


























































































































Automobile Chases

Are roaring metal mechanisms antithetical to the game?
So say some, and yet such diversion pleases others.

EVISED for roleplaying, these rules provide gamable ways to

conduct car chases and associated combat. A simpler way is

to match Drive Auto rolls on the Resistance Table between the
pursuer and the pursued. Neither way is better. Do as you enjoy.

Though more complex than a Resistance Table roll, these rules

are not intended to be a game in themselves, nor do they adeptly

coordinate more than two vehicles. As needed, change or augment

them. Explosions, automobiles going over cliffs, and other special

effects are the province of keepers and those who love automobiles.

Procedure

In a combat round, a driver performs one of three actions. If acceler-
ating into the risky speed column for the vehicle, or it attempting a
maneuver, make a Drive Auto roll. In determining success, include
any Drive Auto modifiers for maneuvers or from the Trouble Table.

1920s Sample Vehicles
SPEED IN MOVES
safe:  rsky. make

vehicle noDrvroll  Drvroll A/D Handling HP drv + pass.
Norton motorcycle 0-20 21-50 30119 +30 14 1(+1)
Hispano-Suiza H6 0-30 3140 1520 +10 30 4+RBs"
M-Benz SSK 0-35 36-55 25/27 +20 20 2+RBs
Ford Model-A 020 21-25 10/15 +5 25 5+RBs
Ford Model-T 0-15 15-20 7/8 0 21 5+RBs
Packard Straight 6 0-23 2435 1217 -10 40 6+RBs
6-Ton Truck 012 1320 58 -20 70 3incab
Armored Car 0-15 16-256 7/9 -15 110 uptod
Horse-wagon 0-4 5-10 2/2 -25 25 2on seat

1990s Sample Vehicles
M-Benz sedan 0-40 41-65 30/24 15 45 5

Masseratti 0-20 21-90 45/30 30 15 2
mini-van 0-40 40-50 28/26 +17 35 6
GMC pickup 0-37 3855 30/25 +15 40 3incab
Geo 0-38 3950 27/25 +20 30 4
18-wheeler 0-30 3145 1017 -20 60 3incab
stretched limo 0-35 36-45 25/15 0 25 10
Humvee 0-30 31-40 25/20 +5 60 7

M1A1 Abrams 020 21-30 10/13 -15 75+50ap 4

* RBs - a 1920s vehicle has two running boards. An extra passenger
or two could perch on each. 1990s vehides mostly have no running
boards.

Safe: no Drv roll — anyone with the Drive Automobile skill
can operate the vehicle at the Moves indicated.

Risky: make Drv roll — the first round traveling at such
speed requires a successful Drive Auto roll. Additional Drive
rolls may be called for, for other reasons.

A/D — accelerate/decelerate: a vehicle has a maximum num-
ber of Moves per round at which it can increase or decrease its
velocity, as shown. One can change more slowly, but not more
quickly.

Handling — percentiles by which driving a particular vehicle
enhances or diminishes the driver's Drive Auto chance. A mo-
torcycle is very responsive, while a large truck is difficult to
handle.

HP — the hit points of the vehicle.

Drv + pass. — how many people sit in the vehicle.

Vehicle play integrates into the combat round. A vehicle action is
announced at the driver's DEX, but resolve results of vehicle actions
at the end of the combat round, after all pex ranks and gunshots. If
more than one vehicle is in play and precedence is important, roll the
Drive skill again: the lowest result goes first.

Driver Actions
A character driving a vehicle must choose one of the following
actions in a combat round:

€) Increase, decrease, or do not change Move;
no Drive Auto roll needed—or,

@ Discharge a firearm or make a throw and decrease
speed by Move 10; no Drive Auto roll needed—or,

€ Perform one of the following maneuvers with
a successful Drive Auto roll. Failing, roll on the
Trouble Table.

® Bootlegger Reverse: the auto skids and reverses direc-
tion, now going forward at Move 10. Drive Auto needed. Not
possible for trucks.

® Crash: hitting a stationary target, the vehicle takes 1D3
damage for every 10 siz or fraction of the stationary target,
and does damage equal to half of the vehicle's hit points to
the target, plus 1D3 hit points per Move 10 at which the
vehicle travels. Make similar rolls for each passenger. Drive
Auto roll needed.

® Emergency Stop: slows the vehicle by an additional Move
10 per round. Drive Auto roll needed.

® High-Speed Turn: with a successful Drive Auto roll, the
vehicle negotiates a turn without slowing down.

® Ordinary Turn: the auto decelerates by Move 10 in that
combat round. If so-decelerating, the turn requires no Drive
Auto roll to achieve success.

® Ram Head-On or T-Bone Collision: two autos hit nose-
to-nose or nose to mid-section and both take damage—half
of the hit points of the other vehicle, plus 1D3 hit points for
each Move 5 or fraction thereof speed at which the colliding
vehicle traveled. Make similar rolls for each passenger.
Drive Auto needed.

® Sideswipe, Rear-End, Force Off Road: each vehicle
takes one-tenth of the other car's hit points in damage, plus
1D3 hit points per Move 10 of the difference between the vehi-
cles. Make the same rolls for each passenger.

® Swerve: with a successful Drive Auto roll, the driver evades
one Ram, Sideswipe, Throw, Climb, Jump, or firearms attack
per round. If the roll fails, the attack proceeds.

Automobile Damage

All vehicles have hit points. The amount lost varies with the result
of the driver action. When a vehicle reaches half its hit points in
damage, halve its risky-column speed. At zero hit points, a vehicle
( to function.




Auto Chase Range Track — Use acoin or marker to indicate current range
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Intervening Distance
Since the actual distance between vehicles varies second by
second, express the distance between vehicles in firearms terms.
There are six ranges:

1. point-blank, 4, in sight

2. base chance 5. out of sight

3. extended range 6. escape
For every Move 10 faster than an opponent, a vehicle can move
away or close by 1 range per round. Fractions of Move 10s can be
accumulated, but the idea is to give drivers chances to maneuver.
See the Auto Chase Range Track above.

In a chase, the lead car can lose the pursuer by reaching
escape and maintaining that interval for the next combat round.
Perhaps the escaping vehicle continues to gain on the pursuer, or
takes a turn-off which the pursuer is too far behind to detect.

Affected or Effective Skills

CLIMB: a non-driving character can Climb around on the outside
of a vehicle or Jump to another vehicle. Unless the keeper spe-
cially wishes more complex calculations, halve the chances for
such skills. A failed skill roll indicates the character fell from the
vehicle, taking 1D6 damage for every Move 10 of speed.

CONCEAL: useful for scooting a vehicle behind roadside
bushes, disguising a turn-off, blacking-out tail lights, or altering
license plates.

Keeper Notes

The keeper must show the road as well as act out one of the
vehicles. Do not make a map of the road, unless the investiga-
tors are supposed to be familiar with it. A verbal setting of the
scene will be plenty, so long as the chances for successful
action are described fairly.

In the 1920s, city and town streets are two lanes, one in
each direction. Back streets are unpaved, single car-width
tracks. Police often direct traffic at important intersections. Sig-
nal lights are virtually unknown. A few parking meters have
appeared, but they are not widespread until after WWII. Main
country roads are narrow two-lane lane roads, with frequent
curves. Motorcycle police speed-traps are likely on main roads
in the afternoon and evening. Shoulders are uncleared and
unmarked. Turn-outs are infrequent, and other drivers on the
road may be inattentive. Back roads are much worse—narrow,
torturous, and overgrown. If bridges exist, they are one vehicle
wide. Crossroads are often unmarked, without stop-signs or
indication of rights-of-way. Directional signs are rare. Farm
animals and horse-drawn vehicles are sure to be encountered.

In the 1990s, the automobile has ruled the United States for
decades. Society now is reshaping the automobile rather than
being reshaped by it. The keeper must decide whether society
is as clean as a suburban mall, or as recognizably worn,
cracked, and ambiguous as any city, or as rubble-filled and
leather-clad as Saturday-morning cartoons would have it. What
the keeper decides indicates the sorts of vehicles driven, and
the relative perfection or impoverishment of the road net.

DRIVE AUTO SKILL MODIFIERS
All Drive Automobile roll modifiers are cumulative.

percentile percentile
hazard, etc. change hazard, elc. change
sideswipe, etc. -15 bootlegger reverse -15
heavy rain -10 oily, icy surface -10
snow -10 high-speed turn -10
Limbs, rocks -5 downhill grade -5
fog -5 gravel road -5
high-speed turn -5 night -5
rain -5 wind -5
dirt road -5 gravel road -5
back street -5 handling per vehicle

each Move 5 or fraction above Move 20 — -5
each Move 5 or fraction below Move 16 — +5

JUMP: for a non-driving character to Jump to another vehicle, the
vehicles must be at point-blank range and traveling at the same
Move. Failing the jump, lose 1D3 hit points per Move 10 of speed.

FIREARM and THROW SKILLS: except by special circum-
stance, only Handgun, Shotgun, Submachine Gun, and Throw
can be used from a moving vehicle. Skills at slower speeds are
unaffected, though range is treated normally. If traveling at a Move
in the risky column, halve firearm and Throw skill values.

MECHANICAL REPAIR: succeeding, it fixes the vehicle or adds
1D6+4 hit points per game hour to a vehicle, keeper's choice. The
keeper may rule some problems solved only by Electrical Repair.

Trouble Table

Choose one result (or roll 1D10) for every 20 percentiles or frac-
tion thereof by which the Drive roll was missed. Example: the
character has 46% Drive. The actual Drive roll result is 76, 30
percentiles of difference. The investigator's player rolls D10x2 on
this table, ignoring extra percentiles. If a result greater than 10 is
rolled, use result number 10. If a condition persists into the next
turn, it precludes maneuvers other than Ordinary Turn.

1 FLAT TIRE — slow to Move 8 or stop until changed.

2 ENGINE DAMAGE — car slows by Move 10 a round until
successful Drive roll or stopped. Stopped, engine won't start
without a successful Mechanical Repair roll.

3 GAS TANK PUNCTURE — no effect until second puncture.
Then all the gasoline leaks onto the road, and the auto slows
by Move 10 per round until halting.

4-6 SKID — deduct 5 percentiles from Drive skill for next round.

A successful Drive Auto roll regains control.

7 FISHTAIL — deduct 10 percentiles from Drive skill in next
round. A successful Drive Auto roll regains control

8 HEART-IN-MOUTH FISHTAIL — deduct 15 percentiles
from Drive skill in next round only, roll on Trouble table again,
and add 2 to die result.

9 STOMACH-CHURNING FISHTAIIL — deduct 15 percen-
tiles from Drive skill in next round only, roll on Trouble table
again, and add 4 to die result.

10 ROLL OFF ROAD — rolls over once per Move 10 vehicle

was traveling. Each roll does 2D3 damage to the car, and
1D3 damage to each occupant. In films, after the final roll,
the vehicle bursts into flames.
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