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Match Rulebook

Table of contents

Part I:  Drivers

"Those lovable loonies we all adore"

Traits and Skills

Except for Experience (which starts at '0') and Level (which starts at '1') all of a competitor's traits start at rank 3.  Driving ability is used to maintain control of the vehicle, perform tricky maneuvers, and to defend against handling loss due to hazards.  Gunnery skill is the competitor's ability to hit a target with the vehicle's weaponry.  Initiative helps determine the order that vehicles move and shoot in.  Toughness is used to resist injuries should the vehicle's armor fail to protect its occupants and to resist negative effects of the cloning process should the worst occur.  Level starts at '1' and is a general measure of the skill of the driver.  Each level earned gives the character one advancement roll.  As a competitor goes up in level it takes more additional experience to get to the next level of expertise.

	Die roll (2d6)
	Bonus gained
	
	Experience points
	Level

	2, 3, 4
	General Talent
	
	0 - 2 xp
	1

	5, 6
	Gunnery Talent
	
	3 - 5 xp
	2

	7
	+1 Trait point
	
	6 - 10 xp
	3

	8, 9
	Driving Talent
	
	11 - 17 xp
	4

	10, 11, 12
	Toughness and Agility Talent
	
	18 - 26 xp
	5

	
	
	
	27 - 37 xp
	6

	
	
	
	38 - 50 xp
	7

	Die roll (1d6)
	Trait improved
	
	51 - 65 xp
	8

	1, 2
	Driving ability
	
	66 - 82 xp
	9

	3
	Initiative
	
	
	

	4
	Toughness
	
	Event
	XP 

	5, 6
	Gunnery skill
	
	Taking part in a match
	+1 xp

	
	
	
	Winning the match
	+1 xp

	
	
	
	Per critical hit scored 
	+1 xp

	
	
	
	Scoring for your team
	+1 xp


Talents

Eventually, you just get that darn good.  In addition to trait and skill increases a competitor can be rewarded with special talents from a level advancement.  At any time that a talent disagrees with the rules use the talent instead.

	Driving Talents
	Effects

	1) Texas Steer
	…and everything is bigger in Texas.  As a result, he knows how to handle bouncing his rig off of a big rock.  Reduce the hazard class of any obstacle by one (to a minimum of '0').



	2) Smooth Driver
	Is in complete control of his rig at all times, as a result this character is allowed to re-roll any failed driver's options checks.



	3) Dog-sledder
	Has become very accustomed to driving on ice and snow.  Reduce the hazard penalty for driving in snow by one.  Reduce the turn-mode penalty for driving on ice to one-and-a-half instead of double.



	4) Big foot
	Allows the driver to make three driving checks instead of only two when attempting to slow down more than one speed level.



	5) Autobahn
	Is allowed an additional driver's option check every turn (for a total of two, three if the tires match the road surface).



	6) Adept
	Once per heat, this competitor may re-roll any failed driver check.




	Gunnery Talents
	Effects

	1) Crack shot
	Is preternaturally good at placing his shots.  Once per turn you may re-roll any damage or armor penetration roll made.  The results of the second roll stand regardless of whether you liked the previous roll better or not.



	2) Marksman
	 Once per heat this character is allowed to re-roll a missed attack.



	3) Gunslinger
	Is allowed to attack with two different weapons at the same time in a single turn.  Both weapons must be used against the same target and all attacks from both are at a -1 penalty for the remainder of the turn.  Dual-mounted weapons count as a single weapon for a gunslinger so he could fire a dual mounted weapon and an additional weapon as well.



	4) Eagle eyes
	The competitor is blessed with superior eyesight.  Subtract one from the range of any attack made by this character.



	5) Rapid-Fire
	The competitor can always fire a weapon that has 1 or more ROF remaining even if it had been fired in the previous phase.  A weapon may still only use 1 point of ROF each phase even with this talent.



	6) Frosty
	Nerves of steel.  This competitor never tests for losing handling from being damaged by weapon-fire and never suffers shooting penalties from being out-of-control (reduce penalty from rollover or spin to -1).




	Toughness and Agility Talents
	Effects

	1) Ardent
	He'd run all season long if you'd let him.  Ignores the first fatigue point that this character gains (allowing him to automatically race in two back-to-back races without penalty).



	2) Ornery
	Too ornery to die, that's for sure.  Ignore the first flesh wound that this character suffers for the duration of the match.  If the first wound suffered during a match results in an out-of-action then automatically reduce it to a flesh wound (causes full penalties).  Has no effect on an injury suffered from a destroyed vehicle.



	3) Stable
	Has extremely stable genetics that are not error prone.  +1 bonus when resisting new quirks after going out of action.



	4) Quick draw
	Once per heat, this character can fire the vehicle's weaponry during another player's move.  This attack breaks normal initiative order and is resolved immediately after its declaration .



	5) Sharp-witted
	Always seems to be just a bit quicker than everyone else, just edging them out.  Always rolls a '7' for breaking initiative total ties (will still have to take a tie-breaker with any other Sharp-witted drivers).



	6) Impetuous
	Once per heat, the competitor has the option of moving before anyone else ignoring the initiative order.  Use normal initiative order to determine which of two impetuous drivers move first.  Has no effect on the shooting phase.




	General Talents
	Effects

	1) Pro
	Practiced and cool, once per heat this character gets to re-roll any one failed skill check.



	2) Mechanic
	This character has some understanding of mechanical systems and can assist the team mechanic in making repairs between heats.  For every three repair attempts worth of time available this character may make one repair check with a skill level of '3' (rounding fractions to the nearest whole, but always at least one check is allowed).  Taking this skill multiple times increases the skill level that the repair check is made against.



	3) Tinkerer
	This character likes to tinker with mechanical systems and occasionally develops a gadget that might actually be useful.  After every match that this competitor is not out-of-action at the end of roll 1d6, on a roll of '6' he finishes a project.  Roll up the device on the experimental table.  You must purchase the new device immediately or it is lost.



	4) Face
	This competitor has a rabid following of fans that buy stupid amounts of merchandise bearing his picture.  Adds 2d6 k onto your income after every match.  Note that this remains in effect even if he goes out of action, though the mail-room usually gets clogged with get-well-cards and flower bouquets.



	5) Iron-man
	This competitor just can't sit on the bench and usually insists on running match after match.  After a match, this competitor is allowed a toughness check to see if he gets a point of fatigue instead of automatically getting one.



	6) Bail-Out!
	This person has an unusually well developed sense of survival.  Allows the competitor to re-roll an out-of-action result from the vehicle being destroyed.





Quirks

The cloning process isn't perfect and the more times it's used on a competitor the more problems he picks up.  Make a toughness check for every competitor that goes out of action, a success means the cloning process worked out well enough that the competitor isn't too badly impaired.   A failure means he has picked up a new quirk (roll on the quirk table to determine the seriousness of his new abnormality).

	Quirk (roll 2d6)
	Effect

	2, 3) Stupid
	The competitor finds it increasingly difficult to concentrate on tasks at hand.  Roll one die at the beginning of each movement phase, on a roll of '6' this competitor may not turn or fire any weapons (vehicle must move straight ahead regardless of any intentions you might have had).  If he suffers this result a second time then he is in a nearly vegetable state and spends the rest of the season in a nursing home (he may not be used again in the current season).



	4) Heart condition
	The competitor's health is failing him (death can suck the life right out of a guy you know).  Prior to assigning any competitors to a match roll one die, he is out of action and misses the match on a die roll of '1'.  If he suffers this result a second time then he suffers from his condition on a roll of '1' or '2' and must retire automatically at the end of the season (though he may be used normally until then).



	5) Arthritic
	The character's joints have stiffened up and he just can't drive like he used to, -1 driving ability.  If he suffers this result a second time then he suffers a -2 penalty and must retire automatically at the end of the season and may not be used in any matches (though any talents he has that are not used during a match may still be used).



	6) Head injury
	The character just isn't as quick as he used to be, -1 initiative.   If he suffers this result a second time then he suffers a -2 initiative and must retire automatically at the end of the season (though he may be used normally until then).



	7) Combat fatigue
	Must make a toughness check after every match, gains two fatigue instead of one on a failure.  The character with combat fatigue must make a toughness check and only loses one fatigue instead of all of it for missing a match on a failure.  If he suffers this result a second time then he automatically retires at the end of the current season (though he may be used normally until then).



	8) Poor health
	This competitor just can't roll with the punches like he used to and suffers -1 toughness.  If he suffers this result a second time then he suffers a -2 toughness and must retire automatically at the end of the season (though he may be used normally until then).



	9) Eye problem
	The competitor is now legally blind in one eye (or nearly so) and suffers -1 gunnery ability.  If he suffers this result a second time then he suffers a -2 penalty and must retire automatically at the end of the season and may not be used in any matches (though any talents he has that are not used during a match may still be used).



