2nd Gateway Demolition Precision Driving Team Open

This is NOT your Fathers Oldsmobile! 

The second Biannual Gateway Autoduel: Be There…Saturday At the Gateway Autoduel Arena see the manufacturers duke it out. Pontiac, DeSoto, Hudson and other big name car manufacturers. Limited to 10 entries, class 20 event, on a dirt track with ramps over a water hazard. The winner will be the survivor. If more than one survivor the survivor with the most points wins. This is a Stock Car event sponsored by the auto manufactures so all vehicles will be provided. Driver and Gunner skill will be determined by random roll from a table.

Good Luck 

Drive Offensively

1 Rules of engagement

· Any D3 or better maneuver creates a dust cloud sililar to a smoke cloud

· Start game a 30 mph + 1d6*10

· All jumps take 5 phases to complete

2 Jump Tricks

· There are special ramps for some tricks

· New accessory- extreme jump jets

· Barrel roll

· D3 maneuver to hit the ramp correctly

· Roll drivers skill or less on 1d6 for each rotations or don’t rotate that phase

· Driver cannot fire during barrel roll

· D5 to land correctly

· 180/360/540/720…

· no special ramp

· D5 to launch correctly

· Roll drivers skill or less on 1d6 for each rotations or don’t rotate that phase

· Driver cannot fire during trick

· D5 to land correctly

· Donuts

· Must start at 0mph

· Only vehicles with ACC of 10 or better

·  D3 maneuver/phase-does 75DEGREE TURN PER PHASE-ADJUST HC track for one D3 maneuver but roll on control table per phase

3 Victory condition

· In the event of multiple survivors after game, the victory goes to the player with the most victory points

· Victory points

· 1 point per successful jump

· 1 point per vehicular kill

· 2 points per driver kill

· 1 point per gunner kill

· 1 point per every maximum damage hit

· 2 points per ram

· 2 points per trick

· 5 points per best trick (judges option)

· 5 points judges option

Extreme jump jet option

These may be fired individually to perform or enhance tricks. The secret to this system is an advanced firing computer, which is preprogrammed to fire up to 10 combinations of firing patterns and burns.

Examples:

Barrel Rolls:

Burn a 10mph acc on 2 boosters on the righ or left side per 1000lbs for a 360 degree roll in 5 phases (1 turn)twice that for 360 in 2.5 phases (round to 3) half that for 10 phases. So a 2000lb car needs to burn 40 lbs of rocket for a 5 phase barrel roll (see page 91 of the CW compendium)

(WEIGHT OF FUEL x  1000)/(weight of car) = 20 mph acc

1000x/2000=20

x =2000(20)/1000

x= 40

Flips:

Burn 10mph per 100 lbs or 10mph per 500lbs if directional jump jets are used.

1000x/2000 = 40

x = 2000(40)/1000

x = 80lbs

360: 10mph burn only with directional jump jets
720: 20mph burn only with directional jump jets

Firing computer: $1000, no space or weight

Directional jump jet: $100 per 10lbs, 1 space per 100lbs can also be used as booster rockets and for spins such as 360 and 720

