Car Wars

Assorted House Rules

Some of these are genuine original designs, while others are adaptations of designs previously published in Steve Jackson Games products such as the AADA Vehicle Guides. 



          Dirt Hugger - Streamlined sedan, x-hvy chassis, large power plant w/PCs, OR suspension, 4 OR PR tires, driver, gunner, turreted medium laser w/LGL, 4 laser-guided AP HR in rocket EWP (2 facing each F, B), active suspension, fire extinguisher, HD shocks, HRSWC (gunner-laser). Cargo capacity: 1 space, 29 lbs. Sloped armor: F33, R28, L28, B28, T30, U18, 4 1-pt wheelhubs. HC 3 (4 off-road), Top Speed 90. 6,111 lbs., $24,117.
          Dirt Hugger "Lite" - replace HRs with laser-guided MRs, add MML front w/rotary magazine (4 AP laser-guided, 4 AP regular, 2 smoke), improve HRSWC to HR comp, add target comp for driver. Sloped armor: F35, R30, L30, B30, T30, U18. 6,118 lbs., $28,746. 


          Anvil - pickup, x-hvy chassis, 250 cid w/tubular headers and VP turbocharger, 5-gal. HD gas tank, hvy suspension, 6 solid tires, driver, 2 HMGs linked front, MD w/extra magazine back (linked to HMGs), 2 2-spc rocket EWPs, R, L (each with 6 AP MNR, linked in pairs, all six linked per side, all MNR linked), fire extinguisher, HD brakes, overdrive, targeting computer. Cargo capacity: 11 spaces, 225 lbs. Armor: F60, R45, L45, B50, T15, U25. Acceleration 15, HC 2, top speed 85/105 w/overdrive (82.5/102.5 w/cargo). 7,575 lbs., $35,380.
          Baron 2044 - 30' bus, x-hvy chassis, regular truck plant w/SCs and 1 extra power cell, 10 solid tires, driver, 2 gunners, 4 passengers, universal 4-spc turret TF w/2 linked WGM and 2 linked AP RGM, universal 3-spc turret TB w/AC w/HD ammo and extra magazine w/HD ammo, 6 MGs (F, RF, RB, LF, LB, B, smartlinked by side R, L), 18 dischargers, fire extinguisher, HD brakes, 3 hi-res computers, 7-spc passenger accommodations (lounge). Cargo capacity: 1-space, 245 lbs. FP armor: 35 points per location. Top speed 137.5. 18,955 lbs., $122,950 + dischargers.
          Moose 2044 - CA luxury, x-hvy chassis, large power plant w/PCs and SCs, hvy suspension, 4 solid tires, driver, 2 ATGs linked front w/HEAT ammo, 2 RLs linked back w/AP ammo, fire extinguisher, hi-res computer, roll cage. Armor: F50, R35, L35, B50, T10, U20. Acceleration 5, HC 3, top speed 92.5. 6,600 lbs., $34,450.
          Doublecharge 2044 - luxury, x-hvy chassis, super power plant w/2 extra power cells, hvy suspension, 4 solid tires, driver, 2 passengers, turreted RR w/extra magazine, FCE back w/extra magazine linked to RR, fire extinguisher. Cargo capacity: 1 space, 70 lbs. Armor: F25, R25, L25, B25, T25, U15. Acceleration 5, HC 3, Top Speed 100. 6,530 lbs., $17,950.
          FP Option - improve armor to FP, add LDR. $21,350.
          Laser Option - replace RR and extra magazine with laser, remove one passenger, streamlined body. Cargo capacity: 1 space, 65 lbs. 6,535 lbs., $24,100.
          Econoforce 2044 - 40' van trailer, quick-release kingpin, 12 solid tires, 5 gunners (2 in cupolas), 8 ACs w/HD ammo and extra magazine w/HD ammo linked in pairs RF, RB, LF, LB and smartlinked by sides, concealed TG back w/APFSDS ammo, extra magazine with normal ammo and magazine switch, 2 pulse lasers (one each cupola TF, TB), 5 MDs (RB, LB, B, corner-mount BR, BL, linked by side R, L, all 5 linked), 22 dischargers, galley, 5 hi-res computers, improved fire extinguisher, 13-space passenger accommodations (lounge). LR metal/normal plastic armor: 15/40 each location, 6 10-pt plastic wheelguards, 6 10-pt plastic wheelhubs. 39,625 lbs., $221,000.
          Extraforce 2044 - upgrade cupola lasers to IR pulse, replace cupola hi-res comps with cyberlinks, add LDR, radar, IRSS, HD brakes, HD shock absorbers, 2 laser batteries, reduce passenger accommodations to 8 spaces. LR metal/LRFP plastic armor: 15/40 per location, 6 9-pt LRFP plastic wheelguards, 6 9-pt LRFP plastic wheelhubs. 41,041 lbs., $306,350. 