	10) Heart Condition
	The competitor's health is failing him (death can suck the life right out of a guy you know).  (See result 4 for exact details)



	11, 12) Unhinged
	This competitor's mind is failing in interesting ways.  Roll one die at the beginning of the firing phase.  On a roll of '6' this competitor will fire on closest vehicle to him with any weapon available (friendly or not).  If he suffers this result a second time he's reduced to a raving lunatic (he may not be used in the current season).




Part II:  Cars

"Fast, awesome, devastating, and they don't burn half bad either"

Design Points

Each new car that a franchise gets is built on a budget of 60 Design Points.  These points are used to purchase Engine power, Fuel capacity, Suspension strength, Armor points, Toughness, and any Equipment or Weapons that they wish to install.  By taking an overhead penalty the vehicle's Design points can be increased by 15 points (counts as two vehicles for overhead purposes).  Certain sponsors can also increase available design points to new vehicles.

	Base Characteristics
	Design Point Cost

	Per 4 Engine Power
	1 D.P.

	Per 6 Suspension Strength
	1 D.P.

	Per 16 Fuel Capacity
	1 D.P.

	Per Armor Points
	1 D.P.

	Toughness 1
	3 D.P.

	Toughness 2
	6 D.P.

	Toughness 3
	12 D.P.

	Toughness 4
	18 D.P.


Devices

Weapon mounts, Ammunition, and Firing Arcs

Weapon mounts must be installed onto a vehicle so that various weaponry may be installed.  There are three types of weapon mounts; light, heavy, and rocket.  Light mounts allow the installation of relatively low-recoil weaponry such as machineguns.  Heavy mounts allow the installation of larger cannons that are either physically very large or generate a great deal of recoil.  Rocket mounts allow rockets to be installed onto the vehicle.  Up to one special weapon types may be installed onto a vehicle.  Weapon mounts are fixed by default, but can be made to swivel up to 180-dg or even as a 360-dg turret.

	Mount type
	Fixed
	Swivel (180-dg)
	Turreted (360-dg)

	Light
	6 DP
	9 DP
	15 DP

	Heavy Δ
	9 DP
	12 DP
	18 DP

	Rocket
	3 DP
	6 DP
	12 DP


	Weapon System
	Type
	ROF
	Pen
	Fire
	Short
	Long
	Max
	Ammo

	Machinegun
	Light
	3
	0
	1
	1 - 3
	4 - 6
	12
	10

	Heavy Machinegun
	Light
	3
	1
	1
	1 - 3
	4 - 6
	12
	10

	Recoilless Gun
	Light
	1
	2
	1d2
	1
	2 - 3
	8
	6

	Light Rocket-pack
	Rocket
	2
	0
	1
	1 - 2
	3 - 4
	9
	4

	Rocket-pack
	Rocket
	2
	1
	1d2
	1 - 2
	3 - 4
	9
	3

	Heavy Rocket-pack
	Rocket
	2
	2
	1d3
	1 - 2
	3 - 4
	9
	2

	Heavy Recoilless Gun
	Heavy
	1
	3
	1d3
	1
	2 - 3
	8
	5

	AT Rifle
	Heavy
	1
	2
	1
	1 - 3
	4 - 7
	18
	6

	Heavy AT Rifle Δ
	Heavy
	1
	3
	1d2
	1 - 3
	4 - 7
	18
	5

	Oil jet
	Special
	3
	*
	*
	1
	-
	1
	3

	Caltrop dispenser
	Special
	3
	*
	*
	1
	-
	1
	3

	Smoke launcher
	Special
	1
	*
	*
	2
	-
	2
	2


* these devices have special effects, see the related sections for details

Δ these devices are very heavy, add one to the armor totals when determining vehicle performance

If there is a '+' behind the weapon's ROF then make two attack rolls for the weapon instead of one.  Still counts as one point of ROF spent.

Oil Jets and Caltrop dispensers may only be mounted to the rear.  Smoke launchers lob a series of smoke grenades a pre-set distance from the vehicle.  They are mounted to one of six possible directions; Front, Left-front, Right-front, Rear, Left-Rear, or Right-rear.  Smoke launchers may be swivel- or even turreted- mounted.

Other components

	Item
	Effects and costs

	Armored crew seat
	Protects the crew from injury.  Ignore any injury result suffered by the crewman this vehicle on a die roll of 4, 5 or 6.  Must be purchased for each crew position in this vehicle.  

Costs 3 D.P.



	Self-sealing fuel tank
	The fuel tank is lined with a more extensive self-sealing compound than a normal Dethmetal car has.  Ignore fuel tank damage on a die roll of 5 or 6 (roll once per point of fuel loss).

Costs 3 D.P.



	Adjustable Suspension Height
	Allows the vehicle's suspension to be adjusted to one of two settings, Normal (non-tweaked) and Adjusted (raised / lowered).  The adjusted height is picked at the time the vehicle is constructed and cannot be changed afterwards.

Costs 9 D.P.



	Gunner Station
	Allows a second competitor to crew the vehicle in addition to the driver to operate the weapon systems.   A competitor in the gunner seat is not penalized for shooting out of the side or rear firing-arcs but may not drive the vehicle nor may he use any driving talents.

Costs 6 D.P.



	Wheel Guards
	Protects the softer parts of the vehicle from harm.  Subtract one from the die-roll to determine any tire damage from weapon-fire.  Has no effect on damage from hazards or loss of control.  However, they tend to interfere with wheel travel.  -1 driving penalty on any maneuver hazards or recovery checks.

Costs 3 D.P.




Final characteristics

Acceleration

Acceleration is equal to engine power divided by the sum of its armor points and double its toughness points (round any fractions down, so any result of less than one is usually treated as a ‘0’).  If the vehicle’s weight is more than one-and-a-half its power then its acceleration is ‘-1’.  If its weight is more than double its power then its acceleration is ‘-2’.

Handling

Base handling is equal to suspension weight divided by the sum of its armor points and double its toughness points (round fractions down).  Vehicles with a base handling of ‘0’ are severely overloaded to the point of being unreliable (this applies even if tweaks bring the total handling above zero).  If vehicle weight is more than suspension weight, but less than 110% suspension weight then the suspension is broken on a die roll of ‘6’ any time the unit suffers a hazard.  If vehicle weight is more than 110% suspension weight, but less than 120% suspension weight then the suspension is broken on a die roll of ‘5’ or ‘6’ any time the unit suffers a hazard.  Extend as far as you need to.  Apply the hazard rating to the breakdown die roll.  A vehicle with a broken suspension immediately goes to handling -5 and is out of control and stays out of control until it stops moving and is immobilized for the remainder of the heat.

Fuel Points

A vehicle's Fuel Points is equal to its Fuel Capacity divided by its Engine Power (round any fractions up).  Fuel points may be spent to gain a temporary +1 ACC bonus or to make a second acceleration roll during the turn.  They are also used up at a rate of 1 every 3 turns.

Armor Arcs

The vehicle's total armor must be divided up between its four armor quadrants (Front, Back, Left, and Right).  No more than half of the vehicle's armor may be applied to a single side.  The vehicle's Left and Right quadrants must have the same amount of armor in each.

Transmission, Suspension, and Tire modifications

There are a number of ways to tweak a vehicle to try and optimize it for a particular track.  Suspension modifications must be made at the time that the vehicle is created while Tire and Transmission tweaks can be made prior to a match.

Transmission Modifications

By trading out the final-drive gears a vehicle's overall gearing can be easily altered to allow either rapid acceleration with low top-speed or slower acceleration with a higher top speed.  An un-altered gearing is called 'gearing 0' and does not modify either a vehicle's acceleration rating or its speed chart.  If you drop the gear ratio a little deeper to improve acceleration it gives a +1 bonus to the vehicle's acceleration rating but uses the 'gearing +1' speed chart.  If you stretch the gear ratio out a bit to improve top-speed then it gives a -1 penalty to the vehicle's acceleration rating and uses the 'gearing -1' speed chart.  Specify one gearing when the vehicle is constructed.  Buying additional gear-sets will cost you 2k per set.

 Tire Types

The construction of the tire's carcass determines how much tire damage that the vehicle can withstand.  Tires lose damage from weapon-fire and from hard maneuvering.  Cost is for a full set of tires.  The tire type and tread is determined at the time of purchase.

	Tire type
	Effects

	Light-duty tire
	Just a plain-jane commuter tire that really isn't recommended for use in Dethmetal events…  but at least it's cheap.

Toughness: 1  Cost: 1k



	Heavy-duty tire
	These tires are constructed with a Kevlar weave on top of the body plies and bands of spring steel under the tread.  If that fails to prevent a penetration then there is also a layer of self-sealing compound on the inner layer of the carcass.

Toughness: 2  Cost: 2k



	Puncture-resistant tire
	Similar to a HD tire but with heavier protections and with a run-flat insert if all-else fails.

