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Matches and Seasons
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Part I:  Special Rules

Obstacle types and rules

Washboards

Washboards are rough areas of the track.  Washboards count as a rating 0 road hazard.

Pothole / ditch

A pothole is a large, deep hole in the road surface.  A pothole is a rating 0 obstacle hazard.  If it is raining then add a rating 0 road hazard as well.  A ditch is for game purposes a pothole that is several hexes long.  Moving from one ditch hex to another is a rating 0 road hazard instead of an obstacle hazard.  Entering a ditch hex from a road hex or exiting a ditch hex to a road hex counts as an obstacle hazard.

Boulders / concrete pylons

Boulders or concrete pylons are either a rating 1 or a rating 2 obstacle hazard depending on whether they are ‘small’ or ‘large’.  Remember that moving into an obstacle with a modified rating of 2 or more is a collision, not a hazard.

Tire / hay bale stacks

Tires or hay bale stacks start as a rating 2 obstacle hazard.  Every time they are hit they degrade in rating and spread out to 2 additional hexes.  Thus the first time the tire-stack is hit it drops to a rating 1 obstacle and creates a rating 0 obstacle in the hex opposite from the one it was hit from and one additional rating 0 obstacle in an adjacent hex.  The second time it is hit it drops to a rating 0 obstacle and generates two additional rating 0 obstacles.  Hay bales differ from tires in that a rating 0 obstacle is destroyed if hit again.  Tire obstacles cannot be degraded to less than rating 0.  Rating 0 tire obstacles do not generate any additional obstacles if hit again.

Mud

Mud is usually only generated on dirt tracks while raining (though some southern United States tracks are muddy virtually year round).  Mud is a rating 1 road hazard.  A dirt track with marked mud areas only count as mud if it is raining (unless specifically stated otherwise in the track description).  

Snow

Loose snow behaves a lot like mud, though there's always the danger of it compacting into ICE.  Snow is a rating 1 road hazard.  

Ice

Ice is usually only a problem late in the season, though some areas are icy year round.  Ice is a rating 2 road hazard and increases turn mode by 1.

Weather

Dethmetal, unlike those wussier motorsports is never cancelled due to weather.  Prevailing weather conditions can significantly alter the way a match goes.  Rain, fog, and snow can cut visibility making weapon attacks more difficult.  Road conditions can become altered reducing traction and producing new hazards as mud, snow, or standing water pile up on the road surface.  Use the “Early” tables for the first ½ -¾ of the season and the “Late” tables for the last ¼ - ½ of the season.  Each track has its own weather chart, although custom tracks can use one of the generic ones listed here:

	Temperate (early)
	
	Tropical (early)
	
	Arctic (early)

	Roll
	Weather
	
	Roll
	Weather
	
	Roll
	Weather

	2 – 9
	Sunny
	
	2 – 8
	Sunny
	
	2 – 8
	Sunny

	10
	Uncertain
	
	9
	Uncertain
	
	9
	Uncertain

	11, 12
	Rain
	
	10, 11
	Rain
	
	10
	Snow

	
	
	
	12
	Fog
	
	11, 12
	Icy

	
	
	
	
	
	
	
	

	Temperate (late)
	
	Tropical (late)
	
	Arctic (late)

	Roll
	Weather
	
	Roll
	Weather
	
	Roll
	Weather

	2 – 7
	Sunny
	
	2 – 6
	Sunny
	
	2 – 6
	Sunny

	8
	Uncertain
	
	7
	Uncertain
	
	7
	Uncertain

	9, 10
	Rain
	
	8 – 10
	Rain
	
	8, 9
	Snow

	11, 12
	Snow
	
	11, 12
	Fog
	
	10 – 12
	Ice


Sunny

Sunny days are the perfect Dethmetal days.  No special rules or restrictions.

Uncertain

The weather is currently calm, but may begin raining (or snowing if it's late enough in the season) with little warning.  At the end of each turn roll one die, on a '6' the weather falters and begins precipitating on the event if on the following turn another six is rolled then it really begins to come down in force (see rules on Rain or Snow for further details) else it stops (basically this means that it starts raining if a '6' is rolled two turns in a row).  Once it starts to really start precipitating don't make any further rolls, it will continue to precipitate for the rest of the match.  Precipitation is always RAIN unless SNOW is also possible on the weather table, in which case it RAINs on a die roll of 1 - 3, else it is SNOWing.