The Grey Industries Gunner Pool: 

Roll 2d6 to randomly determine which gunner has been assigned to you.  If no value is listed, then the value is "zero." 

At Albion College in the early 1990's, there was an avid group of gamers that started an organization called "SAGE".  While a number of RPG campaigns ran, one of the more episodic and relaxing was the weekly Car Wars game.  Players were encouraged to keep their characters from week to week, and develop them over time.  Some of the players even tried to be inventive and come up with ideas beyond the normal "arena duel."  Because each player was allowed only one character, a pool of gunners was needed for those times when a player selected a vehicle design which permitted a gunner.  Here is the resulting gunner pool, with some notes about a few of them. 

2. William Keen 

· Gunner +2 

· General Skill Points 

· Prestige 

3. Milo Bloom 

· Gunner 0.1 

· Hangunnder 0 

· Paramedic 0 

· General Skill Points 1 

· Prestige 

4. Chuin the Younger 

· Gunner 0 

· Martial Arts 0 

· Runner +1 

· General Skill Points 

· Prestige 

5. Logan 

· Gunner 0 

· Handgunner 0 

· Martial Arts 0 

· General Skill Points 

· Prestige 

6. Tom Cruise 

· Gunner +2 

· General Skill Points 

· Prestige 

7. Alexander Great 

· Gunner +1 

· Leadership 0 

· General Skill Points 

· Prestige 

8. Buffy, V.S. 

· Driver 0.2 

· Gunner +2.6 

· General Skill Points 

· Prestige 4 

In the "Albion campaign" (which ran at Albion College in the early 1990's, Buff V.S. became the "official" gunner of Dorian Gray (Patric Rogers) the second time she was killed by Molotov (Charles Brewer), but continued to be available to the Gunner Pool in the interest of gaining more experience. Molotov killed her again, and she continues to seek revenge. 

9. Victor Doom 

· Gunner +2 

· General Skill Points 

· Prestige 

10. Alex G. Bell 

· Gunner +1.2 

· Computer Tech 0 

· General Skill Points 3 

· Prestige 1 

11. George Electric 

· Gunner +1.2 

· Electronics 0 

· General Skill Points 4 

· Prestige 1 

12. Charles Brown 

· Gunner +1.2 

· Handgunner 0 

· General Skill Points 3 

· Prestige 1 



AADA Vehicle Guide 2 Errata 

Cycles 

Trikes 

All trikes are considered to have standard chassis. 

p. 8, Vulcan: x-hvy trike, cargo capacity 1 space, 347 lbs. Top Speed 97.5. 3153 lbs., $14,282. Vulcan Firesmith: cargo capacity 1 space, 333 lbs. 3167 lbs., $16,662. 

p. 8, Red Storm: Top Speed 90. 

Sedans 

p. 17, Timeslip: Top Speed 92.5. 5679 lbs., $21,028. 

          Anti-personnel ammo magazine, add 100 lbs., add $3500; Explosive ammo magazine (remove 11 pts armor), add 101 lbs., add $1202; High density ammo magazine (remove 11 pts armor), add 101 lbs., add $1202. Armor piercing ammo is no longer available. 