Toughness: 3  Cost: 4k



	Foam-filled tire
	The ultimate competitor tire, filled with a polyurethane foam.  Barring the wheel coming off the axle these things simply cannot be destroyed.  However the weight of these things is such that it can effect the performance of the vehicle (+2 weight)

Toughness: 4  Cost: 8k




Tire tread

The carcass of a tire only makes up half of the tire's ability.  Different tread styles can be used for handling different surfaces.  In addition, each track has a declared road surface type.  If the tire type matches the track's road surface type then the vehicle is allowed an additional driver's option check each turn.

	Tread type
	Effects

	Mud & snow
	More or less the standard tread-type used on most tires.  Designed to handle a wide variety of surfaces and conditions.  This tread type offers no bonuses or penalties.



	Street performance
	Slick tires grab asphalt and concrete roadways extra well.  Reduce any maneuver hazard by one and ignore hazards of '0'.   The lack of tread on these tires is a detriment whenever loose or slick surfaces are encountered.  Double the hazard class of debris, mud, snow, ice, or oil (to a minimum penalty of 1).



	Traction
	Large heavy lugs are good at gripping loose surfaces.  Traction tires reduce the hazard class of debris, mud, or snow by one.  Ignores any hazard rating '0' surfaces of that type.  However, larger lugs also means less total surface area gripping the road, double any maneuver hazard (to a minimum of 1).



	Snow tires
	The extensive siping and metal or plastic studs inserted into the tread for gripping slippery surfaces.  Reduce the hazard rating of snow, ice, or oil by one to a minimum of '0'. However, the studs reduce friction on hard surfaces, double any maneuver hazard (to a minimum of 1).




Suspension Tweaks

Various alterations to your vehicle's suspension will alter how it handles and how well it deals with road hazards.  Suspension tweaks are set at the time that a vehicle is designed.

	Tweak
	Effects

	Lowered suspension
	Dropping the car down into the weeds drastically improves its cornering ability by lowering its center of gravity; +1 to its Handling.  However, any bumps in the road have much greater effect on the vehicle; increase any obstacle hazard by one.  Cannot be combined with "Raised Suspension".



	Raised suspension
	Raising the suspension makes it much easier to clear large obstructions; reduce any obstacle hazard by one.  However, the higher center of gravity isn't doing you any favors on cornering; +1 Turn mode.  Cannot be combined with "Lowered Suspension".



	Decreased suspension travel
	Reducing the suspension's ability to flex reduces the amount of body roll that it has to contend with, helping to keep the center of gravity inside the wheelbase; +1 handling.  However, it tends to knock you about a bit more whenever you get into the rough stuff; increase any obstacle or road hazard by one.  Cannot be combined with "Increased Suspension Travel".



	Increased suspension travel
	Giving the suspension additional leeway lets it absorb bumps in the road without the tires leaving the ground making it much easier to steer over rough terrain; reduce any obstacle hazard by one, ignore the penalty for maneuvering on an obstacle.  However, it tends to increase body roll a fair amount;  -1 penalty on any maneuver hazard.  Cannot be combined with "Increased Suspension Travel".






Part III: Playing the match

"The betting window will be closing in ten minutes…"

Turn Sequence

Each turn is divided into a sequence of events that take place one after another.  To determine the initiative order for the turn each team manager rolls one die for each vehicle and adds the driver's initiative rating.  A straight die roll between drivers at the same initiative total breaks any ties. 

Vehicle's can alter their speeds by speeding up, slowing down, or staying at the same speed.  Increasing the vehicle's speed requires a die roll to be equal to or less than the vehicle's modified acceleration rating.  A vehicle can use a point of fuel to gain a +1 acceleration bonus.  This bonus lasts until the vehicle's speed is increased, until no attempt is made at increasing the vehicle's speed, or until the vehicle slows down (whichever comes first).  A point of fuel may also be spent to make a second attempt at accelerating.  A vehicle can reduce its speed by one point automatically.  A driver can attempt to shed two additional points of speed by making a successful driving ability check (one check per point).

There are three Combat phases played out during each turn.  Each phase repeats the same series of events so they are only listed once on the table above.  During the Maneuver Phases all of the units will be moved, will shoot their weapons, etc.

Vehicles spend up to 1/3 of their MP in each movement phase, round all fractions down.  Any remainder can be used in any of the three phases at the discretion of the driver, but only one remainder point can be spent each phase.  All MP must be spent each turn (so a vehicle that has two remainder MP that doesn't spend one on maneuver phase #1 MUST spend one point in each of phases 2 and 3).  When moving vehicles are moved in reverse initiative order from lowest to the highest.  Any hazard checks are made at the moment that the hazard is encountered and the effects take place immediately.  

Vehicles are allowed to fire any weapons that are legally available to it at any point during their move.  A ROF 3 weapon can be fired during any of the three combat phases of a turn.  An ROF 1 or 2 weapon cannot normally be fired during a phase if it was fired during the previous phase (although certain talents can bypass this restriction).  A weapon cannot be fired more times during a turn than it has ROF regardless and may never be fired more than once per phase.  A competitor cannot fire more than one weapon during a turn unless they are linked.  Weapons are considered linked if two identical weapons are installed on weapon mounts with identical characteristics.  Linked weapons are considered to be a single weapon.

After all three Combat phases have been played out then any miscellaneous activities (such as pit actions) are carried out before the next turn starts.

Part IV:  Movement

"That was ALMOST a good move…  ouch…"

Speed, Movement Points, and Phases

Speed

The vehicle’s current speed is used to determine its movement points for the turn and how many handling points are lost when the vehicle maneuvers.  Current speed can be increased one point if a die roll is equal to or less than the vehicle’s modified acceleration rating.  Acceleration rating is modified by the vehicle’s current speed and its gearing rate (+1, 0, or -1).  

	Acceleration Speed Bands

	Acceleration rating modifier
	Gearing +1
	Gearing 0
	Gearing -1

	+2
	Speed 1 – 2
	Speed 1 – 2
	Speed 1 – 4

	+1
	Speed 3
	Speed 3 – 4
	Speed 5 – 8

	0
	Speed 4
	Speed 5 – 6
	Speed 9 – 12

	-1
	Speed 5
	Speed 7 – 8
	Speed 13 – 16

	-2
	Speed 6
	Speed 9 – 10
	Speed 17 – 20

	-3
	Speed 7
	Speed 11 – 12
	Speed 21 – 24

	-4
	Speed 8
	Speed 13 – 14
	Speed 25 – 28


Current speed can be safely reduced up to one point per turn.  A vehicle is allowed to attempt to reduce its speed by more than this if the driver makes a successful driving ability check.  A vehicle is normally allowed to make two of these checks every turn.  The player is allowed to see the outcome of the first attempt before declaring a second attempt.

Movement Points

The vehicle's movement points for the turn are equal to its current speed and a die roll (1d2 if speed is 1 - 3, 1d3 if speed is 4 - 6, 1d6 if speed is 7 or greater).  A vehicle MUST use all of its generated MP every turn.  A vehicle is never required to use its Driver option points.

Driver’s Option Points

Driver’s option points can be earned with a successful driving check at the beginning of the turn.  If the vehicle's tires match the road-surface type (street for asphalt or concrete, traction for dirt, and snow for ice or snow) then the vehicle is allowed a second driver's option check.  Option points can be used to either move the vehicle an extra MP this phase OR cancel one MP of movement for the turn.  Option points cannot be saved from turn to turn.  Only one option point is allowed to be used per phase.

Phases and Movement points

Each turn consists of three combat phases in which vehicles can move.  In each phase each vehicle uses one-third of its generated MP, round all fractions down.  Any remaining MP can be spent during any of the three phases of the turn at the discretion of the player as long as no more than one of these remainder points is spent during a single phase and that all of its MP are spent during the turn.  This means that if a vehicle has two remainder points and does not spend one during phase one it will be forced to spend one point in each of phases two and three.  Or a vehicle that has one remainder point that does not spend it during phase one or two must spend it in phase three.

Hazards

Maneuver Hazards

A maneuver hazard occurs whenever a vehicle attempts to turn sooner than its current turn mode allows.  The hazard has a -1 penalty for every hex short (after the first one) of the current turn mode that the maneuver was made.  If the vehicle suffered any hazard in this or the previous MP spent then increase the penalty by one point.  A maneuver hazard requires a successful driving check or the vehicle loses one point of handling (in addition to the maneuver cost).  

Road Hazards

A road hazard is a decrease in traction from loose or slippery substance on the road surface.  Road hazards do not effect the vehicle unless the vehicle attempts to turn, drift, or is out of control while on an affected hex.  A road hazard will cost the vehicle one handling point unless the driver makes a successful driving ability check.  This check is penalized an amount equal to the rating of the hazard (as modified by the vehicle).

Obstacle Hazards

An obstacle hazard is a sudden variation in the height of the road surface such as a pothole, log, rock, etc.  An obstacle will cost the vehicle one handling point for every two points of hazard rating (round fractions up with a minimum of one).  A successful driving ability check reduces the amount of handling lost by one (to a minimum of ‘0’).  Obstacles also count as road hazards with all the same rules.