Rain

Most of the time poor weather is represented by rain (though snow is possible at some tracks late in the season).  Rain or mud puddles form in marked hexes on the track and count as road hazards.  All maneuver hazards are at a -1 penalty on paved tracks.  Add one to the range of any shooting attempted in the rain.  Dirt tracks will start turning to MUD if the rain continues long enough.   At the end of each turn that it is raining roll 1d6, on a '6' one random corner or straightaway is turned to MUD.

Fog

Not common on most North-American tracks, some European tracks are almost famous for their fog.  All shooting ranges are doubled in fog.  Late in the season (last-half to last quarter of the season) foggy tracks can also form ICE.

Snow

Snow has some of the same problems as rain (+1 range when shooting, increases road hazards).  Snow can often accompany ICE, increasing the hazard.  At the end of each turn that it is snowing roll 1d6, on a '6' one random corner or straightaway is covered in ICE.

Ice

The entire road surface is covered in ice.

Flags

Flags are colored, magnetic markers designed to hang from the side of a Dethmetal vehicle during a competition.  A flag is automatically picked up if an eligible vehicle ends its turn in the same hex.  The electromagnets on the marker are disabled automatically when the vehicle enters a score area or if that vehicle is already carrying a flag, thus only one may be carried by a vehicle at a time.  Although quite strong, a flag may be jarred loose from the carrying vehicle if it is rammed or if it is hit by gunfire.  A ram dislodges the flag if the carrying vehicle fails his driver's check, while gunfire dislodges the flag on a die roll of 6 or more (add the weapon's damage rating to the roll).

Soccer Ball

The ball used in soccer matches is made from heavy rubber and is effectively indestructible.  Ramming the ball is the only way to effect its motion, though it is fairly heavy and counts as a collision (half-damage and penetration though).  In a collision, the ball automatically fails its driver's check and will be moving away from the point of collision at the same speed as the ramming vehicle (the ramming vehicle loses speed and MP as for any other collision).  The ball moves as if it were a disabled vehicle and loses two-points of speed every turn.  Shooting the ball has no effect.

Moving into the Pits

It is against the rules to enter pit-row at a speed greater than 4 on most courses.  If the vehicle enters a pit-hex at a speed of 1 it is allowed to immediately stop and drop its speed to zero.

Part II: Racing Events

The basic race is the mainstay of Dethmetal events, only with big, heavily armored monster-trucks instead of sleek, tiny, and fragile cars.  The basic idea is to drive your team’s vehicles around a closed-loop faster than anyone else and be the first one across the finish-line.  Of course, Dethmetal is played rough, ramming and shooting opponents are perfectly acceptable tactics and cars can’t always finish an event.  

The Track

The track for the event must be a) chosen or b) assembled.  If the season is already scheduled then which track to run on has already been determined.  If it is not then the track will have to be either selected from those available to the league or even assembled from available track segments.  To assemble the track, start by placing a straight-5 section down with the finish-line placed in the middle.  Each player will then take turns placing one track-segment at a time until a closed-loop is created.

Once the track is ready you need to determine whether this specific event will be run "with the track" (in the same direction as the arrows on the track segments) or "against the track" (in the opposite direction of the arrows).  A mixed race is even possible if multiple heats are going to be run.

Most races are decided by making three laps around the track (although more or less is certainly possible).  More than one heat is rare unless there is going to be more than three-laps to the race.  The amount of time between heats (a.k.a. the number of repair attempts allowed) must also be decided at the time the event is created.

Field Size and Start Positions

The first thing that must be decided is the number of cars that each team can place in the field.  Normal races usually have two-cars on the field, though it is possible to allow up to four cars.  A team that does not have enough cars to meet this amount is still allowed to compete but must field all of their available cars in the event.

Starting positions can be determined in one of two ways; the qualifying method or the initiative method.  The initiative method is the fastest and the easiest, simply roll initiative for each car as normal and place each car on the track according to initiative order (see the field position diagram for starting order).  

