be modified nomJally. A flatbed carrier, of course, only
needs to buy underbody annor. A flatbed carrier can moUn( a
small armored box on the back for carrying and protecting defen
sive weapons. The box can carry up to six spaces of defcnsivc
weaponry, and is amlOrcd in the usual six locations. Armor for
this box costs $11 and weighs 5100. per poinl, and can be modi
fied at the standard cost and weight penalties.

Weapons can be mounted on a carrier to the left, right or
back (nOl to me fronl). Carriers can mount a single turret of any
size (which can fire to tbe front). Carricrs can also use the rocket
platform, but it would take the place of the turret. A flatbed, of
course, cannot mollnt a {1Jrrcl.

The Big Rigs

Tractors
The "tractor" - the unit that pulls a trailer - is the single

most powerful vehicle on the road. A complete tractor will have
a lxxIy, armor. tcn wheels, and a power plant. At the purchaser's
Dp(ion, it may have a reinforced chassis. wheelguards, and var
ious other items of equipment ... plus. of course. weapons.

Body Types
Tractor bodies come in four styles. Thc body price includes

lights, standard CB, loud horns, and fairly luxurious upholstcry.
Jt also includes the "fifth wheel."

Armor
Body type eo" Weight I_d Spll~S CostlWt.
Std. Cabover $12,000 3,500 10,000 19 30114
Std. Long.nose $14,000 3,700 11.000 22 32/15
Sleeper Cabover $17,000 3,900 12,000 24 32115
Slccpcr Longnose $20,000 4,100 13,500 27 34116

"Load," on the chart abovc, rcfers only to the total weight
ofthc traclor itself, not the amount of weight it can pull when thc
trailer is included. 11lat is determined by the power plant used
(.see below).

The "fifm wbocl" is the yoke on the back of a lractor - the
hitch that allows a trailer to be attached. It is included ill the
lractor body price. A fifth whecl has 8 damagc points and can be
hit in combat. Jf this happens. it can be rebuilt or replaced for
$150 per point of damage. It will work until it is totally de
stroyed, but if it is destroyed while in usc, the trailer will come
loose. The fifth wheel muSI be located outside the armor, and
can be attacked at a -6 to hit. If a tractor is rammed from the rear,
the fifth whccltakcs damage after !he rear amlOr and before any
rear-firing weapons.

Suspension only comes in one type for me oversized vehicle:
Heavy. Therefore, suspension cost is included in the body cost.
Any tractor, by itself, has a handling class of zero. Any bus, RV
or tractor-trailer rig has a handling class of I.

Tractor amlOr is mounted in the same way as regular car
annor - front, back, right. left. top and underbody - and can
use the same options.

Chassis
Thc strength of a tractor, bus or RV chassis can be increased

to allow nlOre weight to be carried. Thc Standard chassis is
regular equipment - it gives no bonus and costs nothing extra.
A Heavy chassis costs 50% of the body price and gives a 10%
bonus to me weight allowed. The Extra-Heavy chassis gives a
20% bonus to weight allowed, and costs 100% of the body
price.

Power Plants
Tractors usc the same power plants or gas engines as ten

wheelers, with two exccptions: the Small and Medium Truck
power plants are not powerful enough to pull a big rig. The
Regular. Heavy and Supcr plants all have the same acceleration
(2.5 mphItum up to 2S mph, S mph/tum mereafter) as they do
in ten-wheelers. The plants can push beyond their maximum
speed for shan periods of timc under the same rules as ten
wheelers. The power plant is always assumed 10 be in front of
the driver and crew, even in a cabover.

Tires
A tractor must have the same type of lire in all ten locations.

Tractors use the same tires as ten-wheeled tnteks.

Personnel
Almost all tractors are designcd for two people - one driver

and one ahematc driver or gumlcr. Some have space for three
people. Two spaces and ISO lbs. must be allowed for each per
son riding in the tractor's cab. A "sleeper style" cab has more
space than a normal cab (see Body T}p~s chan above). If this
space is 3ClUally used for sleeping room (rather than weaponry).
allow three spaces per sleeping area. This lets one person sleep
while the rig is on the road, allowing very long hauls.

Weapons and Annor
Weapons and armor for a tractor arc localed as for regular

vehicles. A tractor can have a turret of any size.
The tractor's fifth whccl can be armored. The fifth wheel

guard costs $IS and weighs 10 Ibs. per point of plastic annor,
with a maximum weight of 200 Ibs. This completely protects the
fifth wheel, and does not interfcre with special kingpin func
tions. A tractor trailer with a fifm wheel guard cannot perform a
maneuver of greater than 03 difficulty.

Trailers
A semi-trailer has eight wheels in back; a "full" trailer has

eight in back and two or four in frOlll. The front wheels on a
trailer are tied into the steering systcm of the tractor to make
mancuvering possible. When the tractor is disconnected (on pur
pose or by accident), me trailer's froot tires automatically lock
in a straight-ahead position. This allows the trailer to roll free.
if nccessary.

Each trailer must have a body and a kingpin. Armor is oot
required, but could be uscful. Trailers can also have whecl
guards, weapons and other accessories.

.
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Trailer Type Cost Weight Spaces
40' Flatbed $3,000 2,000 50'
40' Dual·Lcvcl Flatbed $4,500 3,000 70'
40' Van $6,000 3,000 80
40' Reefer SIO,OOO 3,500 75
40' Tanker $16,000 5,000 60
40' Dumper SI1,OOO 6,000 70

No maximum weight is given for trailer capacity, bo:ause a
rig's maximum weight is determined by the tractor's power plant.

·Thc "space" rating of a flatbed trailer is an apprm::imation.
Use the rules given for flatbed carriers (see C1Jrri~n, p. 61),
with these differeoccs: there is a I in 6 chance for every ten full
spaces over 50 that the load will fall off the trailer, and 3d spaces
worth of cargo will remain.

A flatbed trailer has no top or sides. It can carry a small
armored box, no bigger than 6 spaces, to house defensive weap
ons. The box is annored in the standard six locations and the
armor costs $11 and weighs 5 pounds per point. It can be made
reflective, fireproof or both, at the usual penalties to cost and
weight.

A dual-Iewl flatbed trailer can carry 70 spaces of cargo
safely - 50 spaces on the bottom level and 20 spaces on top.
Additional cargo can be stacked according to the above rules.
Bom bottom and top levels can be armored as a standard flatbed,
but only one weapons box can be mounted.

A dump trailer acts just like the dumper carrier, except it can
devote up to ten spaces to weaponry.

A tank trailer is required to have at least 20 points of anoor
in each location, just like the tanl:: carrier on ten-wheeled trucks.

Annor
Amnr on the big trailers is located in ten positions, not six.

The ten locations arc frOl1t, back, front lefl, back left, froot right,
back right, front top, back top, front underbody, and back under
body. Essentially, the four "long" sides are divided into two
target areas each (sec Combat, p. 64, for a fuller explanation).
Armor for all types of trailers costs $40 and weighs 18 Ibs. per
point.

Tires
Trailers usc the same tires as ten-wheeled trucks. A semi

trailer must have eight tires (all of the same type), all on the back
half of the trailer; they are paired two and two. (When shot at
from the side, the outer tire always takes damage before the
inner one.) A trailer adds two more (one on each side) or four
more (a pair on each side) at its front end. Senn-trailers have legs
that swing down and suppon the from when not attached to a
tractor. These legs have 5 DP each, but cannot be altacked unless
the trailer is resting on them, and are -5 to hit.

Kingpin
The kingpin fits into a traclor's fifth wheel, holding the two

together. Each trailer must have one and only one kingpin. It
cannot be fired at in combat, but can be destroyed VOluntarily
(see Explosive Kingpin. below) or as a result of a crash. There
are three types of kingpin:

Standard Kingpin: COSts $100, adds no weight, uses 00

space. Cannot be released except from outside - about a five
minute process.

Explosiw Kingpin: Costs $500, adds no weight, uses no
space. Performs like a standard kingpin, but, in an emergency,
il can be blown loose from inside the cab (this counts as a firing
action). This rel~ the trailer instantly (see Loos~ Troilen, p.
16). The kingpin must be replaced before the trailer can be
attached to any tractor (assuming the trailer survives at all).

Quick-Release Kingpin: Costs $1,000, adds no weight, uses
no space. PerfomlS like an explosive kingpin except lhat it
doesn't destroy itself when activated. Thus, the trailer can be
reattached (if it doesn't crash after being released). It takes about
30 minutes to reconnect a quick·releasc kingpin.

Rmnps
Wheel ramps can be installed on flatbed trailers (or, occa

sionally, van trailers) so small vehicles can be driven on board.
Cost for a set of two ramps is $300. Weight is 200 Ibs.; no extra
space is required. The ramps are only deslroyed if the trailer is
wrecked.

An assault ramp can be installed on a van trailer (or bus or
RV) (0 allow men, cycles, trikes or subcompact cars to get in
and out quickly. It is essentially an exIra door in the back, a full
71h-feet wide. It can be dropped in any phase, but takes a full
second (5 phases) to close. Since the assaull ramp is essentially
the rear amlOr, the vehicle's contents arc exposed while the
ramp is open. The ramp is only destroyed if all the rear anner is
destroyed. An assault ramp costs $1,000, weighs 100 Ibs. and
requires one extra space for the opening/closing mechanism.

To determine how much cargo space a vehicle takes up, take
the number of internal spaces (including cargo) the vehicle has.
Then add ten for cars, four for cycles, and two for sidecars. A
luxury car, with 19 spaces, takes up 29 spaces as cargo. A heavy
cycle, with seven spaces, takes up II spaces as cargo.

Personnel
Trailers don't have drivers. Space for gunners or passengers

can be allowed in a trailer. Each gunner takes two spaces; each
passenger also takes up two spaces (rather than one as in a
passenger vehicle).

Weapons
Just as armor is divided into len locations, weapons and

turrets placed on a trailer can be located in any of ten locations.
If mere are IWO turrets (one on the front top, one on the back
top), one muS! be placed higher than the other - the higher one
has a 36O-dcgrcc are of fire, the lower one cannot fire in the
direction of the first turret. It is up to the referee to settle any
disputes over what the lower turret can and cannot hit.
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Other weapons restrictions:
Flatbeds cannot have turrets.
Tankers don'l normally have turrets. (It is very rare for a

lank lrailer to have any weapons at all except defensive devices
mounted on the rear, behind the lank, and antipersonncl gre
nades all around.)

No dropped weapons ean be placed on tlle front half of a
trailer.

No lrailer can have a front-firing weapon (cxcepl tllose in
turreLS).

ICCled by armor - and can be targeted al -6 by any opponenl
who can gel a line of sighl OIl the black dol on Ihe counter,
whelher or not a lrailer is allacbcd. 1bc fiflh wheel will never be
hit by gunfire unless it is being targeled.

The arcs of fire for a lractor are delermined in the same way
as rcgular cars. Draw IWO diagonal lines Ihrough Ihe opposite
comers of the counter, and Ihe four arcs of fire are marked.
Trailers and buses have more complicated arcs of fire, using the
black dots on the long edges of each counter. The arcs of fire arc
as follows:

Buses and RVs
Thescare really two names for the same sort of vehicle - an

RV is just a luxurious privatcly-owned bus. When the term
"bus" is used in these rules, RVs arc also included. Some buses
are designed moslly for defense and are escorled by hcavily
armed cycles or cars. Others mount more than enough weaponry
10 lake care of themselves.

Personnel
These vehicles arc designed for passengers. Space for lug

gage and aisles must be alloued - IWO spaces and 200 pounds
per passenger.

Body
A complele bus will have a body, a power planl, ten tires,

armor and (probably) weapons. II can have a strengthened chas
sis, whcclguards and other accessories. Almosl all such vehicles
have large passenger comparlments - they are buill for carrying
and protecting customers, not for duelling.

Chassis s!fengtb, power plan! and suspension are all chosen
as for a Iraetor. The handling class of a bus is I. Buses have ten
tires - two in front and Iwo pairs of Iwo on each side in back.
Any truck lire can be used, bUI all must match. Wbeelguards (up
10 three per side) can be added with 00 loss of handling class.

The minibus carries armor in the usual six locations. Uke
lrailers, 3D-fOOl and 4O-fOOl buses are very long, and have len
positions which muS! be armored. Buses can cany any type of
available armor, bUI all armor must malch.

NOle thai the side arcs of fire overlap. Anyone allacking a
tractor-trailer rig or bus from the side may have a choice of
largets without penalty, and must specify what he's shooting al.

A lCaClor takes damage Ihe same way a car docs. A trailer or
bus takcsdamage lhe same way alargecartrailcr does (sec p. 59).

Oversized Vehkle Accessories
S~mi-Trailu Emt!rg~ncy Plat~ - $1,500, 800 Ibs., 2

spaces, 8 OP. TIlis can be moUnled on any type of semi-lrailer.
When the lrailer is delached from ils lractor (for whatever rea·
son), a large skid plate springs down instantly, holding lhe
trailer up. The plale relracts automatically when the tractor's
fifth whccl reengages the kingpin (a process which lakes Icn
seconds).

A detached trailer using tlus device is al HC -6 wlule moving,
using Crash Table 2 as mxessary; it cannol maneuver, and decel·
mtes (without hazard) by 3D mph each !Urn. The plate lakes no
damage from the skid, but takes damage from obstacles as if il
were a lruck's soM lire and can be targeled al -5 when in use;
when relracted, it is Irealed as an underbody-mounted weapon.

Windjammer - $500, 70 Ibs., no space. This item is an
airfoil thai fits 011 the front part of the roof of the cab, directing
airflow up and over Ihe Irailer. This improves thc mileage of a
lraclor-lrailer combinalion as follows:

AnnOT
CosUWI.

32114
35/17
40/18

Spaces
35
45
60

Load
12,000
16,000
21,000

Weight
3,000
4,000
5,500

Cos,
$4,000
$5,000
$7,000

Bus Size
Minibus
3D-foo( bus
4O-fool bus

Weapons
Weapons can be mounted on the fronl or back half of a bus

counler's "long" sides. A bus can mounl IWO turrelS, bUI one
must be designated as "higher" SO il can fire over the olher.
Dropped weapons cannOI be mounted on Ihe fronl half of a bus.

II

Combat
Turrets on a !faclor, Irailer or bus follow Ihe same resnic

lions as turreLS on len-wheeled trucks.
NOle that the fifth wheelan a lractor is exposed - not pro-

Speed Power Unitsl Speed Power Units!
10 Miles 10 Miles

40 7 80 14
SS 8 90 16
60 10 100 18
70 12 110 20

The windjanlmer can be armored for $18 and 9 100. per
point. Ten points of armor is the maximum; Ihe amlOr can be
any of the slandard types al nom131 COSI. The windjammer lakes
damage before lhe lop armor in allacks from above.

You can momll a lurrel on a traclor with a windjanmlCr, bul
the lurret can no longer fire into the front arc. For $200,30 lbs.,
and 1 space, a device can be installed to raise and lower the
windjammer from inside tlle cab. This is a firing action, and lakes
one !Urn for the mechanism 10 lower or raise the windjammer.

You cannoI mount both a windjammer and a spoiler on the
same lraclor.
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9. Boats

Power FactorslWeight
Boat size Cost Weight Max. Spaces Annor He 20rmore

load Cost/WI. AI least I, but less than 2
Rowboat S2,OOO 100 800 • $5/3 3 At least lh, bUI less than I
Dinghy S4,OOO 1,300 3,000 10 $13/6 2 At least Ill, bulless than 112
Speedboal SS,OOO 2,700 7,000 17(+3) $20110 2 At least lIto, bUllcss than III
Cruiser S20,OOO ',400 15,000 25( + 12) $30115 I At least '/)IJ, but less than 1/10

Yacht S4',OOO 10,000 40,000 40( + 18) $36118 1 Under 'h/l

The coastal waters of 2040 arc as dangerous as the roads 
if not more so. Even vcry SOlan boats may be armed. Five types
of boat, from rowboat up 10 yacht, arc described in these rules.

Boat Types
The four smaller boats arc amlOred in five locations: front,

left, right, back and underbody. The yacht is armored in eight
locations: fronl, front left, back lefl, front righi, back righI,
back, fron! underbody and back underbody. Armor can be of
any type available 10 land vehicles, al the regular cost and weight
pcnahies. As with land vehicles, arrnor types cannot be mixed.

The rowboat is represented by a 'hOI x '12" counter, with a
'/2" "wake" added for use with me rurning key (see p. 17). The
dinghy and speedboat use a I" x 1/1" counter. lbe cruiser uses
a Ph" x '12" counlcr, and the yacht uses a2'/2" x 3/." counter.

Boats cannot: have Iheir He altered ex
cept with hydrofoils, an addilional propel
lcr, or ajcl drive (sec p. 66), and the maxi·
mum load cannol be mcx:Iified al all. How
ever, there is no maximum He for a boat.

The cargo spacc listed in the larger boats
is not necessarily in anyone place, like a
single cargo hold; it also includes open
space on deck and other places. Just relllt:lIl
ber that vehicular componcms canllot be put
into cargo space - only passengers and
cargo can - and that cargo space won't
absorb damage of any sort if il is empty.

Power Plants
Boats usc special elcctric power plallls

that arc lighter Ihan car plants. Since pro
pellers CUlling Ihrough water offer much
less resistance than a wheel pushing against
the road, boal power plants are designed to
producc vcry high rpm in the propeller
motor, bUI nOI much torque. For this rea·
son, boal power plants cannot be used in
land vehicles, and land vehicle power
plants cannot be used in boats.

BoalS can usc any gas engine, and turbochargers and nitrous
oxide. They cannot use heavy-duty transmissions or overdrive.

Power Plant Table
Plant Price Weight Spaces DP Power Factors
Mini $400 200 2 4 '00
Sma.ll SI,OOO 400 3 • 1,000
Medium S2,OOO 1,000 4 8 2,500
La<ge $5,000 2,000 8 I. ',000
Super S7,500 2,500 10 20 8,000
Heavy-Duty SIO,OOO 3,000 13 2. 14,000

Top speed and acceleration for electric plants, and accelera
tion for gas cngincs. aTC all calculated by comparing a power
plant's power factors 10 the weight of the boat being moved;
maximum acceleration is 20 mph unless the boat has jet drives.
Top speed for a gasoline engine is figured using a varialion of
Ihe gas engine lOp speed formula:

(160 x Power Factors) I (Power Factors + Weighl). Round
down 10 nearesl2.5 mph increment.

For eleclric motors the formula is:
(240 x Power Factors) I (power Factors + Weight). Round

down 10 nearesl2.5 mph increment.

Boat Power
Factors Table

Acceleration
20 mph
15 mph
10 mph
'mph

2.5 mph
2.' mph
Ompb

For example, if a speedboat weighing 4,980 Ibs. carried a
Medium power plant (with 2,500 power factors), it would fall in
the ar least '12, bur less than} calegory (2,500 divided by 4,980
is jusl grealer lhan 'h) - the boat would have an acceleration of
10 mph and a top speed of 80 mph. Tbesallle boat with a 150cid
gas engine (1,900 power factors) has 5 mph acceleration and a
top speed of 42.5 mph.

A boal goes 200 miles on a charge, based on a constant speed
of 20 mph. For every 10 mph of exIra speed the number of
"powerunits" consumed per ten miles traveled goes up by 2; at
30 mph, il costs 12 units to go ten miles, at 50 mph, it costs 16
units, elc. There is no power savings for going slower than 20
mph.
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Boat power plants ean exeeed their maximum speed for short
periods of time by "pushing" the plant. The mles for pushing
are the same as for ear power plants.

Boat power plants are always placed in the rear of the boat.
If the boat is equipped with a deck (see p. 67), the power plant
goes in the rear of the bclow...<Jeck area.

point Gust like wheclguards) and protects just like whcclguards;
on a I to 4 on I die, the armor takes any damage directed at the
propeller, and on a 5 or 6 the damage skips the armor and goes
directly to the propeller. No more than 10 points of armor can be
bought for a propeller.

Ajer drive costs $5 ,(X)Q and weighs 200 Ibs., taking 2 spaces.
A jet drive replaees all of a boat's propellers, and increases calcu
lated acceleration by 5 mph/turn and top speed by 20 mph. It adds
+ I to He, just as two propellers do. A boat's power plant must
have at least half as many power factors as the weight of the ooat
before ajct drivc will operate at all. Ajet drive cannot be com
bined with turbochargers of any sort.

Propeller TablePropellers and Jet Drives
Propellers drive the boat through the water. Boats with Mini

power plants or 10 or 30 cid gas engines ean have only one
propeller; boats with Heavy-Duty plants or 500 or 700 cid en
gines must have two; the in-between sizes ean have either one or
two. Two propellers do not make a boat any faster, but they do
make it more stable and they offcr a measure of protection in
case onc is lost.

Boats with two propellers add + I to handling class. How
cver, if one propellcr of a pair is lost, handling status drops 10 -6
immediately, and the boat's He is pennanently reduced by 2.

A damaged propeller does not affect a boat's performance ill
any way. If the last (or only) propeller is destroyed, the boat
decelerates 2.5 mph/tum until it comes to a stop. Propeller
armor can be bought ~ it eosts $10 and weighs four Ibs. per

Powel' Plant Size
Mini; 10, 30 cid
Small; 50 eid
Medium; 100, 150,200 cid
Large; 250, 300, 350 cid
Super; 400, 450 cid
Heavy-Duty; 500, 700 cid

Propeller Cost
20
50
75
100
200
500

Weight
10
15
25
40
75
150

DP
2
4
5
8
12
18

Arcs of fire for boats of different sizes. Sinking
Sinking is easy. When the number of spaces of water taken

on equals or exceeds the (empty) capacity of the boat, it's time
to head for Davy Jones' locker. Every time armor other than Top
or Deck amlor is breached, there is a chance that water will
come in. If a side of a boat is unarmored, a breach will occur the
first time the side is struck with weapons fire of any kind.

When the Underbody armor is breached, at least I space of
water will be taken on per tum. RollI die: on a 1-4, I spacc of
water comes in; on a 5 or 6, 2 spaces of water eomes in.

When the Side armor is breached, I space of water is taken
on every time a maneuver is made to the side of the breach. For
example, if a boat is breached on the rigl1t and makcs a right
bend, I space of water comcs in. This will happcn every time a
drift or bend is pcrformed; if the boat makes four right drifts in
a tum, four spaces of water will come in.

When the Front armor is breached, I space of water is taken
on every time the boat moves forward 1". (With Jh." moves,
take on JI.! space.) This can sink a boatfilSr. If the boat is station
ary or traveling in reverse, no watcr will come in a front breach.

When the Back armor is breached, no water will come in
unless the boat is moving in reversc. Then, I space of water will
be taken on every time the boat moves backward I".

Boats moving on their hydrofoils and aquabikes never take
on water.

Each space of water adds 500 Ibs. of weight to the boat; this
is important for computing acceleration. For gamc purposes, the
water fills no spaces, but fills in the room between componcnts.

When a boat has taken 011 V4 of its total spaces in water, all
maneuvers are at +D2, and the power plant or engine will short
out on a roll of 1 or 2 011 1 die (rolled once). When the boat has
taken on Jh. its total spaces in water, mancuvers are at +03, and
the power plant or engine will short out on a 1-4 on I die. When
the boat is:Y4 filled with water, the plant or engine shomout and
no more maneuvers are possible. When the boat is completely
filled with watcr, it immediately sinks. Anyone below deck must
roll a 1 or 2 on I die to escape; otherwise, they go down with the
ship. Anyone above deck must roll a 3 or better on 2 dice; on the
unlucky 2, his foot gets canght ill the railing, or something else
equally unfortunate occurs. Of course, simply cscaping the sink
ing boat docs not guarantee survival.

Right
Front

Front

R",

Front

RighI

I Right

Re8r R",

R",
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Weapons
All weapons available in Car lfa~ can be used on boats,

lbough there are ehanges in lhe way some weapons perfonn on
the watcr. tn addition, new, boats-only weapons are also avail
able. Here is a list of changes in weapons madc necessary by
naval warfare:

Anti-Tan! Glln - 1l1esc weapons cannot be mounted on a
rowboat; they can only be moullted to front or back of a dinghy
or speedboat.

Explosive GrtUllJ(/e - When exploded underwater, a frag
grenade shoots fragments for only 1/4". However, it has the
addilioflal effect of a concussion grenade throughout a 10" ra
dius unduwater.

Spil:edropper - Since the spikes sink immcdi.uely upon re
lease, this weapon has no effect on boats.

Oil Jel - Oil has no effect on boats or anything else in the
water, including swimmers.

Flaming Oil- Although it is not a hazard to a boat's han
dling, it does nOrrTI.11 damage to underbody armor. It will also
affect swimmers.

Smoke Weapons - TIle effect is nomml above the surface.
When fired below the surface, a normal-sized cloud is created.
II remains totally below the surface and disperses in 15 seconds.

Point Weapons - The effect is 1I0rnmi above the surface. A
paint cloud will also work nommlly below the surface, except it
wit1 last tell seconds before the current disperses il. Underwatcr
flame c!oU(/s don't ignite, but continue to act like paint clouds.

Ice Dropper - A sheet of icc acts as a debris counter, caus
ing the equivalcllt damage (and hazard, if any). Once hit, it
disintegratcs.

Minedropper - Regular mines have no effect; they sink
inuncdiately, and will not detonate if they hit anything while
sinking. Special amphibious mines arc available at double the
cost (regular mines only; not Spear 1000) and arc fired from an
unmodified minedroppcr. Amphibious mines float on the sur
face and arc treated just likc regular mines. They attack the
underbody amlor of boats.

h :

Accessories
Most accessories available in Car Wars can be used on boats;

the excepcions are accessories that improve a land vehicle's han
dling or maneuverability, such as anti-lock brakes, active suspen
sion, etc. The only exception is the spoilcr, which will reduce the
difficulty of any Crash Table roll at 40 mph or higher by I. A
spoiler can only be IOOunted OIl speedboats and smaller craft.

In addition, some ncw, boats-Qnly accessories are also avail
able. Here is a list of those new items, along with the changes in
old items made necessary by life on the water.

Bilge Pump - $500, 200 Ibs., I space. On a roll of I to 4 on
1 die, a bilge pump will pump out I space of water, once per
tum, at the end of the tum. Turning on a bilge pump is a firing
action, but it can be left on for prolonged periods of time. Mul
tiple bilge pumps can be installed for added safety.

Bool Top - A roof on a boat, completely enclosing the
interior, costs and weighs 10% of the c~ and weight of the
basic boat body. A boat top can be armored (at the same cost as
the rest of the boat), and can also mount a turret. For purposes
of detemlining which turrets, platforms, EWPs, etc. each boat
type can mount, treat a rowboat as a subcompact, a dinghy as a
compact, a speedboat as a luxury, a cmiscr as a van and a yacht
as a bus. The yacht boat top is armored ill two locations: front
top and back top.

Deck - Not all boats have a deck; therefore, it's listed here
as an accessory. A deck is a floor thai is aoove the keel (the
baseline, and lowest point, of the boat). A deck divides a boat
inlo two sections, below deck and aoove deck, and has a hatch
or stairway opening so crew, cargo and equipment can be moved
between the two. The player can decidc how lIIany spaces out of
a boat's total arc allocated to the two sections, but neitherscction
call have less than \;' of the total. Therc's no restriction on cargo
and non-eargo spaces; the below-deck spaces can be eargo and
all lhe aoovc-deck spaces non-eargo, or any combination. The
dlXk ilSClf takes up no wcight or space, and is armored at the
same cost as the rest of the boat. (A deck 011 a yacht is armored
in two locations: front deck and back deck.) A rowboat cannot
have a deck; cruisers and yacills musl have one.

Depth Finder- $500, no weight, no space. TIle depth finder
allows depth readings in a 2" radius around the boat, using the
sonar rules below. It ca.nnot spot anything but the sea bcd.
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Aquabikes

Combat
Weapons can only be placed on an aquabike's front or rear,

but can ignore the VI spaces restriction. The driver of an aqua
bike has a 360° arc of fire with hand weapons.

When an Aquabike is hit, use the cycle rules to detcrmine
damage localion.

Aquabikes are the sea-borne equivalent of nlOtorcycics 
small, fast, cheap and dangerous in numbers. Like Rowboats,
Aquabikes use 1"-long counlers, but only occupy the first 1.1".

Aqllabikes are powcred by a tiny jet drive in back, and are
sleered by leaning the bike in lhe desired direction. All aqua·
bikes have a base HC of 2. Riding an aquabike requircs Cyclist
skill.

Construction
AquabiJces carry armor in three locations: Front, Back and

Underbody. Aquabikes use boat power plants or gas engines,
and can use Cycle Windshclls, Cyele Blades and hydrofoils.
They can be streamlined and sloped at the usual costs. Aqua·
bikes cannot have turrets of any kind.

They usc the Boat Power Factors Table (p. 65) to detcmline
acceleration and top speed.

Spaces Armor
Cost/Wt.

4 $7/3
6 $10/4
8 $1216

Max.
Load

350
750
900

Price Weight

$300 50
$400 75
$500 100

Light
Medium
Hcary

Frame

spotted within 500", speedboats within 200", smaller boats
within 100" and torpedoes within 20".

Twin-Hull- Costs 50% of body cost, no weight, cuts inter·
nal space by 10% (round up). A twin·hulladds 1 toa boat's HC.
It cannot be used with hydrofoils.

Underw,YJler Turrets -If not pop-down, an underwater tur·
ret has the same effoct OIl speed as an External Weapon Pod
(EWP), slowing top speed by 10 mph. If pop-down, a turret
needs to be waterproofed (adding 25% to the turret's cost) and it
will OIlly affect top speed when deployed underwater.

Waterproofed WeapolU' - In general, only dropped weap
ons, blue-green lasers (see above) and torpedoes can be fired
while their pons are underwater. However, many duellists will
find it handy to waterproof other ports, especially lhose
mounted on the underbody of their craft. A watcrproofed
weapon can be submcrged and lhen fired when it re-emerges. A
laser or dropped weapon must also be waterproofed if it is sub·
merged before it is fired. (Nole that mOSI weapons, evcn if
waterproofed, can only firc when not undcrwatcr.)

The cost to waterproof a weapon is25 %of tile weapon's cost
(lmloadcd). Torpedoes do nor need to have waterproofing added
- this is part of their original design.

Weighted Keel- CostS 50% of body cost, weighs 10% of
the boat's maximum lood without the weighted keel, no space. A
weighted keel subtracts 1 from any Crash Table roll. If a boat
eapsizes and has a weighted keel, it stays capsized for the rest of
that tum and 4 more turns. On tum 6, the boat rights itself and
can ftmetion normally bcgituling on the nellt tum. lbe weighted
keel itself increases the boat's draft by 1/1". A weighted keel
cannot be placed on a rowboat or dinghy.