Station Wagons 

p. 26, OR Conestoga: Top Speed 115 unloaded, 100 fully loaded. $17,000 + cost of grenades. 

Pickups & Campers 

p. 29, Longhorn: Top Speed 105 unloaded, 97.5 fully loaded. 



Scott's Notes: 

The AADA Vehicle Guide 2 

Motorcylces 

· Viscount: 2 over on spaces 

· Viscountess: Same as the Viscount 

· Burner, Cycle: $115 over budget, 95lbs over weight 

· Burner, Sidecar: $120 over budget, 15lbs over weight 

· Burner, Turreted Sidecar: $120 under budget, 10lbs over weight 

· Swift: $400 under budget, 2 over om spaces 

· Quasar, Sidecar: $45 under budget, 150lbs over weight 



Unofficial AADA Vehicle Guide 3 Errata 

Note: This document is not a complete commentary on the AADA VG3. We will continue to update this document as time permits.  Special thanks to Scott Frank for his time spent at the spreadsheet.  Car Was and the AADA Vehicle Guide 3 are owned by Steve Jackson Games.  Where appropriate, material is Copyright © Steve Jackson Games. 



"Just the Facts" 

This section of this document presents the vehicles as they are based on the descriptions given in the AADA Vehicle Guide 3.  See the next section for recommended adjustments to the designs.  Note that some of these designs are patently in violation of the rules. 

p. 7 Omega-10: It does have a ramplate. 2777 lbs., $9676; 2787 lbs., $9926 w/DBA. 

p. 10 MG3: 4060 lbs., $9910; 4070 lbs., $10,160 w/DBA. 

p. 13 Volcano: 5278 lbs., $15,100; 5288 lbs., $15,350 w/DBA. 

p. 20 Omega-25R: Remove the overdrive. Top speed 197.5. 6590 lbs., $24,750; 6600 lbs., $25,000 w/DBA. 

p. 20 Cyclotron: 

	
	Regular EWP: Top Speed 60. 3742 lbs., $25,435; 3752 lbs., $25,685 w/DBA.

	
	Rocket EWP: Top Speed 65. 3492 lbs., $24,435; 3502 lbs., $24,685 w/DBA.


p. 27 Exacto: 7792 lbs., $39,718; 7802 lbs., $39,968 w/DBA. 

p. 28 HiLo: as written, 7344 lbs., $58,602; 7354 lbs., $58,852 w/DBA. Also, the "sales description" differs from the actual vehicle layout on two points: 1) the description says it has a 250-cid gas engine (the layout says a 200-cid), 2) the description says 130 pts armor (it has 132 placed). 

p. 29 Rhino: armor IS FP: 6940 lbs., $61,908; 6950 lbs., $62,158 w/DBA. 

	
	armor IS NOT FP: 6940 lbs., $55,634; 6950 lbs., $55,884 w/DBA.




Some recommendations on how to change the vehicles: 

All vehicles have been adjusted based on cost, weight and space values listed in Uncle Albert's Catalog From Hell, and amended as per the errata sheet for said book. 

The Introduction to the AADA Vehicle Guide 3 states that "Each vehicle design includes 160 lbs. worth of body-armored driver,..." Assume each vehicle design includes $250 and 10 lbs. for driver body armor. 

p. 7 Omega-10: It does have a ramplate. Increase underbody armor to 7. 2794 lbs., $9941. 

p. 10 MG3: 4070 lbs., $10,160. To provide driver body armor in Division 10, remove 12 pts vehicle armor. 3998 lbs., $9988. 

p. 13 Volcano: Reduce Back armor to 42. 5280 lbs., $15,314. 

p. 20 Cyclotron: assume it uses rocket EWP and reduce back armor to 25. 3494 lbs., $24,667. 

p. 27 Exacto: Reduce front armor to 30, increase top armor to 16. 7788 lbs., $39,938. 

p. 28 HiLo: replace VMG explosive rounds with standard rounds, reduce wheelguards to 5-pts FP armor each. Top speed 72.5. 7171 lbs., $57,752. 

p. 29 Rhino: Add one link (total 4, change configuration to iMMLs-RL-TL & iMMLs-TL & RL-TL & all MMLs-RL-TL), move 2 MMLs inside (from EWP), mounted front, reduce EWPs to 1-spc, remove 15 pts armor. 6600 lbs., $60,548. 