Maneuvering and Turn Mode

Turn Mode

A vehicle must travel a number of hexes in a straight line before it is allowed to make a maneuver.  The number of hexes required is the vehicle’s current turn mode and is equal to its current speed divided by its maximum handling, rounding any fractions up.  Treat a vehicle with a handling rating of '0' or less as having a '1'.  If the vehicle does not move at least this number of hexes then it is considered a maneuvering hazard.  

Maneuvers and Handling

There are two maneuvers that a vehicle is allowed to perform, a turn or a drift.  

Each hex-side turn made costs the vehicle one or more handling points depending on its speed.  Each drift made costs the vehicle one handling regardless of its speed.  Additional hazards can increase the handling cost further.  Only one turn or drift is allowed between turn-modes, so if a vehicle performs a drift it must satisfy its turn mode again before performing another drift or a turn.  If the vehicle loses control during the phase then the direction of the skid, spin, or rollover will be in the same direction as its most recent maneuver.  

The vehicle recovers one point of handling for every point of its maximum handling rating (so a vehicle with a handling rating of '2' regains two handling points every turn).  If the vehicle ends the turn at speed zero then it automatically recovers its handling back up to its maximum amount (a vehicle recovers a minimum of 1 point every turn).

Loss of Control

If the vehicle’s handling drops below zero then it may go out of control and skid, spin, or worse.  At the moment that the vehicle’s handling drops below zero then the driver must make a driving skill check to maintain control of the vehicle (with a penalty of -1 for every point below -1 the vehicle's handling is).  If the check fails then the vehicle goes out of control, roll one die, add the vehicle’s speed and amount below -1 the vehicle’s handling is, then subtract the driver’s driving ability to determine its fate.

	Loss of control table

	Modified die roll
	Event
	Effects

	3 or less
	Minor skid
	The next MP this vehicle spends must be a drift.  



	4 – 5
	Fishtail


	The vehicle must make a hex-side turn and a drift on its next MP spent.  The vehicle also loses one speed next turn and one MP this turn.  The vehicle may not make any additional maneuvers while it is in the fishtail.



	6 – 7
	Major skid
	Every MP this vehicle spends must be a drift and the vehicle loses one speed each phase that the skid continues and one MP this turn.  The skidding vehicle may not make any other maneuvers until it recovers.  Each phase the vehicle is allowed a driving ability check to attempt to recover.



	8 – 9
	Spin
	The vehicle will continue to travel in the direction it was heading originally but will turn one hex-side each phase (before moving) and will lose 2 speed and 2 MP every phase that it continues to spin.  Vehicle suffers double the normal shooting penalty   Each phase the vehicle is allowed a driving ability check at a -1 penalty to attempt to recover (-2 if the vehicle is moving faster than speed 6).  The phase after the successful recovery, face the vehicle in the same direction that it was traveling during the spin and move it normally from there.  The vehicle will continue to spin until it makes a successful recovery or until its speed reaches zero.



	10+
	Rollover
	The vehicle begins rolling over, causing damage as if it had been in a collision with a stationary damage at its full speed.  In addition, the vehicle must use all of its MP to drift in the direction of the rollover, losing 2 points of speed and 2 MP every phase.  Vehicle suffers double the normal shooting penalty.  When the vehicle comes to a stop roll 1d6, on a die roll of 1, 2, or 3 the vehicle has managed to land on its wheels and may be operated normally from that point on.  Otherwise the vehicle is on its side or top and counts as being destroyed (no weapons may be fired and the vehicle may not move).  




During a skid the direction of the drift is in the same direction of its last drift, opposite the direction of its last turn, or away from the collision (if any apply).  Otherwise determine randomly (roll a die; odd number right, even number left).

During a fishtail determine the direction of the drift the same way you determine it for a skid.  The hex-side turn is always made in the opposite direction to the drift (so if the vehicle drifts left it will turn right).  

A spin will always be in the direction of its last hex-side turn maneuver this phase or toward the direction of the collision (vehicle will spin right if hit from the right).  If neither condition applies then determine randomly (roll a die; odd number right, even number left).

Collisions

Whenever one vehicle moves into a hex occupied by another vehicle or an obstacle that is too high for it to drive over a collision takes place.  Both drivers must make driving checks to determine their positioning after the crash as well as how much handling the vehicles lose from the crash.  Obstacles are always considered successful when determining post-collision position.  Participants in a collision are termed the "moving vehicle" for the vehicle whose turn it was to move and the "target vehicle" for the hapless bystander that was hit.

Type of collision

The direction that the vehicles are traveling in relation to one another can have a large impact on the severity of the collision.  Vehicles are assumed to be traveling in the direction of their frontal armor, however if the vehicle’s direction of travel is different then determining the type of collision will have to be altered with the vehicle’s actual direction of travel used to determine the type of collision it is and which armor is used to defend the crash with

Head-on

A head-on collision occurs when both vehicles are traveling in opposite directions and strike their front armors together when they collide.  Add the speeds of both vehicles together when calculating damage.  Each vehicle loses 1d3 points of speed and the same number of MP after the effective collision speed is calculated.

T-bone

A T-bone collision occurs when the moving vehicle strikes the side armor of the target vehicle with its frontal armor.  Use the speed of the moving vehicle to determine damage.  The moving vehicle loses 1 point of speed and 1 MP from the collision.

Rear-end or Shunt

A rear-end collision occurs when the moving vehicle strikes the rear armor of the target vehicle with its frontal armor.  Subtract the target vehicle’s speed from the moving vehicle’s speed when determining damage.  The moving vehicle loses 1 speed and 1MP from the collision.

Swipe

A swipe is generally an aggressive positioning tactic to shove another car out of the way.  A collision is a swipe if both vehicles are traveling the same direction and the moving vehicle attempts to move into the hex occupied by the target with a drift maneuver.  Swipes always have a penetration of '-1' and can never destroy a vehicle (by itself that is).  Neither vehicle loses any speed or MP from a collision of this type.

Hazard level, Handling loss, and Damage

Handling loss from a collision is always based on the total speed of the collision.  The hazard level depends on the type of collision.  Head-on is a -1 hazard, t-bone is a -2 hazard for the target vehicle and a -1 hazard for the moving vehicle, rear-end collisions are a 0 hazard, and swipes are a +1 hazard.  Damage from a collision is handled just like shooting damage is, using one-third the collision speed as the PEN (round down).  The amount of damage caused by the collision depends on whether the armor was penetrated (f) or not (s).  Any tire-damage from the collision is increased by 1 point if 3 or more points of damage are cause and by 2 if 5 or more points of damage are caused.

Post-collision positioning

Two vehicles may never occupy the same hex so the positions of the vehicles depends on which vehicle succeeds in their driving check and which one fails.  If the target vehicle succeeds then it is not moved out of its hex regardless of the success or failure of the moving vehicle.  Should the target vehicle fail then it is moved one-hex directly away from the collision and is turned one hex-side in the direction of the crash (so if the collision took place on the left-side of the target vehicle it turns one hex-side to the left).

If the moving vehicle is successful and the target vehicle was not then move the moving vehicle into the hex that the collision took place in.  Otherwise the moving vehicle is allowed a drift maneuver instead.  If the moving vehicle fails its driving check then it performs both a drift and a turn in the same direction as the collision took place on the target vehicle (so if you hit the left-side of the target and fail your driving check then you must drift one hex to the left and turn one hex-side to the left).

If the direction of the collision is ambiguous (the front or the back armor of the target vehicle was hit) then use the opposite side of the armor hit on the moving vehicle (so if you crash into a target by drifting to the right then positioning is done as if it were a left-side collision).  If it is completely ambiguous then determine the direction randomly (a die roll of 1 - 3 is treated as a left-side collision, 4 - 6 is treated as a right-side collision).

Any collisions caused by this post-crash positioning are treated as entirely new collisions.

Uncontrolled vehicle

If the driver of a vehicle is incapacitated or if the vehicle is destroyed while in motion then it will continue moving in a straight line, losing 1 speed every turn.  If the vehicle hits an obstacle or road hazard then it may turn or veer.  Roll a die and consult the table.  The vehicle will continue moving in this way until its speed hits ‘0’.

Part V:  Shooting

"Ready, AIM, …"

Weapon characteristics

Rate of fire

Each point of rate of fire allows the weapon to make one attack every turn.  No more than one attack may be made in a single combat phase regardless of the weapon's total rate of fire.  Each attack costs one point of ammunition from the weapon's magazine.  A weapon with a rate of fire of ‘2’ or less may not be fired two phases in a row (even on different turns, so if it is fired on phase '3' it may not be fired again on phase '1' of the next turn).

Penetration

Penetration allows the weapon to penetrate a vehicle's protection and cause significant damage.  Is compared to the target's armor rating of the side hit to determine whether the attack penetrates the target's defenses.

Firepower

The number of points of damage caused when the weapon successfully penetrates a target's defenses.

Range and accuracy

Short, long, and extreme range bands of the weapon.  The band that a target falls in determines the odds of scoring a hit.

Firing and hit arcs

Weapon firing arcs determine the area around the vehicle that a particular weapon can be used to attack another target.  (fixed, tracking, swivel, turreted).  The armor quadrant used to resist the attack depends on where the attacker is in relation to the target.


[image: image1]
Smoke and range

The number of hexes between the attacker and defender will determine if the attack is a short, long, or extreme ranged attack based on the type of weapon being fired.  If any part of the line-of-sight between the two contains a smoke marker then double the range before determining what range-band the attack is.

When a smoke launcher is fired, each of the three smoked hexes will scatter one-hex in a random direction.  There is no additional effect for more than one smoke marker occupying the same hex.

Oil and Caltrops

These dropped weapons scatter onto the road-surface when released.  On the phase that they are triggered drop one marker of the correct type.  Each MP spent in the following phase drop an additional marker immediately after the dropping vehicle moves to a maximum of 3 markers.

Running into an oil puddle on asphalt or concrete is a major road hazard (rating 2) and requires a driving check as if it were an obstacle (at rating 0), suspension modifications to not assist in making this check.  Oil isn't nearly as dangerous on dirt tracks, counting as only a rating 0 hazard and does not force a driving check.  Remove any oil markers from the track at the end of the turn.

Caltrops cause a great deal of tire damage if hit.  Make a tire-damage check as if the vehicle had been hit by weapon-fire, adding a +2 modifier to the die-roll, wheel-guards have no effect on this roll.  Caltrops are removed from the track once they are hit.

Hitting the target

Gunnery modifiers

	Range
	
	
	Situational
	

	Short
	+1
	
	Handling currently zero or less
	-1

	Long
	0
	
	Vehicle out of control
	-1

	Extreme
	-1
	
	Fast target (speed 5+)
	-1

	
	
	
	Lost handling from obstacle or debris this turn
	-1

	
	
	
	Driver shooting through any armor arc but "front"
	-1

	
	
	
	Shooting for the tires
	-1


A hit is scored if the die roll is equal too or less than the modified gunnery skill of the attacker.  Note that the driver of the vehicle is penalized for shooting in any direction but the front armor arc.  This means that weapons with a wide firing arc are penalized anytime they are shooting at a target not in the front arc.

Damage and destruction

Armor protection

Once hit, the vehicle’s next line of protection against weapon-fire is its armor plating.  Roll a die and add the weapon’s penetration rating.  If the total is less than the armor rating then the shot was deflected by the vehicle’s armor.  If it is equal to the armor rating of the side hit then the vehicle suffers a grazing hit, the hit causes no damage but still counts for tire-damage and as a hazard.  If the total is greater than the armor rating then it is a penetrating hit and the vehicle suffers damage-points equal to the weapon’s firepower rating, may suffer tire damage, and suffers a hazard.

Damage table

If the attack succeeds in penetrating the vehicle’s armor protection then it causes one-point of damage for every firepower point the weapon possesses.  Every time the vehicle accumulates damage points equal to its toughness then roll a critical hit on the vehicle, adding one to the roll for every critical hit the vehicle already has.

	Die roll
	Damage
	Effect

	1-3
	Engine damage
	Roll 1d6, on a 1-3) Drivetrain damaged (-1 acceleration), on a 4 – 6) fuel tank damaged (-1d3 fuel points)

	4
	Weapon damaged
	Random weapon loses 1d6 ammo

	5
	Crew compartment
	Random crewman hit.  Must make a toughness check; crewman goes out of action if failed, suffers a flesh wound otherwise (-1 D, G, and I).  If a crewman ever accumulates enough flesh wounds to drop any of his characteristics to ‘0’ then they go out of action automatically.

	6
	Body damage
	-1 armor off the side hit.

	7+
	Vehicle destroyed
	Something catastrophic happens in the vehicle and it is completely knocked out of action.  Vehicle acts as if its driver went out of action.  All crewpersons on board must make a toughness check or immediately go out of action.


Hazard from being damaged

On any phase that the vehicle suffers a grazing hit or worse the driver must make a driving check or lose 1 handling.  The vehicle only has to make one check regardless of how many times it is damaged during the phase.

Tire damage

Gun-fire, hazards, and hard maneuvering can all have a toll on a vehicle’s tires.  The vehicle suffers a -1 handling penalty every time it accumulates an amount of tire damage equal to the tire’s toughness.  Whenever the vehicle is hit with weapon-fire and suffers a grazing-hit or worse roll a die to determine if any tire damage results.  Tires can be replaced with a spare set with a successful pit-stop check (removing all tire-damage from the vehicle).

	Die roll
	Tire damage
	
	Characteristic
	Modifier

	1 – 5
	No damage
	
	ROF 3
	+1

	6 – 7
	1 point
	
	ROF 3+
	+2

	8+
	2 points
	
	Firepower 1d2
	+1

	
	
	
	Firepower 1d3
	+2

	
	
	
	Wheel-guards
	-1

	
	
	
	Shooting at tires
	+2


Part VI:  Seasons and draft

"With Reginald showing some signs of instability after his third death last season…"

Starting a new franchise

All brand-new franchises start with 1000k in seed money to hire-on staff and competitors, purchase vehicles and equipment, and throw parties to attempt to attract sponsors to their title.  Generally speaking, each player is allowed to be one franchise during the duration of a season (for better or for worse), although this is up to the discretion of the players.

Create roster

Your roster is all of your competitors and the maintenance and pit staff.  Competitors cost you 50k for the season.  Veterans that are not subject to the draft or retirement rules from previous seasons may be hired back for a cost of 50k plus 2k per level for the season.  You should probably have a minimum of 6 competitors on your roster for the season and can have a maximum of 10.

Mechanical staff is purchased as a single skill rating.  Rating 1 is basically getting your beer buddies and second nephew to come out to the events to help out and doesn't cost you anything for the season.  Rating 2 is still mostly your beer buddies, but you've hired a competent mechanic to oversee things and costs you 25k for the season.  Rating 3 gives you a competent mechanic and a small staff, costing you 100k for the season.

Assemble stables

Vehicles for competing in various events must be purchased, designed, and added to your franchise's stables listing.  Each basic 60 DPC vehicle costs you 100k while a 75 DPC vehicle costs you 150k.  Three vehicles are an absolute minimum for your stables and you cannot have more than five.

Extras such as tires and gear-sets can also be purchased to allow various tread-styles or gear-ratios to be used.  Stores of weapons and other expendables for your vehicles are also purchased and maintained by your stables.

Attract sponsors

While a fat purse will add a nice chunk of change to your pocketbook, sponsors provide much of the day-to-day income needed by a franchise.  Your franchise starts with three sponsors automatically.  You can attempt to attract additional sponsors at the beginning of a season by throwing a huge bash and inviting everyone and their uncle to it.  The more you spend on the party the better chances you have at attracting additional sponsorships.  You are only allowed to attempt to attract sponsors once at the beginning of a season.  A franchise may never have more than five sponsors at a time (any new ones must replace existing ones at the decision of the team owner).

	
	Die roll

	Amount spent 
	1
	2
	3
	4
	5
	6

	10k
	-
	-
	-
	-
	-
	+1 

	20k
	-
	-
	-
	-
	+1 
	+1 

	40k
	-
	-
	-
	+1
	+1
	+1

	80k
	-
	-
	+1
	+1
	+1
	+2

	150k
	-
	+1
	+1
	+1
	+2
	+2

	300k
	+1
	+1
	+1
	+2
	+2
	+2


Sponsor Attracted Table  

(roll two d6's of different colors designating one as high, multiply its score by 10)

	D66
	Sponsor attracted
	
	D66
	Sponsor attracted

	11 - 13
	Oil company
	
	43 - 45
	Car dealership

	14 - 16
	Car manufacturer
	
	46 - 51
	Engineering firm

	21 - 23
	Medical services
	
	52 - 54
	Energy company

	24 - 26
	Tire company
	
	55 - 61
	Holding company

	31 - 33
	Gun manufacturer
	
	62 - 63
	Cloning services

	34 - 36
	Mechanic shop
	
	64 - 66
	Munitions company

	41 - 42
	Insurance company
	
	
	


Post-match

The lights have dimmed, the fans have gone home, the competitors have gotten out of (or been washed out of) their vehicles.  Of course, the game goes on; clones have to be made, insurance companies have to be convinced to replace the vehicles they are insuring, monies collected and spent…  

Expendable and destroyed items

Any expendable items that were mounted on a vehicle or any item that was installed on a vehicle that was destroyed are removed from the franchise's stables.  They may be replaced as normal (if they were a standard item).  Rare or tinkered items are simply gone until you can locate another copy with a normal World Trade roll.

Prize money

Prize money depends entirely on how many points you scored compared to the other competitors.  The total pot is worth 1d6 per team competing x15k.  The percentage you win depends on how many points you scored divided by the total number of points scored by all competing teams (including yours) multiplied by the total pot value (round any fractions up to the nearest whole number). 

Sponsors

Your sponsors provide additional income and materials for your franchise to operate with.  Total up all of the income from all of the sponsors that your franchise currently has. 

Overhead costs

Add together the prize money and sponsorship money and subtract the cost to replace or repair any destroyed vehicles or clone any dead drivers from the previous match (this is allowed to be a negative number).  Compare the result with the size of your organization to determine your actual profits.  The size of your franchise is the total number of competitors, vehicles, and maintenance penalties from 75DPC vehicles.  Add one to the result if you have a rating 3 mechanic staff and three if you have a rating 4 mechanic staff.  Profits may then be spent and saved however the franchise owner (that's you) sees fit.

	Franchise Overhead Table

	
	Size of franchise

	Net income
	- 8
	9 - 11
	12 - 14
	15 - 16
	17 - 18
	19 - 20
	21 - 22
	23+

	- 20k
	30k
	25k
	20k
	15k
	10k
	5k
	0
	0

	21 - 50k
	50k
	40k
	30k
	25k
	20k
	10k
	5k
	0

	51 - 80k
	70k
	60k
	50k
	40k
	30k
	25k
	20k
	10k

	81 - 120k
	90k
	80k
	70k
	60k
	50k
	40k
	30k
	20k

	121 - 170k
	110k
	100k
	90k
	80k
	70k
	50k
	40k
	30k

	171 - 230k
	130k
	110k
	100k
	90k
	80k
	60k
	50k
	40k

	231 - 300k
	150k
	130k
	120k
	100k
	90k
	70k
	60k
	50k

	301 - 380k
	160k
	150k
	140k
	120k
	100k
	80k
	70k
	60k

	381 - 470k
	170k
	160k
	150k
	130k
	120k
	100k
	90k
	80k

	471 - 570k
	180k
	170k
	160k
	140k
	130k
	110k
	100k
	90k

	571k+
	190k
	180k
	170k
	150k
	140k
	120k
	110k
	100k


Driver fatigue

Every driver that was in the match for one heat or more gains one point of fatigue.  All fatigue is lost after spending one match idle.  Each point of fatigue reduces one of the character's traits by one level (Initiative on a '1' or a '2', Driving ability on a '3' or a '4', Gunnery skill on a '5' or a '6').

Shopping

Any profit that a franchise possesses may be spent in various ways.  New vehicles, tires, gear-sets, weapons, or expendable supplies can be purchased as normal from the standard list.  Each franchise is also allowed one roll on the "world-market" table to see what rare items they can turn up.  A spin on the world market is never mandatory and may be skipped if a player wishes to.  Also make any "Tinkering" checks that need to be made.  Any devices that these mad-scientists come up with must be purchased immediately or they are lost.

Unwanted vehicles may be sold for half their purchase price and are removed from the game.  Any item (vehicle, gadget, weapon, etc) may be sold to another player for any agreed price.  Competitors may be traded between franchises for any amount agreed to between the players in addition to legal fees amounting to 10k per competitor traded (paid by both the trading player and the receiving player).

	World Trade Table

	D66
	Item discovered
	Cost

	11 - 13
	Ram-guard  Reduce the amount of damage caused to the vehicle by one (only counts against damage that was caused against the frontal armor)
	15 + 2d6k

	14 - 16
	Rare weapon
	

	
	Die roll 1-2
	Autocannon (HVY R2 P2 F1 S1-3 L4-7 M18 A6)
	35 + 3d6k

	
	3 - 4
	AT Gun Δ (HVY R1 P4 F1d2 S1-3 L4-7 M18 A5)
	70 + 4d6k

	
	5 - 6
	Vulcan gun (LGT R3+ P0 F1 S1-3 L4-6 M12 A6)
	25 + 3d6k

	21 - 24
	Bombs /mines
	

	
	Die roll 1- 3
	Smoke Grenade.  As smoke launcher but does not count as a special-mount.  When thrown, may be thrown out of any side direction.
	1 + 1d6k

	
	4 - 6
	Deployable Mines.  Deployed just like caltrops but does not count as a special-mount.  Causes +1 damage to tires (in addition to the die roll for damage) and causes a critical hit automatically when hit.
	10 + 2d6k

	25 - 31
	Rare rockets
	

	
	Die roll 1-2
	Cluster Rockets (RKT R3 P1 F1d2 S1-2 L3-4 M9 A4)
	5 + 1d6k

	
	3 - 4
	Heavy Cluster Rockets

(RKT R3 P2 F1d2 S1-2 L3-4 M8 A3)
	8 + 2d6k

	
	5 - 6
	Anti-Tank Guided Missile 

(RKT R1 P8 F1d3+3 S1-18 L- M- A1)
	30 + 4d6

	32 - 33
	Targeting device  Attaches to a specific weapon and gives it a +1 bonus to hit.  May not be reinstalled onto another weapon.  May not be installed onto expendable items
	20 + 3d6

	34 - 41
	Vehicle hot-rod gear
	

	
	Die roll 1-2
	Engine Supercharger.  +1 Acceleration
	35 + 3d6k

	
	3 - 4
	Nitrous Injector.  Costs 1 fuel to use.  Immediately adds +1 speed.  Usable 3 times per heat.
	35 + 4d6k

	
	5 - 6
	Performance Suspension Parts.  +1 Handling
	35 + 4d6k

	42 - 44
	Rare tires.  These tires are perfectly made.  Offers full bonuses but no penalties at all.  Roll 1d6 twice, once for the carcass weight and once for the tread-type.
	As type x2 cost + 2d6k

	
	Die roll 1-2
	Heavy-Duty
	Street Performance
	

	
	3 - 4
	Puncture Resistant
	Traction
	

	
	5 - 6
	Solid
	Snow
	

	45 - 52
	Expendable armors
	

	
	Die roll 1- 2
	Ballistic sheets.  Adds +1 armor to all locations.  The plastics are lightweight enough not to add significant weight to the vehicle.  Discard at the end of the match.
	20 + 3d6k

	
	5 - 6
	Reactive armor.  Designed to defeat explosive munitions.  Ignore the first hit that has a firepower of more than '1'.  Discard once used.
	20 + 3d6k

	53 -55
	Medical Tech
	

	
	Die roll 1
	Artificial Eye.  Corrects one Eye Problem quirk.  Only usable once.
	40 + 4d6k

	
	2
	Performance Artificial Organs.  Corrects one Heart Condition or Poor Health Quirk.  Only usable once.
	40 + 4d6k

	
	3
	Performance Artificial Limbs.  Corrects one Arthritic Quirk.  Only usable once.
	40 + 4d6k

	
	4 - 6
	Medical Kit.  Only usable during repair times between heats.  Heals one Flesh wound.  Usable three times.
	10 + 2d6k

	56 - 62
	New contract  A company is willing to negotiate a sponsorship for your franchise, but wants you to front the legal costs.  You may roll for the sponsor type before deciding to purchase their sponsorship.
	70 + 6d6k

	63 - 66
	Personal equipment
	

	
	Die roll 1-3
	Heavy Body Armor.  +1 toughness bonus when hit.
	15 + 2d6k

	
	4 -5
	Fireproof Suit.  Buys the competitor additional time to bail out.  Re-roll an out-of-action result from a destroyed vehicle.
	8 + 2d6k

	
	 6
	Helmet-mounted sight.  Operator gains +1 bonus to hit.  Drivers ignore penalties for shooting to the sides or back.
	40 + 4d6k


	Tinkering and Experimental Tables

	Die Roll
	Item created
	Cost

	1 – 2
	Experimental Weapon system
	

	
	Roll 1, 2)
	Light mount
	

	
	
	1, 2)
	Laser:  A souped-up industrial laser

(LGT R3+ P1 F1 S1-4 L5-7 M18 A10)

RISK:  if a '1' is rolled while shooting roll a second die.  If it comes up a 1, 2, or 3 then the weapon has burned out and may not be used until a successful pit check has been performed on the weapon.


	50 + 4d6k

	
	
	3, 4)
	Twin-Linked Heavy Machineguns:  Rambo would be proud…

(LGT R3+ P1 F1 S1-3 L4-6 M12 A10)

RISK:  if a '1' is rolled while shooting roll a second die.  If it comes up a 1, 2, or 3 then the weapon is hopelessly jammed and may not be used until a successful pit check has been performed on the weapon.


	30 + 4d6k

	
	
	5, 6)
	Dual-barreled Recoilless rifle:  The second barrel helps improve the rate of fire of the weapon…  unless you trigger both at once that is!

Single shot:  (LGT R2 P2 F1d2 S1 L2-3 M8 A6)

Both barrels:  (LGT R1+ P2 F1d2 S1L2 M6 A6)

RISK:  whenever both barrels are fired at once then roll 1d6, on a '1' the bombs from each barrel collide and detonate inches from the muzzle, destroying the weapon and hitting the firing vehicle as if it had been hit by a single recoilless rifle shell.


	40 + 4d6k

	
	3, 4)
	Heavy mount
	

	
	
	Roll 1, 2)
	Electromagnetically-Fired Weapon  Aka- a railgun.

(HVY R1 P6 F1d3 S1-3 L4-7 M18 A3)

RISK:  Roll a die when fired, on a '1' the projectile will weld itself to the barrel causing it to explode.  The weapon is destroyed and the vehicle it is mounted on suffers a critical hit.


	60 +4D6k

	
	
	3, 4)
	Pulsed laser:  A pair of souped-up industrial laser operating on an oscillating circuit.

(HVY R3 P2 F1d2 S1-4 L5-7 M18 A10)

RISK:  if a '1' is rolled when firing roll a second die, on a 1 or 2 the weapon has burned out and may not be used until a successful pit check has been performed on the weapon.  On a roll of '3' or '4' the capacitor has exploded!  The weapon is destroyed and the vehicle suffers a critical hit.


	80 + 5d6k

	
	
	5, 6)
	Bomb launcher:  Essentially a heavy version of the heavy recoilless-rifle.

(HVY R1 P4 F1d3+1 S1 L2 -3 M8 A5)

RISK:  roll a die when fired, on a '1' the bomb sticks in the barrel and explodes.  The weapon is destroyed and the vehicle suffers a critical hit.
	50 + 4d6


	Tinkering and Experimental Tables (cont'd)

	Die Roll
	Item created
	Cost

	
	5, 6)
	Rocket mount
	

	
	
	Roll 1-3)
	Booster Rockets:  When triggered, adds 1 onto the vehicle’s speed every turn until they are burned out (in addition to acceleration from other sources).  Characteristics:  Ammo = 1d3, Burn Duration = 1d3 turns.

RISK:  When triggered, there is a 1 in 6 chance that they will simply explode.  Automatically causes 1 critical hit for every ammo left in the booster pack.


	5 + 2d6k



	
	
	4, 5)
	Heat Seeking Rockets:  Any shot taken with a seeker rocket up to its maximum range is assumed to be at short range.  Characteristics:  rocket type:  1-3 light, 4-5 normal, 6 heavy.

RISK:  on any shot there is a 1 in 6 chance that the rocket will hit the nearest target to the firing vehicle regardless of allegiance or whether it was in the proper firing arc or not.

  
	3x base cost + 2d6k

	
	
	6
	Kami-Bomb:  A large round case filled with explosives and set off with a timed fuse, not exactly subtle.  When triggered the bomb drops down into the hex directly behind the vehicle and scatters one hex in a random direction.  The bomb will then detonate between 1 – 3 phases later (secretly chosen by the firing player at the time the weapon is deployed).  It will detonate at the start of the shooting phase, hitting everything in the same hex or one-hex away from it.  Counts as an obstacle if hit (rating 1) and may immediately explode on a die roll of 1 or 2.  Characteristics:  Ammo = 1d2, Pen = 2+1d3, firepower = 1d6.

RISK:  When triggered or if hit by a critical hit, the bomb will immediately explode in the owning vehicle’s hex on a die roll of 1 or 2.


	10 +3d6k

	3
	Engine Device
	

	
	Roll 1-3)
	Super efficient injectors:  significantly increases the engine’s fuel efficiency; add 1d3 fuel points.  Once installed they may not be removed from the vehicle.  A vehicle can only receive one of these devices.

RISK:  This system can be highly temperamental.  Roll a die before each match, on a roll of ‘1’ the vehicle has broken down and may not be used in that match.


	30 + 3d6k

	
	4-6)
	Dual Turbochargers:  +1 Acceleration.  Stacks with any other acceleration bonus’

RISK:  This system can be highly temperamental.  Roll a die before each match, on a roll of ‘1’ (‘1’ or a ‘2’ if more than one device adds onto the vehicle’s ACC) the vehicle has broken down and may not be used in that match.


	30 + 4d6k

	4
	Suspension modification
	

	
	Roll 1-3)
	Active Suspension:  The pinnacle of high-performance suspensions.  +1 Handling rating, stacks with all other bonus'.  Once installed it may not be removed.  A vehicle can only receive one active suspension.

RISK:  The system is technically the most complicated thing imaginable, and is really not all that reliable.  Roll a die before each match, on a roll of '1' the vehicle has broken down and may not be used in that match.


	40 + 5d6k

	
	4-6)
	Hydraulics:  Can rapidly and dynamically alter the suspension's geometry based on the vehicle's current needs.  Can only be installed on a vehicle with a lowered suspension.  Ignore obstacle penalties from the lowered suspension.

RISK:  The system is temperamental.  Roll one die before each match, on a roll of '1' the vehicle is broken down and may not be used in that match.
	30 + 4d6k


	Tinkering and Experimental Tables (cont'd)

	Die Roll
	Item created
	Cost

	5
	Expendable Armors
	

	
	Roll 1-3)
	Applique armor:  A series of removable panels that may be attached onto a vehicle for additional protection.  +1 armor from any hit or collision.  -1 ACC from the added weight.  Once installed they may not be used on a different vehicle (though they may be removed to save on weight).  Reusable from match to match unless destroyed.

RISK:  Every time the vehicle is hit by an attack that does 1d2 or more firepower roll a die.  On a roll of '1' the armor is mangled and may no longer be used.


	35 + 3d6k

	
	4)
	Blast diffuser panels:  Helps protect the vehicle from explosives and collisions.  +1 armor when hit by any weapon that does 1d2 or more damage or if hit by a collision.

RISK:  Every time the vehicle is hit by a weapon or collision roll a die (even if the armor didn't help protect the vehicle).  On a 1 the panels are shot up to the point that they don't work anymore.


	35 + 3d6k

	
	5, 6)
	Crash-bars:  Protects the vehicle from collisions.  +2 armor when involved in a collision.

RISK:  Every time the vehicle is hit by a weapon or collision roll a die (even if the armor didn't help protect the vehicle).  On a 1 the panels are shot up to the point that they don't work anymore.


	35 + 3d6k

	6
	Electronics
	

	
	Roll 1-3)
	Autonomous Target System:  All the operator has to do is designate a target and this gadget will automatically shoot at it with whatever weapon it is linked to with a gunnery skill of '3'.  The operator is then free to operate a different weapon-system if he chooses.  The auto-gunner is never effected by out-of-control penalties.  Selecting or deselecting a target counts as the operator's shooting action for the phase.

RISK:  Any time there is more than one target within the weapon's firing arc (and one of them is the designated target) roll a die.  On a roll of 1 or 2 the auto-gunner goes berserk and switches targets and begins shooting at it regardless of allegiance.  


	50 + 4d6k

	
	4-6)
	Auto-ranger and ballistic computer:  Automatically sets the weapon's super-elevation prior to firing.  Subtract one from the range to the target when making an attack with the weapon.

RISK:  The system is temperamental and occasionally goes out of calibration without warning.  Roll one die before each match.  On a roll of '1' the system is not working correctly, add one to the range of any attack made instead of subtracting one.
	40 + 4d6k


Ending a season

The Metal Cup

Teams with the highest points scored wins the Metal Cup for the season!  The prestige from having the cup scores your franchise massive amounts of merchandising sales, not to mention your faces splashed on every ad made for the next six months.  Add an overall bonus of 1d6x 5k directly to your franchise's next income collected and increase all income rolls by +1 for the first half of next season.  The league also spots the top two scoring teams in the league an extra franchise contract to protect your members from the draft next season.
Retirements, Contracts, and the Draft

Any competitors forced into retirement from injuries are automatically removed from everybody's rosters at the end of the season.  Your mechanic staff must be paid one-half their hire-on cost or they leave (rating 2 costs 12k, rating 3 costs 50k, and rating 4 costs 75k).

<preliminary sketches an' stuff.  Waiting to see what Steph comes up with>

<The draft order is the reverse point scores from the previous season (so the team with the worst record gets to pick its draft first and the team with the best record picks last).>

<Each team gets two franchise contracts that it can award to protect one competitor each from the draft, the top two teams from last season get three contracts instead of two>

<Each team gets three draft-picks.  The bottom two teams get an extra draft apiece>

<All competitors that are neither force retired nor contracted are available to draft to other teams.  Draft continues round-robin style until all of a franchise's drafts have been used up, all competitors available have been drafted or all teams pass.  Any un-drafted competitors then retire from the sport>
<expansion teams are never eligible to take part in a draft>
Sponsors

Every franchise loses one random sponsor to the pool.  Teams then take turns picking one sponsor at a time from the pool, starting with the team with the highest point-total for the season.  A franchise can never lose its last sponsor.  A franchise is allowed to declare one sponsor to be "safe" every season.  You may not declare the same sponsor to be safe on back-to-back seasons.  A safe sponsor may not be rolled as one that is leaving.  A leaving sponsor gives a franchise its income directly to your account (not subject to overhead).

	Sponsor effect table

	Sponsor type
	Income
	Special effects

	Oil company
	2d6 x10k
	None



	Car manufacturer
	1d6 x 10k
	Any new vehicles purchased are given +3 DPC bonus (+6 if you take the overhead penalty).



	Medical services
	1d6 x10k
	Takes extra good care of your drivers.  Gain a +1 bonus when avoiding new quirks.



	Tire Company
	1d6 x5k
	+1 bonus to your mechanic rating when performing pit-stops.  You may hire a rating 4 mechanic from them for 300k or 50k for a single match.



	Gun manufacturer
	1d6 x10k
	Sells you weapons at cost.  Reduce the price of any weapons purchased by 10% (does not effect the cost of expendable items).  Acts as a character with the talent, 'Tinkerer' (is successful on a die roll of ‘5’ or ‘6’ instead of just ‘6’).  Any non-weapon or non-electronics results count as a failed result



	Mechanic shop
	1d6 x5k
	Offers repairs for much cheaper than anyone else.  -1k off the total repair cost of any normal repair and -2k off of the total cost off overhead repair (for each vehicle, does not effect vehicle replacement).  You may hire a rating 4 mechanic from them for 300k for the season or 50k for a single match.



	Insurance company
	1d6 x10k
	Reduces your co-payments for vehicle replacements or driver clonings.  Knock 5k off of any vehicle replacement or driver cloning required.



	Car dealership
	1d6 x10k
	Reduces the cost of any new vehicle purchases by 10%.  You may hire a rating 4 mechanic from them for 300k for the season or 50k for a single match.



	Engineering firm
	1d6 x 5k
	Acts as a character with the talent 'Tinkerer' (is successful on a die roll of '5' or '6' instead of '6').  Roll after every match.  



	Energy company
	2d6 x10k
	None



	Holding company
	1d6 x5k
	Actually a junk company in your dead fourth-cousin's name.  Allows you to rip-off its investors and go bankrupt whenever you want.  You lose the sponsor but gain 2d6 x 20k income immediately.



	Cloning services
	1d6 x10k
	Offers their services to you at cost, -2k off of any driver cloning you need and offers only the best service to you, +1 bonus when attempting to avoid any new quirks.



	Munitions company
	1d6 x10k
	Business is always good with the popularity of Dethmetal, but whenever there's a war business is absolutely booming!  Increase income to 3d6 x 10k on a die roll of '6'.
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Event�
Cost�
�
Driver cloning�
5k�
�
Vehicle replacement (normal)�
5k�
�
Vehicle replacement (w overhead penalty)�
8k�
�
Per critical repaired�
1k (4k max)�
�
Per critical repaired (w/ overhead penalty)�
2k (7k max)�
�






Stores item�
Cost�
�
Gear-set (+1, 0, or -1 gearing)�
2k�
�
Machinegun�
15k�
�
Heavy Machinegun�
20k�
�
Recoilless Rifle�
30k�
�
Heavy Recoilless Rifle�
50k�
�
Anti-tank Rifle�
30k�
�
Heavy Anti-tank Rifle�
55k�
�



Expendable items�
Cost�
�
Light rockets�
3k�
�
Rockets�
4k�
�
Heavy rockets�
6k�
�
Oil-jet�
2k�
�
Caltrops�
4k�
�
Smoke launchers�
2k�
�
Tire-set (light)�
1k�
�
Tire-set (heavy)�
2k�
�
Tire-set (puncture-resistant)�
4k�
�
Tire-set (solid)�
8k�
�









Staging my ride up to the line...  god I hate this track.  Tree's lighting up and the madness will happen all over again.  Yeah, scream your heads off you stupid buncha beer-swilling rednecks...  fans of this sport are worse than some of us competitors.  Sometimes I think that this is a sport the same way deer think hunting is a sport. 


At least they pulled out some decent 'clones for my teammates.  God, after Reno I hope they don't have to pull Reggie out ever again.  What a nightmare.  Seems like I've been doing this forever, been killed so many times I don't even remember how it all started.  Probably like most others, desperate with no other options. 


Tree's lit up in green, engines roaring, tires spinning, suddenly feel alive again.  Don't have much of a life anymore anyway.  Denver is an off-road track, with lots of hard turns, god I hate this track.  At least it isn't going to rain today, this place turns to a muddy cesspool that's even more nightmarish to get through.  Car 66's already burning, heh, and Mikey's been flagged.  Not supposed to shoot until the second lap.  Think he's getting a little weird, he never really recovered from his decapitation last season.  Think he saw his own body before he died or something. 


Goddamit Terry!  Seems we've been killing each other all season.  Like that rocket in Seattle was personal or something.  Bastard rammed me clear off the track.  At least this rig has a raised suspension, last time I wasn't so lucky.  Can't corner as well but it sure can handle the rough stuff...  which gives me an idea on getting through turn three. 


Last lap, Terry's in front of me again, one rocket left.  Better make it count. Holy crap!  I took the checkered flag!  What a ride!  Ok, photo-op time. Yeah, push up against me a little harder there baby, heh heh. Got the cup, the babe, and gonna be a hell of a victory celebration tonight.  God I love this sport!





An arena event?!  These guys have lost it!  God, why couldn't they have decided we could pass on this one?  Yeah, yeah, points, standing, Metal cup, whatever.  Christ these things usually end with all of us dead and our rides mangled.  Least they still have me in my ride from Denver, they usually don't maintain the surfaces of these arena tracks very well so the extra suspension could well save my life tonight.  Not that I'm getting my hopes up.  Poor Reggie, they've got him out here tonight.  Looks like his nerves are about gone, and they have him stuck in the "racecar".  Bastards don't wanna risk losing someone more valuable on this match, smart I suppose, not that it helps us any.


Ok, we're staged up.  Ten minutes to the heat and two heats decides the event.  I can do that, just need to watch what I'm doing for twenty minutes.  Looks like they're playing a game of 'flags' tonight, only one flag though.  More like a game of "smear-the-queer", grab that flag an' EVERYBODY comes gunning for you.  Man, look at that track, poor Reggie is gonna have a hell of a time out there.  I give him three minutes…


Brilliant, just… bloody… brilliant.  Green light and half of everybody runs right at the flag.   Well, it kinda makes it easier to stay alive out here.  Heh, kinda fun with this recoilless-rifle on my hood tonight.  A hit sure lights 'em up.  Ok, Reg's got the flag.  Gotta keep him alive long enough for him to, what the bloody hell!  Dammit Terry, I'm about to take this personally.  At least he's shooting at me and not Reg, he's having a hell of a time finding ground level enough to drive that damn sports-car over.


Jesus, this IS personal, he's not even AFTER Reggie.  Duck behind a pile of burning wrecks, maybe I can get him to overshoot…  Dammit, where'd he go…  Feels like I lost a tire somewhere...  Well I'll be, Reg made it in to score but where did Terry…  Oh sh…





Uhhhn, what happened.  Can’t see anything but a white light.  Where am I?  Oh crap, I know where I am.  That rat-bastard!  He put me into a damned ‘vat.  Just wait ‘till I get outta here, I’ll throttle him with my bare hands!  Christ, hope nothing else is wrong with me.  Last time I got the vat-job I woke up with a heart-murmer, still gives me trouble from time-to-time.  Sigh, wonder how the match went?...


Well, couple of days of therapy have made quite a bit of difference.  Least I can see now, well, mostly.  They tell me that it should be back to normal in another few days.  Least they aren’t making me run next week.  Heard they’re going to run Austin’s Double-Drum, wish them luck.  Not a bad track, a lot wider than Denver and it’s almost a smooth ride if you stay to the outside.  They tell me that Reggie made it half-way through the second heat.  I’m afraid that’ll be the last for old Reg, they haven’t told me anything but I just can’t see him taking another death and bouncing back.  We didn’t win but I guess we scored enough points to keep from dropping any.  Suppose that helps, still seems a steep price to pay.  Hopefully we won’t have any more arena events this season…


Finally gave me a clean bill of health.  Bastards took long enough, guess the Double-Drum tuned out to be the “Double-Dumb” for us.  Lot of guys got hurt so they’re pushing up my rehab a bit.  Just as well, getting bored in here.  Been feeling as good as I ever have for a few days now, might as well get back into it.  Reg is pretty much finished, doesn’t look like they’re gonna release him for the rest of the season and then he gets retired.  Heck of a way to go out, but I guess that’s how most of us finish; used up and burned out.  At least the retirement plan is good, especially the health coverage.


Well, bus is here, might even make it in time to catch the end of practice.  Hope so, need to get back in top form.  I have a bit of a score to even up…
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