Hydrofoils - Cost 100% of body cost, weigh 50% of body
weight, 1 space. When a boat with hydrofoils reaches 35 mph,
the foils automatically lift the boat out of the water. This is
automatic - a boat with hydrofoils must rise at this speed. A
hydrofoil adds W' to a boat's draft, but decreases the boat's
draft to 0 when in use. Once out of the water, a boat's top speed
is increased by 20 mph and its HC is raised by 1, though accel
eration is unaffected. A boat's \mderbody can be targeted at -3
while the boat is on hydrofoils and any underwatcr turrets the
boat has arc exposed during this time. The hydrofoils themselves
can be targeted at -6 and have 15 OP; if they are destroyed, the
boat falls back in the water (taking a sideswipe collision with the
water) and immediately rolls on Crash Table 5 (p. 12) with a +2
modifier, in addition to any other modifiers for the boat'sspccd.

Hydrofoil armor costs and weighs the same as wheelguard
armor, and has the same restrictions (see p. 86).

A metal hydrofoil costs and weighs as much as a plastic one,
has 3 OP, and is damaged like metal amlOr.

Life Raft - $500, 25 Ibs., no space. This is a four-man
inflatable rafl. Triggering the inflalion dcvice is a firing action.
The raft inflates in three turns, and contains a radio transpondcr
so searchers can find the raft. There are compartments for stor
ing Other emergency items (food, water, first-aid kit, etc.), but
these itcms must be bought separately. The Iifc raft is treated as
a rowboat for weather conditions, etc., and uses the same sized
counter.

Dars - Oars can be used on rowboats and dinghies for
emergency movement. Thcy weigh 10 Ibs., lake up I space, and
cost $25 for a pair. Rowers (crew) can make the boat go faster.
Top speed is 2.5 mph per rower, up to a mallimum of 15 mph
lotal speed (rowers and power plant combined). Acceleration is
always 2.5 mph/tum, no mattcr how many rowers are used.

Sea Anchor- $200, 10 Ibs., I space, lOP. Deploying a sea
anchor requires a firing action; once deployed, the boat decel
erates by 10 mph at the beginning of the next tum and each
successive tum, in addition to any other deceleration. It takes ten
seconds to retrieve an anchor, or it can be cut loose with a firing
action. A sea anchor trails like a drag chute and floats when
stopped. Hitting one is a 01 hazard.

Sonar - $4,000, 100 Ibs., I space. Sonar operates like
radar, except that it shows objects in and under the water, rather
than above it. Sonar will dctcet boats, swimmers, underwater
objects, and anything thc size of a torpedo or largcr. Sonar will
also reveal the depth of the sea bollom to within 1/2" (roll I die
- on a I or 2, the reading is 1/1" shallower than real depth; on
3 or 4, the reading is accurale, and on 5 or 6, the reading is 1/1"
deeper than actual depth) directly under the boat. Sonar has a
maximum range of 1,000" (nearly three miles), but only yachts
and largcr objects can be spotted at that range. Cruisers can be

HafjTop - Although similar to the boat top, it only covers
the front half of me boat, leaving the rear of the boat open to the
sky. The half top costs and weighs half as much as a full top for
the same boat. A half top can be annorcd at the regular cost, and
can mount a turret (with the same restrictions as aoove, except a
yacht with a half top can only mount a single turret). When
attacked from aoove, determine which arc of fire the attack is
coming from. If me attack is coming from me rear arc of fire, me
half top is bypassed completely; from me side, the half top is
bypassed on a roll of 7 or more on 2 dice; and from the front arc,
the half top is bypassed only on a roll of II or 12 on 2 dice.
Remember, this is for attacks from above only.
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10. Hovercraft
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The Fan DP column on the above chart refers to the DP of
each of the three thrust fans and the lift fan used to inflate the
skirt. Loss of these fans is not good - see Fans, p. 70.

Hovercraft Power
Factors Table

Hovercraft cannot have Chassis or Suspension modifications.
The cargo space listed for hovercraft is handled in all re

spects like the cargo space for cars - only passengers and cargo
can be placed in the space reserved for cargo.

Power Plants
Since the power requirements for boalS and hovercraft are

the same high rpm and low torque, hovercraft use the same
power plants and engines as do boats (sec p. 65).

Top speed for both gas and electric engines is calculated
using the Ilomtal formula for cars (see p. 55). For acceleration,
compare power factors to the weight of the hovercraft and refer
to the table below.

Acceleration
IS mph/tum
10 mph/tum
5 mph/tum

2.5 mph/tum
Hovercraft will not lift

Power factors/Weight
2 or more
Atlcast I, but less than 2
At least 'h. but less than I
At least '''. but less than '12
Less than II}

Hover Types Table
Size Cost WI. Max. Spaces Armor He F,"

to,d CosUWt. DP
One-Man 0$ I ,500 700 3,300 8 $1115 3 3

''''''' $2,300 1,400 5,300 14 $I6Jll 3 3
Standard $3,000 2,600 7,600 2. 0$20110 3 4
Large $3,800 3.700 10,500 20(+7) S26113 2 4
Cargo

''''''' 0$ 18,000 5,100 16,500 27(+14) $36116 2 5
Reg. $27,000 7,800 24,000 27(+24) $40/18 , ,

Hover Types
The Olle-man, small, standard and large hovercraft arc

armored in six locations, just as cars arc. The oversized hovers
(small cargo and cargo) are armored in ten locations just like
buses. The armor can be made of any of the standard types, at
normal cOS( and weight penalties. Oversized hovers are treated
like other oversized vehicle.

Each hover comes with a lift fan and two, three or four thrust
fans (described on p. 70). These are standard equipment. and do
not add additional cost or weight, or subtract space, from the
numbers listed in the Hovt1r Typt:s Table.

The four smaller hovercraft arc all represented by standard
112" x I" counters. The small cargo hovercraft is represented
by a'U' X } 112" counter, and the cargo hovercraft by a I" x
2" eounter. Targeting the larger hovercraft isjust like targeting
a bus: each side has both a front and a back section and the
section to be fired at must be specified when declaring your shoe.

In a world where roads between cities are deteriorating from
lack of maintcnaDce. and combat along those foads oflen re
quires that vehicles be able to operate outside their confincs, the
hovercraft is the answer to many travelers' prayers. II floars
abovc the ground on a cushion of air forced under the craft by a
large, internal lift fan. TIle air is in a hollow area called the
plenum chambu, trapped by the plenum skirts I or simply skirts.

Since the craft has no contact with the ground, the condilion
of the surface means lillie to tbe hovercraft. This makes it possi
ble to travel on the road, off·road or on water with CQual ease.

However, lack of contact with tbe road docs have its disad
vantages. Hovercraft do not maneuver or decelerate as well as
cars because they have nothing solid 10 push againsi. The hover
craft is pushed along and maneuvered with thrust fans mounted
at the rear of the craft. The loss of one or more of these fans will
furthcr aggravate the poor handling.

But the real weak point of any hovercraft is the skirts. Theo
fCtically, these skirts aren't necessary for a craft to hovcr. How
ever, the engines and plants available aren't powerful enough to
lift an armored craft without most of the skirts in place. Hover·
craft have many other advantages and disadvantages. Whether
the advantages outweigh the disadvantages must be answered by
each individual duellist:.
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Hovercraft accelerations are lower than those of boats be
cause the hover is pushing against air instead of water. Top
speeds are higher for lhe same reason. Hovercraft require a
higher power factor to weight ratio than boats because lhey must
expend a portion of their power to simply stay off the ground.

For example, a standard hover weighing 7,600 Ibs. has a
Super power plant producing 8,000 power factors. Power fac
tors divided by the weight of the hover is slightly more than I.
This falls into theAt least J, buJ less than 2 bracket, so the hover
has an acceleration of 10 mph/tum and a top speed of 182.5
mph. The same 7,600 100. hover with a 500 cid enginc (9,500
power factors) wiU also have acceleration 10, but its top speed
will be 167.5 mph.

A hover can go 200 miles per charge at a constant speed of
55 mph. For every 10 mph over 55 lhe number of "power
Wlits" consumed per ten miles increases by 2.

Hovercraft cannot use heavy-duty transmissions or over
drive. They can e)(cecd lhcir rruu::imum speed by pushing their
plant in the same manner as cars.

Fans
Hovers have two types of fans: lift fans to keep it airbome

and thrust fans to push it along.
Every hovercraft is equipped with two, three or four thrust

fans. Damaging a lhrust fan docs DOt affect the hovcr's petfOt.
mance. However, the loss ofa thrust fan reduces the hover's HC
by I for each fan lost. If all thrust fans arc lost, the hover cannot
mancuver and will decelerate by 5 mph per tum until it comes to
a complete stop (but can still hover).

If a hover loses its lift fan, it drops to the ground and begins
skidding, losing 30 mph at the beginning of every tum. The fall
causes 2d damage to every remaining skirt, and Id to the under
body. Dropping to the ground is, in itself, a D5 hazard.

All fans take damage as helicopter rotors (sec p. 38): if a fan
is hit by any weapon which can do vehicular damage, roll 1 die.
On a I through 5 the fan takes I point of damage; on a 6 the fan
takes 2 points. (Fan DP is listed in the Hover Types Table.)

The lift fan is in the body of the hover and is protected by the
armor of the hover. It is considered a vehicular component for
the purposes of damage allocation; it must be placed in the
vehicle between the driver/gunner position and the cargo space.
Fans cannot be compoocnt amlOrcd, but they can use fan armor
which costs $10 and 4 Ibs. per point (maximum 10 points 
cannot be metal), and effectively adds its OP to that of the fan.
This armor need not match the rcst of the armor on the hover,
and can be made of any of the standard amlOr types.

Note that even though the lift fan is an interior vehicular
component, its pmpose is to pull air from above the vehicle to
the plenum chamber. Thus, it is just as susceptible to flame
clouds, cloud bombs and othcr such damagc as cxternal compo·
ncnts are.

A hover can be built with just two thrust fans, saving 10%
off chassis cost and weight. This reduces the hover's HC by 1.
Turreted hovers which originally had only two thrust fans can
fire the turret weapon into the rear arc. Hovcrcraft can also be
built with four thrust fans, adding 15% to chassis cost and
weight. This adds 1 to HC. Thrust fans can be specifically tar
geted at a ·2 on the to·hit roll.

A hovercraft can be equipped with turbofans for greater
petfomWlCC (+20% body cost, DO space or weight). A turbofan
adds 5 mph to acceleration and 20 mph to top speed. Ie is not
compatible with turbochargers or superchargers.

Skirts
The skirts of a hovercraft help keep tile air under the hover

and keep it off the ground. The four smaller hovers require four
skirts apiece, one for each side of the hovcr: front, left, right and
back. The two larger hovers require six each: frollt. front left,
front right, back left, back right and back, Skirts come in three
types: standard, heavy and extra-heavy. These skirts can be
mixed on a hover at no penalty to maneuverability. The Skirt
Tabl~ below lists the cost, weight and DP of the skirts for all six
hover types.

Skirt Table

-~
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Standard Heavy Extra·lIcavy
sUe $/Wt.lDP $/Wt./DP $/Wt./DP
One-Man 250/60 /12 375/90 / 15 500 / 120/18
Small 300/80116 450/120/20 6001160124
Standa<d 400 1100 /20 600 1150 /25 800 /200 130
Large 500 / 120/24 750/ 180/30 1,000 /240 / 36
Small Cargo 750/ 160 /28 t ,125 /240/35 1,500 /320 /42
Cargo 1,000 /200 /32 1,500 /300 /40 2,000 /400 /48

Skirts can be made fireproof for double cost. Skirts can also
have skirt guards which arc similar to whcclguards, although
HC is unaffected. Skirt guards cost $10 and weigh 4 Ibs. per
point, and can have a maximum of 10 points per skirt (2 points
if metal). Skirt guards can be made from any standard armor
type and must match the armor on the rest of the vehicle.

Losing a skirt (or all skirts on a side, for oversized hovers)
has the same effect as losing a tire for a car. Handling status
drops to ·6 immediately, and HC is permancntly reduced by 2.

Losing all the skirts on two sides collapses the plenum cham
ber and has the same effect as losing the lift fan, detailed under
Fans (see p. 70). Skirts can be specifically targeted at ·2 to the
to-hit roll.
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Weapons
Hovercraft can usc all weapons available to cars, subject to

the III spaces per side limitation. In addition, a hover can use
weapons designed for boats, subjcct to the samc watcr-cffcct
limitations. Also, since a hover docs not touch the ground, it can
mount dropped solid weapons on the underbody of the craft.
Liquid or gas weapons are hamllcssly dispersed by the lift fan.
An AT gun can be side-mounted only on oversized hovers.

Accessories
Hovercraft can IISC all accessories available to cars - with

the obvious exception of such things as active suspension,
heavy-duty and anti-lock brakes, heavy-duty shocks, spoilers,
airdams or any other accessory that modifies the handling or
maneuverability of cars, boats or helicopters. Hovers cannOt use
any of the special accessories for boats except oars, life rafts,
and nurinc radios. Hovercraft can usc pontoons (see p. 73) so
that tbey can land on water. These pontoons arc mounted behind
the skins of the hover and can only be targeted after the skin is
destroyed, or if the firer can shoot at the hover's underbody.
Hovers cannot tow trailers.

A hovercraft can also usc a vertical stabi/iza ($1,000, 150
Ibs.). It is destroyed when the top amlOr
is destroyed. Even if a hover's top
armor could oot otherwise be targeted, a
srabilizcr can be targeted at -2 (just as a
turret can be targeted). This destroys
top arnlOr. A hover using a venical sta
bilizer cannot mount a turret, rocket
platform, etc. (except oversized hovers
- sec below). At speeds of 60 mph or
greater, a venical stabilizer reduces the
dilTlCulty of any maneuver by I. A VCf

tical srabilizcr Dlust be mounted at the
top b.1ck on oversized hovers.

For purposes of determining which
turrets, platforms, EWPs, etc. each
type of hover can mount, trcat a one
man hover as a subcompact, a small as
a compact, a standard as a luxury, a
large as a van and a small cargo or
cargo as a bus. Note that a baver's top
mounted weapons cannot fire into its
rear arc if it bas three or four thrust
fans.

-.! ~ •

Combat
Hovercraft arc treated just like cars for the purposes of target

ing and hitting. They arc flooting on a cushion of air, but dlis
cushion is not very dlick - only a few inches. Thus, they get no
bonuses or modifiers for height, wllcss dley arc oversized. Over
sized hovers have the same n-odifications in combat that any other
oversized ground or sea vehicle does. However, dropped liquid
weapons havc no effect on hovercraft. Exception: the flaming oil
jet whicb danugcs the hover normally (substitute "skirt" for
"tire") but docs nOl: affect the handling of the hover in any way.
Dropped solid weapons also have no effect on hovercraft, cxcept
radio-controlled mines can still affect hovers and proximity-fuscd
mines arc sct off on the same rolls that nomlally sct off regular
mincs. When allocating danlage from these weaJXlns substirute
"skirt" for "tire." Skins on one side of a hovCT cannot be
targeted from the arc of another side of that hovcr (i.e., you
cannot target thc front skirts of a hover when your weajXll is in
the side arc of that hover, etc.).

In a collision, use a hover's actual weight for determining
danlage, but usc only half its weight for determining speed after
collision and conforming movement. Hovers arc easier to shove
around, because they don't have ground friction to help hold
them on coursc.
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11. Helicopters
Sieck, fast and powerful, helicopters cruise the skies of me

2040s. They're not practical for long-distance travel, bUllhey're
the premier atlack and rescue vehicles of the age. Like their
20th-ecntury counterparts, they're fast, versatile, maneuverable
and have the pocencial for heavy firepower and amIOT. They're
also less safe and more call1aruc.erous than ground vehicles.
They're also fairly expensive. But if you need to get somewhere
fast. or need to go where no ground vehicle can CuI it, a chopper
is the way to go.

Acceleration and top speed for helicopters is computed dif
ferently than for cars, as a significant part of their power goes
toward merely staying off the ground. If a helicopter power
plam's facfOrs are less than the helicopter's weight, it is lm~

derpowercd and will not lift off; if the faelors are at least equal
to its weight but less than 1112 times its weight, its3CCeleration is
5 mph on the straightaway; if the factors are 1112 times its weighl
or more, acceleration is 10 mph on the straightaway.

Construction

Body Types
Helicopters come in four basic types. Note thai the base

handling class goes down as the choppers gel bigger.

/'

/

"I
Helicopter top speed is computed as follows: (300 x power

factors)/(power factors + weight). Helicopter power Wlits are
consumed at a rate given by: (PU x current speed)/ (20,000 x
(maximum speedIlOO». An average helicopter can travel about
200 miles at 100 mph on a full charge.

Helicopters need armor in sill locations: front, back, left,
right, top and boctom. The main rotor and the stabilizing rotor
are not protected by armor. All the usual types of anl)C)f are
available for helicopters, and milling types is nOl allowed.

Weapons
Weapons work for helicopters pretty much me same way they

do for land vehicles. 1bere are certain differences in nlOlUltings,
mcthods of aiming, and so on, but all of the weapons available to
ground vehicles arc usable for helicopters. Two weapons - the
bomb and the cluster bomb - are usable only by helicopters. Full
stats appear with the rest of the weapons. Note lhat dropped
weapons won't be as useful. Paint sprays and smokescreens oper·
ate normally, but a helicopter has to be within 7l h fccr - lh" in
game scale - of the ground for oil sprays, spikedroppers and
mincdroppcrs to be effective; above that altitude, the oil, spikes
and mines spread alit too much. Aoove 7th feet, smoke and paint
will not block WS between grOlUld vehicles.

Vehicular weapons can be mounted on a helicopter's front,
back, sides and oottom. Turrets can only be boctom mounled. A
tufl'C( can fire as a left-, right-, front-, or back-mounted weapon,
and is protecled by 0011001 armor. Side· and oottom-mounted
weapons can be mounted in cargo space. Back-mOlIDted weapons

f

Power
S,OOO
8,000
14,000
20,000

DP
16
20
26
32

Spaces
8
10
13
16

Weight
2,500
3,000
3,500
4,000

Power Plant Cosl
Mini $10,000
Small $15,000
Standard $20,000
Super $25,000

Helicopters foUow construclioo rules similar 10 those for
cars. The imponant factors arc still cost, weight and space. To
build an effective helicopter, these must bcjllgglcd with carc.

Helicopters only have five basic rypcs of components: body
style (which also determines rotor diameter), power plant,
weapons, armor and accessories. Helicopters do not have chas·
sis. suspension or tires. The maximum weight of a helicopter is
strictly a function of the power factors of the power plan! (sec
below).

Rotor
Body size Pri'" Weight Spaces He DP Armor
One-Man 510,000 SOO 13 3 3/3 16/8
Small $20,000 800 19 2 S/3 20/10
Standard $40,000 1,200 24( +6) 2 6/4 30/14
Transport 580,000 2,000 24(+17) I 8/4 35/17

Power Planls
Helicoptcrs usc the same fucl-cell technology as cars, trucks

and cycles. Helicopter power plants can only be used in helicop
ters, however - they are specifically designed for the types of
power loads that flying demands, and arc unsuited for other
types of duties.

The numbers in parentheses under "Spaces" indicate the
amount of cargo the chopper can carry. Spaces designated for
cargo cannot be used for helicopter components (except where
noted below).

"Rotor DP" indicates the number of damage points the heli
copter's rotors have. The first number is for the main rotor; the
second is for the slabilizing rotor.

The one-man helicoptcr can be purchased in a "stowaway"
format. For an clltra $1,000, you can purchasca one-man model
that can be broken down into component parts. It has a hinged
fusclage and folding rotors, and fits into any cargo arC3 holding
13 spaces. The breakdown process takes a tool kit and 15 min
utes. Assembly takes the same amount of time (and also requires
a tool kit); it is an Easy job for a mechanic.
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IJ1lSI be taken from cargo space, if the chopper has cargo space to
begin with.

Arcs of fire must be considered three-dimcnsionally - see p.
38 for a full explanation.

SmoU and Pailll - These weapons are rarely mounted on
helicopters, because gusts of air from the rotors will disperse
them. One-man chappoers do not have this effect. Small helicop
ters disperse any smoke or paint cloud within I". Standard
helicopters disperse clouds within 2"; transports disperse clouds
within 2". Double these distances for a cloud directly below the
helicopter. Howcver, a chopper which disperses a paint cloud by
flying undcrneath it is treated as though it had entered the cloud;
thc paint is sucked down by the rotors and coats the windshield.

Accessories
A wide variety of special equipment is available for helicop

ters. Nearly every accessory listed in Chapter 14, can also be
mounted on a helicopter - with some obvious exceptions, like
wheclguards. What follows is a list of accessories that can only
be used in helicopters.

Bomb Bay - $1,000, I space, 100 Ibs. Bomb bays arc bot
tom-mounted doors through which large equipment can be
dropped. (Note that a helicopter does not have to have a bomb
bay to use bombs. Bombs can be inst"iled outside the chopper, or
have their own little doors- used only for that bomb.) The bomb
bay doors are aCh13l1y the helicopter's bottom anuor; when they
are open, the helicopter has no bottom armor. To open the bomb
bay doors, one crewman must activate thcm (which counts as a
firing action); at the end of the next tum they areopcn. TIle same
sequence is used to close them.

Coaxial Counru-Roraring BIOlk Syst~m (OleR) - 20% of
body oost, 400 Ibs., 2 spaces. Both blades have the DP specified
for the main rotor. The CACR increases maximum speed to 250
mph, and adds I to HC (the maximum HC is still 3).

Roll randomly to see which rotor is hit by an attack; when
one is destroyed, the effect is the same as if the stabilizing rotor
were destroyed. The CACR blade system works like a stealth
system at up to half speed and acceleration, except the range of
hearing is 6" (90') instead of 12" (ISO').

Extra Rotor Blades - Each extra main rotor blade costs
$1,000 and weighs 200 Ibs.; each extra stabilizing rotor blade
costs $250 and weighs 50 Ibs. Unmodified helicoptcrs arc
assumed to have two blades; up to three more can be added, for
a total of five.

Each extra blade adds 1 DP to the DP of the rotors. In
addition, any helicoptcr with four or more main and stabiliring
I'()(ors has its HC increased by I, up to a maximum of 3. If this
item is combined with CACR, the numocr of blades 00 each
main rotor must match, and there is no HC benefit.

/mprowd Tail Ass~mbly - 20% of body cost and weight.
This assembly can only be mounted on helicopters and cannot be
retrofitted. It reduces the HC penalty of any hazard by I whcnlhe
chopper is traveling 60 mph or faster. Benefits are I~t when the
helicopter slows to below 60 or when its back armor is destroyed.

Ma~u~rFoils - Cost is 25 x the amlOr cost and 10 x the
weight of one point of armor of thc helicopter mounting them.
They must match the armor type of the helicopter. If a helicopter
mOllnts one set of maneuver foils, it gcts a + 1 to its He whcn
travcling above 60 mph. If it mounts two sets, it also gets a -D I
to all maneuvers done when traveling over 60 mph. More lhan
two sets of mancuver foils have no additional cffect.

Pasonal Parachute - $200, 2 GEs, 20 Ibs. as cargo, 4 DP.
Persona.l parachutes arc used when people bail out of aircraft. (A
person bails out by moving his counter to a square which is not
considered floored - Le., be steps out the door, or through the
bomb bay.) Falling rates are described on p. 27. A parachute

will not activate in time to save the wearer unless he bails out at
an altitude of 20" (300') or higher. The parachute opens once
the charactcr has fallen for 16" (240'), brakes the descent for the
next 4" (60'), and then aets as a hang-glider (see p. 87). An
open parachute can only oc damaged by a flamethrower; how
ever, it is +3to hit due to its large size.

Pontoons - $500, 50 Ibs., no space, 7 DP. Pontoons are
skid mounts which enable a helicopter to land on water. If one
or both pontoons are destroyed, a helicopter that has landed on
water has only three hlrns to take off again - after that the
chopper will have sunk too far to pull itself out; it will be
completcly underwater in another ten turns. Pontoons arc tar
geted at a -3.

R~tracrabl~ lAnding G~ar - $1,500, 150 Ibs., 2 spaces.
This item, usab/~ only on h~/icopurs, replaces the chopper's
regular skids with a set of three retractable wheels. Each wheel
has 6 DP and is targeted at -6 when extended. When retracted,
the wheels arc protected by the helicopter's underbody armor
and cannot be independently targeted; furthermore, the heli
copter's top speed increases by 10 mph when the wheels are up.
Extending or fCtracting the landing gear takes a firing action and
one full tum.

Rotor Armor - This amlOr effectively increases rotor DP.
The cost and weight are different for main and stabilizing rotors;

Main rotor - Armoring the main rotor is twice the cost, and
half the weight, of a single point of the helicopter's regular
armor. It is triple the usual cost to repair.

Stabilizing rotor - Armoring thc stabilizing rotor is IIIl
times the COSI, and half tlle wcight, of regular amlOf. It is double
the usual cost to repair.

No rotor can carry more than 10 points of armor. This armor
is available in all varieties except metal, and must match the
chopper's armor type.

Slid Stretchers - No space, 25 Ibs., $300, 2 DP. Skid
strelChers are man-sized cylinders moonted to a helicopter's skids
for the purpose of carrying extra people. Each one adds one space
of room to a helicopter, but that space cannot be used to house
weapons. Skid stretchers arc unamlOrcd and thus defenseless, and
are targeted as though they were pedcstrians (-3 to hit).

Skids - No weight, space or cost. Skids are standard CQuip
ment on helicoptcrs; all helicopters have a pair of skids for
landing. Targeting a skid is at -8, and their DP varies - 8 DP
each for a one-man or small chopper, and 12 DP each for a
standard or transport helicopter.

V~hicular Parachut~s - $1,500, 150 Ibs., 3 spaces, 4 DP.
Vehicular parachutes operate in much the same way as personal
parachutes, but arc used when dropping large crates of supplies
or actual vchicles. Vehicles up to 2,000 Ibs. can be dropped by
vehicular parachute. The parachute can only be operaled suc
cessfully from a height of 30" (450') or more, opening after
20" (300') of free fall, and acting like a hang glider aftcr another
10" (150'). They are +4to hit with flamethrowers.

Winch-$500, 1001bs., I space, I DP. Winchcsare mcch
anisms which haul up cargo and personnel on stout cables. They
must be mounted on a side with a door (or in thc boltom, in the
case of a helicopter with a bomb bay) and can only be used when
that door is open. The machine consists of a revolving dmm
mechanism and a 90-foot (6" gamc scale) cord. The mcchanism
is capable of supponillg 4,000 pounds. The mechanism safcly
reels out Ihe cord at I"/second; it will reel it in at 1"/ sccond if
the weight attached is less than 1,000 lbs., W'l.second if the
weight is 1,000 10 1,999 lbs., and W'/second if the weight
exceeds 1,999 Ibs. The cable takes one person and three .seconds
(six seconds in lhe case of a vehicle or similar-sized object) to
attach to the object in question.
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Helicopters

Example: A hovering helicopter ean lower one crewman 90 feet in 6 seconds. That crewman
takes another 3 seconds to allach the cable to anOlher character being rescued, and then the winch

mechanism takes anOlher 6 seconds to reel the two of them up. If he'd allached it to a heavy
motorcycle, it would take longer to allach the cable.

The winch cable can only be hit by weapons that can make "area effect" attacks (that
is, machine guns, flamethrowers and lasers). Under those circumstances, it has 10 DP,

and is -8 to hit.

Grasshoppers
The Grasshopper is an uncommon combination of helicopter and

automobile. It is a mid-sized, sedan or luxury car, a small or standard
hovercraft, a dinghy or a speedboat, or medium or light trike Ixxly

",.""""_ which is modified (for $15,000 extra) to aceonnoodate spe_
cial helicopter equipment. This consists of a sliding

roof panel (thc ooIy kind of turret which can be
mounted on a grasshopper is a pop turret un
derneath) from which emerges a folding
rotor aUachn~nt.

TIle rotor attachnrnt takes one full tum
to activate, during which time tbe roof

panel slides back, and the rotors emerge and
snap out to their full length. The rotors JrIJSt

spin for 3 seconds; on the fouMb secood the
grasshopper takes off, at the rate of acceleration de

termined by the helicopter motor vs. weight rules
(p. 72). A grasshopper's ground acceleration

and top speed arc figured based on the plant's
powcr factors. Grasshoppers can only use

Mini or Small Helicopter power plants.
The plant takes the oormal number of

spaces, plus I space for the extra rotor
equipment.

Driver skill is
necessary to drive
a grasshopper on
land; Pilot skill is
necessary for usc
in the air. Once in
the air, the grass
hopper behaves
exactly like a he
licopter; the rotor
and stabilizing
rotor (which pops
out of the trunk)
are each -6 to be
hit. The main
TOtor has 5 DP;
the stabilizing
rotor has 3 DP.
The grasshopper
hasaHCof2in
the air. The grass
hopper can use
helicopter maneu
ver foils, but can
not use CACR,
extra rotor
blades, or retract
able landing gear.

A vehicle
which can travel
on land, water
and air is called a
"triphibian. "
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12. Racing Cars
1bere are many kinds of racing, some of which will require

special vehicles. Racing vehicles tend to be lightly armed and
amlOrcd - speed, not firepower, is of tbe essence. Many racing
evcnlS are throwbacks to the days before autoduelling, when no
combat was allowed at all! Of course. an occasional "accident
al" bump could still result in an unfortunate spin or wreck,
clearing the path to victory ...

Funny Cars arc hinged in the back, and the entire body shell
is lifIed off the frame hydraulically for easy access to the engine
and weapons (which gives a + I to all repair rolls). This is also
the only way for the driver to get out of the vehicle, since Funny
Cars do not have doors. It takes a fullS seconds to raise or lower
the shcll, during that lime the car is considcred to have no front
or side armor.

Dragsters area special casco Thcy usc a 1112" x 112" counter.
This should JXlsc few problems, however ~ they still move
forward in the usual way. When Ilsing the lUming key for
maneuvers, line the key up with the/ront inch of the colUlter.

Acceleration for Dragsters and Funny Cars is calculated the
usual way, with onc addition: if thc number of JXlwer factors the
engine has is more than twice the weight of the Oragster or
Funny Car in pounds, then it has an acceleration of20 mph/tum.

Dragstcrs use motorcycle tires in front, and car tires in back.
Both the Funny Car and the Dragstcr can only have racing slicks
on the back comers. Because of their odd shape, Oragsters can
not perform any maneuver greater than an unmodifi~d 0 I diffi
culty if they are going 20 mph or faster. At less than 20 mph,
they can do up to an unnxxlified 03. Fmmy Cars can only
perform an unmodified 03 or less if travcling 20 mph or faster;
at a lowcr speed they can do any mancuvcr exccpt the bootlcg
ger.

Dragstcrs also have some wcaJXln restrictions. No more than
two spaccs' worth of wC3JXlnry can be mOl.llllcd in the front arc
of the vchiclc, duc 10 thc cxtrcmcly narrow frolll end. The other
restriction is with turrelS. If the Oragstcr has the engine in thc
rear of the vchiclc thcn the turret must be in front of the drivcr
and cannot firc into the back arc. If the engine is in front of thc
driver, then the turret must be mounted behind him and cannot
fire into thc front arc.

Oragsters arc a + I to be hit from the sides, and a ·1 to be hit
from the front or back. This is in addition to any other targeting
penahies that may apply.

600
800
300
700
600

$6,500
$6,500
$5,600
$6,600
$6,200

These cars usc the same engines, armor, wC3JXlns. chassis,
tires and accessories as normal Car Wars cars. The Formula
One/Indy, Sprint, Funny Car and Dragstcr bodies are dcsigned
for a driver only - no gunners or passengers. The Can-Am can
have onc passenger or gunncr, but no more.

All of the racing vchicles have racing suspensions that can
nOI be altered in any way. All the racing bodies except tl1e Indy
have a base HC of 5; the Indy body style has a base HC of 6.
Witll racing slick tires, and other special equipment advantages,
the baschandling class or one of these devils could get up to 8 or
more.

AU racing bOdies can mount up to a two-space mrrcl.
The Formula One/Indy, Dragsters and Sprint car bodies can·

DOt mount wbeelguards, bcxausc the tires Slick out beyond the
body of the car. Armored wheel hubs can be used. The Can-Am
and the Funny Car havc 110 such restrictions, and can lise
whcclguards.

Body Types
There are fivc types of racing vehicles available. These arc

seen only on thc racetrack, and not in the arcna or 00 the strccts.

Type Price Wt. Max. Spaus Annor
Load Cost/WI.
4,CXX> IS $22/10
4,500 18 $24112
3,200 10 $ISn
4.500 20 $26113
4,CXX> 16 $20/8

Formula One/Indy
Can-Am
Sprint
Funny Car
Dragster
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13. Weapons

r--\
~-..~~~~\ ~'~-.:..';f-~-----~~~~~~.i5~

The following is a complete list of all weapons and munitions
in Car Wars. They arc arranged according to the following cate
gorics: small-bore projectile, large-bore projectile, rockel, lascr,
flamethrower, dropped solid, dropped liquid, dropped gas.

When describing your vehicle 10 other players, only the na
ture and location of tllc weapon's firing port must be revealed 
the exact weapon remains Illlknown until fired. Thus, a front·
mounted machine glUl would be declared as a "small~bore pro
jectile frOnl," while a back-mounted flame cloud ejeclOT (FeE)
would be a "dropped gas back." TIle multi-fire rocket pod
(MFR) and variable-fire rocket pod (VFRP) arc both considered
single weapons (rockets) for declaration.

Small~bore Projectile Weapons
Autocannon (Ae) - To hit 6, 3d damage, 4 DP, $6,500,

500 Ibs., 3 spaces; 10 shots ($75 and 10 lbs. each); loaded cost
$7,250, loaded weight 600 lbs.; loaded magazine costs $800 and
weighs 115 Ibs. Burst effect.

Rechette Gun (PO) - To hit 6, ld + I damage (sec below),
2 DP, $700, 100 Ibs .• I space; 20 shots ($10 and 2112 Ibs. each);
loaded cost $900, loaded weight ISO Ibs.; loaded magazine costs
$250 and weighs 65 Ibs. Area effect. Has normal effect on pe
destrians (even those in body armor) and tires, blllno effect on
vehicular armor or other components. Does full damage if fired
at a motorcycle and the location resuIt is "drivcr" or "tire."

GoliSS Gun (GG) ~ To hit 6, 3d damage, 3 DP, $10,000,
300 Ibs., 2 spaces; 10 shots ($50 and 10 Ibs. each); loaded cost
$10,500, loaded weight 400 Ibs.; loadcd magazine costs $550
and weighs 115 lbs. Area effecl. The Gauss gUll fires a stream of
tiny, necdle-shaped projectiles at high velocity by sending them
through an electromagnetic mass-driver. Firing a Gauss gun
drains 112 power unit from the power plant or laser battery per
shot.

Machine Gun (MG) ~ To hit 7, Id damage, 3 DP, $1,000,
150 Ibs., I space; 20 shots ($25 and 2 111. Ibs. each); loaded cost
$1,500, loaded weight 200 Ibs.; loaded magazine costs $550 and
weighs 65 lbs. Area effect.

Recoilless Rifle (RR) ~ To hit 7, 2d damage, 4 DP, $1,500,
300 Ibs., 2 spaces; 10 shots ($35 and 5 Ibs. each); loaded cost
$1,850, loaded weight 350 Ibs.; loaded magazine costs $400 and
weighs 65 Ibs. Burst effect.

VehiC/llar Shotgun (VS) ~ To hit 6, 2 hits damage, 2 DP,
$950,90 Ibs., I space; 10 shots ($5 and lIb. each); loaded cost
$1,000, loaded weight 100 Ibs.; loaded magazine costs $100 and
weighs 25 Ibs. Does full damage to vehicles.

VuLcan Machine Gun (VMG) ~ To hit 6, 2d damage, 3 DP,
$2,000, 350 Ibs., 2 spaces; 20 shots ($35 and 5 lbs. each);
loaded cost $2,700, loaded weight 450 Ibs.; loaded magazine
costs $750 and weighs 115 Ibs. Area effect.

Large-bore Projectile Weapons
Anti-Tank Gun (ATG) - To hit 8, 3d damage, 5 DP,

$2,000, 600 Ibs., 3 spaces; 10 shots ($50 and 10 Ibs. each);
loaded cost $2,500, loaded weight 700 Ibs.; loaded magazine
costs $550 and weighs 115 Ibs. Burst effect.

Blast Cannon (BC) ~ To hit 7, 4d damage, 5 DP, $4,SOD,
50D Ibs., 4 spaces; 10 shots ($100 and 10 Ibs. each); loaded cost
$5,500, loaded weight 600 Ibs.; loaded magazine costs $\ ,050
and weighs 115 lbs. Burst effect.

Bomb (B) ~ To hit 9, 4d damage, 2 DP, $100, 100 Ibs., I
space; I shot. Bombs can only be dropped from aircraft.

CLuster Bomb (CB) - To hit 9, 2 DP, $200, 150 Ibs., I
space, I shot. Cluster bombs do 2d damage to the targct, 2d burst
damage to everythinB (includillB vehicles) within a 3" radius,
and ld burst damage (vehicles are not affected) within an addi
tional2" radius. They can only be dropped frOIll aircraft.

Grellade Launcher (GL) ~ To hit 7, damage by grenade
type (sec p. 48), 2 DP, $1,000, 200 Ibs., 2 spaces; holds 10
grenades (cost by grenade type, 4 Ibs. each); loaded weight 240
lbs.; loaded magazine costs $50 plus the cost of grenades and
weighs 55 Ibs. Different grenade types can be mixed in the
magazine, but the player or refcrcc must keep strict track of the
order in which they are loaded.
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Mine-Ringu (Mf) - To hit 5 (no bonus for poim-blallk
range), damage as per mine type, 3 DP, $2,250,275 lbs., 3
spaces; 5 shots; loaded cost and weight as per mine type. This
device throws mines like flying discs, up to 2" away. (Usc
grenade scalier rules, p. 36, to determine where the mines land.
The firing player can place any section of the mine counter on
the target square.) A missed to-hit roll means the mines are
scattered too thinly to do damage.

Mines flung at a vehicle have a to-hit roll of 9 (poim-blank
range bonus does apply). The mines detonate on a die roll of I
or 2; otherwise, treat the shot as a missed roll. The mine-flinger
cannot use Spear-eompatible mines, TDX mines, or proximity
fuses.

Oil Gun/Paint Gun (OG/PC) - To hit 5, no damage, 3 DP,
$1,000,250 Ibs., 3 spaces; 10 shots ($25 and Sibs. each);
loaded cost $1,250, loaded weight 300 Ibs. It shoots a plastic
bag of oil that bursts 00 impact, creating a 1" x I" oil slick
centered on the point of impact. If the weapon misses, it is
assumed that the bag shredded before impact and the oil is too
dispersed to have any effect. The to-hit number applies when
firing at a specific square; if the weapon is fired at a vehicle, add
a -2 penalty in additioo to any other bonuses or penallies that
may apply. Oil on a vehicle has the same effect as paint, in
addition to leaving a normal-sized (I" x W') slick under the
target. The paint gun is essentially identical, but shoots a bag of
paint. If a bag of paint strikes the front of a car, that car will
suffer the penalties of driving through a paint cloud - but the
penalty is doubled and it takes ten seconds for a car's automatic
systcms to remove this heavier dose of paint from the car.

Spike Gun (SG) - To hi! 7, Id damage (see below), 2 DP,
$750, 150 Ibs., 2 spaces; 10 shots ($40 and 10 Ibs. each); loaded
cost $1,150, loaded weight 250 Ibs.; loaded magazine costs
$450 and weighs 115 Ibs. Area effttt. The spike gun can be fired
like an oil gun to hit a specific square, leaving a liz" x Ih"
square of spikes that acts like a single normal spike counter. The
spike gWl can also be fired directly at a targct (at a -4 penalty),
doing 1d damage to tires and pedestrians only. The spike gun
canllot usc explosive-tipped spikes.

Starshell Launcher (5L) - 2 DP, $500, 100 Ibs., I space;
5 shots ($50, and 5 Ibs. each); loaded cost $750, loaded weight
125 Ibs.; loaded magazine costs $300 and weighs 40 Ibs. Fircs
an illumination nare which will fully illuminate the entirc play
area, negating any penalties for night targeting. When mounted
in a vehicle, it must be OlQuntoo on top, and is protected by top
armor. It need not be in a turret and does not preclude a turret
from being mounted in addition.

Tank Gun (TG) - To hit 7, 8d damage, 10 DP, $10,000,
1,200 Ibs., 10 spaces; 10 shots ($100 and 20 Ibs. each); loaded
cost $1 I ,000, loaded weight 1,400 Ibs.; loaded magazine costs
$1,050 and weighs 215 Ibs. Burst effect. Tank guns can only be
installed on oversized vehicles, and must face forward or back.

Rockets

Anti-Power-Plant Rocket (APPR) - To hit 9, Id-I damage,
I DP, $500, 40 Ibs., I space; I shot. Burst effect. If an electric
power plant is damaged by this weapon (even by a single point),
the vehiclc's electrical system short-circuits and the power plant
immediately loses all power. It does not affect internal combus
tioo (Ie) engines or independently-powered devices, such as
lasers with laser balleries. It does DOl drain baUeries. A short
circuited plant can be recharged normally.

Beary Rocket (liN) - To hit 9, 3d damage, 2 DP, $200,
100 Ibs., 1 space; I shot. Burst effect.

Light Rocket (UR) - To hit 9, ld damage, I DP, $75, 25
Ibs., \12 space; 1 shot. Burst effect.

Medium Rocket (MR) - To hit9, 2d damage, 2 DP, $140,
50 Ibs., I space; I shot. Burst effect.

Micromissile Launcher (MML) - To hit 8, Id damage, 2
DP, $750, 100 Ibs., I space; 10 shots ($20 and 21h Ibs. each);
loaded cost $950, loaded weight 125Ibs.; loaded magazinecOSIs
$250 and weighs 40 Ibs. Burst effect.

Mini Rocket (MNR) - To hit 9, Id-I damage, I DP, $50,
20 Ibs., I/) space; I shot. Burst effect.

Multi-Fin Rocket Pod (MFR) - To hit 9, Id damagc per
rocket, 3 DP (each point of damage destroys two active rockets),
$450, ISO Ibs., 2 spaces. This must be rcplxed after firing, just
like a heavy rocket. Firing the MFR releases six rockets simul
taneously - thus i!s nickname, "Six-Shooter." Roll separately
to hit with each rocket. Treat each shot as a separate attack for
building breaches and debris purposes, but treat it as one big
attack for making a vehicle's control roll.

Radar-Guitled Missile (RGM) - To hit 7, 3d damage, 1
UP, $3,000, 100 Ibs., I space; I shot. Burst effect. The RGM
gets no point-blank: bonus and the nom13.1 range penalties do not
apply. Instead there is a -I penalty for every full 4" the target is
closer to the firer than 24". The missile bas enough fuel to fly
for 5 seconds. RGMs suffer no penalties for visibility; on the
other hand, gunner and computer bonuses do not apply. Thc
firer must have line-of-sight (LOS) to the target at the time of
firing; thereafter the missilc must maintain LOS to continue
tracking the targct. The missile moves at 4" per phase and
should be represented by a separate counter. Do not roll to hit
Wltil the missilc reaches the target. If the roll is missed, or if the
missile loses linc-of-sight to its target, thc RGM hits the ground
and explodes. RGMs can be placed on rocket platfomlS, rocket
EWPs and in rocket magazines, and can re made armor pierc
ing.

Rocket Launcher (RL) - To hit 8, 2d damage, 2 DP,
$1,000, 200 Ibs., 2 spaces; 10 shots ($35 and 5 Ibs. each);
loaded cost $1,350, looded weight 250 Ibs.; loaded magazine
costs $400 and weighs 65 Ibs. Burst effect.

Surface-to-Air Missile (SAM) - To hit 6 vs. air targets, 11
vs. ground oncs, 4d damage, 3 DP, $500, 150 lbs., I space; I
shot. Burst effect. SAMs call be mounted on rocket platforms
and other accessories and can be armor piercing.

Variable Fire Rocket Pod (VFRP) - To hit 9, Id damage
per rocket, 5 DP, $2,000, 200 Ibs., 3 spaces; 30 shots ($55 and
7"'" Ibs. each); loaded cost $3,050, loaded weight 425 Ibs.,
loaded magazine costs $1,100 and weighs 240 Ibs. The VFRP
can fire lip to six rockets in one firing action. Roll separately to
hit with each rocket, declaring the number fired before rolling
for any. A VFRP can fire a "ripple salvo," spreading its attack
over scveraltargets within its arc of fire (a turreted VFRP must
choose a single arc). Each rocket fired after the first will suffer
a cumulative -Ito hit, so that the first rocket hits normally, the
second suffers a -I to hit, the third -2, and soon. Iffircd at the
ground, use the grenade scatter rules (see p. 36) to find out
where the shell actually hit. When a laser-guided VFRP is fired
in a ripple salvo, thc laser suffers the cumulative to-hit penalties.

Wire-Guided Missilt (WGM) - To hit 6, 3d damage, 2 DP,
$2,000, 100 Ibs., I space; I shot. Burst effect. The WGM uses
the same targeting rules as the RGM. Gunner and computer
bonuses do apply, however, as do visibility !DOdifieJ1. If the
firer moves or loses line-of·sight to the missile, the WGM hits
the ground and explodes. The WGM is in all other ways identi
cal to the RGM.
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Torpedoes

StandDrd Torpedo - 4d damage, 3 DP, $300, 100 Ibs., I
space. This is very similar to a heavy rocket, except that it
travels at SO mph, regardless of the speed or orientation of the
firing vehicle. 1bc torpedo travels 1/4" below the surface of the
water and will pass over objects deeper than that. Use a missile
or pedestrian COUlller to represent the torpedo, and move it in a
straight line. The torpedo CalU10t be detected visually by any
thing more than 4" away from it. If the torpedo counter collides
with any other solid object of reasonable size, such as a rock or
boal- noc a beach ball - it hits automatically. Roll for damage.
When a boat is hit by a torpedo, the underbody amlOr is af
fected. Torpedoes can be made armor piercing at the usual cost.
A torpedo can be dropped from a nying vchicle. It is treated as
a bomb Wltil it hits the water, where it continues as nom13l. If it
lands on something, it does Id damage to whatever it hit and is
destroyed - it will not explode. Wire-guided torpedoes cannot
be dropped. A torpedo can be fired on, at -6 to hit. Any damage
destroys the torpedo.

Htav] Torpedo - 6d damage, 4 DP, $600, 200 100., 2
spaces.

High-Velocity Torpedo - Buy this at twice the base cost
(before homing, wire guidance, or proximity fuses are added).
It allows the torpedo (0 travel at 80 mph.

Homing Torpedo - These torpedoes add $3S0 to cost,
+20% weight. Treat as a regular torpedo, but the torpedo trav
els in a straight line until a boat-sized object is detected in the
torpedo's front arc, within a 24" range. If more than one object
comes in range simultaneously, the torpedo picks tbecloscr one.
If objects are at equal distances, it picks the larger one. If the
sizes arc also equal, itchooscs randomly. Once a target has been
selected, the torpedo will home in on it, turning up to IS degrees
cvery phase it nlOves (Le., a Dl boat bend), with no loss in
control. If the target manages to escape the torpedo's front are,
or gets fanher than 24" away, the lock-on is lost, and the tor
pedo resumes its straight-line motion until it finds anomer tar
ger. When the torpedo counter reaches the target, it hits
automatically - roll for damage. A homing torpedo will not
lock on to the beach, a rock, or even a large fish, but only a
boat-like object.

Mini Torpedo- 2d damage, 2 DP, $200, 7S 100., l/lSpace.

Wire-Guided Torpedo (WGr) - This guidance system adds
$200 to the base cost. A WGT is directed by the firing vehicle
toward its target, turning up to IS degrees per phase. The guid
ing wire is considered to be 1/4" below the surface of the water;
if a boat with a deeper draft crosses a line directly betwccn the
firing boat and its WGT, thc line is cut, and the WGT continucs
in a straight line. If a boat crosses the wire while on hydrofoils,
the wire has a 3 in 6 chance of being cut. A WGT can also have
the Homing Torpedo option; when the wire is discoIUlected, the
torpedo immediately revens to Homing mode. WGTs cannOt be
fired by a ship moving faster than SO mph.

Lasers

Blue-Green Luers - Lasers tuned to the proper frequencies
can fire more effectively Wlderwater. Any normallascr Call be
tuned to a blue-green wavelength for + 2S % to the laser's cost.
Firing a normal laser underwater is treated like firing an IR laser
through smoke. Blue-green lasers have no such penalty. IR and
X-ray lasers cannor be blue.green.

Heavy Laser (ilL) - To hit 6, 4d damage, 2 DP, $12,000,
1,000 Ibs., 3 spaces. Area effect. Drains 3 powcr units per shot.

HtaVJ X-RD.y l..aser (lOa) - To hit 7, Sd damage, 3 DP.
$20,000, 1,500 Ibs.• 5 spaces. Area effect. Drains S power units
per shot.

Luer (L) - To hit 6, 3d damage, 2 DP, $8,000, SOO Ibs., 2
spaces. Area effect. Drains 2 power units per shot.

Infrared (IR) Lasers- Two times the cost ofa normal laser.
IR lasers can fire through smoke and paint, but suffer a -I per die
of damage for every 112" of smoke or paint between the firer and
the target. lR TwLs will suffer a -I to their damage bonus per
1/2" of smoke - thus, an IR TwL firing through I \Ii" of smoke
will do 2d-3 (2d - 6 + 6 - 3) damage. An IR targeting laser
cannot penetrate more than I" of smoke.

Light l..asu (ll) - To hit 6, Id damage, 2 DP, $3,000, 200
100., I space. Area effect. Drains I power unit per shot.

Medium Laser (ML) - To hit 6, 2d damage, 2 DP, $5,500,
3S0 100., 2 spaces. Area effect. Drains 2 power Imits per shot.

Pulse l..asers - Multiplies the basic cost of any laser by
150% but leaves weight unaffected. It adds + I damage per die
- thus, a heavy pulse laser does 4d+4 and a pulse TwL docs
2d+8. Pulse lasers have no area effect and cannot laser-guide
rockets.

Targeting Laser
(TL) - To hit 6, no
dan13ge, 1 DP, $1,000,
SO Ibs., no space. It is
usable with any type of
rocket with a Laser
Guidancc link. It docs
not drain from the
power plant.

Twin lAser (TwL) - To hit 6, 2d+6 damage, 3 DP,
$10,000, 7S0 100., 2 spaces. Area effect. Drains 3 power units
per shot. When reduced to I DP, one laser has been destroyed;
damage drops to Id+2.

X-Ray Laser (XL) - To hit 7, 4d damage, 3 DP, $IS,OOO,
7S0 Ibs., 3 spaces. Area effect. Drains 4 power units per shot.
The beam of an X-ray laser is invisible. The target can tell the
general direction an attack is coming from, but llOlhing more
specific.

Flamethrowers

Flamethrower (FT) - To hit 6, Id damage, 2 DP, $500,
4S0 100., 2 spaces; 10 shots ($25 and Sibs. each); loaded cost
$750, loaded weight SOO 100.; loaded magazine costs $300 and
weighs 6S Ibs. Area effect. Maximum range 10". When fired,
any flamethrower creates a standard I" x Ill" snlOke cloud,
aligned along the line of fire.

Htavy-DulJ FlamtlhrOIO'er (IIDFT) - To hit 6, 2d damage,
3 DP, $1,250, 6S0 Ibs., 3 spaces; 10 shots ($50 and 10 100.
each); loaded cost $1,7S0, loaded weight 750 Ibs.; loaded mag
azine costs $S50 and weighs liS Ibs. Area effect. Maximum
range IS".

Light flamethrow
er (LF1) - To hit 6,
Id-2 damage, 1 DP,
$350, 2S0 Ibs., I space;
10 shots (SIS and 3 Ibs.
each); loaded cost $500,
loaded weight 280 100.;
loaded magazine costs
$200 and weighs 45 lbs.
Maximum range 5".
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Dropped Gases
ClouJ! Bomb (CBSS) - To hi. 6, I DP, $1,000, 100 Ibs., 1

space; I shot. Point-blank bonuses do DOt apply. The cloud
bomb ereates a HDSS; after two phases, the "smokescreen"
detonates, doing 2d damage to everylhing in or touching it (Like
a flame cloud) and Id in a 2" burst radius (vehicular components
are not affected). If the to-hit roll is missed, the chemicals are
assumed to have dispersed, and the cloud is treated as a normal
smokescreen.

Flame Clowl Ejector (FCE) - 2 OP, S500, 50 Ibs., 2
spaces; 10 shots ($60 and 5 Ibs. each); Loaded cost $1,100,
loaded weight 100 Ibs.; loaded magazine costs $650 and weighs
651bs. Creatcs a 112" X I" cloud when fired. Flame clouds look
like regular paint clouds and block fire in the same way. How
ever, they will not stick (no lasting penalty for driving through
the cloud). A cloud ignites after I phase; it bums for 2 turns,
leaving behind a standard smoke cloud. All flame clouds, no
mattcr what their size or source, do Id-I damage to every ex
posed vehicular componCDt and armor location. Wheelguards
take damage before armored hubs, which take damage before
tires; fifth wheel guards take damage before fifth wheels; trailer
hitch armor takes damage before trailer hitches and tongues.
Components behind a breached armored location are not ex
posed (apply a single Id-I damage as if it were a weapon hit),
but components behind an unarmored location (side of a cycle,
top of a roofless car) are exposed. Driving from open air into a
burning flame cloud is a 02 hazard.

Flame Cloud Gas Streamer (£COS) - lOP, $200, 100
Ibs., 2 spaces; 2 shots ($300 and25lbs. each); loaded cost $800,
loaded weight 150 Ibs.; loaded magazine costs $650 and weighs
65lbs. It creates a straight 5" X 112" flame cloud when fired.
Unlike other dropped weapons, gas streamers can be aimed like
regular weapons.

Gas Stmurur (OS) - lOP, $100, 50 Ibs., I space; 2 shots
(cost and weight depending on ammo). Creates a straight 5" x
1/1" smoke, paint or tear gas cloud out from the side the weapon
is mounted on. Gas streamers can be aimed like regular weap
ons. If a gas streamer is placed on automatic, it will fire imme
diately, and then once per tum, in the same phase on which it
was originally activated.

Smoke loads: $50 and 25 Ibs. each. Tear-gas loads: $100
and 25 lbs. each. Pain/loads: $50 and 10 Ibs. each. Both loads
in the streamer must be of the same type - no mixing.

Heavy-Duty F7JJme Clowl Ejector (HDFCE) - 2 DP,
$1,000, 100 Ibs., 3 spaces; 10 shots ($240 and 20 Ibs. each);
loaded COSI $3,400, loaded weight 300 Ibs.; loaded magazine
costs $2,450 and weighs 215 Ibs. Creates a I" x 2" cloud.

Heavy-Dul] Paint SpraJ (HDPS) - 3 DP, $800, 50 Ibs., 2
spaces; 10 shots ($40 and 8 Ibs. each); loaded cost $1,200,
loaded weight 130 Ibs.; loaded magazine costs $450 and weighs
95 100. Creates a I" x
2" cloud when fired.

Heavy-Duty Smoke
screen (HDSS) - 4 DP,
$500, 50 Ibs., 2 spaces;
10 shots ($40 and 20
Ibs. each); loaded cost
$900, loaded weight
250 Ibs.; loaded maga
zine costs $450 and
weighs 215100. Creates
a I" x 2" cloud when
fin:<!.

Paint Spray (PS) - 2 DP, $400, 25 Ibs., I space: 25 shots
($10 and 2 100. each); loaded oost $650, loaded weight 75 Ibs.;
loaded magazine costs $300 and weighs 65 Ibs. Creates a I" x
112" cloud when fired.

Smokescreen (55) - 4 DP, $250, 251bs., I space; 10 shots
($10 and Sibs. each); loaded cost $350, loaded weight 75 100.;
loaded magazioeCOSlS $150and weighs 65100. Produces a I" x
112" smoke cloud when fired.

Dropped Liquids

FTmning Oil Jet (FO}) - 3 DP, $300, 30 Ibs., 2 spaces; 25
shots ($35 and 2lbs. each); loaded cost $1,175, loaded weight
80 Ibs.; loaded magazine costs $925 and weighs 65 Ibs. It drops
a regular oil slick which bursts into flame I phase latcr. The
burning slick is treated like a regular oil slick and does Id-2
damage to the tires and underbody of vehicles that pass through
the burning slick. It bums for 5 tums. Flaming oil acts as a
smoke cloud while on fire. Once the FOJ slick has consumed
itself, the countcr is replaced by a standard smoke cloud of the
same size.

Hea" Flaming Oil let (HFOI) - 4 DP, $550, 60 Ibs., 3
spaces; 10 shots ($140 and 8 Ibs. each); loaded cost $1,950,
loaded weight 140 Ibs.; loaded magazine costs $1,450 and
weighs 95 Ibs. It creates a 2" x I" flaming oil slick.

Heavy-Duty Ice Dropper (HDID) - 4 OP, $1,000, 100
Ibs., 3 spaces; 10 shots ($100 and 10 Ibs. each); loaded cost
$2,000, loaded weight 200 Ibs., loaded magazine costs $1,050
and weighs liS Ibs. It creates a2" x I" ice counter when fired.

Heavy-Duty Oil Jel (HDOJ) - 4 DP, $500, 50 Ibs., 3
spaces; 10 shots ($40 and 8 Ibs. each); loaded cost $900, loaded
weight 130 Ibs.; loaded magazine costs $450 and weighs 9S Ibs.
It creates a I" x 2" slick when fired.

Jee Dropper (ID) - 3 DP, $750, 50 Ibs., 2 spaces; 25 shots
($20 and 2 Ibs. each); loaded cost $1,250, loaded weight 100
Ibs.; loaded magazine costs $550 and weighs 65 Ibs. The ice
dropper drops a patch of water and endothermic chemicals to
produce an instant!" x 112" patch of ice. Any vchiclehiUing an
ice patch takes a 02 hazard; any maneuver performed on ice
adds D4 to the mancuver's difficulty. If an ice patch is hit by a
flamethrower, flaming oil or exploding napalm mines, it will
mclt, turning to water (see p. 9).

Oil Jet (OJ) - 3 OP, $250,25 Ibs., 2 spaces; 25 shots ($10
and 2lbs. each); loaded cost $500, loaded weight 75 Ibs.; loaded
magazine costs S300 and weighs 65 Ibs. It creates a I" x 1/1"
slick when fired.

Dropped &Iids

Chaff Dispenser (CD)
- 2 DP, $300, 25 Ib,., I
space; 10 shots ($10 and 2
Ibs. cach); loaded cost $400,
loaded weight 45 Ibs.;
loaded magazine costs $150
and weighs 35 Ibs. Creates a
1" x th" cloud of radar
reflective foil strips ncxt to
the firing vehicle. All radar
directed fire passing through
the cloud is at -I to hit for every lh" of chaff. The cloud lasts one
second. Any vehicle driving through a chaff cloud takes a Dl
b=nl.
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Drop-Spike PlaJe (nsp) - 4 DP, $200, 50 100., I space.
Thc plalc can be mounled on the underside of any vehiclc except
cycles, small trikes, reversed trikes, and subcompacts. The reg
ular DSP measures 112" x 112". Dropping the plate is a firing
action; when dropped, the plate appears dircctly beneath the
dropping vehicle (the tires of the dropping vehicle are not af
fected unless the dropping vehicle is pushed onto the plate by a
ramming vehicle). If any pan of another vehicle touches the
plate counter, all tires of the vehicle take damage - Id damage
for solid and plasticore tires, 2d for all others. The plate docs not
take damage by being mn over.

FaJce Drop-Spike Plate (FDSP or FLDSP) - 1 DP. $50
($15 for a large one), 10100., I space. The fake plate is indistin
guishable from the real thing but doesn't affect tires at all; it's
plastic with soft Olbber spikes.

Heavy-Duty Chaff Dispenser (HDCD) - 2 DP, $600, 50
Ibs., 2 spaces; 10 shots ($40 and 8 Ibs. each); loaded cost
$1,000, loaded weight 130 100. It creates a I" x 2" cloud of
chaff.

Junk Dropper (JD) - 4 DP, $50, 25 Ibs., I space; 10 shots
(no cost, 10 Ibs. each); loaded cost $50,loaded weight 125 Ibs.;
loaded magazine costs $50 and weighs 115 Ibs. When the jlUlk
dropper is fired, it drops two randomly selected debris counters
in one 112" x '12" square located as for a spike or minedropper.

lArge Drop·Spike PlaJe (LDSP) - 6 DP, $350, 100 100., I
space. The large plate measures I" x 1/1", and can only be used
by buses and semitrailers longer than 20', but is otherwise iden
tical to the regular DSP.

Minedropper (MD) - 2 DP, $500, 150 Ibs., 2 spaces; 10
shots ($50 and 5 100. each); loaded cost 51,000, loaded weight
200 Ibs.; loaded magazine costs $550 and weighs 65 100. Burst
effect. Does2d damage to the underbody, and Id damage to each
lire within I".

Spear 1000 Minedropper (SMD) - 2 DP, $750, 150 Ibs., 2
spaces; 5 shots ($100 and 10 Ibs. each); loaded cost $1,250,
loaded weight 200 100.; loaded magazine costs $550 and weighs
65 Ibs.

Spikedropper (SD) - 4 DP, $100, 25100., I space; 10 shots
($20 and 5 100. each); loaded weapon costs $300 and weighs 75
Ibs.; loaded magazine costs $250 and weighs 65 Ibs. See p. 32.