Quick Fixes for AADA VG 3 

All calculations performed using Uncle Albert's Catalog From Hell, 1st printing. 

Each vehicle design includes 10 lbs. for driver body armor, but does not allocate any cost for body armor. All vehicles are driver (or cyclist) only. 

For cycles which have Cycle Windshells, the calculations assume that the armor values listed are for the armor (example, the Cyclops description reads F14, B14 (w/windshell); it has 14 points F, 14 points B and the windshell with 2 DP). We suggest removing 4 points of armor, so the new values would be F12, B12 and then the windshell. 

Decimator (p. 23) and Lambard (p. 24) have pictures reversed. 

p. 3 Omega-5 HC 3. $4772, 2720 lbs. 

p. 3 Platypus $4725. 

p. 3 Rock Lobster Remove tire chains, add tubular headers. Top Speed 57.5. $4946, 2149 lbs. 

p. 4 Sprocket Replace VMG with RR (with HEAT). Cargo capacity 252 lbs., 1 spc. Top Speed 110 (105 with cargo). $4718, 3078 lbs. 

p. 4 Lo-Beam Armor is not sloped. Cargo capacity 180 lbs, 1 spc. $4964, 2350 lbs. 

p. 4 Zipper HC 2. Reduce wheelhubs to 4 points each, reduce wheelguards to 3 points each. $4993, 2051 lbs. 

p. 5 Slingshot Remove 10 points armor, add 5 points windshell armor (total 7 DP). $4518, 1100 lbs. 

p. 5 Fire Imp Remove 8 points of armor. HC 2, $4647, 1300 lbs. 

p. 5 Tri-Rock Cargo capacity 215 lbs., 2 spaces. $4798, 1385 lbs. 

p. 6 Flare Remove 19 points armor. $4738, 2099 lbs. 

p. 6 Speedball Remove SWC, replace MGs with LMGs, add 4 points windshell armor (DP 6 total). $4575, 1097 lbs. 

p. 6 Riotmaster Remove 5 points armor. Top Speed 70. $4524, 1299 lbs. 

p. 7 Overkill Remove 5 points armor. $9675, 2800 lbs. 

p. 7 Omega-10 Add spoiler. $9383, 2777 lbs. 

p. 7 Guardian Add 4-gal economy gas tank, add extra magazine for OG. $9872, 4265 lbs. 

p. 8 Desert Wind Under weapons, "ML" should read "MLS". $9688. 

p. 8 Granite Remove 7 rds VFRP ammo, remove 4 points armor. $9038, 1295 lbs. 

p. 8 The Hatchet Replace incendiary ammo with regular ammo, upgrade SWC to TC, add link (MMLs), remove 2 points armor. $9417. 

p. 9 Matilda $9727, 2690 lbs. 

p. 9 Cheetah Remove 3 points metal armor. $9348. 

p. 9 Dragon-10 Replace super plant with large plant with PCs, add 12 points of armor. Top Speed 122.5. $9988, 3984 lbs. 

	
	Dragon-15 (NEW) - as Dragon-10 from the Vehicle Guide 3, but replace super plant with large plant with PCs and SCs, add 26 points of armor, add HRSWC. Top Speed 142.5. $13,680, 4068 lbs.


p. 10 MG3 $9910. 

p. 10 Boomer $9800, 4190 lbs. 

p. 10 Bubba Remove 9 points armor, reduce wheelguards to 7 points each. $9322, 1297 lbs. 

p. 11 Cyclops Replace ATG with BC (with 7 rounds HESH), replace HRSWC with SWC, remove 4 points armor. $14,364, 1300 lbs. 

p. 11 Micromid Make it a Division 25 vehicle. Add HRSWC. $24,018, 5201 lbs. 

p. 11 Sidekick Remove windshell, slope sidecar armor. Cycle: Top Speed 112.5. $12,727. Sidecar: $1369. Combination: Top Speed 92.5. $14,096. 

p. 12 Armadillo Remove 15 points of armor. $14,558, 4431 lbs. 

p. 12 Light Show $14,713, 3964 lbs. 

p. 12 Gatling Remove 8 points armor. $14,959, 4068 lbs. 

p. 13 Volcano Remove 1 point armor, CA is not FP. $14,964, 5280 lbs. 

p. 13 Salamander $14,590, 5260 lbs. 

p. 13 Fragmaster $14,696, 5089 lbs. 

p. 14 Bodyguard Replace EWP and EWP armor with Rocket EWP, remove 11 points plastic armor. $13,357, 2530 lbs. 

p. 16 Army Surplus Upgrade armor FP and add HRSWC (RR link). $19,870, 5256 lbs. 

p. 19 Hades Mk. 3 Spoiler, wheelguards and wheelhubs are plastic. Remove 3 points metal armor, remove 3 rounds VMG ammo. $24,137, 6594 lbs. 

p. 20 Cyclotron replace EWP with rocket EWP, replace AP HR with AP MR, add full 3-gal. HD gas tank, add laser battery (reference Pyramid #4, p. 67). Top Speed 65. $24,710, 3426 lbs. 

p. 21 Sensai $24,824. 

p. 22 Tankbuster Streamlined. Remove 1 point of armor, add HRSWC. Acc 5. $22151, 5609 lbs. 

p. 22 Twin-25 Remove 3 points armor, add link for TwLs. $24,998, 5204 lbs. 

p. 23 Decimator HC 2. $29,959, 7637 lbs. 

p. 23 MacMurphy Special Remove 15 points armor, remove N2O, upgrade RR ammo to HEAT (2 RRs), and HESH (1 RR). $28,101. 

p. 23 Binary StarMove one BC to B, remove 28 points armor. HC 3. $29,230, 6595 lbs. 

p. 24 Lambard Remove link, change BT to connect to LL, add SD B, add TH. Top Speed 65, HC 3. $29,714, 5898 lbs. 

p. 24 Stormy Weather Remove 20 points armor, upgrade remaining armor to FP. HC 3. $24,853. 

p. 24 Backfire-2 Add laser battery (reference Pyramid #4, p. 67), remove 31 points armor, remove SWC. $29,547, 4776 lbs. 

p. 25 Penetrator HC 1. $29,634. 

p. 25 Omega-30 Reduce hubs and guards to 5 points each, hubs and guards are FPRP, remove spoiler, remove 16 points armor (not from F), add safety seat, add 10 points CA (crew). HC 4. $29,983, 2688 lbs. 

p. 26 Beamer HC 1. $39,926. 

p. 26 Skylark Remove N2O, add laser battery (reference Pyramid #4, p. 67), upgrade armor to FP, downgrade HRTC to HRSWC, remove 24 points armor (not from F). $39,809, 6600 lbs. 

p. 26 Kali Replace plasticore tires with SB FP solids, replace HRs with MRs, remove MML extra magazine, remove magazine switch, add HRTC, upgrade armor to FP, streamlined. Top Speed 115. $39,667, 6516 lbs. 

p. 27 Omega-40 Streamlined, sloped armor, add fake ram plate, add 12 lbs. rocket booster (allows +10 mph at 6120 lbs.), add second FCD, replace HRTC with HRSWC, add HD brakes, add HD shocks, add overdrive, add 10 points FP CA (RL). $37,246, 6102 lbs. 

p. 27 Exacto Remove 1 point of armor. $39,788, 7788 lbs. 

p. 30 Apollo CA frame, reduce engine size to 400 cid (same options), remove 2 FOJ, remove 1 link, remove HRTC, remove 4 pts armor 



Car Wars: Chassis & Crossbow
House Rules

Players: 

Each player begins with $12,000 to buy vehicles and equipment. Players can have as many characters as they can fit into their vehicles, up to four characters each. Each character begins with 80 skill points. No character can begin with a skill above level two. Your characters may purchase any weapons and supplies they can afford, except for handguns, explosives, and kevlar armor. 

Skills:

10/level
Body Building (see optional rules below) 

Cyclist

Driver

Gunner

Gunsmith (for repairing and modifying hand weapons and vehicle weapons)

Handgunner (includes bows & thrown weapons – delete Archery skill)

Luck (each level of Luck allows you to reroll one die roll per adventure)

Martial Arts (includes all melee weapons – delete Blade skill)

Mechanic

Paramedic

Runner (Base level free)

Trucker

5/level
Acrobatics (good for boarding moving vehicles)

Area Knowledge

Climbing

Communications

Computer Tech

Explosives

Fast-Talk

Stealth

Streetwise

Survival

Swimming

Theft

New Body Building rules: The base level of bodybuilding adds +1 GE to the character's encumbrance limit. Level one gives the character +1 DP and adds 25 lbs. to the character's weight. The cycle repeats up to level four, so that the maximum limits for any character is GE 9, DP 5, and weight 200 lbs.

Another Option: The base level of bodybuilding adds ½ GE to the character's encumbrance limit. Level one gives the character +1 DP and adds 25 lbs. to the character's weight. Level two adds another ½ GE to the character's encumbrance limit. The cycle repeats beyond that, so level three adds ½ GE, level four adds +1 DP and 25 lbs., and level five adds ½ GE. Using the new mortality rules, the maximum limits for any character is GE 8, DP 5, and weight 200 lbs. Otherwise, set the maximums to GE 9, DP 6, and 225 lbs.

New Hit Location rules:

	Location
	2d6
	To Hit

	Leg
	2-5
	-2

	Body
	6-8
	0

	Arm
	9-10
	-2

	Head
	11-12
	-4


Head: Double damage. Any hit to the head, even if it does zero damage, causes the victim to roll on the concussion grenade table.

Leg: One DP to the leg reduces movement by 1/4". Damage equaling or exceeding half the character's DP (round up) cripples the leg; the character loses 1" from his movement. With both legs gone, the character can only crawl 1/4" every other turn.

Arm: One DP forces the character to roll 1d6; on a 5 or 6 he drops whatever he was carrying in that arm. Damage equaling or exceeding half the character's DP cripples the arm. A character with a crippled arm fires all hand weapons at –1.  

New Mortality rules: 

Characters begin with 3 DP, modified by bodybuilding skill. When a character is reduced to zero DP he must roll every turn to retain consciousness. Roll 1d6 against the character's original DP score. If the character rolls less than or equal to his original base DP, he remains conscious that turn. If he rolls higher than his base DP, he falls unconscious for 1d6 hours unless revived. When a character reaches his negative DP (for example, when a character starting with 3 DP reaches –3 DP), he will die unless he receives medical attention within 10 turns. If a character is reduced to twice his negative DP (a character starting with 3 DP reaches –6 DP), he dies automatically.

New Encumbrance Rules: 

Characters begin with a GE limit of six, modified by bodybuilding skill. For each GE the character is carrying above his limit, he loses 1/4" from his movement. While sitting in a vehicle, no character may carry more than his GE limit. 

Fast-Drawing Weapons:
To fast-draw a weapon make a basic Handgunner or Martial Arts skill roll (target number 7), minus the weapon’s GE.

Critical Hit Rules: 

Any natural 12 rolled on a to hit roll is an automatic hit. A critical hit ignores the armor of the target and automatically scores the weapon's maximum damage. Any natural 2 is an automatic miss, with potentially nasty consequences.

Rapid Fire:
Any automatic, semi-automatic, or double-action weapon may fire twice per second with a –2 penalty applied to each shot. Rapid fire shots do not earn bonuses for braced weapons or sustained fire. In addition, the range modifier is halved. Both shots must be taken at targets within a one inch zone like area effect weapons. 

Damage Rolls:
For hand weapons that always do a minimum one DP damage, such as bows, firearms, and edged melee weapons, I suggest using an alternate method of rolling damage. For weapons doing 1d-4, divide 1d6 by 3 and round up. For 1d-3, divide 1d6 by 2 and round up. For 1d-2, simply re-roll any 5 or 6. For 1d-1, re-roll sixes. This method increases the average damage done by these weapons, which fits well with the new mortality rules.

Hand Weapons: 
	Item
	GE
	Dam
	Hit#
	Range
	Cost
	Ammo
	CPS
	Notes

	Assault Rifle
	3
	1d+1
	6
	8”
	800
	10
	15
	Area Fire

	Boomerang, Metal
	1 
	1d-3
	8
	3”
	10
	--
	--
	6” max range

	Compound Bow
	2
	1d-3
	8
	6”
	50
	1
	2
	One turn to reload

	Crossbow
	3                      
	1d-2
	7
	8”
	75
	1
	2
	Two turns to reload

	Crossbow, Pistol
	1                      
	1d-4
	8
	4”
	40
	1
	2
	Two turns to reload

	Derringer
	½
	1d-3
	8
	2”
	100
	2
	1
	No extended mags

	Flare Pistol
	1
	1d-2
	10
	4”
	300
	5
	10
	BM1/BD0

	Knife, Thrown
	1
	1d-3
	8
	2”
	50
	--
	--
	4” max range

	Machine Pistol
	1
	1d-1
	7
	4”
	500
	6
	12
	Area Fire

	Molotov
	1
	1d
	9
	2”
	10
	--
	--
	5” max range

	Pepper Spray
	½
	--
	5
	--
	25
	5
	1
	1” max range

	Pistol, Heavy
	1
	1d-3
	8
	4”
	100
	8
	1
	

	Pistol, Light
	½
	1d-4
	8
	4”
	75
	8
	1
	

	Revolver, Heavy
	1
	1d-3
	8
	4”
	80
	6
	1
	No extended mags

	Revolver, Light
	½
	1d-4
	8
	4”
	60
	6
	1
	No extended mags

	Revolver, Single-Action
	1
	1d-3
	8
	4”
	60
	6
	1
	No rapid fire or 

extended mags

	Rifle, Bolt-Action
	2
	1d-2
	7
	10”
	120
	5
	1
	No rapid fire

	Rifle, Semi-Auto
	2
	1d-2
	7
	10”
	240
	10
	1
	

	Rifle, Single-Shot 
	2
	1d-2
	7
	10”
	90
	1
	1
	No rapid fire or 

extended mags

	Rock, Thrown
	1
	1d-4
	8
	2”
	--
	--
	--
	4” max range

	Shotgun
	2
	1d-4x3
	6
	4”
	120
	5
	1
	

	Shotgun, double-barrel
	2
	1d-4x3
	6
	4”
	90
	2
	1
	No extended mags

	Shuriken, 3
	½ 
	1d-4
	8
	2”
	10
	--
	--
	4” max range

	Submachinegun
	2
	1d
	6
	6”
	500
	10
	12
	Area Fire


         Crossbows take two turns to reload, Compound Bows take one turn to reload.

         Bows and firearms will always do at least one DP of damage when they hit.

         Thrown rocks gain +1 damage for every 20 mph of collision speed.

         Shotgun. Buckshot: To Hit: 6. Damage: Three 1d-4 rolls. Damage drops to two 1d-4 rolls beyond 4” range; one 1d-4 roll beyond 8” range. Max range: 12 inches. Slug: To Hit: 8. Damage: 1d-2. Range modifier: 6 inches.

         Assault Rifle. Ammo: 30. When fired semi-auto, treat as a semi-auto rifle with a range modifier of 8 inches. