
An Adventure In Road Rage!
Battle between race cars and their drivers.

Battle Cars is a miniatures based game using a d20 and miniature cars in 1:87 scale.

Examples of cars that are used: Hot Wheels, MatchBox, and Johnny Lightning cars. Other suitable cars and trucks may be used. 

Driver Skill

Everything that  happens on the race field must pass a Driver Skill roll. The base chance is a 10 on a d20. All modifiers apply to this roll.

All reactions must pass a Skill roll and any driver having a reaction made to the car they are driving must also pass a skill roll. If the roll is failed, that driver must roll on the Car Crash charts to find the result of the failed roll.

POLE POSITIONING
At the beginning of the game all players must put their car in order according to a roll off of the d20. This may be in any position behind the starting line. Cars may be positioned three or four abreast at the start line. The car on the pole position will have the initiative on the very first turn of movement.

Race Start

When the race begins the vehicles will only move 10" with the leader in the pole position having the first movement. The second turn the players must roll for the initiative to see who moves first.

SEQUENCE OF PLAY 

1. Roll initiative  high die wins and goes last

2. Players 1st half moves

3. Player reactions

4. Player 2nd half moves

Start a new turn

INITIATIVE

All players roll a d20 and the highest wins and is the last to move their car.

Players move in secession of initiative rolled. The next highest is the first to move their car.

Player 1st half moves
Each player gets to move half the move rate of the car type they are using.

Player Reactions
Each player may now designate the actions that they want to use or do with the equipment built onto the car. I.E. use Nitro to enhance movement, fires any weapons. Drivers may only do two reactions per turn.

Player 2nd half moves
The players now finish any movements of their cars.

Movement
The cars movement is based on the Engine size of the car. This movement is equal to a number of inches that the car may accelerate or decelerate for each move phase.

I.E. If the car has 5 inch for movement it can only move 5 inches in the first half moves phase and may accelerate to 10 inches in the second phase.

Off Track

When a vehicle goes off track during the game the player must make a skill check to see if they loose control of their vehicle. The player must add the speed modifier to the skill check die roll.

Turning

Each car may turn twice at 45 degrees intervals and at least 2 inches forward movement between each turn with out checking the Driving Skill. Any more turns will have a Driving Skill check to make

Brake Check

When a player wishes to slow his/her vehicle down with the use of the brakes, they must make a brake check to see how much of the brakes are used when slowing down. A vehicle has only 10 points of brakes to use during the game, and applying the brakes will use them at different rates or levels. The player must roll on the brake chart to see the brake loss for the maneuver.  The vehicle will gain back two points of brakes per turn by cooling under normal conditions.

Brake Chart

1-4 
1 point of brakes

5-10 
4 points of brake

11- 15
7  points of brakes

16-20 10 point of brakes and may not use the brakes the next turn.

Reactions
Each driver may do certain things with their car. There are a number of things that can be added to enhance the car for excitement on the race track.

1. Use equipment- if the car was modified to include special equipment, the player may designate that the equipment is being used. ( easy)

2. Maneuver the car to;

A. block other drivers from passing. May only block one car at a time ( medium)

B. pass car in front. May pass any number of cars.  ( medium)

C. Bump/ram other cars from the rear. (Medium) 5 damage point per hit to both cars.

D. Hard brake. The driver slams on the brake causing all other drivers to make a driver skill roll (easy)

E. Pit-man maneuver. The driver may attempt to bump and turn the car in front of them causing that car to spin out of control. (hard) The bump causes 2 points at impact to each car, and the target car must Roll on the damage chart

F. Spin Turn. The car attempts to turn and spin in the other direction. effectively a U-turn.

(hard)

Skill Level

Each reaction is based on easy, medium and hard difficulty ratings. These ratings will subtract a modifier from the d20 roll. Anything above 10 is a passing reaction. Anything below is a failed reaction.

Any failed roll, results on Crash Charts

Easy            -1

Medium       -2

Hard            -4

Caution Flag

When a vehicle crashes on the track and blocks the road way so that no vehicles can pass. The players vehicles must cross the start finish line to line up for a restart. The vehicles will line up according to how they crossed the start finish line.  The restart is the same as the start of the race with the leader getting the first initial movement.

Speed
Speed will have an effect on how well the car handles when making reactions or turns.

1-10"        -1

11-20"      -2

21-30"      -3

Hard point chassis
Hard point chassis are how you customize your car for each race. The basic cost for any chassis is 10 hard points. Any equipment added to the chassis will have a hard point cost that is pointed out.

Equipment
Engines

Engines  will give you the speed based on the size of the engine.

Type                 Speed                       HP cost

Small                     5      


 5

Medium               10      

             10

Large                  15      


15

Tires

Tires will help in traction to the type of track being raced on. This modifier is added to the Driver Skill Roll.

Type       track       Mod.            HP cost

Standard Any           1                       4

Soft         dirt             2                       8

Hard      Paved         2                       8

Studded off road      2                        8

If any tire is blown or punctured roll on out of control chart 

Armor

Armor is the amount of damage your car can take before it is rendered useless for racing any further.

Type                 armor                        cost

Standard             10                            10

Reinforced          15                            15

Hardened           25                            25

There are four sides to each car. Each side has the set number of Armor points.

Once all  the armor is gone for a side,. Roll on the out of control crash chart

Enhancements,

Enhancements help boost speed and driving Skill checks

Nitro
Boosts speed +10 Inches. Must pass Skill roll after using and before movement is concluded. 5 HP cost. If failed roll on out of control crash chart

turbo boost, Speed boost +5 inches. Must pass Skill roll after using and before movement is concluded.  3 HP cost. If failed roll on out of control crash chart.

Wings/Spoilers

Helps stabilize turns. Receive +2 free turns 5 HP cost

Suspension

 Helps stabilize Turns and Skill rolls for reactions 

1. Standard + 2 to Driver Skill. 5 HP cost

2. Race       + 3 for oval tracks 5 HP cost

3. Heavy duty +4 for off road   5 HP cost

Weapons, 

Weapons may be added to your car for reactions to other cars on the track.

 oil slick,

An oil slick is used to drop a patch of oil directly behind your car and causes all cars that drive through it  to pass a Skill check or spin out of control. If the Skill check is failed, roll on the crash chart.  2 HP cost ( one time use)

Lt. MG,

Allows you to shoot other cars on the track 2 HP cost Damage 5 points per hit. Skill check to fire

Hvy MG 

Allows you to shoot other cars on the track 5 HP cost Damage 10 points per hit. Skill check to fire

Rocket launcher, 

Allows you to shoot other cars on the track, 10 HP cost, Damage 15 points per hit, Skill check to fire. 5 shot's per race

Spikes, 

5HP cost, 2 damage punctures tires on target car. Target car must take a Skill check or go out of control.

Smoke Generator

Provides a smoke screens behind your car. All cars passing through and fail a Skill check makes a 45 degree turn to: 1-10 left, 11-20 right. 5 HP cost

Explosive bumper ( front and back)

An explosive bumper may be fitted to the front or rear of your car. When doing a bump or ram, explosive charges go off and do 5 points of damage to your car and 10 points to the rammed car. 10 HP cost.

Auto targeting turret, 

All weapons may be fitted to an auto tracking turret. The turret automatically tracks on the designated car. The driver may change targets from turn to turn. 5 HP cost

Parachute 

This device is used to slow down a car when speeds reach an excessive  level. In a drag race, the cars must stop before exiting the board. The chute will open at the half way point and decelerate the car by double the movement points the car is listed with.

3 HP cost

Crash Charts

All failed Driver Skill checks must roll on this chart. Add speed modifier to  all D20 rolls.

There are different charts for each type of failed Skill roll.

Speed 

If Skill check for Nitro, Turbo boost is failed. Add speed mod to D20 roll.

1-5     N/A

6-10   Equipment defective the rest of race.

11-15 Engine damaged, -3 to car movement

16-20 Blown Engine/ ruptured fuel, catastrophic. Roll on out of control chart

Damage

Any damage, weapons, Impact

1-5       Spin left for rest of movement

6-10     Spin right for rest of movement

11-15   Rupture tires, one tire is ruptured Roll on out of control chart

16-20 Engine hit, 5 Inches of movement lost each turn. No acceleration

Speed Loss
When a vehicle looses control during the game they will automatically loose one level of speed. If the vehicle was traveling at a speed of 30 and looses control the vehicle drop to a speed of 20 the next turn.

Out of control

 Add speed mod to D20 roll.

1-4 out of control. Roll a d20 to find the direction the vehicle turns.

1-10 90 degrees left, 

11-20 90 degrees right

5-9 out of control  1-10 180 degrees, move in same direction, Puncture rear tires. -3 to Accelerate, 11-20 car goes air born. Re-roll D20 and add 5 + Speed mod for final result.