Munitions
Anti-Personnel

(AI? Ammo - Avail
able for machine pis
tols, SMGs, MGs,
VMGs, heavy pistols,
light pistols, and ri
fles. It does double
damage to pedestrians
and normal damage
elsewhere. When used
in area-effect weap
ons, AP ammo does
full damage to ail tar
gets in the area of ef
fect. AP ammo costs
5 Xregular ammo, but
weighs the same.

Armor·Piercing (AJ? Rockets - IIIl x cost, normal weight,
+ I per die of damage. No burst effect. AP are available for all

single-shot rockets, torpedoes and missiles, as wcll as RL,
MML, VFRP and MFR.

Annor-Piercing Fin~Stabiliud Discarding Sabot (APFSDS
or Sabot) Warheads - 2 x normal cost, 11/1 x nomtal weight.
For ATGs and tank. gWlS. APFSDS does + 2 damage per die 
thus, 3d+6 for the ATG, or 8d+ 16 for the tank gun. There is
no burst effccl. They cannOt be mixed with nomtal ammo.

Beacon Mines - $200 and 5 Ibs. each. They are activated
when dropped or by radio control. Any radar- or laser-guided
weapons that pass within 3" of an active Beacon Mine have a 2
in 6 chance of being diverted to hit the mines. Any hit (or
multiple hits) of 5 or more points will disperse the counter,
rendering it ineffective. TIley can be fired from a mine flinger,
and mixed with other mine loads in a magazine.

Explosive Rounds - Loaded in MGs and VMGs. Double
the cost per shot (CPS) and weight per shot (WPS) of regular
ammo. Damage is tmaffected, but the weapon gains a 'Ild burst
effect in a Ill" radius. If the weapon is fired at multiple targets,
apply a single burst effect for the entire area rather Ihan several
overlapping explosions.

Explosive Spikes - $50 and Sibs. each. Explosive-tipped
spikes look just like regular spikes, and arc loaded in a rcgular
spikedropper. A loaded magazine costs $550 and wcighs 65 Ibs.
A vehicle which hilS the spikes dctonates them. Damage is Id-I
to solid tires, Id+ I to all tires. No burst effect. Remove the
counter after dctonation.

FaJce Mines - $10 and Sibs. each. They look just like the
real thing, but arc just weighted plastic imitations.

Flaming Oil Ammo - Loaded in a regular oil gun; $90 and
5 100. each. This anmlO lays a I" x I" oil slick just like the
regular oil gun round (sec p. 77), but one phase after the slick is
produced, it ignites! The flaming slick is treated just like Ihat
from a FOJ. If this anmlUllition is fired directly at a car, it is
trcatedjustlike a regular oil gun round -the oil is too dispersed
to ignite. It can be mixed with nomtal anmlO.

Glo...·in·the·Dark Paint - Loaded in any paint-using weap
on; CPS 4 x nonnal, WPS same. When targeting a vchicle that
has been eovered in glow-in-the-dark paint, nighttime penalties
are reduced to only -I; if combined with LIGs or any other
nighttime vision cnhancers, the darkness penalty is fully elim
inated. It cannm be mixed with normal anmlO.

High-Density Ammo (HD Ammo) - Available only for
MGs, VMGs and ACs. HD anmlQ costs and weighs twice as
much as regular anmlO, and dantage is increased by I point for
each die of damage the weapon would ordinarily do (MGs would
do Id+ I, VMGs would do 2d+2). HD ammo is not available
for hand weapons (exccpt for tripod.nlOUlltc<1 MGs and VMGs).

High-Explosive Anti-Tank (HEA1) WarhMds - Loaded in
RRs, ATGs .and TGs; CPS 1112 x normal, WPS same. It docs
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RL Incendiary Missile - 2d+2 damage (only 2d to FP
armor); $60 and II Ibs. each; loaded magazine costs $6.50 and
weighs 125 Ibs. Due to slight size differences, incendiary rounds
cannot be combined with regular RL rounds in the same mag
azine. They can only be used in RLs. They add a fire modifier of
3 and a bum duration of 2.

SiT/gie-Shot IT/cefldiary Rockets - 2 x cost, Ilh x weight
of a standard single-shot rocket. It inflicts an extra point of
damage per die against non-FP armor, and adds a fire modifier
and bum duration based on the rocket itsclf: 1/0 for a MNR,
LRs get 2/1, MRs get 312, and HRs, WGMs, RGMs and Sting
ers get 4/3. Cost to make MFRs incendiary is the same, but each
rocket in the MFR gets a fire modifier of lh and a bum duration
of 1. Incendiary rockets e.tnnot be made amlOr piercing.

Smoke Rockets - Same cost and weight as nornUlI rockets.
Smoke rockets create a line of I" x 1/2" smoke counters equal
to twice the number of dice damage that a nOTnlal rocket would
do (i.e., a heavy smoke rocket would create a 6" line, a medium
rocket or RL round would create a 4" line and an MFR would
create six overlapped 2" lines).

Spider Mines - Loaded in a Spear 1000 MD; $150 and 10
Ibs. each. It does danUlge like ... regnlar (flO( Spear) mine. The
range of detonation for a spider-mine counter is enlarged to lh"
- 2 squares in any direction, instead of the usual I. Spider
mines are identifiable from a disunce. They can be nuxed with
regular ammo.

Two-Dimension
al Explosive (TDX)
Mines - Can only be
used in a Spear 1000
mioedropper; $100
and 10 Ibs. each.
When detonated, the
TDX mine does
Id+3 damage to
tires, but only Id-2
damage to the under
body of the triggering
vehicle.

Tear Gas Rockets
- Smoke rockets can
be loaded with tear gas for twice the cost.

Tracer Ammo - This amnlO is mixed with whatever type of
anuno is already in the gun and has the same cost and weight as
the ammo it's mixed with. Tracer amnlO can only be used in
MGs, ACs and VMGs. When tracer amnlO is used, a third-tum
sustained fire bonus of +3 is possible. Subtract 1 point from
every die of damage done. (Regular MG anlOlO, for example,
docs Id-I danlage instead of Id when tracer anmlois mixed in.)
The bonus is available only when using tracer anmlO.

the target - thus, it can danlage hovereraft. Any damage a hover
takes from a proximity·fuscd torpedo is taken on its facing skirt
(see p. 70), or, if it has no skirt on that side, on the underbody
armor. Proximity-fused torpedoes do half damage.

RL Flare Round - Loaded in a regular RL; $20 and 5 Ibs.
each. II can be fired directly at a target (to hit 10, Id-2 danlage,
fire modifier 2, bum duration 0). If used for illumination, the
round lights a 20" radius arC3 for five seconds, reducing the
nighttime targeting penalty to -I. The round does not have to be
fired straight up; the center of illumination ean be placed any
where within IS" of the firer. It can be mixed with regular
anmlO.

+ I damage per die - thus, 2d +2 for
the RR on up to 8<1+8 for the tank gun.
There is no burst effect. HEAT can be
mixed with normal ammo.

High-Explosive Squash-Head
(IIESI1) Warheads - Loaded in RRs,
ATGs, DCs and TGs; CPS Ph x
normal, weight same. Damage is the
same. However, HESH removes a
point of metal armor for every 4, 5 or 6
rolled, rather than just on a 5 or 6.

Incendiary Ammo - Costs 11/2 times as much as regular
anmlO, weighs the same. Available for MGs, VMGs and ACs
only. It docs nomlal damage to melal, regular or reflective amlOr
and 1 point less to fireproof arnlOT. It docs normal damage to
pedestrians and internal vehicular components. II also adds a fire
modifier of 2 and a bum duration of 1.

Proximity flues - $100 per mine, no weight or space.
These fuses automatically detonate mines if anything touches the
counter. They detonate on a rol1 of I to 4 on I die when a vehicle
comes within one square (1/~") of the counter. Proximity fuses
are not detectable. A proximity fuse will not arm itself until a
certain number of phases (usually 2) after being dropped, to
allow the firing vehicle to get clear. The amung time can be
adjusted between combats; this is an Easy task for a mechanic.
Different mines in a minedroppcr can have different arming
times, but the player must keep track of the order in which mines
are used.

Torp~do Proximiry Fuses - The cost is $50 per torpedo. A
torpedo with a proximity fuse hits when it comes within I/~" of

High-TemperaJure (H7) Ammo - Loaded in any flame
thrower or flaming oil jet; CPS 4 x normal, WPS Ilh x nor
mal. ltdoes +2 points of damage perdie-thus, a FOJ with HT
anuno does a Id, and an FT does Id+2. The fire modifier is
increased by I, while the bum duration is reduced to I. II cannot
be mixed with regular ammo. HT-flaming oil anmlO will bum
for 2 turns.

Ice Ammo - Loaded in a regular oil gun; $40 and 5 Ibs.
each. It lays a 1" xl" patch of ice that acts just like that from
an ice dropper. If this ammunition hits a vehicle directly, a 1/2"
xl" ice patch forms under the vehicle but t11ere is no additional
effect - the water is too thinly spread to form ice on the car
itself. It can be mixed with nonnal anuno.

~I
MML Incendiary - Id+ I damage (ld to FP armor), CPS

35, WPS 6. For MMLs only. Used the same as regular incendi
ary ammo, but the fire modifier is 2 and the bum duration is I.

Napalm Mines - Loaded in a normal MD; $60 and 5 lbs.
each; Id danlage to underbody and tires. Loaded in a Spear MD;
$150 and 10 Ibs. each; Id damage to tires, 2d to underbody.
Unless a vehicle has both fireproof amlOr and tires, it willtaXe
a fire modifier of 4 with a bum duration of 3. Like flame
throwers, napalm mines are vola.tile, and a vehicle carrying them
nlay explode. If napalm mines ever end a phase underneath an
ignited flaming oil slick or flame cloud, they immediately deto
nate.



14. Accessories
Many accessories are available to customize duel vehicles.

Some arc defensive in nature; some are decidedly offensive;
olhers are just convenient. Restrictions apply 10 the use of many
of these accessories, so read each description carefully.

Offense
Biow·Through Concudment ~ $100, to 100., no space.

This special armor patch covers one weapon's firing pon, con
cealing it from view. When the weapon is first fired, the patch is
instantly blown away with a small explosive charge. The patch
must be replaced 10 conceal the weapon again; this is an Easy job
for a mechanic. Blow-through concealment patches need not
match the vehicle's armor type.

Body Blades - These are like cycle blades (p. 57), bUI the
cost and weight is the same as 3 points of plastic armor for that
vehicle. They need not match armor type. Fake blades arc avail
able for $20 (no weight or space).

&mb Racks (BR) - These hold bombs externally on the
underside of aircraft. Bomb racks cannot be mounted on a vehi
cle that has a bottom-mounled turret. They cost $100 and weigh
50100. per space of bomb capacity. The one-space BR will fit on
small choppers and larger; the two--sp3ce rack will fit on small
choppers and larger; the three-space will only fit on standard and
transport helicopters; and the four-space DR will only fit on
transport helicopters.

Brushcutter - $100, 20 100., no space. A front-mounted
blade, this can be momued with regular arnlOr, but not wilh
bumper spikes. It is destroyc<l when Ihe froll! armor is de
stroyed, and adds 2 hits to damage done to any pedestrian hit by
the front of the car. It allows the vehicle 10 mow down small
trees (normally D2 or D3 hazard) with no ill effects, but has no
effccl on rocks, other vehicles, etc.

Bumper Spilus - Cost and weight equal to 5 points of annor
for that vehicle, and must match that vehiclc's amlOr. 11Jcy can
be mOlUlloo on the front or back only. Bumper spikes add ld to
all damage given in a collision, modified by the vehicle's DM
(double damagc to pedestrians). ll1C)' cannot be mounted in con
junction with a ramplate or bmshcuttcr. Thcy arc destroyed whcn
all armor on that side is destroyed.

Cupolas - A cupola is a turret that carries a gunner inside it
with lhe weapon. A three-space cupola can hold a gunner and a
one-space weapon (a machine gUll, for example). The cupola
gUllner has a + I to hit, but he can fire only thc cupola weapon
(unless it is smart-linked to another weapon). If tbe top annar is
pcnclratc<l, thc gunner lakes damage before the weapon does. A
cupola can be designed to be cntered from oUlside or inside the
vehicle, but not both. Pop-up cupolas work like pop-up turrets;
sec p. 84.

Thrcc-space Cupola: $3,500,400 Ibs., 2 spaces.
Three-space Pop-up Cupola: $4,500, 600 Ibs., 5 spaces.
FouNpace Cupola: $5 ,500, 500 Ibs., 2 spaces.
Four-space Pop-up Cupola: $6,500, 750 lbs., 6 spaces.

None 1 Space Only Up To 2 Spaus Up To 3 Spaus 4 Spaces

Sub«lmpKt I-space CTS 2,spKe CTS Camper T,..ctoo or IO-wh«l Cabs

Lt. Trike CompaCl Mid-size V" IO-Whcel Carriers

Mini Van Traikr Med. Trike ...., 15-ft. Van Tl1Iilcr 20-ft. Vln Trailer

Turrets &
Motorcydes 60ft. Vln Trailer Luxury Std. Helicopter 2S· or 3Q.-ft. Van Trailers

Lt. or Hvy. Sidecar One-Man Helicopter SUlion Wagon Crui5Cr Semi-T,..ilers

Cupolas Rowboal Dingh1 Hvy. CKX·hvy. Trike Large Hover MinibuS
Qne-Man Hover Small Hover IO-ft. Van Traikr ..~,

SmIIUlielicopter Transpon Helicopter
Speedboal Ylcht
SId. Hover Cargo Hover

Cyeles Subcompacl
Mcd., Hvy.• Ol'X-hvy. Trike

Camper or Van No such ilcm6- or IO-fl. Van Tl1Iiler
Sidecars Ll. Trike Coml"'CI IS- or 20- ft. Vln lrailers

Helicopters Mini Van Tl1Iiler Mid·size 25- 01' 30-ft. Van Trailers

Row....' Sol" TrKlors.t. IO- ....hcel Cabs

Rocket One-Man Hover L\lxury Semi·Trailers.t. 10-....1\«1

Platfonn Pickup Carriers

SlIlion Wagon Minibus

DillJhy '"~,

Spudboat Cruiser

Small Hover Vachl

SId. Honr Cargo Hover

Sid«ars Subcompact Mid·size Campc:r Sid. HeliCOfoler
Compacl Sedan V" Tran~pon Helico['lcr
Cycles Luxury Traclors & IO·wheel CabS '"~,

EWPs Lt., Med. or Hvy. Trike Piekup IO-whcel Carriers Scmi·Trailus

(and Mini Van Traikr Slalion Wagon IS· or 2(}.ft. Van Trailers Vx"
Rockel EWPs) 6-ft. Vln Trailer One-Man Heliropler 25· or 3O-ft. Van T,..ilcn Cargo Hover

One-Man Hover IO-n. Vln Trailer Minibus
Small Hover X·hvy. Trike Small HelicOJller

-""""", Speedboat Cruiser
Din&l1y SId. HO"er Large Hover

&mbRack Dnc-Man Helicopter Small Helieopter SlIndard Helicopter Transport Helicopter
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Cyberlink - $16,000, 100 100., I space. This computerized
hclffiC( links the wearer to one particular weapon (like the SWCs,
p. 84), and gives Ihe wearer +3 to hit, with Ihat weapon only.

DlIllI-Weapon Magazine (DWAf) - $150,50 Ibs., I space,
plus cost and weight of ammo. Must be attached to two idenlical
linked weapons in the same facing. Like a normal magazine, Ibis
ilem holds the same Dumber of shOIS as its weapon. However,
this ammo is used by two weapons rather than one. If one
weapon of the pair fires a shot from this magazine, the other
mUSI fire from this magazine as well. The DWM adds no DP to
either weapon and is destroyed the instant one of its weapons is
destroyed. This item can be combined with normal magazines
and magazine swilches, but rocket magazines arc 001: available in
a dual-weapon version.

&urnal Weapon Pod (ElfP) - These pods come in four
sizes, holding from I t04 spaces of weaponry. A single pod can
be mounted in place of a lunct on lOP of a vehicle (or boltom of
a helicopter). When mounted to the side of a vebicle, a second
pod of Ihc same size mUSI be mounted on Ihc opposite side 10

match. Pods can fire either to the front or rear, but the direction
must be spc:cified upon installation. Malched pairs must fire in
the same direction. Front-firing pods have the same arc of fire
as front weapons; back-firing pods have the same arc as back
weapons.

Pod armor COSIS $ 10 and weighs 4 100. per poinl of plaslic,
and has a 40 lb. weight limit. Pod armor is universal - that is,
there is only one localion. Pod armor can be made of any type of
armor, so long as the weight limit is not exceeded. The type of
armor on an EWP does /lot have to match the type ofannor used
on the rest of the vehicle.

If the side ofa vehicle with an EWP is hit by enemy fire, roll
I die. If the number is equal to or less than the number of spaces
the pod has (Le., 2 or less for a two-space pod), the pod armor
takes damage firsl, then the pod weapons (if there are more than
one, one is considered "outside" the other and takes damage
first - the owner decides which one), then the vehicular armor
on Ihat side (as usual). If the number rolled is greater, the pod is
missed, and the vehicle takes damage nomully. But when firing
at a side-mounted EWP from the side, Ihe EWP is at a -2 10 hit.
If you miss your roll by I or 2, however, you still hit Ihe side of
the vehicle. A miss by more than 2 misses everything. A top
mounted EWP is targeted just like a turret.

If a vehicle rolls, any pods (and weapons in them) that arc
mounted on a side that hilS the ground are automatically de
stroyed (tom off). If the side of a vehicle with an EWP is in·
volved in a collision, the pod armor takes damage first. then the
pod weapons, Ihen the side of the vehicle (as usual).

A vehicle with one or more EWPs has its maximum speed
reduced by 10% due to increased wind resistance.

For an e:ura 5250. an EWP can be filled with an ejection
system. lfa vehicle carries more than one side·nlOunted EWP,
the EWPs must be linked and ejected simultaneously. Place an
obstacle counter next to the ejecting vehicle's counter (treat as a
"dropped weapon" counter in placing it).

If a vehicle, for whatever reason, has only one side-mounted
EWP of a pair, ils HC drops by 3 until the missing one is
replaced, or the surviving one is removed.

One-space EWP: $500, 1501bs.
Two-space EWP: $ I ,000, 250 100.
Three-space EWP: 52,000, 400 Ibs.
Four-space EWP: $3,000, 600 100.

&lra Magazines - SSO, 15 Ibs., I space, plus Ihe cost and

weight of anmlwlition. An extra Ilugazine for a weapon can hold
the same number of shots Ihe weapon itsclf can. More than one
extra magazine can be attached to a weapon. Each extra nuga·
zine adds I DP to the weapon. EXira magazines do not count
against the space limitalions of a weapon in a turret or cupola,
but do count against a vehicle's space and weight limit.

Fake Tu"tl - $250, 50 Ibs., no space. Looks like any
regular (bul empty) lurrct - it even rotates. The "rurrct" can
carry any number of fake weapons (al $100 and 20 100. each).
The rumt is instantly destroyed when hit (and the top armor
takes no damage).

Homing Anti·RaiJar Missiles (HARMs) - adds $100 per
rocket (any rocket). TIley must be linked to a Radar Detector.
When active, a HARM
will automatically fire
at any incoming radar
source (vehicular radar,
ROMs, radar jammers,
etc.) with a + I to hit
for every 4" range past
Ihe first full 4", pro
vided Ihat the radar
source is within the
HARM's arc of fire, up
to a total bonus of +4
(il uses the rocket's own
to·hit number). If thc
HAR},ofs are fired from
a RL, MML or VFRP,
the HARM system will
keep firing so long as
the radar source is in its firing arc. If HARMs are fired man·
ually, Ihey suffer a -2 to hil against non-radar-gencrating tar
gets, and use nomul ra.nge modifiers.

Laser Battery - I DP ,
$500,100 lbs., I space. This is
located adjacent to the power
plant, and is destroyed after the
power plant is destroyed. A
laser battery is reqllired if a
gas-powered vehicle is going
to fi re lasers or run power
draining electronics (radar. IR,
etc.). The laser battery can
hold 100 power units - good

for firing lasers, nmning high·powered electronics, and so on.
A recharge COSIS $10 and takcs two minutes.

lmer·Guidance Unk (LGL) - $500 for the electronics and
laser tuning, plus $200 per guided rocket; no weight or space. It
can be used with any rocket weapon except SAMs, ROMs aJld
WGMs. If used wilh multiple-sllol rocket weapons (RL, MML,
VFRP, MFR, etc.) the $200 must be paid ~r shell. The guiding
laser and Ihe rocket must be linked (for $50) in order for balh to
fire; this is legal, since only the laser is assumed to be aimed.
The LGL can guide any number of rockets at a time, if they
come from the same vehicle and same arc of fire.

When a tuned laser and a modified rocket are Hnked and
fired at the same target, roll 10 hit with the laser first. If it hits,

roll 2 dice without modifiers for each rocket. On a 4 or better,
the rocket automatically hits, but on a 2 or 3 it misses - the
homing sensor lost track of the laser beam. If the laser itself
misses, nevcr reaches the larget, or was not fired, the rockets
have no chance of hilling - Ibe guidance modifications make the
rockets 100 inaecurate for unguided fire to be effective.

-83- Accessories



-84-

destroyed when one rocket inside it is destroyed (or, if empty, it
is destroyed when the armor protecting it is breached). Rocket
magazines allow a firer to gain sustained-fire bonuses with rock
ets. Rocket magazines cannot feed to rocket platforms, but can
feed into turrets.

Rocktl PIal/ann - Available in three sizes: Mini ($75, 50
lbs., I space), Small ($100, 100 Ibs., 2 spaces), and Large
($150,200 Ibs., 3 spaces). TIle rocket plalfoml takes no space;
it's mounted on a vehiclc's top. The rockec platform holds 1,2
or 3 spaces worth of single-shot rockets of any type and rotates
like a turret. There are size restrictions for these; see the Turret
Tablt! (p. 82) for details.

RoJary Magar.jnt - $500, 10 Ibs., no space. Added to any
single weapon or n13gazine, it allows the firer to choose ammu
nition freely from a mi:tcd load within a single magazine.
Choosing the round docs not count as a firing action.

Smart link - $500, no weight or space. It acts as a regular
link between two or more weapons. In addition, it allows weap
ons in one location to be aimed and fired with weapons in a
diffcrent location (for cxamplc, forward weapons smart-linked
to a weapon in a turret). All weapons llluSt be aimed at the same
targct - and naturally all must be able to aim al Ihat target.
Non-identical weapons still cannot be aimed together. 'The SOlan
linle itself can be linked.

Targtting Computt'T - $1,000, no space or weight. It adds
+ 1 to all to-hit rolls for any single vehicular position (driver or
gunner, but not both). 11 is destroyed when the power plant is
destroyed. A hi-rt's version is available for $4,000; this model
works the same way, but gives a +2 to-hit bonus.

A singlt!-weopon computer (SWC) must also be set on instal
lation to aid a single weapon Iypc in a single position (VMO
front, RR in turret, for example). Like a regular computer, it can
only aid one crew member, and which crew member benefits is
also set at installation. The standard SWC COSIS $500, and adds
+ I to the to-hit roll; the hi-rt!s SWC costs $2,500 and gives a
+2. Targeting computers CalUlot be combined with each other or
with the cybcrlink for higher bonuses.

Turnls - Turrets take up space in a vehicle, but in tum can
hold a number of spaces' worlh of weapons Ihat do not count
against the vehicle's
space limit. A pop-up
turret hides inside the ve
hicle, possibly lulling an
opponent into thinking
you're lightly armed.
Raising or lowering a
pop-up turret is a firing
aclion and takes I turn.

One-space Turret: $1,000, 150Ibs., I space.

One-space Pop-up Turret: $2,000, 300 Ibs., 3 spaces.

Two-space Turret: $1,500,200 Ibs., 2 spaces.
Two-space Pop-up Turret: $2,500, 350 Ibs., 4 spaces.

TIlTee-spacc Turrel: $2,500, 300 Ibs., 2 spaces.
Three-space Pop·up Turret: $3,500, 450 lbs., 5 spaces.

Four-sp:lce Turret: $3,500, 400 Ibs., 2 spaces.
Four-space Pop-up Turret: $4,500, 600 Ibs., 6 spaces.

Unilltrsal Turrtts, Cupolas and Rockel Pla1fonns - Adds
an exira $1 ,000, no weight or Space. Ordinary turrets, etc. can
not fire higher than a 45° angle. A universal turret, cupola or
rocket platform can fire straight up (or straight down if mounted
on aircraft).

Accessoriss

Ramp/aJe - CoSI
and weight are in addi
tion to the front annar
or a car, truck, boat or
reversed lrike. Cosc is
Ilh limes the cost of
the front armor, and
weight is half the
weight of a/lthe froot
armor of a vehicle. A
ramplate can only be
mounted on the front
of a vehicle. When in a
collision involving the

ramplate, firs! delennine damage the normal way. 11len, the
OIher vehicle cakes (Wice that amount, and the vehicle with the
ramplalc takes half that amount. A/au ramplale cOSlsand weighs
as much as 5 points of the vehicle's front armor, ifICluding modi
ficrs for special armor types and sloped armor. The fake ramplate
cannot be distinguished from the real thing without a close in
spection. Ramplates, real and fake, arc dcstroyed when tbe
vehicle's front annor is destroyed; a fake ramplate has 110 effecl
on collisions.

Rockt'l EWP - Weight and cost arc half that of a similar
EWP. No armor can be earried, and the rockets are vulnerable
to damage and vehicular fires. A rocket EWP carries single-shot
rockets of any lyPC.

Refer to the table on p. 82 for mounting restrictions.

Rocktt MaglU.int' - Available in 1-, 2-, or 3-spacc sizes.
Each magazine will hold its capacity of any ooe rocket lype
(Heavy, Medium,
Lighl, Mini, ROM,
WGM, etc.). Type
is chosen at instal
lation. The mag
az.ine costs $50 and
weighs IS lbs. per
space of capacity.
A rocket magaz.ine
has 0 OP, and is

link - $50, no weight or space. It links any two or morc
pieces of equipment, so Ihat they can both be aClivated by a
single firing action. II is normally used on weapons, bUI can be
booked to other equipment For a more complete discussion of
links, see Linud Wt'apons, p. 33.

Magazine Switch - $250, no weighl or space. A magazinc
swilch allows Ihe firer 10 select the source magazine for the shot
being fired; lhis lakes no lime and does nOt COWlt as a firing
actioo. Shots in lhe selected magazinc arestill used lop 10 boltom,
so if a magazine has a mixed load, you must still kccptrack of the
orderofshOls fired. It isdcslroyed when the weapon isdestroycd.

Weapons set on automatic will fire all shots from one maga
zine until it's cmply, then switch 10 anothcr of the player's
cboice (assumed 10 be programmed before combat).

Pintlt' Mounl- $150, 20 Ibs., no space. This mount can
hold any I-space weapon; a mounl that will hold a 2-space
weapon costs and weighs twice as much. A pintle mount musl be
mounted adjacent to a sunroof or convertible top. It allows a
180° are of fire designated when lhe pintle mount is installed.
TIle gunner for the weapon mUSI stand behind il and physically
aim and fire the weapon. The weapon is not protecled by armor,
bUI can usc the tripod gunshicld. If a vehicle with a pintle mOWlt
rolls, the pintle and weapon will break off when the vehicle rolls
onto its top.
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Vehicular Computu - $4,000, no weight or space. It is
installed in anyone crew position, just like a targeting com
puter. II gives a +1 to hit with all weapons fired from that
position. In addition, a wide array of non-eombat programs arc
available, stored on holographic data-storage cubes. The details
of these are left to the referee, but examples include bookkcep
ing, data eommuniealions, entertainment and so fonh.

Weapon Concealment - $250 and 50 Ibs. per space of
weapon concealed. It takes no space for a )- or2-space weapon,
) space for larger ones. Componellt amlOr, extra magazines and
fire-retardant insulators count as part of the weapon; the space
laken up by concealment counts toward Ihe I/,..spaccs-per-facing
rule (sec p. 55).

Concealment hides a weapon's presence until a crew rncmber
reveals it. Activating or deactivating concealment counts as a
firing action for the weapon - it cannot be fired UllIil IlCXt tum.
Safety illlerlocks prevent firing the weapon while it is concealed.

Zero-Space Turret - $750, 75 Ibs., I space. It can hold one
targeting laser and can be mounted on any car or sidecar which
docs not already have a turret. A zero-space pop-up turret costs
$1,750, weighs 150 Ibs., and takes up I space.

Defense
Armond Bur Rlfriguator (ABR) - 20 DP (fircproof),

$250, 50 Ibs., 2 spaces. It holds up to 60 cans of any brand of
beer or other beverage. It includes its own backup battery good
for 12 hours. It can also floot with up 10 three pedestrians hang
ingon.

Anllond Minifridge (AMF) - JO DP (fireproof), $100, 30
Ibs., I space. This holds lip to 24 cans and can only support one
pedestrian, bm is otherwisc like the AI3R.

Armored Wheel flubs - $10 and 4 lbs. per point of amlor,
maximum weight 40 lbs. each. Hubs mllSI match the car's arlllor
type, like whcclgllards. They can be Illounted on any wheel
facing the outside (not the inner wheel of a pair). Armored hubs
protect just like whcclguards - when the tire is hit, roll I die;
on a I to 4 the :lTlllorcd hub lakes damage first, and on a 5 or 6,
the hub is bypasscd and the lire takes damage directly. Armored
hubs do not affeet the HC of a vehicle in any way.

Armored hubs can be uscd with wheelguards for additional
protection, but Ihe
wheelguards slill afflXt
HC as usual. When
hubs and whcclguards
arc used on a lire,
check to see if the
wheelguard stops the
damage first. If the
damage bypasses (or
blows through) the
whcelgllard, roll again
to see if the hub stops
the damage. Only if
neither Ihe whoclguard nor the hub stop the damage, is the tire
hit. Unlike the whcclguard, which stops damage from all sides,
the armored hub SlOPS danuge ooly from lhe side (as defmed by
the vehicle's side arc of fire).

Cycles can usc armored wheel hubs, but must buy two - one
for each side.

Cargo SaIl - $22,000, 12,000 Ibs., 15 spaces. The safe
holds 10 spaces of cargo, and has 100 points of fircproofplastic
armor on each of six sides. It also comes wilh an electronic
coded lock. An optional refrigeration unit costs $2,000; an oxy-

gen rebreather (for live cargo) costs $4,500; and a sclf..(lestruct
system (triggered from the cab or when all amlOr on one side is
gone) costs $900.

Component Armor - Assigned to anyone vehicular compo
nent, it costs $5 and weighs 2 Ibs. per point per space taken up
by the component being protected.

Eramples: Protocting a super power plant- 6 spaces -costs
$30 and weighs 12 Ibs. per point; armor for a laser- 2 spaccs
coslS $10 and weighs 4 Ibs. per point. If the protccted componenl
takes up less than I space, or no space, the cost and weight of the
armor arc Ihe same as for a I-space component. A component can
have up to 20 100. of armor per space. TIlC amlOr also takes up a
space. Componelll armor takes up III space OIl cycles.

ComponelU armor is universal, providing full protection
from all angles. It effectively increases the DP of the conlpoocnt
in qucstion. Extra m.agazines must be amlOre<! wilh the asso
dated weapon, and laser batteries and other items allac:hed 10 the
power plant or engillC must be armored with that plant/engine.
It cannot be used to prOtect weapons in EWPs, but can protecl
turreted weapons and anything else in a vehicle. Component
arnlOr docs not have to nutch vehicular arnlOr.

Only one weapon per facing of a vehicle (fronl, righi, top,
ClC.), along with its extra magazinc(s), can be protected. Linked
sets of identical weapons can also be protocted - figure the cost
and weight based on the total number of spaces of the linked
weapons. Component amlOr cannOI be placed in comer mounts.

DischargU's - Dischargers are Olle-shot weapons attached
to the outside of a vehicle. They weigh 5 Ibs. each but lake up no
space. Only one discharger of any type can be mounled for every
711l feet ('Il") of vehicle facing. For example, a car can nlOunI
one in front, two righi, two left, twO lOp, two underbody and
one back. They can be mixed in any way. Each dropped-weapon
discharger creates a Slandard cloud (or slick) exactly as if it were
a regular dropped weapon. Droppcd~wcapon dischargers may
affcct the firing vehicle unless they arc side or back mounted.

Whenever an armor location carrying a discharger is hit, roll
I die. On a I, one discharger on that side is destroyed. If an
arlllor location lakes ram damage (collision, rolls, elc.), all dis
chargers on that side arc automatically destroyed.

Flame Cloud Discharger (FCD) - $150.
Flaming Oil Discharger (FOD) - $100.
FlecJwtte GrenmJe (FD) - $50. It docs Id of damage 10

pedestrians and exposed cyclists in a 2" burst radius, but 1\0

damage to tires or vehicular components.
ICt: DischargCf (lcD) - $75.
Oil Discharger (00) - $50.
Paint Discharger (PO) - $40. Available in a glow-in-the

dark version ($160).
Point-Defense Grenade (PDG) - $100. It docs Id of dam

age in a I" burst radius, doing half damage to tires and vehicular
components. The firing vehicle's amlOr is included in the burst,
though its tires are not (unless the grenade was nlOmlled on Ihe
underbody).

Smou Discharger (SleD) - $50.
Tear Gas (TGD) - $75.

Ejlction Slat - $500, 100 Ibs., no space. Installalion
involves putting in a special scat and CUlling breakaway roof
panels. It must be designated for one particular seat (driver, gun
ner or passenger) at installation. Firing the seat is a firing action,
but dle seat docs 1I0t eject lUuil 3 phases afler the action is de
dared. Once declared, the ejoction cannot be aborted, even if the
ejectce is knocked lUlOOIlscious or killed in the intervening 3
phases. After usc, il costs $300 10 replace the scat rocke! and roof
panel (if the car survives). After ejection, the vehicle is consid
ered to have no lop armor if it rolls or is attacked from above.
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oHeal',-Dut} Shock
Absorlnrs - $400, 5 Ibs.
per tire, no space. HD
shocks must be mounted
on all tires of a vehicle 10
be effective. TIley reduce
all road hazards (obsta
cles, debris, weapoos fire
and so fonh) by 0 I. DO
hazards will not force con
trol rolls.

Improl'ed Fire Extinguisher - $500, 200 Ibs., I space. It
will put out a fire OIl a roll of I to 4 (I to 3 with a gas engine) on
I die. Otherwise, it is identical to the regular fire extinguishcr.

Laser-Reactive Web - $100 each, no weight or space. Each
web is affixed to a single amlOr location (front, back, etc.) or
other external ilem (wheelguard, EWP, etc.). The wcb senses
any laser fire which scores a direct hit on that side; when fire is
detected, the web sends a firing action to any items linked to it,
including complller gWlIlcrs. Any direct-fire weapons activated
cannot be aimed. The relllrn firc is resolved before any laser
guided rockets arrive, but after damage from the laser itself is
applied. If the LR web is linked to a smokescreen, for examplc,
thc laser would hil, and the smokescreen would fire, breaking
the rocket's scnsor lock. Each web location is destroyed along
with the armor it covers.

Mini-Safe - Comes in two sizes. The small one costs $150,
weighs 20 Ibs., and takes up 1 space. It can hold Ih space (or 3
GEs) of reasonably square materials. Papers, compnter parts, or
jewelry would fit - a rifle wouldn't. The large olle costs $100,
weighs 150 Ibs., takes up 4 spaces, and holds 2 spaces of cargo.
Both havc 30points of universal FP armor. The options normally
available on the cargo safe arc not available on the mini-safe.

Retractable Whee/guards - $250, 50 lbs., I space/pair,
plus the cost and weight of the wheel guard itself. The
wheelguards do not affcct HC whcn retracted. Raising or lowcr
ing is a firing action, and takes onc second.

Roll Cage - $150 per anuor facing, wcighs as much as I
point of vehicular mClal am\Or limes the number of am\Or fac
ings the vchicle has; takes 1 space. TlUIS, for a cycle, a roll cage
weighs Ihe same as 2 poims of metal arnlOr and costs $300, a
mid-sized car's would be 6 points of mctal amJOr at $900, and a
bus's would be 10 points at $1,500. It prevents internal compo
nents from taking damage in a roll, and internal components
(only) take half damage (round up) from rams. Roll cages must
be original equipment.

Safet} &at- $500, 25 Ibs., no space. A safcty seal can be
installed in any vchicle except a nlOlOrcycle or a sidecar. It is a
specially padded, contoured seal which, combined with special
restraining bcl!s and nets, cuts Ihe damage takcn in collisions
and rolls in half. For example, after the front armor, weapons
and power plant have already been obliterated in a head-on colli-

31h" in game scale) or higher cliff or building side and 131Lnches
himself into the air. Along the straightaway, gliders fly at an
average of 20 mph. TIley have HC 2. They observe the same
climbing and diving rules as helicopters, but stall at 15 mph; a
stalled glider muSt immediately dive again to achieve a safe
speed. Gliders depend on updrafts to climb and stay in the air
it is up to lhe referee to determine where such updrafts will be, if
they're there at all, and how strong they will be. Hang gliders can
perfoml Veer and Drift maneuvers, but not the Rotate maneuver
(see p. 21). If a chopper flicsover a hang glider within a distance
that would dispel a smoke cloud (see p. 13), the turbulence
caused is a D6 hazard.

Hang Gliders - $500, 60 Ills. as cargo, I GE when "car
ried," I space. Hang gliders are lUlpowered gliders which can
hold roc flyer. A pilot must take off from a height and dive in
order to achieve thc speed ncccssary to keep the glider moving.
The glider pilot nms at full speed for the edge ofa 50--foot (about

However, if the vehicle
has a turret, it will still be
protected from attacks.

Once fi red, the seat
climbs at I" per phase for
10 phases. It is -6 to hit at
this time. Aftcr thc to
phases havc passed, the
seat becomes a hang glider
(sec below) nxwing at 20
mph in the direction the
ejocting car was moving.
Option I - save $100 by
leaving off thc hang
glider. Option 2 - replace
hang-glidcr wing with
parachute. The parachutist
descends I" per tum and
is -2 to hit (in addition to

any other penalties). Upon landing, the 'chutisttakes Id-4 points
damage, -I for each successful previous landing. Ncedkss to say,
few will survive a ride in an ejoction seat withour a chute or
glider; falling this far will do 3<1+3 damage. Remember that
body amlOr (except impact arnlOr, p. 46) does not protect against
falls, and that a body that takes more than 10 hits of "extra"
damage cannot be read by Gold Cross.

FaJu WMpons- $100 and 20 Ibs., no space. False weapons
look exactly like their real counterparts from greatcr than I"
(game scalc).

Fake Wheelguards attd Annored Hubs - $2, I lb., no
space. They are destroyed by the first shot to hit them, but do not
decrease thc damage going through them (i.e., a 1-point hit that
destroys a fake wheelguard will still inflict 1 points of damage
on the tire behind it). They need not match amlor type. Fake
whcclguards do not lower a vehicle's HC.

Fire Extinguisher - $300, 150 Ibs., 1 space. Roll I die at
the end of each tum a vehicle equipped with this item is on fire.
On a I to 3 (I to 2 with a gas engine), the fire is put out. The firc
cxtinguisher is destroycd whcn the power plant is destroyed.

Fire·Retardantlnsulators - $150 and 25 Ibs. per space of
component protected, I space. Only internal vehicular compo
nCIllS can be protected with this ilem. Crew members cannot be
protectcd, as they would suffocatc. Likewise, internal combus
tion cllgines cannot be insulated, though gas tanks can be.

Components with fire-retardant insulators takc no damage
from vchicular fires, and only half damage from flame weapons.
Volatile weapons so protected
cannot causc a vehicle 10 catch
fire or explode. The insulators
provide no DP protection and
cannot be combined wilh compo
nent armor.
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sioo, 12 points of damage remain to be
divided between the driver and the gun
ner. The gunner has a regular seat, he
lakes his full 6 points of damage. The
driver, equipped with a safety scat,
takes half dan13ge - only 3 points (Ule
other 3 are absorbed by Ule seat). The
safety scat provides no protection from
weapons fire. It takes 5 turns 10 get into
a safety scat, and 3 turns to get Ollt. If
you don't engage the hamesscs, it only
takes one second to get in or out, but
the protcction is lost.

Stea/thKote Shield - This is bought for individual armor
locations on a vehicle. COSt is ten limes the cost of I poin! of
vehicular plaslie armor, and weight is the same as I point of
plastic armor. It adds I DP to each amlor location protected.
When a vehicle side takes damage, the StealthKote Shield is
dc:s(royed by the first hit taken. It can be pili over any type of
amlOr; when taking fire or laser damage, UlC shield receives no
special protection even if the amlOr is fireproof or laser·reflcc·
tive. Accessories (spoilers, whcclguards, cle.) arc considered
covered at no additional COSI or DP benefit when the appropriate
side is covered.

Radar will nOl register a shield<overcd vehicle, and a radar·
based ATAD or radar-guided missile will not lock on. If the
source of the radar has line of sight on any side of the vehicle
that has had its shield destroyed (or never had it in the first
place), the radar will lock on, and the benefits of the shield arc
lost. A vehicle with a tllfret lllllSt have thc top armor shielded
from ground-level radar, or it will be detccted. Vehicles with
U113mlOrcd external items (like rocket platforms, portable earth
stations, rocket EWPs, and otIlCrs), will be picked up by rndar
even if the vehicle ilsclf is shielded. This item will not work on
a motorcycle (unless Ihat cycle has a Cycle Windshell). helicop
ters, or trucks with exposed cargo.

Whee/guards - $10 and 4 lbs. per point of armor. Whccl
guards must be bought separately for each tire location, and have
a maximum weight of40 lbs. When a lire is targelcd and hit, roll
I die. On a Ito 4, lilC whcclguard is hit instead. Whcclguards on
the front wheels of a car or reversed trike reduce the HC of that
vehicle by I. They can be made fireproof, rcflcctive, both or
metal at the standard increases in cost and weight. Wheelguard
armor IllUSt be of the same type as that on the rest of the vehicle.

Miscellaneous
Active Suspension - $4,000, 100 Ibs., no space. Adds I to

the He of any car, trike or cycle. The bonus doesn't apply
off-road. Ifa vehicle loses a wheel, it suffers a D6 hazard instead
of going directly to HC -6, and its HC drops by 2 instead of 3.

Amphibious Modijicall'ons - 4 DP, $6,000, 200 Ibs., 2
spaces, for cars, trikes and hovercraft only. Amphibious modi
fication allows a car to travel on the water, like a boat. II consists
of a nldder/propcller arrangement that folds out of the tnUlk and
a watertight seal arollnd all the doors and wheel wells. An am
phibious ear is treated as a Dinghy, except its HC is only 1. An
amphibious car uses a regular car power plant or gas engine and
acceleratioo and top speed in the water are calculated by compar·
ing the regular power factors of the plant to the vehicle's weight
using the Boal Powt:r Factors Tablf!. It takes one tum for the
mdder/propeller system to extend from the car.

A grasshopper can also be made amphibiolls (which is, for
grasshoppers, "triphibious") at the same additional costs. Tri
phibians can only use mini or small helicopter plants; when

calculaling their acceleration and topspccd, usc the listed power
faclOrs.

Anti-Theft System - $1,000 plus the cost of the discharg
ers, no weight, 110 space. Must be linked to at least one dis
charger on a vehicle. The dischargers go off if anyone tries to
enter the vehicle (or pry open a door, or dismantle a piece of
cquipmeru) without first turning off the system by key/combina
tion. Disarnling is classified as a very hard job for a Mechanic.
The system won't operate while the motor is running.

Afltilock Braki"g System (ABS) - $1,000, no weight or
space. This system eliminates tire damage due to rapid decel
eration and reduces hazards due to braking (rain, snow, icc, oil,
gravcl) by 0 I. II cannot be used on oversized vehieles.

Autof1Ullic Target Acquisition Ik"iu (ATAD) - $4,000 for
the central logic unit and $1,000 for the sensor package for each
weapon or SCt of linked weapons connected to the logic unit, no
weight or space. User can choose between laser-, radar· or
sonar-based IInits. Laser-based ATADs will not work through
smoke and paint, while radar-based ATADs will not pick up
targcts shielded from radar. Sonar-based ATADs will only work
if the target and ATAD are both in the water and have line of
sight. Prior to combat, or as a firing action, a character can
designate a critical range (from 0 to 10 inches) for each con
trolled weapon. If any solid objcct larger than a basketball eJl1ers
the critical range of the weapon and is ill the weapon's arc of
fire, the weapon will immediately target and fire on theobjcct
treat it as automatic fire, even though the firing weapon cannot
be aimed straight OUI. A weapon hooked to an ATAD can be
fired normally by a crew member, but the ATAD cannot then SCi
the weapon off in the same tl1m. Conversely, a weapon fired by
an ATAD cannot fire again, voluntarily or nOl, in the same tum.

Autopilol- $9,000, 50 Ibs., no space, destroyed when the
power plant is destroyed. AllIopiiors canllOl be used on motorcy·
c1es, but can be used on a motorcycle/sidecar combination. They
require radar or infrared 10 function and must be linked to a
compuler navigator. A vehicle under autopilot conlrol loses 2
(-IC, but recovers He at base level. To program, tum on the
computer navigator, inscrt the map cube, mark the roads and
turns to take, SCI speeds for passing, turning and oom131 driving,
and activate. The autopilor is programmed to ask pcrnlission to
pass others when nccessary via voice synthesizer and radio, and
move into the far right lane when asked to be passed. It will
perform the least hazardolls maneuvers for passing 3Jld turning,
and try to remain at least lll" away frolllllearby objects.

The autopilot will alert the driver when the vehicle lakes
dan13ge, its path is blocked by something thaI will force a con
trol roll to drive around, and whcn it reaches the destination. For
an extra $500, it can be linked to a computer gunner for instant
response to hostile fire.

&llix - I DP, $5,000, 200 Ibs., 2 spaces. This device
blocks all radio reception, limpet beacons, radar-based ATADs
and radar sets within three miles; all radar-guided weaponry and
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rcmole--controllcd
vehicles within
one mi Ie go QuI of
control. Ranges
may be increased
at the referee's
discretion; these
are minimums.

The bollix
drains 2 power

umts per nUlIute of operauOll from lhe power plan!. Turning it
on or off is a firing action. II docs not affect any laser weapons
or other vehicular or personal functions.

Bollixes are illegal. except for government vehicles, in all
North American stales and nations.

Bulk AmmQ Bores - $50, 10 lbs., I space, docs not include
the cost and weight of tlJe ammo itself. A bulk ammo box carries
two complete loads of ammunition for anyone type of weapon
(MG. VMG, RL, FOJ, etc.) which mllst be specified when the
box is purchased. An aomlO box for one type of weapon cannot
carry any other type of ammo. Differing ammo types (high dell
sity, armor piercing, incendiary, CIC.) can be mixed freely in a
single box as long as they ean be mixed in the weapon itself.
Transferring ammo from a bulk storage crate to a weapon or
magazinc is a Trivial task for a mechanic.

Bulk ammo boxes have 5 points of wlivcrsal fireproof plastic
armor and are damaged by hits to the cargo area of the vehicle.
Volatile ammunition inside a bulk ammo box will not cause a
burning vchicle to explode until the box is destroyed. If an
ammo box is destroyed, its ammWlition is scattcred around the
cargo area and becomes Wlusable in a weapon.

Bulk ammo boxes can be used for hand-weapon ammWlition,
in which case they hold 12 GEs worth of extra hand-weapon
magazines.

Bumper Trigger ~ $50, no weight, no space:. The trigger
can be mounted on any side of a vchiclc (front or back only on
cycles), and morc than one triggcr can be mounted per side,
attached to different weapons. Whcnever a side with a trigger is
involved in a collision, all weapons linked to the trigger fire
invnediarely. Weapons that havc already fired in that tum cannot
fire; all fire is resolved as if the weapons were on automatic.
Triggcrs can be activated or dcactivated at will - doing so is a
firing action for each trigger. A bumper trigger is destroyed if
all thc armor on the trigger-equipped side is lost. Damage from
the trigger-linked weapons is applied before the damagc from
thc collision that sct the trigger off.

Camoufloge Nming - $35, 20 Ibs., lh space (if carried as
cargo) per I" square. CanlO netting is an open-weave cloth tilat
makes things harder to find, especially from thc air. It is avail
able to match most terrain types (w<X>ds, desert, snow, etc.) and
is complctcly ineffectivc if it docs not match tilC surroundings.
Camo net can be simply draped over an object or strung up on
poles like a tcnt. Wcights are sewn into the edges to anchor the
DCt against blowing away.

Anti-radar ncuing is available for 3 X cost and 3 x weight
of normal flClling." does not make the target invisible to radar,
but confuses the echo, so that the target is not clearly identifi
able.

Car-Top Carrier - This is usable only on cars and comes in
three sizes. A 2-space carrier costs $100, wcighs 50 Ibs., amX)r
cost/weight is $5/2 Ibs. per point of plastic. A 4-space carrier
costs $200, weighs 100 lbs., armor cost/wcight is $7/3 Ibs. per
point. A 6-spacc carrier costs $400, weighs 150 Ibs., armor
cost/weight is $11/6 per point.

The size of a car-top carrier cannot be more than If, the

spaces of the carrying vehicle. The carrier reduces the maximum
speed of a vehicle by 10% due to wind resistance, and cannot be
streamlined or placed on turreted vehicles. The carrier is ar
nlOred in five locations - front, back, left, right, and top. Car
riers can only carry cargo.

Fake carriers may be bought to hide turrets, at half normal
cost and 1/, normal weight. Fake carriers cannot be armored.
The fake carrier can be blown off by explosive bolts ($50) to
reveal a turret underneath.

Computer Gunner/Autopilol Sofl14'Qrt - $2,500 for a pack
age that gives + I to HC or + I to hit, no weight or space. If the
powcr plant is hit (and tilC vchicle doesn't have a surge proccc
tor), there isa I in 6 chance of the software being scrambled, and
changing the + I bonus to -2. II can be purchased with any
number of personality types.

Computer Gunner - $6,000, 10 lbs., no space. Destroyed
when the power plant is destroyed. The computer works as a
Gunner with skill 0; it cannot usc any targeting computer or an
ATAD, and must be linked (for $50) to a single weapon or sct of
linked weapons.

The computer gunner never initiates combat; it must have its
target designated by a character in the vehicle. This can be dooe
verbally ("Shoot the blue car" or "Try for the turret on the car
on the right") or by firing the computer gunner's weapon at the
appropriate target. TIle COlllplltCr starts firing when ordered ver
bally, and fires at thc start of each subsequent tum until told to
stop, or its target leaves line-of-sight, its arc of fire or the map.
Verbal orders do not count as firing actions, but the player must
tell the referee exactly what the computcr gunner is told.

Ifthc verbal order is obviously confused ("Shoot!" "Fire at
that tire," "Fire at the blue car" when there is more than one
blue car around), or mistaken ("Shoot the nearest one" when
the ncarest one is a friend), roll 2 dice. On a roll of 8 or higher,
the computer asks for clarification, which counts as that tum's
firing action; on a 6 or less, the computer acts as the playcr
ordered; on 7 cxactly, it performs thc most logically twisted
wrong action that the opponents, referee and spectators can
imagine (the referee's decision is final).

The computer's weapon cannot be fired twice or more in the
same tum, so a character can't fire it if the computer has already
used it, and vice versa.

Computer Navigaror - $500, no weight or space. It dis·
plays a regional or local map, with your position highlighted. It
requires a local (city) or regional (state) map card ($20, no
weight or space), available at any truck stop. It ties into the
satellite network and local transponders 10 determine exact posi
tions - if access to thesc is cut off (say, by the satellite transmis
sions being jammed, or the city's transponders being sabo
taged), or a town doesn't have transponders, the navigator will
not function.
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ConlJertible Hardtop - SI ,500 ($2,500 to relrofit), 50 Ibs.,
takes up V6 (round up) of the vehicle's spaces. It is not available
for vans, station wagons, campers, buses, helicopters or cycles
and only takes lip 2 spaces on pickups. Raising or lowering the
lOp is a firing action taken in the acceleration phase. It takes 1
full tum to raise or lower the top. When the top is down, the
vehicle still has top armor, but thc driver and any crcw arc not
protected by it. Passengers and gunnersean fire into any arc, and
the driver can fire into any arc but forward. People in the car are
targcted at -5.

Top armor is bought nonnally, but is limited to 20 points
(plastic) for stnlctural reasons. No top-mounted weapons or ac·
cessories (with the exception of a pintlc mount) can be mounted
with a conveniblc lOp.

Encoded RemOle Ignition System (ERIS) - $500, transmit·
tcr is t.1 GE, rcceiver is $100, no weight or st>aCe. It is destroyed
when the power plant is destroyed. The sySl~m stam or stops a
vehicle, unlocks and opens its doors, honks its hom or flashes its
lights at the user's behest. Transmitter range is 15". Sending a
command is a firing action. Each ERIS has a special
"password" encoded into the transmission SO others can't acti·
vate your vehicle by accidcnt (or on purpose) while activating
thcir own.

Extra DrilJu Controls- $1,000, 50 Ibs., no space. Anyone
gunner (not passenger) station is convened to a backup driver's
position. Switching from one driver to another is a firing action.
The original driver's posilion has precedence for controlling the
vehicle; even if the switch~ver button has been hit (at the gun
ner position), the original driver controls will ovcrride the ncw
controls. Of course, if the driver is incapacitated, his controls
won't be doing much ...

Fake Passengers - lOP, S50, 25 Ibs., I space. Fully
poseable, tlley can wear body armor a.nd "hold" up to 6 GE.
They can be CQuipped for limited movemcnt (turning head, wav·
ing) for an additional SIOO.

Galley - S750, 150 Ibs., 2 spaccs. TIJis is a small COwller
area, willI cooking stove and mini-refrigerator - enough to

•

cook reasonably small and simple meals. One week's rations for
four can be stored hcre.

Heavy-Duty Brakes - $100 per wheel (must be bought for
all wheels of a vchicle), no weight or space. This systcm in·
crcases safe deceleration by 5 mph, and each maneuver category
of deceleration above safc levels is also raised by 5 mph. That is,
HO brakes allow lip 10 15 mph deceleration without hazard; 20
mph deceleration is a 01 hazard; 25 mph is 03; 30 mph is 05;
35 mph is 07, each tire takes 2 points ofdamagc; 40 mph is D9,
each tire takes Id of damage; 50 mph in one tum is 011 and each
tirc takes Id+3. Deceleration of more than 50 mph in one tum
is impossiblc.

Heavy·Duty Tronsmission - Same cost as vehicle's body
cost (including chassis modifiers), 300 100., 2 spaces. This trans
mission is for cars only and the vehicle must have a heavy or
cxtra-heavy chassis. TIJis is a high-powered gcaring system sim·
ilar to a tOick transmission; it effcctively doubles power plant or
gas engine's power factors (for pmposcs of maxin~m load the
vehicle can carry or pull, not maximum speed or mileage). How
ever, the vehicle accclerates like a truck (2.5 mph/tum up to 25
mph,S mph/tum thereafter). 1llC maximum load is doubled, but
chassis strength is not increased. Not usable with a llnmdercat
power plant.

Identification Friend or FlH (IFF) systcm - $200, no
weight or space. A personal model is also available - same
price, 0 GE. When linked to an ATAD or computer gunner, an
IFF will check a p<>(ential target before the ATAO fires thc
weapon. If the target also has an IFF, and has the proper pass.
word, he will not be fired on. If the target has the wrong pass·
word, or no IFF, thc ATAO or computer gunner will fire
nomlally. A sonar version is available for homing torpedoes
(same cost), so that the torpedo will not home in on friendly
boats.

lrifrored Sighting System (IRSS) - $4,000, 100 Ibs., I
!1.pace. Whcn using IRSS, a vchicle docs nOI need to rely on its
own or other vehicle's lights to perform combat or navigation; it
operatcs as though it were in daylight, taking no nighnime nlOd·
ificrs for targeting and not revealing its position (unless it fires
a weapon). IRSS only ceases to function whcn thc vchiclc's
power plant is destroyed. It drains 20 power units per hour of
continuous usc.

Jump Jels - Thcse arc simply top or bottom mounted Rocket
Boosters (sec p. 91). Whcn fired, they subtract or add, respec
tively, V4" to a vehicle's rate of climb for evcry 10 mph of
acceleration given by the boostcr. If a vehicle fires a booster
whilc it has a 0" rate of climb on a flat surface, thc first 20 mph
do not add to the rate of climb; this acccicration is lost cOWltering
the pull of gravity. Jump Jcts are gyro-stabilized to point straight
down, so a vchicle using Jump JelS will quit rotating when the
Jump Jcts arc fired. If a vehicle has a pitch of more than 45
degrees, tbe Jump Jets will act as Rocket Boosters and vice versa.

Kamibombs - 2 OP per space, Sloo, 100 Ibs. A kamibomb
is a large explosive, usually destined for suicidal destruction. Its
Blast Points (BP) arc found by taking the number of spaces the
explosive charge occupies. Thus, a one-space kamibomb has I
Blast Point, a four-space kamibomb (or4 one-space kamibombs)
has 4 Blast Points, and a ten-spacc kamibomb has 10 Blast
Points. When a kamibomb is detonated (usually by bumper trig·
geTS or a remote dctonator (see p. 90), it has a blast radius equal
to twice its Blast Points in inches, roWlded to the nearest 1/4". At
W' range, the bomb does 4d x BP (round up), 2d x BP at 111"
range, Id x BP at I" rangc, Ih damage at 2",1/4 damage at 4",
and so on. For example, a I·space kamibomb will inflict 4d
damage to anything within 1/4", 2d out to 'h", and Id to any·
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thing from lh" to 2" away from it. When used against a build
ing check for damage for each 1/4" of wall within range for
purposes of breaching.

Long-Distance Radio - $600, no weight or space. It re
places a vehicle's standard CB, and has a 25-m.ilc range.

Long-Range RiuJJJr - $10,000, 100 100., I space. It works
like regular radar, but wilh a range of 15 miles. Note lhat, as
with regular radar, hills and other large lerrain fealUres block
radar line-of-sight, Iimiling the usefulness of this item on
ground vehicles. It drains 15 power unitslhour of continuous
use.

No-Paint Windshield - $1,000, no weight or space. Paint
clouds have no effect on vchicles equipped with Ibis windshield.
Helmets and gas masks can be modified with this material for
$100.

Nuc1ear/IUologicallChemieal Shielding (NBC) - 2 OP,
$6O,()(X), 50 Ibs., 1 space. NBC shielding provides an ainight
seal, protecting the inside components of a vehicle from minor
radiation and haza.rdous biological or chemical contamination. If
the NBC-shielded vehicle's amlQr is penetrated, the shielding
will DO longer protect against fallout, disease, gas, ctc. An air
recycling and fillering system is included; it switches between
filtered air and an imemal air supply whenever the outside air
becomes too dangerous. 11m inlernal air supply will last for 12
manlhours. Addilional air bottles are available at $100, 50 Ibs.,
1/) space for each additional 12 manlhours.

OtJerdrive - $100 per wheel of vehicle (must be bought for
all wheels), no weight or space. II increases a vehicle's top speed
by 20 mph when activated, but reduces acceleration by 5 mph
(minimum 2.5 mph). Overdrive activation and deactivation
counts as a firing action. If deactivated while above the vehicle's
normal top speed, the vehicle is forced to decelerate at least IS
mph per tum ootH 031 or below its maximum speed (figured
before the overdrive was activated). Power consumption while
overdrive is activated is figured as if the vehicle was going 20
mph slower. Installation is a Hard job for a mechanic. Overdrive
cannot be used on hovercraft, boots or helicoplers.

Paint Pellet A.mmunition - $1 per shot, same weighl as
normal anmlO. It is not available for tanIc guns, Gauss guns,
lasers or flamethrowers. It docs no damage nor docs it affect
targets like defensive paint. Single-shot paint rockets cost \1
their normal COSI but can be laser guided.

Passenger A.ccommodations - $500, 100 100., 2 spaces per
passenger. Comfortable bunks which convert to daytime coucbl
lounging areas. Passenger accommodalions can be placed in
cargo space. They can only be used in a van or larger vehicle.

Porloblt Earth Suuion (PES) - 1 DP, $700, 150 Ibs., 2
spaces. II's prolccted by top armor when not deployed, and
cannot be mounted on a vehicle that has a turret, rocket plat·
form, car·lop carrier or other such item on the roof. When de
ployed, il automatically tracks the besl available salellite for
world-wide voice and dala comnllmicatioos. It lakes 2 turns 10
deploy, and can be targeled al·2 while deployed (Ihe PES is 1101

prolccled by the top amlQr in its deployed posilion).

Portable Shop - 4 separate cases, each 2 OP, $1,000, 75
100., I space. A mechanic working in the field wilh a ponable
shop adds I to all success rolls. If some of the shop cases are
destroyed or m.issins, the chance of the mechanic findins die
pan he needs is equal 10 the perccntage of cases left. For cxam
pie, if tllrec of Ihe four cases are intact, there is a 75% chance
Ihat tlle needed pan is still available - otherwise, tlle shop is
uscless for the panicular repair allemptcd.

Radar Deleetor - $300, no weight or space. This item de
tects incoming radar signals and sowlds an alarm when enemy
radar locks on to Ihe vehicle. It gives range and bearing to the
enemy unit, and can distinguish betwccn normal tracking radar
and missile-homing radar. It can be liniced to a chaff dispenser
or other weapon for instanl screening, for the usual linkage
costs. It stops working when the power plant is destroyed.

Radar Jammer - $3,000, no weight or space. Thejammcr
blocks radar aimed at Ihe vehicle with a roll of I to 4 on 1 die;
roll for each attempt to pick up the vehicle's location on radar,
and each attempt to target it with radar-guided weaponry. RGMs
and radar-based ATADs cannol target the vehicle if the roll is
made.

The jammer drains 1 power unit per minute while in usc, and
the vehicle cannot usc any radar-guided weaponry or devices
while il is on. Turning the jammer on or off COoots as a firing
action. It is destroyed when the power plant is destroyed.

RmJar - $2,500, no weight or space. A vehicle with radar
can spot other vehicles wilhin 3 miles under any visibility con
dilion (night, fog, rain, etc.). It also reduces visibilily penalties
to hit by I. Radar docs not identify objects on the screen; they
appear only as blips. Radar operates as long as the power plant
works. It drains 10 power unils per hour of continuous use.

RmJio Detonator - $500 for the sending unit, 1 GE. Each
modified detonator COSIS $50 extr.1. Radio-<:ontrolled mines can
be set off by this item (assuming they arc set to the proper
frequency) for no extra cost. Sending unit must "hil" the deia-
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nator with a roll of 4 or better on 2 dice. Subtract 1from this roll
for every full 20" of distance between sending unit and detona
tor. For example, if the sending unit is 7S" away, the roll would
be made at -3. If the roll is missed, the explosive docs not go off.
The detonator can be tried again every other tum.

Remote-Control Guidance System - Comes in two pans.
The receiving set costs $2,000, no weight or space. The sending
set costs $2,000, weighs 200 Ibs., and takes up 3 spaces. A
rcmotely-controlled vehicle can do anything a manned one can
do, but its HC is 3 less than usual and all to~hit rolls are at -3 as
well. A single sending sct will control all functions of a vehicle
- steering, acceleration, weapons, etc. Sending scts can be
modified to accommodate more than one crew member, but the
cOlllrollcd vehicle is under normal restrictions as to weapon fire
- only one firing action per tum. Remote-control equipment is
destroyed when the power plant is destroyed. The rcceiver
drains 2 power units per hour, and the sender drains 5 power
lUlits per hour.

Rocket Boosters - $50 per 10 Ibs., 1 DP and 1 space per
100 Ibs., or fraction thereof. Volatile. Acceleration or decelera
tion gained by a vehicle using Rocket Boosters is ealeulated
using the following formula:

(wt. oHue! burned x 1,000) I wt. of vehicle)

This acceleration is applied in the phase that the rockets are
fired, and firing a rocket booster eOlmts as a firing action. A
vehicle may combine normal acceleration and rocket boost. A
vehicle may only gain acceleration from rocket boosters on olle
phase in any turn. The amount of boost that a vehicle can safely
withstand each tum is determined by the chassis:

Light Chassis: 10 mph
Standard Chassis: 20 mph
Heavy Chassis: 30 mph
X-Heavy Chassis: 40 mph

Vehicles with Light and Standard chassis can fire for 10 mph
boost over the limit; they have a 50% chance of bending the
frame and making the vehicle undrivable (HC goes to 6 immedi
ately and remains there for the rcst of the gaUle; this callnOt be
repaired). If these frames attempt to fire boosters more than 10
mph over the limit, they automatically Olin the frame as stated
above. If vehicles with Heavy or X-Heavy chassis attempt to fire
boosters 10 mph over the stated maximum, they have a 33 % (2
in 6) chance of destroying the frame; a boost of20 mph over the
limit results in a SO% chance; boosts of more than 20 mph over
the limit automatically destroy the frame.

Rockets can be purchased to bum for multiple turns; when a
rocket is triggered, the car accelerates in that phase and in the
same phase every subsequent tum wHit the rocket bums out. The
weight of fuel bumed per tum is set when the vehicle is can
stmcted and cannot be changed thereafter. Once triggered, the
rocket cannot be shut off till the fuel is exhausted. Firing rockets
is a D I hazard for each 10 mph of acceleration or deceleration,
gained (forward or back for most vehicles, any direction for
hovercraft).

Booster Rockets must follow the lI.J spaces per side rule and
may be mounted in External Weapons Pods (not rocket pods).
Rockets mounted in a pair of EWPs, on either side of a vehicle,
must be of the same size, sct for the same bum rate and fired
together. If one of a pair of EWPs is dcstroyed while the rockets
are burning, the acceleration gained must be recalculated for the
reduced weight of fuel burned in a tum, and the Hazard for the
new acceleration is tripled because of the uneven thmst. An
Ejectable EWP may not be ejected Wltil the booster has com~

pleted its bum. Example: A 5,OOO-lb mid-sized car is fitted with
rocket boosters. Using the fonnula above, we find that SO Ibs. of

rocket will accelerate the vehicle 10 mph per tum, a mid-size car
can devote up to 4 spaces to booster rockets (to the rear), accord
ing to the lI.J spaces per side nile. therefore, the vehicle can have
up to 400 lbs. of rocket. Assuming the vehicle was equipped
with an Extra Heavy Chassis we could set our rocket to bum 200
lbs. of rocket per tum for two turns and get 40 mph ofaccelera
tion over each of two turns, 100 lbs. of rocket per tum for 20
mph of acceleration every tum for 4 turns, etc. The rocket could
be divided up into a number of separate rockets which could be
fired separately so that all the acceleration docs not have to occur
at once, but remember, a car may only gain acceleration from
rockets on one phase per tum, so multiple rockets would have to
be set off at once or, if additional acceleration is needed after the
first rocket is buming, any additional rockets would have to be
ignited in the same phase the first rocket was, on a subsequent
tum (if the first rocket is still buming).

The minimum acceleration for Rocket Boosters is 10 mph.
Hazards for acceleration from boosters or is figured by rounding
up. That is, if you have a booster which will accelerate your
vehicle 15 mph per tum, the hazard will be a 02 for the higher
20 mph boost, rather than the DI for a 10 mph boost.

Jump Jets arc a special case of Rocket Boosters (see p. 89).

Searchlight - 1 DP, $200, 50 lbs., 1 space. A searchlight
used on a moving object can track that objcct with a to-hit roll of
3 or more (plus all normal modifiers for range, target size and
speed, etc. but not counting darkness modifiers); a crewman is
required to operate the light. Any object thus tracked can be
anacked with no penally for darkness.

A searchlight can also be used to blind the driver and crew of
another vehicle. With a to-hit roll of 6 or better (counting modi
fiers as above), the gunner can blind his target, and the target's
player must tum away from the board and describe subsequent
actions based on what he remembers while he is blind. He is
blinded only as long as the searchlight hits him. A blinded char
acter can still fire, but with a·\O modifier; all nl.1lleuvers are at
+D3. Searchlights can be targeted at ·3. Searchlights have no
effect in daylight, and cannot blind people through smoke.

Annored Searchlight - SOP, $500, 7S lbs., 1 space. This
searchlight fUllctionsjust as above.

Side Door - $1,000, 500 Ibs., no space. Side doors arc
standard equipment on helicopters; standard and transpon heli
copters come with one frcc side cargo door (on either the left or
right side). However, if you Wall[ a second side door on the
other side, or a smaller helicopter to have one, pay the $1,000
listed. Opening or closing the side door is a firing action and the
door will be open (or closed) at the end of the next tum. An open
side door means the vehicle has no functioning side armor on
that side. Vans, oversized vehicles alld aircraft can uSC this item.

Solar Panel- I DP, $1,000, 100 Ibs., 2 spaces. The panel
is protected by top armor (but only when not deployed) and can
be mounted on any vehicle that can mount a turret. When de
ployed, each panel automatically positions itsclf for lOp effi
ciency, recharging 20 power units per pallel per bour in daytime
under clear skies (half that under partly-cloudy skies). It takes 1
tum to deploy or retract and can be targeted at -2.

Sound Enhancement - 2 DP, $6,000, ISO Ibs., 1 space.
SOWld enhancement is another aid to sneakiness. The crew of a
vehicle using stealth and sOWld enhancement can listen through
the side of a car or through one building wall and hear what is
being discussed beyond. The crew can only "hear" through one
building wall; the crew cannot hear through the wall beyond
that.

Sound System - 2 DP, $1,000, 100 Ibs., 1 space. Sound
systems have no combat use. They can be used as a public
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the vehicle's drive systems so that il cannot be heard more than
2" (game scale) away, or through a wall, closed vehicle door,
ctc.

For land vehicles, stealth is less cffectivc; it can't do any
lIting about the squeal of lires on pavemelll. A car, trike or cycle
in stealth mode is audible a number of inches away cquallO the
total D hazard or maneuver taken. Thus, a D3 bend can be heard
3" away, 25 mph deceleration can be heard 3" (or 2" if the
vehicle has a.lllilock brakes) away, and a vehicle perfornling a
booc1egger reverse can be heard up to 7" away.

Slealllt cannot be used by boats or oversize vehicles.

Sunroof- $SOO, 25 Ibs., no space. It can be inSlalled in any
vehicle that can maunt a turret - but mllst be in piau of a turrel.
It allows a passenger or gunner (not the driver) a full 36O-dcgrcc
arc of fire with hand weapons when open. It lakes I phase to
open or close. Sianding up or sining down is a firing action
taken in the acceleralion phase. When the sunroof is open, half
of all damage from area effoct weapons (round up) laken to the
top of Ihe vchicle bypasses the top armor and is applied as
internal hits. For other types of weapons, there is a 3 in 6 chance
the damage will bypass lap arnlQr and be applied internally.
Otherwise, the damage is applied 10 tap armor. A person firing
a hand weapon from a sunroof can be targeled at an additional -2
(don't forgel the -3 for targeting a pedestrian, and any odlCr
targeting modifiers lhat may apply).

Sarge Prottc,or - 5250, no weighl or space. TIIC surge
p'()(CClor disconnects fire extinguishers, computers and other
fragile hardware when the power plant is destroyed, saving them
from that fate. The hardware won't work willlOut power, bUI il
doesn't have to be replaced.

Tinted WindoM'S - 5500, no weight or space. These special
windows contain a fast-acting polarizing agelll thai allows the
owner to ignore searchlight cffcclS after only one tum of expo
sure. The effccts of the searchlight arc filII for that first second,
though. The protective polarization laslS for five seconds after
the searchlight ceases to hitlhe vehicle, but the penalty for firing
at night is increased by I at any limc lhc windows arc polari7.od.

Tow Bar - $500. 25 Ibs., lakes lip I sl>3ce as cargo. The
tow bar hooks under the frOllt wheels of a car, allowing it to be
towed by another vehicle. The bar has 2 DP and is targcted
exactly like a trailer tongue. TIle towed vehicle will break free if
it loses one of its front tires.

Vehlclllar C",nero - I DP, $1,500,25 lbs., 1/1 space. This
camera is used for recording and transmitting high-quality
video. It is mounted as a weapon and responds to voice dircc
tions (on/off, pan left, zoom in and track the rcd cycle, and so
on). It can record up to six hours on one holocubc (550, no
weighl or space), splice and
add special effects in-cam
era, or transmit locally
(range depends on the ve
hicle's radio; two miles for
a 1I0rn131 CO, 25 miles for a
LD radio. evcn farther for a
portable earth station). The
camera is designed with two
cube slots; a I-Space camera
costs an extra 5200, and
holds up 10 ten cubes.

Weapon Timer - 5350, no weight or space. The timer can
be set to fire a weapon at a prcdetemlined tinx:, or after a speci
fied delay. The weapon fires on automatic. It can be set to fire a
specific number of shots or 10 fire until it runs out of ammo. It
counts as a firing action.

address system or to broadcast recordings or transmissions to
people within a distancc of mally blocks. Appropriate music
blasted toward targets can enlivcn any attack.

Spoilers and Alrdams - Each costs 25 x the cost of I poinl
of amlOl' for thc vehicle il is being put on, and weighs 10 x the
weight of I point of armor for the vchicle. A vehicle with a
spoiler or an airdam adds I to its He when traveling above 60
mph. Ifa vehicle has both a spoiler and an airdam, all maneuvers
pcrfomlCd at 60 mph or faster have the diffICulty reduced by one.
SpoilersJairdams do not have to match the armor type of lite
vehicle they are on. Spoilerslairdams have the same cost modifi
cations as normal amor (i.e., a meta! spoiler would COSt 621!l x
oonna! arnlOr cost and weigh SO X nomnl amlOr weight of the
vehicle). A vehicle that has metal arnlQr and plastic spoilers or
airdams has the spoiler/airdanl destroyed ancr 30 cumulative
points of damage have been done to the front/back of the vehicle;
otherwise they are destroyed when the annar on that side is
destroyed.

Stta/lh - Available for helicopters and hovercraft (516,000,
200 Ibs., 2 spaces), cars ($6,000. ISO Ibs., I space~, trikes and
cycles (53,000, 75 Ibs., I space). When active, stealth reduces a
vehicle's maximum speed and acceleration by half, but mumes
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15. Sample Vehicles
If you arc just starling out, usc one or more of these prc

designed vehicles. None of these arc ellt in slone, however; Ihere
are some simple changes that even a novice duellist can make:

Rearrange armor. As long as the tola] number of points of
armor remains the same, you can change the distribution any
way you like and it won't change the cost or weight of the
vehicle. The exception to this is with ramplatcs. If the vehicle
has a ramplalc, do nol move any armor from or to the front
location of the vehicle.

Annor nuxJification. Makintl regular plastic armor fireproof
is simple - just double the cost without changing the weight.
Converting normal plastic 10 normal metal is nearly as casy.
Five points of plastic convert to one point of metal, reducing the
cost by 50% of the plastic's cost; for FP plastic to metal, reducc
the cost by 75%. To convert from mctal to plastic, multiply
armor points by 5 and double the cost. Making metal armor LR
simply adds 10% to the cost of the metal.

Move lhe weapons. Take those rear-mounted weapons and
putthelll to the frOllt - it won't affect the weight or cost at all.
Just remember that yOIl cannot mount more than 1/) of a vehicle's
total spaces to weapons firing in one direction.

Add electronics. Since most electronic systems (computers,
for cxample) have no wcight and take no space, you can add onc
at any time for the price of the system. You can also remove
them to save money.

Change weapons. Some weapons have identical weight and
space requirements, so the only changes you'll need to make arc
the cost. For example, you can trade a flamethrower for a laser
- it'll cost you $7,250. Or you can save that $7,250 by trading
in a laser for a flamethrower. Other trades include replacing twO
HRs with a MO (costs $600 more), replacing a SO with a 5S
($50 more), replacing a SO with a PS ($350 more) and rcplacing
a SS with a PS ($300 more).

A note about nomenclature: the descriptions on the next few
pages usc quite a fcw abbreviations. The abbreviations forweap
ons and most accessories can be found all p. 112 or the item's
description. The armor descriptions list the armor position and
how many armor points arc at that location - F5 means "five
points of armor in the front position," R81l6 means "eight
points of metal armor over 16 points of plastic armor in the right
armor location," etc. Options will only list the changes in a
vehicle. If an item is not listed, that means it did not change.

All these vehicles assume 150 Ibs. per crewman/passenger.
If the alternate encumbrance niles arc being used, some weight
will have 10 be trimmed to allow for pedestrian eqnipment.

Cars
Killer Kart - Subcompact, std. chassis, hvy. sllspension,

medium power plant, 4 HO tires, driver, MG front, Armor: F5,
R3, L3, B3, 1"2, U2. Aced. 10, top speed 135, He 4; 2,300
Ibs., $3,848.

Stinger- Subcompact, hvy. chassis, hvy. suspension, small
power plant, 4 HO lires, driver, two linked MGs front. Armor:
FlO, R5, L5, 88, T5, U5. Accd. 5, top speed 90, He 4; 2,400
Ibs., $5,268.

Option I - Replace MGs with one RR, add 10 points of
armor anywhere. $4,178.

Option 11 - Replace one MG and the link with one HR, add
20 points of armor anywhere. $4,138.

Option 1II - Replace MGs with one RL, add 30 points of
amlOr anywhcre. $3,898.

Oplion IV - Replace onc MG with smokescrccn or spike
dropper, add 25 points of armor. $4,293 with spikcdroppcr,
$4,343 with smokescreen.

Yellow Jacket - Subcompact, hvy. chassis, hvy. suspcn·
sion, small powcr plalll, 4 HD tires, drivcr, laser frolll. Armor:
F5, R4, L4, B5, TO, VO. Accd. 5, lOp speed 90, He 4; 2,400
Ibs., $9,998.

Shrimp - Subcompact, hvy. chassis, small powcr plant,
hvy. sllspension, 4 std. tires, driver, passenger, MML front.
Armor: F15, R15, Ll5, B15, TI, UO. Accel. 5, top speed 90,
HC 4; 2,400 Ihs., $3,331.

Popcorn Shrimp Option - Downgrade to std. chassis and It.
suspension. Rcplacc MML with JD back. Remove all but 25
points of annor. Top speed 95; 2,170 Ibs., $1,325.

Firecracker - Subcompact, x·llVy. chassis, hvy. suspen
sion, medium power plant, 4 PR tircs, driver, SD w/explosive
spikes back. Armor: F30(ramplate), R17, Ll7, 816, T5, UIO.
Accd. 10, top speed 122.5, HC 4; 2,675Ibs., $4,990.
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Mini-Shemum - Compact, std. chassis, hvy. suspension,
large power plant, 4 HO tires, driver, two linked MGs front, 55
rear. Armor: F35, RlO, [20, B23, TID, VID. Aeeel. ID, top
speed 125, HC 3; 3,693 Ib,., $8,334.

Option - Remove one MG and link and smokescreen, add
one RL and five points of armor; $7,849.

Capricorn - Compact, x-hvy. chassis, hvy. suspension,
large power plant, 4 PR radial tires, driver, RL front, 55 back,
targeting computer. Armor: F45, R35, L35, MO, T37, V35, 4
ID-pl. whcclguards. Accd. 5, top speed 110, HC 3; 4,4371bs.,
$11,451.

Capricorn Plus - Replace RL with RR, replace PR radials
with regular solids, remove whcclguards. S 11,551.

Spilfirt - Compact, x-hvy. chassis, bvy. suspension, me
dium power planl, 4 PR tires, driver, VMG w/inccndiary ammo
front, FT back, hi-res targeting computer. FP annor: F3S, R25,
US, 835, T15, VIS. Accel. 5, top speed 90, HC 3; 4,200 100.,
$14,900.

Duelbutt] - Compact, hvy. chassis, off-road suspension,
medium power plalll, 4 OR solid tires, driver, MG in turret,
MFR froot, broshcutter, car blades, spoiler, targetingcompUler.
AmlQr: F30, R25, U5, 825, Tl7, U12. Accel. 10, top speed
120, He 2 (3 off-road); 4,000 Ibs., $13,000.

Sur~slwt option - Replace MG with light laser, add laser
guidance link and laser-guide lhe rockets, up grade lbeeompuler
to hi·res. $19,200.

Xenon - Compact, x-hvy. chassis, hvy. suspension, large
power plant, 4 PR tires, driver, VMG frolll, SO w/explosive
spikes back, spoiler, airdam. FP amlOr: F42 (ramplatc), R34,
L34, 834, TS, U12, 2 8-pl. whcclguards back, 2 8-pl. hubs
frolll. Accci. 5, top speed 110, HC 3; 4,433 Ibs., $14,395.

Joseph Special- Mid-sized, std. chassis, imp. suspension,
large power plant, 4 HD lires, driver, ATG front, RL rear, P5
right side. Armor: F30, R15, LIS, 825, TIS, U15. Acccl. 5,
lap speed IDS, HC 2; 4,795 lbs., $10,340.

Jos~ph Special "T" - Replace AT, RL and PS with two
linked MGs in IlITret, plus 4 HRs (two frolll, two back), add 3
poinls of armor; $11,238.

Messenger - Mid-sized, x-hvy. chassis, hvy. suspension,
large power plant, 4 PR tires, driver, passenger, VMG in tUITet,
FO) back, spoiler, small mini-safe. Cargo capacity: 30 Ibs., III
space in mini·safe. AmlQr: F40. R35, L35, B40, T3.5, U30, 2
IO-pt. wheelguards back, 2 to-pc hubs front. Acccl . .5, top
speed 92.5, HC 3; 5,730 Ib,., $14,865.

Marksman - Mid-sized, x-hvy. chassis, hvy. suspension,
large power plant, 4 PR tires, driver, two Ru linked front,
targeting laser from, laser·guidanee link, FOJ back. AmlQr:
F50, R40, L40. 845, 1'20, U22, 2 la-pI. whcclguards back, 2
lQ-pl. hubs fronl. Aceel. 5, top speed 95, HC 3; 5,476 Ibs.,
$19,497.

Mauler- Mid-sized, x-hvy. chassis, hvy. suspension, large
power plant, 4 PR tires, driver, AC from, HDFOJ back, single
weapon computer 00 AC, spoiler, airdam. AmlOr: F55, R45,
lAS, B45, 1'26, U27. Aced. 5, top speed 92.5, HC 3; 5,734
Ibs.. $19,448.

Sup~"apperoption - ReOlOve AC, add turreted laser, up·
grade computer to hi-res. Armor: F50, R40, L40, M5, T30,
U23. 5,714Ibs., $24,998.

Rocutoption - RemoveAC, add VFRP and TL, add LGL,
2 8-pt. hubs front, 2 8-pl. whcclguards back, remove SWC.
5,737Ibs., $22,588.

Manslaughter - Mid-sized, x-hvy. chassis, hvy. suspen
sion, large power plant, 4 PR tires, driver, GL in turret (w/explo
sive grenades), two extra magazines (one loaded with concussion
grenades, theotller with tear-gas grenades), magazine switch, FG
right, FG left, brushcutler, car blades, bumper spikes front and
back, spoiler, airdam. FP amlOr: F46, R40, L40, 840, T30,
U30. Aeecl. 5, HC 3, top speed 92.5; 5,760 100., $19,840.

Cobra- Mid-sized, x-hvy. chassis, hvy. suspension, super
power plant wfplatinum catalySIS and superconductors, 4 solid
radial tires, driver, passenger, laser in universal tUTTCt, laser
battery tool kit, radar, spoiler, overdrive. FP armor: F35, R30,
L30, B30, 1"25, U12, 4 to-point whcclguards. Accel. to (5
wfoverdrive), HC 3, lap speed 122.5 (142.5 w/overdrive);
5,7.56Ibs., $33,684.

Cobra GT - Replace super power plant with sporl power
plant w/PCs & SCs, upgrade laser 10 pulse, add hi-res computer,
A8S, HD brakes and airdam. Top speed 132.5 (152.5 w/over·
drive); $49,184.
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Com~t - Slation wagon, x-hvy. chassis, hvy. suspension,
super power plant, 4 solid tires, driver, AC front, FCE back, 2
linked HRs 011 sm.all rockct platform, fire extinguisher, hi ..res
targeting computer, Cargo capacity: 140 Ibs., 6 spaces. AmJOr:
F4O, R30, L30, 830, TIO, U20, 4 to-pI. whcclguards. Accel.
5, top speed 100, He 2; 6,460 Ibs., $25,000.

Rommtl- Luxury, x-hvy. chassis, hvy. suspension, super
JX'lwer plant, 4 solid tires, driver, glumer, turreted RR, HDFOJ
back linked t02 50s (right and left). FP am)()r: F40 (Ramplate),
R35, L35, 835, TIS, UI5, 10 points CA around driver. Acccl.
5, top speed 100, HC 3; 6,595 Ibs., $24,150.

ROf1'II'MI-B - RenJOvc gunner, replace 50s with MOs, re
nlOve 10 points of amlOr. $25,050.

Vlad th~ Impala - Luxury wlCA frame, x·hvy. chassis,
hvy. suspension, large power plant w/supcrconductors, 4 slcel
belted fireproof PR rndialtircs, drivcr, passenger, 2 ACs linked
F, RR w/HEAT alllmo back linked to HDFOJ w/HT fuel back,
spoiler. FP aroJOr: F50, R40, tAO, B40, TIS, U30, 4 10..1'1.
whcclguards. Accd. 5, top spccd 90, HC 3; 6,600 Ibs., $53,500.

Buffalo - Station wagon, x-hvy. chassis, hvy. suspension,
super power plant, 4 solid tires, driver, turreted TwL, laser bat
tery, overdrive, HD transmission, hvy. trailer hitch. Towing
capacity: 9,000 Ibs. FP amJOT: F30, R3O, L30, 830, no, U21,
2 l().pt. whcclguards back, 2 1Q.pt. hubs front. Acecl. 2.5 1025,
5 thereafter, top speed 120 without a trailer, 70 w/fully-loadcd
(9,QOO...lb.) trailer, HC 3; 6,600 Ibs., $30,140.

Bodyguard - Luxury, hvy. chassis, hvy. suspension, large
power planl, 4 solid tires, driver, 2 linked MDs (L and R), 3
linkcdOJs (L, Rand B), 2 linked PSs (Land R), "panic button"
link for all weapons. Am)()r: F20, R45, lA5, 850, no, U20.
Accci. 5, top speed 90, HC 3; 5,925Ibs., $15,400.

Bodyguard Silodroch - Convert to FP am)()r, replace OJs
with FOJs. Top speed 95; 5,440 Ibs., $21,425.

FTs back, FT right, FT left, fire extinguisher. Armor: flO,
RIO, LlO, B20, TlO, UIO. Acecl. 5, top speed 100, HC 3;
6,600 Ibs., $14,600.

Option - Any FT can be replaced with an MG and 30 points
of amlOr, cosling $1,350 extra per swap. One rear FT can be
replaced with a MO and 30 points of amlOr for $850 extra.

Inlimidator- Slation wagon, std. chassis, imp. suspension,
super power plant, 4 PR lires, driver, laser in turrct. Cargo
capacity: 300 Ibs., II spaces. ArnlOr: Fl5, RI5, LIS, 825,
130, U 15. Accci. 10, top speed 120 without cargo, Acccl. 5 and
top speed 115 with cargo, HC 2; 5,200 lbs., $17,400.

MG option - Remove turret and laser, add 3 pairs of linked
Mas, upgrade chassis to x-hvy. Cargo capacity: 900 Ibs., 7
spaces. Acccl. 5, $17,850.

Hotshot - Luxury, x-hvy. chassis, hvy. suspension, super
JX'lwer plant, 4 PR tires, driver, 2 linked MGs front, 2 linked

/larmon - Scdan, sid. chassis, hvy. suspension, super
powcr plant, 4 PR tires, driver, 2 RLs linked frolll, HOSS
linked to MD back, 5WC (RLs). Armor: F28, R25, 1..25, 822,
T6, US. Acecl. 10, top speed 120, HC 3; 5,099Ibs., $12,748.

Agi"court - Sedan, x-hvy. chassis, hvy. !:>1lspension, large
JX)wcr plant, 4 solid tires, driver, 2 linked RLs (laser guided) and
TL (with LOL) front, SO w/explosive ~'Pikcs back. Melal armor:
F12, R9, L9, BlO. FP armor: TIO, UW, 2 la-pc. whcclguards
back,2 lO-pr. hubs front, la-pI. component armor around each
of driver, power plant alld linked RLs and TL. Acecl. 5, fOp
'J'CCd 90, 5,999lbs., $19,340.

Miglia - Sedan, hvy. chassis, hvy. suspension, 250 cid
engine w/tubular headers, lurbocharger, IS-gallon racing tank,
4 PR radial tires, driver, passenger, 2 linked MGs w/HO ammo
front, convertible hardtop, spoiler, ovcrdrive, streamlining.
AmJOr: F30, R25, 1..25, 830, no, UIO, 4 IO-pt. whcclguards.
Aced. 10115 w/lurbo (5110 w/overdrive engaged), lOp speed
117.5 (137.5 w/overdrive), 28 mpg al70 mph (28 at 90 w/over
drive), HC 3; 5,190 Ibs., $24,170.

Fakon - Sedan w/carbon-a1uminulll frame, std. chassis,
hvy, suspension, super power planl, 4 PR lires, driver, turreted
VMG, FCGS back, large mini-safe, spoiler, airdam, overdrive.
FP AmlOr: F35, R35, 1..35, 835, no, U15. Accel. 10 (5 w/over
drive), lop spccd 122.5 (142.5 w/overdrivc engaged), HC 3;
5,0051bs., $25,064.



Morgan - Pickup, x-hvy. chassis, hvy. suspension, Thun
dereal power plant, 6 PR lires, driver, lurreled VMG wlHD
ammo, SS back, hi-res computer, x-hvy. trailer hitch. Cargo
eapacily: 73S lbs., [I spaces. Towing capacity (with full cargo
load): 12,300 Ibs. Armor: F2S, R2S, US, 825, 1'25, U2S.
Acccl. 10, top speed 17S without cargo, 16S w/cargo, Accd. 5,
top speed 90 with a fully-loaded bed and lrailer, HC 2; 7,06S
Ibs., $29,6S0.

Ven/um - Pickup, x-hvy. chassis, hvy. suspension, super
power plant, 6 plaslieorc lires, driver, AC front, turreted VMG,
HD shocks, spoiler. LRFP armor: F4O, RJO, 1.30, 833, TI5,
U20. Accd. 5, top speed 90, HC 2; 7,794 Ibs., $37,140.

Thumper - Camper, x-hvy. chassis, hvy. suspension, super
power plant, 6 PRR lires, driver, gunner, turreted TwL, VFRP
(laser guided) front, TL (LGL) from, FCGS back. Armor: F4O,
R30, L30, 830, 1'20, U4. Accel. S, top speed 90, HC 3; 7,791
Ibs., $39,495.

Waterloo - Van, x-hvy. chassis, hvy. sllspension, super
power plant, 6 PRR tires, driver, turreted VMG, HDFOJ and
FCE back, FCE righI, FCE left, all dropped weapons linked.
Cargo capacity: 156Ibs., 6 spaces. FP armor: F22, R22, L22,
822,1'20, UI6, 2 8-pt. whcclguards rear, 2 8-pl. hubs front, 10
pointsCA around each of driver, power plant, VMG, rcarweap
OIlS, right FCE, and left FCE. Accel. S, top speed 9S, He 3;
7,044lbs., $29,210.

Cycles
Shogun 100 - Ught cycle, hvy. suspensiOll, small cycle

power plant, 2 PR tires, cyclist, MG front. Armor: F6, 86.
Aceel. 10, top speed 120, HC 3; 798Ibs., $3,120.

Shogun 150 - Ught cycle, hvy. suspension, medium cycle
power plant, 2 PR tires, cyclist. Aced. IS, top speed 180, HC
3; 600 Ibs., $2,000.

Shogun 200 - Medium cycle, hvy. suspension, super cycle
power plant, 2 PR tires, cyclist, MG front. Armor: FlO, 810.
AeceJ. 15, top speed 180, He 3; 1,000 lbs., $5,020.

Shogun 250 - Hvy. cycle, hvy. suspension, super trike
power plant, 2 PRR tires, cyclist, RL w/AP rockets front (laser
guided), TL (w/LGL) fronl. Armor: F24, B20. Acecl. IS, top
speed 180, HC 4; 1,199 Ibs., $14,353.

Quasar - Hvy. cycle, hvy. suspensioo, super lrike power
plant, 2 PR tires, cyclist, LLfront. LR 3mK>r: FI5, B15. Acec1.
IS, top speed ISO (Accel. 10, top speed 142.S w/sidccar), HC 3
(4 with sidecar); 1,198 Ibs., $7,996.

Quasar silJt!car - Hvy. sidecar, imp. suspension, I PR tire,
LR (laser guided), LGL to LL (on cycle). LR Armor: F6, R6,
84, n, UI. 744 Ibs., $S,094.

Trikes
Sandcrab - Medium trike, sid. chassis, OR suspension,

large cycle power plant, 3 OR solid tires, cyclist, VMG front,
RL back. Am"l()r: F12, R12, LJ2, BIS, 1'9, V15. Accel. 5, top
speed 97.5, HC 2 (3 OR); 2,095 Ibs., S9,4S0.

Survivor - Reversed hvy. trike, hvy. suspension, super
cycle power plalll, 3 solid tires, cyclist, passenger, laser in uni
versalturTCt, fire extinguisher. Arn"l()r: FI2, R12, L12, B12,
Tl8, U9, I 3-pl. cycle whcclguard, 10 points CA around each
of driver, passenger and power plant. Acccl. S, HC 3, top speed
925; 2,794Ibs., $17,430.

PC Option - Replace laser with MG and extra magazine,
downgrade turret, make all three tires plasticore. Add 2S poinls
of armor. 2,7961bs., $12,830.

BJastmaster- X-hvy. trike, std. chassis, hvy. suspension,
super trike power plant, 3 solid tires, cyclist, 2 RLs linked right,
2 RLs linked left, link connecting all 4 RLs, fire extinguisher,
targeling computer. Armor: F20, R20, UO, 820, TIS, U6, 2
8-pt. whcclguards back, I 7-pt. cycle whcclguard. Acccl. 5, top
speed n.s, HC 3; 2,794 Ibs., $17,430.

Ten-Wheelers
Flattop - IQ-whccllongnose cab, x-hvy. chassis, medium

truck power planl, to solid tires, driver, gunner, 2 RRs linked
in turret, RR fronl, 2 SWCs (driver/front, gunner/turret), im-
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proved fire extinguisher. Cab armor: F40, R40, lAO, B20, T4O,
U20,6 IO-pt. whcclguards. IS' flatbed carrier. Base cargo ca
pacity: S,780 Ibs., 20 spaces. Carrier armor: U20. Top speed
117.S; 14,020 Ibs., $69,940.

Maxim - IO-whocllongnose cab, x-hvy. chassis, medium
truck power plant, 10 solid tires, driver, gunner, 4 HRs linked
in turret, 4 I-space rocket magazines, improved fire extinguish
er. Cab armor: F40 (ramplate), R3S, L3S, BO, T30, mo. IS'
van carrier: 4 HRs linked in fUrret, 4 3-space rocket magazines,
3 OJs (linked left, right and back). Cargo capacity: 1,889 Ibs.,
13 spaces. Carrier armor: F2S, R28, U8, 828, T30, UIS. Top
speed lOS; 17,911 Ibs., $79,310.

Lasu-guUkd option - Add TL (with LOL) to each turret
and laser-guide all rockets. Cargo capacity: 1,789100. 18,011
100., $87,110.

Car Trailera
Bulldog - Mini-van trailer, imp. chassis, 2 PR tires, pas

senger. Cargo capacity: 30 Ibs., I space. AmlOT: FS, R9, L9,
89, n, U3, 2 S-pI:. wheelguards. 870100., $1,142.

Rilven - 10' van trailer, x-hvy. chassis, 2 solid tires, gun
ner, turreted RR, SO right, SO left, HDOJ back, all dropped
weapons linked. Cargo capacity: 1,010100., II spaces. Armor:
F2S, R4O, lAO, BSO, 1'2S, U20. 4,630 100., $10,600.

Bunku- 10' van trailcr, x-hvy. chassis, 2 solid tires, gun
ner, turreted VMG w/cxtra magazine and HD ammo, MD right
linked to MD left. Cargo capacity: I,OOS Ibs., II spaces.
Armor: FIS, R26, U6, 826, 1'2S, Ut8. 4,62S 100., $13,384.

Scimitar - IS' vall trailcr, x-hvy. chassis, 4 solid tires, 3
gunners, turrcted VMG, HDFOJ right, HDFOJ left, FOJ back,
MD w/napalm mines right, RL right, RL left, AC back, radar.
Cargo capacity: 272 lbs., 3 spaces. Armor: F25, R45, lAS,
850, no, U21. 8,368lbs., $33,375.

Pemuifrost- IS' van trailer, x-hvy. chassis, 4 solid tires, 10
back, HOlD left and right, MD left and right, all weapons linked.
Cargo capacity: 1,934Ibs., 18 spaces. Armor: F30, R44, L44,
844, T30, U30, 4 lO-pl. wheelguards, 410-pI. hubs. 6,706Ibs.,
$17,650.

Black Ice Option - Add HDD! lcft, OJ back, all in original
link. Cargo capacity: 1,599Ibs., 10 spaces. 7,04llbs., $20,150.

Truck Cabs
Economy - Std. cabover, std. chassis, regular truck power

plant, 10 PR lires, driver, gunner, RL front, rocket platform
wl2linked HRs, firecxtinguishcr. Armor; F25, R20, l20, 85,
TIS, UtS. Top speed 160; 10,000 Ibs., $38,250.

Magnum - Sleepcr longnose, x+hvy. chassis, super tmck
power plant, 10 solid tires, driver, gunner, laser in universal
lurret, 2 laser batteries, 2 ejoction seals with parachutes, anti·
theft system, 12 FOs, sleeping area. LR metaltFP plasticamlor:
FlOIIO, R8/8, L8/8, 88/10, T8/14, U817, 6 lO·pl. FP
wbeelguards, 20-pt. fifth wheel guard. Top speed 155; 16,192
100., $103,409.

AnnihilaJor- Sleeper longnose, x-hvy. chassis, super truck
power plant, 10 solid tires, driver, gunner, 2 linked TwLs in
turret, 2 linked RRs wlbumper trigger front, cyberlink to turret
from gunner, hi-res computcr for driver. LRFP armor: F60

(ramplatc), R30, WO, 814, TIO, U20. Top speed ISS; 16,190
Ibs., $ISO,I90.

Semi-Trailera
Budget Box - 40' van semi-trailer, 8 HD tires, 2 linked

SOS (R8 and LB), RL back, std. kingpin. Cargo capacity: 76
spaces. Armor: 10 in all locations. S,84O 100., $14,SOO.

Tailgunner- 40' tankcr semi-trailer, 8 solid tires, 3 linked
MOs w/otra magazines (RH, LB, B), 3 linked PSS (R8, LB, B),
HOOJ back, link for aU weapons, Sid. kingpin. Cargo capacity:
45 spaces. AmlOr: 60 in all locations, 4 IO-PL whee1guards.
18,265 100., $60, ISO.

Hellfire - 40' van semj·trailer, 8 plasticore tires, 3 gun
ners, 4 HDFTs (2 fUrreted back and front, 2 linked back), std.
kingpin. Cargo capacity: 64 spaces. MetallFP plastic annar.
12/12 in each location, 4 Io-pt. FP wheelguards, 4 Io-pl. FP
hubs. 23,070 100., $65,900.

Brotherhood - 40' van semi-trailer, 8 solid tires, 3 gun
ners,2 linked TGs (each with 2 extra magazines) B, 4 TwLs (2
linked RP, 2 linked LF), turreted GG (with extra magazine) and
searchlight, 8 laser batteries, 2 GSs (witb smoke RH, LB), 3
cybc:rlinks, Sid. kingpin. Cargo capacity: 26 spaces. Armor:
Floo, sides IS7 each, 8144, UF75, U875, TFloo, T81oo, 4
ID-pt. whoclguards. 3S,SSllbs., $199,930.

Cargo Brother- Remove gWUlers, cyberlinks and laser bat
leries, replace TwLs and TGs with fakes. Cargo capacity: 7S
spaces. Downgrade to 40 points of annar in each location.
12,665 Ibs., $49,200.
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Bueee
LiberaJ.or - Minibus, x-hvy. chassis, small truck power

plant, 10 solid tires, driver, gunner, 2 linked BCs front, 2 BC
magazines, VMG wf2 extra magazines in turret, HDFCE wf2
extra magazines back, 10 points CA each around IwO blast can
nons, HDFCE, power plant and crew. Metal armor: FI2, RIO,
LIO, 810, T7, U8. Top ,peed 100, 14,370 Ib,., $63,119.

Metro - 30' bus, hvy. chassis, regular truck power plant,
10 solid lires, driver, 2 gunners, 9 passengers, 2 RRs linked in
turret, 2 ATGs linked fronl, HDSS back, fire extinguisher.
Armor: F4O, sides 30 each, B30, TFIO, TB24, UFI5, UBI5.
Top ,peed 137.5; 17,596 Ib,., $63,490.

Pusher - 40' bus, hvy. chassis, regular
tnlck power plant, 10 solid tires, driver,
gunner, 16 passcngers, ATO fronl, 2linkcd
HRs front, 4 MOs (RF, RB, LF, LB), RL
back, fire extinguisher. Armor: F90, sides
60 each, B70, top and underbody 30 each, 6
10-pl. wheelguards. Top speed 122.5;
25,200 100., $76,000.

Boate
Skeeter - Rowboat, mini power plant,

propeller, hydrofoil, pilot, MML frollt,
SWC. Armor: F 12, R8, LS, B7, TO, U20.
Aecel. 10, top speed 80, He 3; 800 Ibs.,
$6,145.

Horiwn - Dinghy, small power plant,
2 propellers, pilot, RL front, 2 linked torpe
does back, fire extinguisher. Armor: F20, R20, 120, 816, TO,
UIO. Accel. 5, top speed 40, HC 3; 2,996 Ibs., $8,518.

A.rcher - Speedboat w/boat lap, medium power plant, pro
peller, pilot, turreted RL w/extra magazine, RL left, RL right,
TL in hlffct, LGL, FCE back, link for all RLs and TL, spoiler.
Sloped FP armor: F30, R30, L30, B30, 125, U14. Accel. 5, lOp
speed 40, HC 3; 7,000 Ib,., $36,595.

Remora - Cruiser w/boat top, super power plant, jet drive,
hydrofoil, pilot, gunner, turreted VMG, 2 honling torpedoes
(IL, lR). FP armor: F30, R30, L30, 820, no, U34. Acecl. 20,
lop speed 100, HC 2; 14,990 Ib,.. $70,040.

Orca - Yacht wlboat top. Below deck: large power plant, 2
propellers (w/IO-pt. prop armor each), 6 honting torpedoes (2B,
2FR, 2FL). Above deck: pilot, 3 gunners, TO front, 2 linked
ACs (1 LF, I RF), 2 linked TwLs in rear turret, 3 linked HRs

on front rocket platfoml, TL and LGL on
platfoml, 4 hi·res computers. Cargo capac
ily: 2,330 Ibs., 18 spaces. Composite metall
plastic armor: F16120, RFIS120, LFISI20,
R815/20, L815120, 814/20, FD8/10,
8D8/10, TF7/20, T87/20, UF15/30,
UBIS/30. Accel. 2.5, lap speed 20, HC 2;
37,670 Ibs" $149,890.

Hovercraft
Skimmer - One-man hover, medium

power plant, 4 standard skirts, pilot, 2 MGs
linked fronl, turbofans. Armor: F4O, R35,
W5, 830, Tl2, UIO. Aced. 10, lop speed

170, HC 3; 3,300 Ibs., $9,582.

Mangler - Small hover, medium power planl with extra
power cells, 4 hvy. skirts, pilot, vertical stabilizer, AC front,
FCE back. Sloped amlor: F3I, R2S, US, 825, 125, UIS.
Acce!. 2.5, top speed 120, HC 3; 5,298Ibs., $18,520.

Sulacco - SlaJldard hover, large power plant, 4 standard
skins, pilot, 2 linked Rls w/ine. ammo front, HDFCE back, 2
torpedoes back, fireextinguishcr, HRSWC on RLs. AmIOr: F25,
R20, UO, B2S, T17, UIO. Acccl. 5, top speed ISO, HC 3; 7,600
100., $18,990

Wasp - Cargo hover, hvy.-duly power plant, 6 hvy. skirts,
vertical stabilizer, pilot, gunner, turreted AC wfl extra maga
zines, 4 ROMs (2 frolll, 2 back), improved fire eXlinguisher.
Cargo capacity: 3,910 lbs., 25 spaces. AmlOr: F30, RF20,
LF20, RB20, LB20, B20, TFI5, uno, UB20. Acec1. 5, top
,peed ISO, HC I; 20,090 Ib,., $81,700.

Helicoptere
I'ly - One-man belicopter, mini helicopter power plant,

pilot, VMG wlHD ammo front. Cargo capacity: 52 Ibs., I
space. Armor: F39, R25, 1.25, TlO, U35. Aced. 5, top speed
ISO, HC 3; 4,948 Ib,., $25,896.

Garhawk - Small helicopter, super helicopter power plant,
pilot, MG w/HD ammo in wliversal turret, 2 3-spc. rocket
EWPs (ejectablc), 6 SAMs linked in 3 pairs on EWPs front,
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improved tail assembly. FP annor: F90. RSO. LSD, 860. TID,
U39. Accel. 10. top speed 200. He 3; 10.000 Ibs.• $11.310.

Tristan - Small helicopter. small helicopter power plant.
pilQ(. 2 passengers. laser in universal turret under. laser balleT)'.
single weapoo computer. long-disuncc radio. radar. radar detec
tor, radar jammer, anti-tidt system. 8 AP grenades, 2 space
passenger lounge, velvet glove option. LRFP armor: F4S. lAO.
R40, B4S, U45. T3S, IO-point normal main and stabilizing rotor
armor. Aceel. 5, top speed ISO, HC 2; S,OOO Ibs .• $77 ,500.

Plung~ - Standard helicopter. std. helicopter plant. pilQ(.
gunner. 2 VMGs linked front, cybcrlink from gunner to front
VMGs, VMG in universal turret under, 2 pairs linked bombs
under, fire extinguisher, infrared. 2 hi-res computers. Armor:
F25. R25. 125. TID, U3S. Acccl. 10, top speed ISO, HC 2;
9,330 Ibs.• $103,SOO.

u-viathan - Transport helicopter, super helicopter power
plant. pilQ(. gunner. 2 linked lasers front, TG back, 2 VMGs
linked in universal turret under. 3 bombs under, 2 hi-res com
puters, fire extinguisher. Armor: 1'70, 100 in all other locations.
Accel. 5, topspced 150, HC I; 19.9401bs., $170,550.

T~rminaJor- Transport helicopter. super helicopter power
plant. pilot. 2 gunners, S GGs (3 linked R. 3 linked L. 2 [each
with extra magazine) in universal turret U). CACR. 3 hi-res
computers. LR metallFP armor: T12113. 16/15 elsewhere.
Accel. 5, top speed 250, HC 2; 19,9961bs., $237.S65.

Racing Cars
Shooting Star - Can-Am. std. chassis. 300 cid engine

wlvariable-pitch turbocharger, Io-gallon duelling tank, 4 racing
slick tires, driver, streamlined, 2 bottles of N20. 6 PDGs (IF,
18, 2L and 2R). Sloped FP armor: F45, R30. L30. 840. TS.
UI2, 4 10-(>1. whcelguards. 2 IO-pt. amnred hubs. lO-pts. CA
around each of driver and engine. Accd. 20. top speed 137.5,
HC 7; 4.490 Ibs.• $3S,218.

Firebug - Sprint, hvy. chassis. large power plant, 4 plas
ticoTe tires, driver, 2 linked MMLs front w/inccnciary rounds,
HRSWC. ISC. POO (back). FP armor: F4S. R30, L30. 83S,
Tl2. U15. Accel. 10, lap spocd. 130 He S; 3.519Ibs.• $24.SIO.

Flashing Stul- Fommla One. hvy. chassis. 450 cid engine
w/variable-piteh turbocharger, Io-gallon duelling tank. 4 racing
slick tires, driver. MG w/explosive rOllnds (front). overdrive.
HRSWC. LR metal armor: Fll, RS. LS. BIO. TS. US. Aced.
20. topspecd 165, HC 7; 4.400 Ibs.• $36.630.

Rinaldi 20408 - Dragster. hvy. chassis, 450 cid engine
w/variable-pitch turbocharger and supercharger. 2-ga1l00 duel
ling lank, 2 solid cycle tires. 2 solid racing slick tires, driver
(wlbody armor), LFT (side). HRSWC, streamlined. Sloped FP
armor: F40, SideSO, 840. T19. U19. Accel. 30, lop speed
177.S. HC 6; 4.396Ibs.• $50.712.

Smiler - Funny Car. std. suspension, 400 cid engine
wlvariable-pilch turbocharger and supercharger, 2-gaJlon duel·
ling tank. 2 solid front tires, 2 solid slicks back, driver (wlbody
amlor), MFR (side), HRSWC, safety scal. improved fire extin
guisher. streamlined, roll cage. Sloped FP amlOr: F25. Sidc64.
TI2, U12. Accel. 30. top speed 167.5. HC 6; 4.495 Ibs.•
$48,021.

Special Vehicles
Stormhawk - Luxury triphibian w/CA frame. x-hvy. chas

sis. OR suspension. 4 OR solid tires. small helicopter power
plant, driver, 2 linked RLs front (Iascr-guidcd), TL front (LGL),
amphibious modifICations. Anror: F40, R26, U6, 926. T5.
U2S. Accd. 15, top.speed 195 on land. 5/162.5 in air, 20/100 in
waler, HC 2 on/off road and in air, HC I in water; 6,600 100.•
$72,010.

Poliu Cruiser- Luxury, x-hvy. chassis, hvy. suspension,
sport power plant w/super conductors. 6 S8 solid tires. driver.
gunner, two passengers (prisoners), turreted RR w/HEAT
ammo, 2 linked MGs w/ami·pcrsonncl ammo front, spoiler.
overdrive, HD brakes, ASS. FP Armor: F25, R20, 120, 820,
T15. U7. 10 points CA around each of driver. gunner, front
MGs and power plant. 10 IO-pl. wheelguards back. 2 10-pl.
hubs front. Aceel. 10 (5 w/overdrive). top speed 120 (140
w/overdrivc), HC 3; 6.600 Ibs.• $34.155.
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Driver's Name:
Car Record Sheet Player's Name:

Vehicle Name:
Size: Weight: Cost:

...., Chassis: Suspension: He:--Acceleration: Top Speed:
PowerlMPG: Cruising Speed:
Driver Skill: Gunner Skill(s):

Weapon To hit Damage Ammo

0" "0 Turn Speed Handling Class
1: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
2: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
3: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
4: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

Armor Type: 5: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
6: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

FU_): 7: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
RU_): 8: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

LU_): 9: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
10: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

B(~_): 11: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
T(~->: 12: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
UU_): 13: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
Extras and Notes: 14: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

15: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
16: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
17: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
18: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
19: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
20: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
21: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
22: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
23: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
24: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
25: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
26: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
27: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
28: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
29: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
30: 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
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Cycle Record Sheet
Cyclist's Name:

Player's Name:

Vehicle Name:
r--

Size: Weight: Cost:
Suspension: He:
Acceleration: Top Speed:

'---"
Power/MPG: Cruising Speed:
Cyclist Skill: Guoner Skill(s):

Weapon To hit Damage Ammo

,/ "-
r--

Turn Speed Handling Class- I-- 1: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
2: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
3: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
4: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

Armor Type: 5: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
6: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

FC_LJ: 7: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
BU_): 8: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

Sidecar Armor: 9: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
10: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

FU-l: 11: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
RU-l: 12: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

L(--"_): 13: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

BU-l: 14: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
15: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

UU-l: 16: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
Extras and Notes: 17: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

18: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
19: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
20: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
21: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
22: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
23: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
24: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
25: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
26: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
27: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
28: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
29: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
30: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
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I'

Sheet
Cyclist's Name:

Trike Record Player's Name:

Vehicle Name:
,--., Size: Weight: Cost:

Chassis: Suspension: He:--

1'--'\
Acceleration: Top Speed:
Power/MPG: Cruising Speed:
Driver Skill: Gunner Skill(s):

Weapon To hit Damage Ammo

II:
Turn Speed Handling Class

1: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
2: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
3: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
4: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

Armor Tvpe: 5: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
6: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

FC.LJ: 7: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
R(_/-.J: 8: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

lU-.J: 9: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
10: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

BU-.J: 11: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
TU-.J: 12: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
UU-.J: 13: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

Extras and Notes: 14: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
15: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
16: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
17: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
18: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
19: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
20: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
21: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
22: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
23: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
24: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
25: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
26: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
27: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
28: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
29: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
30: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
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Trucker's Name:

Truck Record Sheet Player's Name:

1 1
Vehicle Name:
Size: Weight: Cost:
Chassis: He:
Acceleration: Top Speed:
PoweriMPG: Cruising Speed:

c-- '--- Trucker Skill: Gunner Skill(s):

Weapon To hit Damage Ammo

~

0 0
'-

>=

0 0
>- Turn Speed Handling Class

1: 3 2 1 a -1 -2 -3 -4 -5 -6
2: 3 2 1 a -1 -2 -3 -4 -5 -6

~ 3: 3 2 1 a -1 -2 -3 -4 -5 -6
4: 3 2 1 a -1 -2 -3 -4 -5 -6

Armor Type: 5: 3 2 1 a -1 -2 -3 -4 -5 -6
6: 3 2 1 a -1 -2 -3 -4 -5 -6

FU_): 7: 3 2 1 a -1 -2 -3 -4 -5 -6
RFU_): 8: 3 2 1 a -1 -2 -3 -4 -5 -6

LFU--l: 9: 3 2 1 a -1 -2 -3 -4 -5 -6
10: 3 2 1 a -1 -2 -3 -4 -5 -6

TFU_):
11: 3 2 1 a -1 -2 -3 -4 -5 -6

UFU_): 12: 3 2 1 a -1 -2 -3 -4 -5 -6
RB( I ): 13: 3 2 1 a -1 -2 -3 -4 -5 -6
LBCI_): 14: 3 2 1 a -1 -2 -3 -4 -5 -6
TB( I ): 15: 3 2 1 a -1 -2 -3 -4 -5 -6

UBCI_): 16: 3 2 1 a -1 -2 -3 -4 -5 -6
17: 3 2 1 a -I -2 -3 -4 -5 -6

BU-!: 18: 3 2 1 a -1 -2 -3 -4 -5 -6
Extras and Notes: 19: 3 2 1 a -1 -2 -3 -4 -5 -6

20: 3 2 1 a -I -2 -3 -4 -5 -6
21: 3 2 1 a -1 -2 -3 -4 -5 -6
22: 3 2 1 a -1 -2 -3 -4 -5 -6
23: 3 2 1 a -1 -2 -3 -4 -5 -6
24: 3 2 1 a -1 -2 -3 -4 -5 -6
25: 3 2 1 a -1 -2 -3 -4 -5 -6
26: 3 2 1 0 -1 -2 -3 -4 -5 -6
27: 3 2 1 0 -1 -2 -3 -4 -5 -6
28: 3 2 1 0 -1 -2 -3 -4 -5 -6
29: 3 2 1 0 -1 -2 -3 -4 -5 -6
30: 3 2 1 0 -1 -2 -3 -4 -5 -6
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Pilot's Name:
Boat Record Sheet Player's Name:

Vehicle Name:
Size: Weight:
Cost: He:
Acceleration: Top Speed:
PowerlMPG: Cruising Speed:
Pilot SkiU: Gunner SkiU(s):

Weapon To hit Damage Ammo

Turn Speed Handling Class
1: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
2: 5 4 3 2 1 0 -I -2 -3 -4 -5 -6

'-----'--.. ~l.--- 3: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6
4: 5 4 3 2 1 0 -I -2 -3 -4 -5 -6

Armor Tvne: 5: 5 4 3 2 I 0 -1 -2 -3 -4 -5 -6
6: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6

F( I ): 7: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6
RF(~_): 8: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6

LF(~_): 9: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6
10: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6

TF(~->:
11: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6

UF(~_): 12: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6
RB( I ): 13: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6
LB(~~): 14: 5 4 3 2 1 0 -I -2 -3 -4 -5 -6
TBU_): 15: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6

UB(~_):
16: 5 4 3 2 1 0 -I -2 -3 -4 -5 -6
17: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6

B(~_): 18: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6

Exlras and Noles: 19: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
20: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6
21: 5 4 3 2 1 0 -I -2 -3 -4 -5 -6
22: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6
23: 5 4 3 2 I 0 -1 -2 -3 -4 -5 -6
24: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6
25: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6
26: 5 4 3 2 1 0 -I -2 -3 -4 -5 -6
27: 5 4 3 2 1 0 -I -2 -3 -4 -5 -6
28: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6
29: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6
30: 5 4 3 2 I 0 -I -2 -3 -4 -5 -6
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Hovercraft Pilot's Name:

Record Sheet Player's Name:

/ "-
Vehicle Name:

/ "
Size: Weight:
Cost: He:
Acceleration: Top Speed:
PoweriMPG: Cruising Speed:
Pilot Skill: Guoner SkiJJ(s):

Weapon To hit Damage Ammo

0
Tum Speed Handling Class

1: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

"- / 2: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

" / 3: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
4: 6 5 4 3 2 I 0 -1 -2 -3 -4 -5 -6

Armor TvDe: 5: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
6: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

FU---.J: 7: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
RFU---.J: 8: 6 5 4 3 2 1 0 -I -2 -3 -4 -5 -6
LFU---.J: 9: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

TFU-->: 10: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
11: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6UFU_): 12: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

RB(-J---.J: 13: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
LBU---.J: 14: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

TBU-->: 15: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

UBU---.J: 16: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
17: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6BU---.J: 18: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

Exlras and Noles: 19: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
20: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
21: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
22: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
23: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
24: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
25: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
26: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
27: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
28: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
29: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
30: 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
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Helicopter Pilot's Name:

Record Sheet Player's Name:

Vehicle Name:

I
Size: Weight:
Cost: He:
Acceleration: Top Speed:
Power/MPG: Cruising Speed:
Pilot Skill: Gunner SkilI(s):

Weapon To hit Damage Ammo

Turn Speed Height Handling Class
1: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
2: 5 4 3 2 I 0 -1 -2 -3 -4 -5 -6
3: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

U 4: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

Armor Tvpe: 5: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
6: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

FU---l: 7: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

RU---l: 8: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

LLJ---l: 9: 5 4 3 2 I 0 -1 -2 -3 -4 -5 -6
10: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -68(.-I---l: 11 : 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

TU---l: 12: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
UU_): 13: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

14: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
Extras and Notes: 15: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6

16: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
17: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
18: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
19: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
20: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
21: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
22: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
23: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
24: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
25: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
26: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -{i

"
27: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
28: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
29: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
30: 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6
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Vehicle Weight Capacity Acceleration Top Speed He Total Cost

Total Total Total
Item Cost Cost Spaces Spaces Weight Weight Notes

Bod)' Size

Chassis ii , " ii

SU5pcmioo I
Engine

Gas Tank

Tim

Driver
I 2 150

Gunner !

Passengers
"!L

W"pon

Ammo

Woo...

A~o

WeapOO

A~o

Woo,,"

Ammo

Weapon

Ammo

Woopon

Ammo

Accessory

A=",

Aeeessory

Accessory

Armor

Totals
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A
Acceleration, 5; boat, 65; car, 55; he/icop

itr. 26, 72; hovercraft, 2()"22, 69-70;
hovercraft remplate {md protractor, 22;
oversized vehicle, 18,61;traUers. 16.

Accessories, 82-92; bollI. 67-68; heUcopter,
73; hovercraft. 71; cycle, 56-57; gas ell
gille, 52-53; power plallt, 51·52.

Ace, 42, 43.
Acrobat.ic5 skill, 40.
Active suspensioo, 87.
Airdam,92.
Ammo, 46, 8().81; bulk. box, 88; clips, 46,

49; extended clip, 49; pm/II pellet, 90.
Amphibious modifications, 87.
Angles,figurillg for hovercraft, 22-23.
Animal Husbandry skill, 40.
Antilock braking system, 87.
Antipersonnel ammunitioo, 80.
Anti-tank gWl, 67, 71, 76.
Anti-theft system, 87.
Anti-vehicular rifle, 47, 49.
Aquabikes, 68.
Archery skill, 40.
Arcs or fire, car trailers, 59; helicop,er, 38;

oversized l,t-hicles, 64; trite, 57.
Area effocl, damage, 30.
Arca Knowledge skill, 40.
Armor, composite metallp/aslic, 50;fire·

proof, 50; laser-reflectil'e, 50; laser-reo
flecth'efireproof, 50; me/ai, 50;
placemellt all boalS, 65; placemellt 0/1

carriers, 61; placement 011 cars, 55;
placemlll/ all trailers, 63;propelfer, 66;
rada'1mJOf, 50; slopillg, 51.

Armored becr rcrrigcrator, 85.
Armored minifridgc, 85.
Armored scarchlight, 91.
Armored whcel hubs, 85.
Armor-picrcing rockcts, 80.
Assault rine, 47,49.
Autocannon, 76.
Automatic firc,32; dropped weapolls, 33;

magazille switch, 84.
Automatic targct acquisition dcvicc

(ATAD),87.
Autopilot, 87; software, 88.

B
Backing up, 8; trailers, 16.
Backpack, 46, 49.
Banked curves, 9.
Battcry, /mer, 83.
Baltle vest, 46, 49.
Bayonct, 48.
Bazooka, 48, 49.
Beacon mines, 80.
Bend, 6-7; see auo MtlIleuvers.
Blades, body, 82; cycle, 57;fake, 82.
Blade skill, 40.
Blended body armor, 46, 49.
Blended improved body armor, 46, 49.
Blow-through concealment, 82.
Blueprinting, 52.
Bilge pump, 67.
Blast points, 89·90.
Blast cannon, 76.
Blue-green laser, 78.

Index

Index
Boarding vehicles, 45-46.
BoatPilotskill,IO,41.
Boat, 65-68; acceleration, 65; accessories,

67; Crash Table, 12; deceltrafiall, 24;
deck., 67; hav:mis, 24; Iosillg colltrol,
26; movemellt, 23-24; power factors,
65; power plalllS, 65; propellers alld jet
dril'es, 65; record sheet, 104; rWlllillg

agroulld, 24-25; sample vehicles, 98;
si/lJi/lg, 65; targetillg, 29; lop alld hDlf
top, 67, 68; rop speed, 65; twill hull,
68; types, 65; wafe rule, 25.26; weap
ollS,66.

Body umor, 46, 49.
Body blades, 82.
Bodybuilding skill, 40.
Bollix,87.
Bomb, 73, 76; bomb bay, 73; bomb raw,

82; k.amibombs, 89-90.
Boosters, rodet, 9l.
Bootlcgger reycrse, 7·8; su also Malleu-

vers.
Bowic knife, 48, 49.
Brakes, all/i/od;, 87; heavy-duty, 89.
Brc3Chcs,37.
Brotherhood, 60.
Brushculler, 82.
Buildings, 37.38; collapse, 37; targetil'g,

29.
Bulk ammo box, 88.
Bumper spikes, 82.
Bumper trigger, 88.
Bursl cffect, damagtl, 30.
Bus, 64; sample l'I:hicles, 98; fargetillg, 29.

C
Cabover, 60, 62.
Camera, portable, 47, 49; vehicular, 92.
Camouflage nctting, 88.
Can-Am, 75; sample vehicle, 99.
Car, 50-53; acceleratioll, 55; armor, 50;

armor placemelll, 5S; body types, SO;
cargo, 54; chassis, SI; Crash Tables,
tl; gas ellgilles, 52; gas ellgille acces·
sories, 52.53; modijicatiolls, 50-SI, S5;
off-road pella/lies, 15; power piO/lls,
5 I; power plO/l1 accessories, 51-52;
rallge, 52; rtcord sheet, 100; sampltl ve·
hicles, 93-96; suspellsioll, S t; fargelillg,
29; tires, 54; top speed, 55; weapoll
plactmelll,55.

Carbon-aluminum frame, 50.
Carburetor, 52; mubibarrel, .52.
Cargo, car, 54; safe, 85; vehicles as corgo,

63.
Carricr, aJr-fop, 88; tell-wheeler, 61.
Car-lOp carrier, 88.
Car trailcrs, 58-59; acceleraliOll, 16; 1McJ:

ing up. 16; chassis, 58; Crash Table,
ll; decelerotioll, 16; ill collisiolls. 14,
17;jacUllijillg, 17; loose, 17; sample
vehicles, 97; tires, 58; weapollplace
mell/,59.

Chaff dispenser, 79.
Characters, 39-49.
Chassis, aquabik.e. 68; bus, 64; aJr, 51;

cycle, 56; helicopter, 72; hover, 69;
RV, 64; sideaJr, 56; tractor, 62.
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Climbing skill, 40.
Cloud bomb, 79.
Cluster bomb, 76.
Cowa! counter-rotating blade system, 73
Collapsing buildings, 37.
Collision, 12·1:5; damage, 31; wilhfind ob

jeeu. 14-1:5; heod-o/l, 13; hovercraft.
71;proceduu. 13·14; rear-end, 13-14;
T-bont!, 14; trailers ;11, 14.

Collision Damage Table, 13.
Comb:n. 28-38; IuJnd-lo-hand, 44-45; trike,

57.
Communicalions skill, 40.
Component armor, 85.
Computer. 82, 83. 84, 8.5; auJopilot soft

ware, 88; gu/uler, 88; gUl1l1t'r software,
&8; /lavigNor, 88.

Computer Tech skill, 40.
Concealment (weapon), 85.
Concussion, grenade, 48;from rOJ1U, 14.
Confetti,36.
Conlrolled skid, 7; see also Matltul'ers.
Control Table, 6.
Cover, buildings, 31.
Convertible h3.rdtop, 89.
Crash Table, modifiers, 10; rtsu1Js, 10.
Crash Tables, 11-12.
Crawling. 45.
Cruiser. see BoaJ.
Cupola, 82; w,jYersof, 84.
Curvcs.lxmked,9.
Cybcrlink.83.
Cycle. 56-57; accessories. 56-.57; chassis,

56; off-road pelwlljes, 15; power
pUJllts, 56; record shul. 101; srvnple w·
hicles, 96; suspellsio/l, 56; targetillg,
29; lires, 56; weaponplacemem, 56.

Cyclist skill, 10,40.

D
Damage, 3()"31; collisioll, 31; recordillg,

30.
Damage location, car, 30-31; helicopter. 38.
Data cubcs, 85, 87.
Dcbris, 15; hazard, 9.
Decelcration, 5, 8; boal, 24; helicopitr, 26;

o~trsiud vehicles, 18; trailers, 16; see
also MalleU~trs.

Dcptll rmdcr,67.
Derringcr, 49.
Detector, radar, 90.
Detonator, radio. 9()..91.
Dinghy, see Boot.
Di.schugers, 85.
Ditches, 16.
Diving, helicopter, 26-27.
Door, cab, 61
Doublo-barrded shotgun, 47.
Dragster, 75; sampk vehicle, 99.
Drift, 7; su also Maneuwrs.
Driver, 54; extra COlltrols. 89; illjury, 31;

still, 5, 10, 40; substituu, 31.
Dropped weapons, 32~33, 79-80.
Drop-spike plate, 79.
Dual-weapon magazine, 83.
Duelling, off-road, 15-16.
Dumper, 58, 61, 63.
Dusting, 38.



E
Ejection seat, 86; targetillg, 29.
Encoded remote ignition system (ERlS). 89.
Encumbrance, 44; a/Ju/IIJle Tults, 49.
Engine, Critical Damage Table, 53; dam-

age, 53;pwhillg, 54; truck, 61.
Engineering skill, 4().
ERlS (Encoded Remote Igw'/ioll System), 89.
Espionage skill. 40-41.
Evemng-out. 8.
Explosion. 31-32.
Explosive. grelUJde, 48; hitches, 59; kif/B

pil', 63; rounds, 80; spikes. 80; skifl,
41; see also Plasrique.

External weapon pod, 83; rocUl EWP. 84.
EXira driver CONrols, 89; magazine. 83;

power ulls, 51.

F
Fake armored hub.1 mid wheefguarrb, 86;

bWdes, 82; CtU"-lop CtJ1'rier, 88; drop
spike plore, 79; grtflllde, 48; mints, 80;
parse/lgers, 89; ram
plait. 84; (Wrtt, 83; weapons, 86.

Falls, 9-10, 86
Fans, 70; target;llg, 29.
Fast-Talk still, 41.
Fifth wheel, 62; targetiflg, 29. 64.
Fire, 31-32; ~fdj/lgs. 38.
Fire extinguisher I 86; p<>rtable, 47, 49.
Fireproofmg, tires, 54.
Fireproof suit. 46,49.
Fire-rewdant insulators, 86.
Firing penalties, 36.
Fishtail, 8-9; Crash Table, I L
Aame cloud discharger, 85; ejeClor, 79;

gas Slreamer, 79; Set also Vehicular
Fire Table.

Aamethrower, 78; portable, 48, 49; Set
also Vehicular Fire Table.

Raming oil ammo, 80; discharger, 85; gre
"ade, 48; jet, 79; see also Vehicular
Fire Table.

Rare launcher, hand-held, 49; RLflare
roulld, 81.

Rash grCflade, 48.
Ratbed, 58, 61,63; armor, 62, 63.
Aechettegull, 76; discharger, 85; gre/wde,

48.
Foam grenade, 48.
Folding stock, 46, 49.
Formula One, 75; sample vehicle, 99.
Free-Fall Damage Table, 27.
Fuel,52.
Funny car, 75; sample vehicle, 99.

G
Galley, 89.
Gas, e/lg{/les, 52; engille accessories, 52-

53; masl, 46, 49; shortage, 2; la/lu, 52.
Gas streamer, 79.
Gauss gWI, 76; pislOI, 48, 49; rifle, 47, 49.
Glow-in-the-dark. paint, 80.
Gold Cross, 43-44.
Goggles, 46, 49.
Grasshopper. 74; sample vehicle, 99.
Grenade launcher, 48, 49, 76; wider-rifle,

47,49.
Grenades, 36-37, 48, 49, 67; poim-deje/lSe,

85.
Ground, largeting, 29.
Gullies, 16.
Gunner, 54; computer, &8; skill, 41.

Gyroslugger, 47, 49; ullder-rifle, 47, 49.

H
Handgunner skill, 41.
Handling class,S, 18,51,56,57,60,92.
Handling track, 5.
Hand weapons, 36-37; list, 47-48.
Hang glider, 86.
Hazards, 9; boat, 24; helicopter, 27; hover-

craft,23.
Head-on collisions, 13.
Heavy anti-vehicular rifle, 47, 49.
Heavy-duty, braXes, 89; transmissioll, 89.
Heavy-duty flame cloud ejeclor, 79; Set

also Vehicular Fire Table.
Heavy-duty flamethrower, 78; see also Ve

hiculnr Fire Table.
Heavy flaming oil JCI, 79; see also Vehicu-

lar Fire Table.
Heavy pistol, 47, 49.
Heighl modiftcations, 37.
Hdicopters, 72~74; acceleraJion, 26, 72; ac

cessories, 73; arcs offire, 38; body
types, 72; climbing, 26; cloud dispersal,
73; crashing, 27; Crash Table, 11-12;
danwge 1ocalion, 38; drceleraJioll, 26;
diving, 26-27; dwting, 38; Free-Fall
Danwge Table, 27; grasshopprrs, 74;
hazards, 27; maneuvrrs, 27; modifiers,
12; movrmen/, 26-27; pitol dill, 10,41;
powrr p/nJlls, 72; rrcord shert, 106;
rotor failure, 12,27; sample vehicles,
98~99; side door, 91; targe/ing, 29; top
speed, 72; weapons, 2.

Hiding, 45.
High-dcnsity ammwlition, BO.
High-explosive anti-tank (HEAT) warheads,

80.
High-explosive squash.head (HESH) war-

heads, 80.
High-temperature ammunition, 8t.
Hi-res compUlcr, &4.
Hitches, 58-59; targe/illg, 29.
Hobbies skill, 4l.
Hollow~pointammo, 46.
Homing anti-radar missile, 83.
Homing torpedo, 78.
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Hovercraft, 69-71; acceleratioll, 20-22, 69
70; acceleratioll template, 22; accesso
ries, 71; allgle figurillg, 22~23; Crash
Tahir, 12;fa/lS, 70; hazards, 23; losillg
colltrol, 23; movemellt, 19-23; power
plal/ts, 69; record sheet, 105; sample ve
hicles, 98; skirts, 70; top speed, 69;
types, 69; /Qrgetillg, 29; Vedor Arrow,
19-23; weapons, 71.

Hover Pilot skill, 41.
Hydrofoils, 68.

I
Ice am/Ilwlition, 81; dischargf!T, 85; hazard,

9.
Ice dropper, 79; in water, 67.
ldentiflCation friend or foe (lFF), 89.
IFF (ldelltijieatio/l Fn'e,1d or Foe), 89.
Imp3ct, armor, 46;fwe, 48.
Improved. body armor, 46, 49.
Improved supercbarger capacitors, 51-52.
Incendiary ammunition, 81; see also Vehicu-

lor Fire Table.
Indy racer (Formula One), 75; sample vehj~

cle,99.
Infrared, goggles, 46; laser, 78; sighting

system, 89.
Injury, drivf!T, 31,
Installation, 42.
IRSS (Infrared sighting system), 89.

.J
J-tum, 7-8.
Jackknifmg,l7.
Jammer, radar, 90.
Jet drives, 66.
Jettison joining, 56.
Journalism skill, 41.
Jumping, 9; Oul of vehicles, 16.
Jumpjcts, 89.
Junk dropper, 80.
Jury-rigging, 41-42.

K
Kamibombs, 89-90.
Keel, weighted, 68.
Kingpin,63.

1

Index



L
Landing gear. 73.
Large-bore projectile weapons, 76-n.
Laser, 78; allti-tollk W~apOIl. 48, 49; bDJ-

Itry, 83: blue-green, 78, 68; ill/rared,
78;pulse, 78; rifle. 47, 49; rifle back
pack. 49; targe/illg scope, 46, 49; very
light aJlti-lQllk weapoll, 48, 49; X-ray,
78; see also Vehicular fire Table.

Laser guidance link, 83.
Laser-reactive: web, 86.
Law skill, 41.
Leadership skill, 41.
Lifejacket, 49.
Uferan.68.
Light anti-tank weapoo, 48, 49.
light flamethrower, 78; see also Vehicular

fire Table.
Light intensifier goggles, 46.
Light pistol, 47.
Limpet, belU:Q/IS. 49; mi/les, 46, 49.
Line of fire. 28.
Link, 84; snum linl. 84.
Linked weapons. 33, 84.
LOF, see Lint of Fire.
Longnose, 60, 62.
Luck skill, 41.

M
Machine gun, 76.
Machine pistol. 41, 49.
Magazine, 83; dual-weapoll. 83; rodet, 84;

rotary, 84; switch, 84.
Maneuver foils, 74.
Maneuvers. 4, 6-9; helicopter. 27; over

siud vehicles, 18; trailers, 16-11.
Martial Arts skill, 41, 44.
Mechanical Memory Storage Device

(MMSD), 43, 44.
Mechanic skill, 4142.
Metal armor, collisioll damage, 31.
Medikit, 47, 49.
Micromissile launcher, 77; incelJdiary

ammo. 81;porlable, 48, 49.
Minedropper, 80; i" water. 67.
Mine, 45; /naco/I, 80;fak.r. 80; /imp.rt. 46.

49; Iwpalm, 81; spider. 81.
Mine-flinger, 77.
Minibus, 64.
Mini-mechanic, 47, 49.
Mi.n.i-safe, 86.
Missiles, n, 83.
Missing. 37-38.
MMSD (Mechanical Memory Storage De

vice),43.44.
Modifiers, h.righl, 37; movemelll. 29;

rallge. 29; targelillg. 29-30.
Movement. 4-27; boal. 23-24; coI!fonning,

13; helicop/.rr. 26-27; hovercraft, 19
23; modifiers, 29;pedUlrian, 16;
trailer, 16-17; ultra-slow, 18.

Movement Chart, 4.
Multi-file rocket pod, 77.

N
Napalm, 81; s" allo Vehicular Fire Tabl.r.
Navigation skill, 42.
Navigator, computer, 88.
Nitrous oxide, 53.
No-paint windshield, 90.
Nuclearlbiological/chemical shielding, 90.

Index

o
Oan,68.
Obstacles, 15.
Off-road, dueIU/lg, 15-16; pelUJ/Jies, 15;

rollillg, 16; suspension, 51; lires, 54;
terraill, 15-16; vehicles, 15.

Oil, 45; discharger, 85; 1uu.ard, 9.
Oil gun, 77;jlaming ammo. 80-81; ice

ammo. 81.
Oil jet, 79; Oil boals, 61.
Overdrive, 90.
Oversized vehicles, 18,60-64; acc.rlera

t;OIl, 18; airfoils, 64; chassis, 60; colli
sio/IS. 18; Crash Tables, ll;d.rbrir, 18;
d.rcelerario/I, 18; hondlillg class. 18;
maneuvers, 18; obstacles. 18; oJfrood
penalJus, IS;dres,~l;ulJra~low
mOVeme/l/, 18.

P
Paint, 33; ammullition, 81,90; disch.arg.rr,

85; dispersed by helicopters, 73; gfow.
;/l-Ihe-darl, 80; grellade, 48; pellet am
mUllidO/l, 90; undef"'MIaJer, 61.

Paint gun, 77.
Paint spray, 79.
Parachute, 73, 86.
Paramedic skill. 42.
Passengers, 54, 64; accommodarialls. 90;

fake. 89.
Pedestrians, 44-45; equipme,,,. 46-48; haz

ard. 9; movemmt. 16; targetillg, 29.
PES (porlable earth stmion, 90.
Pilot skill, see Boar pilot, Helicopter

pilor,ow!r pilot.
Pintle mount, 84.
Pistols, 47, 48. 49.
Pivot, 8; see also Matleuvers.
P1asticore tires, 54.
P1astiquc, 47, 49.
Platinum catalysts, 51.
Plunger and contact wire, 47, 49.
Point-dcfense grenade, 85.
Politics skill, 42.
Pontoon, 71,13; larg.rlillg, 29.
Pop-up cupolas, 82; turrets, 84. 85.
PorUble e:mh station (PES), 90.
Portable flamethrower, 48, 49; Ue also Ve

hiculor Fire Tabl~.

Power plants, car, 51; cycle. 56; helicopur,
n; hovercraft. 69;pushillg, 53-54, 61;
lractor. 62; Iruck, 61.

Prestige, 4243.
Prone, 45.
Propellcrs, 66.
Proximily fuse, 81.
Pulse laser. 78.

G
Quick-release hitches. 59.

R
Racing cars, 75; sample vehicl~s. 99.
Racing slick tires, 54; offroad p~lIalJiu. 15.
Radar. 90; deteClor, 83, 9O;jammer. 90;

«mg-ra/lg.r, 9O.
Radar-guided missile, 77; larget;/lg, 29.
Radar shield (SlcalthKotej, 81.
Radial tires, 54.
Radio. delo/lator. 90-91; long-distance. 90;

portablefteld, 47, 49.
Ramps. 9, 63; assaulJ. 63.
Ramplate, 61, 84.
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Rams, COflcussiO/l from, 14; into fixed Db
jeCls, 14-15.

Range (combat); modifiers. 29.
Range (travel). 52, 61; boals, 65; hover-

craft. 70; modifiers, 29.
Rate offire, 28.
Rear-end collisions, 13.
Reefer, 58, 61, 63.
Reflexes, 5.
Rernote-cootrol guidance system, 91.
Repair. 55; difficulJy of, 41.
Retractable wheelguards, 86.
Reverse movement, 8; trailers, 16.
Rifle, 47, 49.
Riot shield, 47. 49.
Road cooditions, 9.
Rockets. 77; boost.rrs, 91; uurn.alwtapon

pod. 84; iflctlldiary, 81; laser guidallc.r
lillk, 83; magazine, 84;plat/orm, 84;
smoke, 81; tear gas, 81.

Rockct launcher, 77; ITUm-porlable, 48. 49;
special ammo. 81.

Roll cage. 86.
Rolls. II.
Rotary magazine, 84.
Rotor, 73;failure, 27; targetillg, 29.
Rowboat, see Boat.
Running aground, 24.
Running skiJI. 42, 44; weight pelwlry, 49.
RV.seeBus.

S
Safcly seat, 86.
Salvage, 42, 55.
Sample vehicles, 93-99; boars, 98; buses,

98; cars, 93-96; car rraikrs, 97; cycles,
96; helicopters, 98-99; hov~rcraft, 98;
racing cars, 99; snni-trail.rrs. 97; un·
l4.YJtelers, 96-97; tribs, 96; lriplUbi01I.
99; truck cabs, 97.

Scicnce skill, 42.
Scuba gear, 49.
Sea anchor. 68.
Searchlight. 91; armored, 91; portable, 47,

49; largeting. 29.
Securily skiJI. 42.
Semi-trailer, 62; Crash Table, 11; emer-

ge/ICY plate, 64; sample vehicles, 97.
Shielding. /luclearlbiologicallchemical, 90.
Shock absorbers, 86.
Shop, portable, 90.
Shotgun, 41, 49.
Sidecars. 56; chassis, 56; SusptflSiOII. 56;

lires, 56; weapon ploc~me/l/, 56.
Side door, 91.
Sideswipes, 14.
Silencerlflash suppressor. 49.
Single.weapon eomputer. 84.
Sinking boats, 66.
Six-Sbooter, 77.
Skids, 74; Crash Toble, 11; slr.rlchers, 74;

target;/Ig, 29.
Skills, 39-42.
Skins, 70; targedllg, 29.
Sleeper cabs, 62.
Small-bore projectile weapons, 16.
Sman link, 84.
Smoke. 33; discharger, 85; disp.rrsal by h.r

licopters, 73; grellade. 48; roclel, 81;
u/iderwmer, 67.

Smokescreen, 79; cloud bomb, 19.
Solar panel. 91.
Sonar, 68.



Sound, t!nha/lcemell/, 92; system, 91-92.
Spear minedropper. 80, 81.
Speargun, 47, 49.
Speedboat, see Boal.
Speed changes, 4.
Spider mines, 8t.
Spiked body armor, 46, 49.
Spikes, 45; bumper, 82; explosive, 80.
Spike gun, 77.
Spikedropper, 80; 011 boats, 67.
Spoiler, 92; traclor, 64.
Sprint racecar, 75; sample vehicle, 99.
Stairs, 44.
Starshelllauncher,77.
Stealth, 92; skill, 42.
Steamrollering, 19; hazard, 9.
Steelbelting, 54.
Strcctwise skill, 42.
Slinger, 48, 49.
Streamlining, 51.
Submachine gun, 47, 49.
Substitute, drivers, 31.
Sunroof,92.
Supercharger, 53.
Superconductors, 51.
Surface-to-air missile, 77.
Surge protector, 92.
Survival skill, 42.
Suspension, active, 87; cars, 51; cycles, 56;

off-road, 5t; sidecars, 56; lell-wheelers,
60; trike, 57.

Swerve, 7; set! also Maneuvers.
Swim flOS, 47, 49.
Swimming skill, 42.

T
Tank gun, 77.
Tanker. 58, 61,63.
Targeting, cars, 28; computer, 84, cycles,

28; modifiers, 29; W.ser, 78; sidecars,
28; trikes, 28-29.

T-bone collisions, 14.
TDX mines, 81.
Teaching skill, 42.
Tear gas, discharger, 85; gre/lade, 48;

rocket, 81.
Temporary Speed Table, 14.
Ten-wheelers, cabs, 60; record sheet, 103;

sample vehicles, 96-97; targetillg, 29;
tires, 60-61; top speed, 61.

Theft skill, 42.
Thermite grenade, 48.
Time line, 2.
Timer weapon, 92.
Tinted goggles, 47; Wiluiows, 92.
Tires, blowouts. 9; car, 54; cycle, 56;jire

proojing, 54; km, 5; sidecar, 56; target
illg, 29; tractor alld trailer, 62.{i3;
truck,6O-61.

Tongues, 58-59; targetillg, 29.
Tool kit, 47,49.
Top speed, boat, 65; car, 55; cycle, 56; heli-

copter, 72; hover, 69; tell-wheelers, 61.
Torpedoes, 78;praximity juse, 81.
Tow bar, 92.
Tracer arrununition, 81.
Tractors, 62; chassis, 62; Crash Table, 11;

perso/llitl, 62; power plams, 62; target
illg, 29; tires, 62.

Trailers, 62-64; acceleratioll, 16; armor,
63; backillg up, 17; Crash Table, 11; de
celeratioll, 16; ill collisiolls, 14;jack
k/lifillg, 17; kil/gpill, 63; movement
16-17; persollllel, 63; ramps, 63; tires,
63; weapolls, 63; see also Car Trailers.

Transmission, heavy-duty, 89.
Trikes, 57; chassis, 57; combat, 57; off

road peMuies, 15; record sheet, 102;
reversed, 57; sample vehicles, 96; tar
getillg, 29.

Triphibian, 74, 87; sample vehicle, 99.
Tripod, gUllshield, 49; weapOIlS, 47, 49.
Truck cabs, 60, 62; sample vehicles, 97.
Trucker, 60; skill, 42.
T-stop, 8; see also Maneuvers.
Two-dimensional explosive (TDX) mines,

81.
Tubular headers, 52.
Turbocharger, 52-53.
Turrets, 84;jake, 83; 011 carriers, 62; tar

getillg, 29; Uluierwater, 68; ulliversal,
84; zero-space, 85.

Turret sidecar, 56.
Twin laser, see also Vehicular Fire Table.

U
Uncontrolled vehicles, 31.
Under-rifle, grellade laullcher, 47, 49;

gyroslugger, 47,49.
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Universal turrets, cupolas and rocket plat-
forms, 84.

V
Van trailer, 58, 61, 63.
Variable-fue rocket pod, 77.
Vector arrow, 19,20,21,22,23.
Vehicle record sheets, 100-107, sample, 3.
Vehicle selection, 3.
Vehicles as cargo, 63.
Vehicular, camera, 92; shotgull, 76.
Vertical stabilizer, 71-
Very light anti-tank weapon, 48, 49.
Visibility,targetillg modificatiolls, 30.
Vulcan machine gun, 76.

W
Wake rule, 25-26.
Walkie-talkie, 47.
Warheads, 80-81.
Water, 16.
Wealth,43.
Weapons, 76-81; boats, 67; cars, 55; car

trailers, 59; collcealed, 85; cycles, 56;
helicopters, 72; hovercraft, 71; localiOIl
restrictioll, 55; sidecars, 56; timer, 92;
trailers, 63-64; truck cabs, 61, 62. wa
terproofed,68.

Weather, 26.
Wheelguards, 87; cycle, 56; retractable, 86.
Wheel hubs, armored, 85.
White phosphorus grenade, 48.
Winch, 74; cable targetillg, 29, 74.
Windjammer, 64.
Windows titlud, 92.
Windshell cycle, 56-57.
Windshield Ilo-paillt, 90.
Wire-guided missile, 77; targetillg, 29.
Wire-guided torpedo, 78.

X
X-ray laser, 78.

y
Yacht, see Boat.

Z
Zero-space turret, 85.

Index
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ABR - Armored Beer Refrigerator
ASS - Antilock Braking System
AC - Autocannon
Aced. - Acceleration
AMP - Armored Minifridge
AP Ammo - Anti~Personnel or Armor

Piercing Anuno
APFSDS - Armor-Piercing Fin-Stabilized

Discardillg Sabol Warheads
APPR - Anti-Power-P1ant Rocket
AR - Assault Rifle
ATAD - Automatic Target Acquisition De-

vice
ATG - Anti-Tank Gun
AVR -Anti-Vehicular Rille
B - Back
B - Bomb
SA ~ Body Armor
Be - Blast Cannon
BL - Back Left
SP - BIasi Points
BR - Back Righi
BR - Bomb Rack
CA Frame - Carbon-Aluminum Frame
CA - Componenl Armor
CACR - Coaxial Counter-Rotating Blade

System
CB - Cluster Bomb
cass ~ Cloud Bomb
CD - Chaff Dispenser
CPS - Cost per Shot
crs - Cycle Turreted Sidecar
d - die (6-sided)
D - Difficulty Rating
OP - Damage Points
nsp - Drop-Spike Plate
DSlO - Double-Barreled Shotgun
DWM - Dual-Weapon Magazine
ERIS - Encoded Remote Ignition

System
EWP - External Weapon Pod
F - Front
FCD - Flame Cloud Discharger
FCE - Flame Cloud Ej~tor

FCGS ~ Flame Cloud Gas Streamer
FD - Fl~hette Discharger
FDSP - Fake Drop-Spike Plate
FE - Fire Extinguisher
FG - Flcchctte Gun
FL - Front Left
FLDSP - Fake Large Drop-Spike Plate
FOD - Flaming Oil Dischargcr
FOJ - Flaming Oil Jet
FP - Fireproof
FR - Front Right
IT - Flamethrower
GE - Grcnade Equivalent
GG - Gauss Gun
Gt - Grenade Launcher
GP - Gauss Pistol
OR - Gauss Rifle
OS - Gas Streamer
OSl, OS2 - Gyroslugger
HARM - Homing Anti-Radar Missile
HAVR - Heavy AV Rifle
HC - Handling Class
HD - Heavy-Duty
HD Ammo - High-Density Ammo

Abbreviations

HDCD - Heavy-Duty Chaff Dispenser
HDFCE - Heavy-Duty Flame Cloud Ej~-

to<
HDFT - Heavy-Duty Flamethrower
HDID - Heavy-Duty lee Dropper
HDOJ - Heavy-Duty Oil Jet
HOPS - Heavy-Duty Paint Spray
HDSS - Heavy-DUlY Smokescreen
HEAT - High-Explosive Anti-Tank

Warheads
HESH - High-Explosive Squash-Head

Warheads
HFOJ - Heavy Flaming Oil Jet
HL - Heavy Laser
HP - Heavy Pistol
HR - Heavy Rocket
HRSWC - Hi-Res Singlc~Wcapon

Computer
HT Ammo - High~Temperature Ammo
HXL - Heavy X-ray l.3ser
ISA - Improved Body Armor
leD - Ice Discharger
ID - Ice Dropper
IFE ~ Improved Fire Extinguisher
IFF - Identification Friend or Foe
Imp. - Improved
IR - Infrared
IRSS - Infrared Sighting System
ISC - Improved Supercharger

Capacitor
JD - Junk Dropper
L - Laser
L - Left
LAW - Light Anti-tank Weapon
LDSP - Large Drop-Spike Plate
LFT - Light Flamethrower
LOL - Laser-Guidance Link.
L10 - LighlJntensifier Goggles
LL - Light Laser
LLAW - Laser LAW
LP - Light Pistol
LR - Laser Rifle or Laser-Reflective
LtR - Light Rocket
LTS - Laser Targeting Seope
LVLAW - Laser VLAW
MD - Mincdropper
MF - Mine-Flinger
MFR - Multi-Fire Rocket Pod
MG - Machine Gun
ML - Medium l.3ser
MML - Micromissile Launcher
MMSD - M~hanical Memory Slorage

Device
MNR - Mini Rocket
MP - Machine Pistol
MPG - Miles Pcr Gallon
MPRL - Man-Portable Rockel Launcher
MR - Medium Rocket
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N20 - Nitrous Oxide
NBC - NuclearlBiologicai/Chemieal
OD - Oil Discharger
OG-OilGun
OJ - Oil Jet
OR - Off-Road
Pes - Platinum Catalysts
PD - Paint Discharger
PDG - Point-Defense Grenade
PES - Portable Earth Station
PFT - Portable Flamethrower
PG - Paint Gun
PMML - Portable Micromissile Launcher
PR - Puncture Resistant
PS - Paint Spray
PU - Power Units
R- Radial
R - Right
Rev. - Reversed
REWP - Rocket EWP
RGM - Radar-Guided Missile
RL - Rocket Launcher
RP - Rocket Platform
RR - R~oil1ess Rifle
RS - Racing Slick
SAM - Surface-to-Air Missile
SB - Steelbelted
SCs - Super-Carburetors
SD - Spikcc1roppcr
SG - Spike Gun
SL - StarsheJl Launcher
SkD - Smoke Discharger
SMD - Spear 1000 Minedropper
SMG - Submachine Gun
SS - Smokescreen
StO - Shotgun
SWC - Single-Weapon Computer
T-Top
TB - Top Back
TDX - Two-Dimensional Explosive
TF - Top Front
TG - Tank Gun
TOO - Tear Gas Discharger
TL - Targeting Laser
TwL - Twin Laser
U - Underbody
UB - Underbody Back
UF - Underbody Front
URGL - Under-Rifle Grenade Launcher
URGS - Under-Rifle Gyroslugger
VFRP - Variable-Fire Rocket Pod
VLAW - Very Light Anti-TankWeapon
VMG - Vulcan Machine Gun
VS - Vehicular Shotgun
WGM - Wire-Guidcd Missile
WGT - Wire-Guided Torpedo
WPS - Weight per Shot
XL - X-ray Laser
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