The qualifying method takes far longer, but can be entertaining in its own right.  Each car is allowed one lap around the course.  The car that finishes the lap in the fewest number of phases wins start position #1 (or the "pole position").  The other cars take their positions in ascending order from there (so position #2 goes to the car that took the second-fewest number of turns, etc).  Ties are settled by #1) most hexes past the finish line on last phase, #2) highest finishing speed, #3) the talent "sharp-witted", and #4) random die roll.

No matter which method is employed, the initiative order on turn #1 of the race is the field's start positions (so pole position moves first, position 2 moves second, position 3 moves third, etc).  Turns #2 and subsequent determine initiative in the normal fashion. 

Starting the race

There are two types of starts in a race; a dead start and a rolling start, and the only difference between them is whether the vehicles are moving or not.  A dead start race has all of the vehicles starting at speed '0'.  A rolling start is generally between speeds 1 - 3.

The Firing Point

Event organizers actually do want the competitors to race instead of trashing themselves at the starting line while all of the cars are too bunched up to defend themselves.  For this reason, no vehicle is allowed to fire any of its weapon systems prior to a prearranged point (generally half- to a full-lap of distance or a specific turn).  Firing before this point can cause a penalty for the offending driver.

Pit Row

Pit row is where the field mechanics stay and work.  Because of the danger to staff-members, vehicles may not move faster than speed 4 while in Pit Row or risk suffering a penalty.  Each car is assigned one space in the hex row farthest from the main track and is marked with a wrench marker in the team's colors.  To pit, the vehicle must start its move in this space and be at speed zero.  During a pit stop the vehicle may perform as many pit actions as the player wants as long as he keeps successfully making mechanic checks with a +1 modifier so a mechanic rating of 2 will actually succeed on a die roll of 3 or less).  However, if you fail a check you may not take any further actions in the pit until next phase.  Also, if you fail a check, you may not leave the pit until you make a successful one (you can't very well drive away with only three wheels).  Each pit action allows you to do one of the following; a) refill its fuel tank to full, b) reload one weapon to full, c) replace one expendable item, d) replace the tires on the vehicle or, e) switch one competitor with a different one.

Substitutions

If one of the team's vehicles is knocked out of action at any point then a different car may be substituted in for the disabled one.  The replacement car is placed in your pit area and starts with no driver, no fuel, no ammo, and no expendable items mounted on it (it does have tires and weapons of your choosing, remember though that rockets are expendable items).  This vehicle is assumed to have completed the same lap as the car that it is being subbed in for (so if your car finished its first lap and was on lap two when it was destroyed a car subbed in also counts as having completed its first lap).  You may continue to sub in cars as long as you have them available in your stables.  A car must be unable to move on its own in order to qualify for a substitute.

Scoring

Scoring in a race is as simple as being the first few cars across the finish-line on each lap and the first few to finish the race (or the heat if there is to be more than one).  Please notice that finishing in a scoring position on the final heat of the race counts twice, once for the heat and once more for the race.  

Penalties

Cars may be penalized points for either driving the wrong way on the track.   Leniency is usually granted if the vehicle is out of control at the time or is facing the wrong way after such an event.  However, the vehicle must attempt to regain the correct direction of travel as quickly as possible and is not allowed to intentionally ram oncoming traffic until then.  If there is a dispute and no referee of the event then the players are allowed to vote on whether to penalize the player or not.  Each turn that the vehicle is traveling the wrong direction is a -1 point penalty and the vehicle is flagged.  Firing any of the vehicle's weapon systems prior to the prearranged "fire-point" is a -2 penalty and a black flag for every instance.  A car may also be penalized for speeding in pit row.  -2 points and a black flag every turn that the vehicle is at speed 5 or higher.  Point losses carry over into the team's seasonal standings and it is entirely possible to end the race with fewer points than you started with.  

If a single vehicle is flagged three times in a single race then he is ejected (remove the vehicle from the track).  That vehicle may be substituted back in at a later time, but the driver may not.  If the team accumulates five or more flags in a single race then the entire team is disqualified and ejected (remove all of their cars from the track).

Between Heats and Repairs

If the race is more than one heat long then vehicles are repaired in the break between heats.  All pit actions can be completed automatically in this time (fuel and weapons are reloaded, tires and expendable items may be replaced, drivers can be swapped out, etc).  Any vehicles that are left on the track that did not suffer a 'destroyed' critical hit are automatically recovered and returned to your stables.  You may use your mechanic team to attempt to repair some of the damage to your cars in this time.  You may make up to the time-limit in mechanics checks before the start of the next heat.  Each successful check repairs one critical hit off of one car.  All non-critical damage is automatically repaired.

Special event I:  Flag relay

A special kind of race is a flag relay.  It is similar to a normal race except there are a number of checkpoints around the track and a magnetic marker (called the "flag").  In order to score the vehicle must reach a checkpoint while it is carrying the flag.  Checkpoints must be completed in order and a single flag may only score off of a specific checkpoint a single time (thus if there are two flags in the event then each checkpoint may be scored on twice).  Three points are scored for reaching a checkpoint while the flag is still attached to your vehicle, six are scored for finishing a lap with the flag on your vehicle.  Vehicles are only penalized for traveling the wrong way if they are carrying the flag, otherwise they can only be penalized for speeding in pit row.  Generally, the vehicle with the pole position is the one that starts with the flag (alternatively, the flags are placed close to the starting line).  Because these events tend to be far rougher than normal races and usually only run one lap per heat.   Because of the importance of the flag they also rarely employ a firing point, allowing instead for the shooting to start as soon as a vehicle crosses the starting line.

Part III:  Arena events

The Field

Unlike narrow-winding tracks, arenas are almost always large walled in areas where matches are more battles of maneuver than speed and finesse.  Basic arena matches are simple contests of destruction with points scored for damaging and knocking out the other team's vehicles and for ending a heat with operational vehicles.  An arena match is generally played for 6- to 10- turns per heat and two or three heats deciding the match.

Start Positions

Vehicles usually start in a line within one hex of their pit bunker at speed zero, though some special events (such as Rabbit and Soccer) may have different starting positions.  The number of vehicles in an event varies greatly, though three-or four is the normal for most events.

Pit Row

Pit row is where the field mechanics stay and work.  Arena pits are far different from racing pits so there is no speed limit within them (though smashing into the back of the bunker may damage the vehicle).  Each team is assigned one pit bunker and is marked with a wrench marker in the team's colors.  To pit, the vehicle must start its move in this space and be at speed zero.  A vehicle that is at speed one and on one of the two pit hexes may immediately stop moving for the turn and drop his speed to zero at the end of the current phase.  During a pit stop the vehicle may perform as many pit actions as the player wants as long as he keeps successfully making mechanic checks with a +1 modifier (so a mechanic rating of 2 will actually succeed on a die roll of 3 or less).  However, if you fail a check you may not take any further actions in the pit until next phase.  Also, if you fail a check, you may not leave the pit until you make a successful one (you can't very well drive away with only three wheels).  Each pit action allows you to do one of the following; a) refill its fuel tank to full, b) reload one weapon to full, c) replace one expendable item, d) replace the tires on the vehicle or, e) switch one competitor with a different one.

Substitutions

Substitutions are not normally allowed during a heat, though a car may be subbed in between heats.  Some special events however do allow for a car to be subbed in during the heat (such as a flags or soccer event).  Rabbit special events never allow substitutions mid-heat.

Scoring

Scoring is very simple in a demolition (also known as a 'classic') arena event.  Points are scored for damaging or destroying opposing team vehicles and for keeping your own vehicles operational until the end of a heat.  

Penalties

As these events are all about smashing up the opposition’s cars there are very few ways to draw a penalty.  However, blocking an opponent's pit area is a strict violation.  A pit area is considered violated if you start and end your move within 1 hex of the pit entrance or if you enter an opponent's pit area at any time.  Moving into an opponent's pit area is a violation and costs your team 2 points and the offending vehicle is ejected from the event for the duration of the current heat.