10-14 Car takes 10 points damage from hardware failure. Move car rest of full movement in random direction.

15-18 Car turns 90 degrees left, moves full movement in same direction of current travel. Any obstacle hit, the car takes 15 points of damage.

19
Car rolls onto its top and skids to a stop at full movement left.

20
Car catches fire and explodes. All other cars with in 4 inches takes a Skill check or spin out of control

General failed Skill checks.

Turns, any reactions taken.

1-5 loose control car spins 45 degrees right

6-10 looses control car spins 45 degrees left

11-15 Hard brake, car slows by ten inches

16-20 Spin losses control 180 degrees travels in same direction at current speed.

Obstacles
Obstacles are items that are immovable. Examples are walls, trees, rocks, and wrecked cars.

Any car hitting an obstacle caused by going out of control will receive 10 points of damage + speed mod.

Race Tracks and types of races
Types of races can be from Full contact demolition derby to Drag racing, Off road Baja to circuit racing on high speed banked ovals. It is most fun to include as many players and cars as possible in each race.

Types of races

Full contact demolition derby.

 This is an open arena where all cars start at different points on the track. The start line should be 6inches from any table edge.

Dirt oval. 

This type of race is held on a dirt track where the cars try to complete laps to win the race. Start line is 1 line drawn on a straight away.

Paved oval.

This type of race is held on a paved track where the cars try to complete laps to win the race. Start line is 1 line drawn on a straight away.

Baja Race.

This race is held in an off road environment. A course is plotted out with markers. The route can lead to any where, through rivers, hill jumps, and open desert. Start line is 1 line drawn on a straight away.

Figure eight

A figure eight track is made and the cars travel around the track to complete a set number of laps. Start line is 1 line drawn at the beginning of a curve.

Drag race

This is a one on one race between two cars whom race to the finish line. The track is straight with no curves and  the finish line is the half way point on the table. The longer the table the better and longer the race will be.

Pit stops

Race tracks that are oval in shape will have an open pit. When a car receives damage it may enter the pit area and get repaired. The car may change tires and exit the pit area in one turn after pitting. Armor repair takes three turns. Weapons do not need to be reloaded. Blown engines can not be replaced in time to reenter the race. Wrecked cars remain on the track.

Track Structure

The structure of the track can be of any shape, size or form. Drag Strips should be 2 " for each lane, and oval tracks should be at least 4" wide.

There may be occasion to include smaller areas of track that pass through obstacles that are only one car wide.

Career Drivers

Players may wish to generate a driver to use over and over again during their races.

It is suggested that 20 races make a season. At the beginning of the season, all drivers receive 5 driver points. 

These points may be used during the race or stored for another race. The driver points are for players to use to modify any die roll for their driver Skill checks.

Points are awarded for each position.

1st place 10 points

2nd place 5 points

3rd place  3 points

finishing the race 1 point.

If players choose career drivers, Then when hitting an obstacle or any out of control result ends up with a crash, the driver must make a conscious roll to keep from passing out.

If the conscious roll is failed another roll is made to see if the driver was killed.

This roll is used for any fire, weapons hit or anything that might cause a driver to pass out or die from injuries.

CUSTOMIZATION
All cars may be played as stock(factory) cars. The basic car has

1. Chassis

2. Medium Engine

3. Standard Tires

4. Standard Armor

5. Standard Suspension

The cost for a basic car is 39 points.

Each car may be modified as the player wishes with the equipment listed. Just set a point value for customization and build your car.

EXAMPLE CARS

Dragster                cost

Chassis             

10

Large Engine    

15

Hard Tires         

  8

Standard Armor 
10

Nitro                   
  5

Parachute          
  3

Total  51 HP

Speed 15 per phase

Super Modified

Chassis              
 10

Medium Engine   
 10

Soft Tires            
   8

Reinforced Armor 
  15

Race Suspension 
   5

48 HP cost

Speed 10 per phase

BAHA truck

Chassis                
 10

Medium Engine   
 10

studded Tires       
   8

Reinforced Armor 
 15

Heavy duty Suspension    5

Smoke                              5

Auto turret                        5

Lt. Mg                               2

60 HP cost

Speed 10 per phase

Crash Charts

Speed 

If Skill check for Nitro, Turbo boost is failed. Add speed mod to D20 roll.

1-5     N/A

6-10   Equipment defective the rest of race.

11-15 Engine damaged, -3 to car movement

16-20 Blown Engine/ ruptured fuel, catastrophic. Roll on out of control chart
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