Between Heats and Repairs

Arena events tend to be very rough and almost all events are played in two or more heats.  During the break between heats vehicles are recovered, rearmed, and may be repaired by the mechanics staff.  All pit actions can be completed automatically in this time (fuel and weapons are reloaded, tires and expendable items may be replaced, drivers can be swapped out, etc).  Any vehicles that are left on the track that did not suffer a 'destroyed' critical hit are automatically recovered and returned to your stables.  You may use your mechanic team to attempt to repair some of the damage to your cars in this time.  You may make up to the time-limit in mechanics checks before the start of the next heat.  Each successful check repairs one critical hit off of one car.  All non-critical damage is automatically repaired.  Cars may be substituted in for destroyed cars during the repair period.  Vehicles that were immobilized but not destroyed can re-enter the event provided they are repaired enough to move under their own power again.

Special Event:  Flags 

A more refined version from the basic brutality of a demolition (or 'classic') arena match is a flags event.  Flag events have a dozen or so markers (or 'flags') littering the field.  Teams score points by bringing these flags back to their pit areas.  A heat is played until either a pre-determined time-limit or until all of the flags have been scored on.  Green flags are the most numerous and are worth 5 points each.  For every 3 green flags on the field there is generally 1 red flag.  Red flags are worth 10-points each.  The first time that a particular flag is picked up is worth 1-point to the team that picked it up.  When positioning flags, no flag may be within 8 hexes of any team’s pit bunker or within 6 hexes of another flag.

Special Event: Soccer 

Another refinement has been the soccer event.  Scoring in a soccer event is done by knocking a big, solid rubber ball into a scoring box.  Scoring into the small area at the center of the goal is worth 15 points while scoring in any other part of the goal is 10 points.

Special Event: Rabbit

A fairly major departure from the classic arena match is Rabbit in that only one car on a team is armed (the ‘Hunter’).  All other cars are disallowed any weapons or rockets, though special mount devices are still allowed (the ‘Rabbits’).  Scoring is done by getting your team’s rabbits into your pit area and by damaging or destroying the other team’s rabbits.  Teams get no score for attacking the other team’s hunters.  A heat is finished when all of the rabbits have scored or been immobilized or at the end of a predetermined time-limit.  After a rabbit has scored for his team remove it from play.  A rabbit that has been so removed may not reenter play for the duration of the heat.

Racing event �
Points�
�
First three vehicles through a checkpoint or to finish a lap�
1 pts�
�
First vehicle to finish the heat�
3 pts�
�
Second, third vehicles to finish the heat�
2 pts�
�
Fourth, Fifth, sixth, seventh, and eighth to finish the heat �
1 pts�
�
First vehicle to finish the heat�
6 pts�
�
Second, third vehicles to finish the heat�
3 pts�
�
Fourth, Fifth, sixth, seventh, and eighth to finish the heat �
1pt�
�
Each phase spent traveling the wrong direction�
-1 pt�
�
Moving through pit row at more than speed 4�
-2 pts�
�
Shooting weapons prior to the "fire point"�
-2 pts�
�






Arena event�
Points�
�
Each damaging hit�
1 pt�
�
Each competitor immobilized�
5 pts�
�
Each competitor destroyed�
10 pts�
�
Each teammate still operational at the end of each heat�
1 pt�
�
Violating another team's pit area�
-2 pts�
�






Flags event�
Points�
�
First time a flag is picked up�
1 pt�
�
Green flag scored�
5 pts�
�
Red flag scored�
10 pts�
�
Each teammate still operational at the end of each heat�
1 pt�
�
Violating another team's pit area�
-2 pts�
�
�
�
�
Soccer event�
Points�
�
Scoring on large goal�
10 pts�
�
Scoring on small goal�
15 pts�
�
Each teammate still operational at the end of each heat�
1 pt�
�
Violating another team's pit area�
-2 pts�
�
�
�
�
Rabbit event�
Points�
�
Each damaging hit on a rabbit�
1 pt�
�
Each rabbit immobilized or destroyed�
5 pts�
�
Each rabbit that makes it to your pit area�
10 pts�
�
Each teammate still operational at the end of each heat�
1 pt�
�
Violating another team's pit area�
-2 pts�
�









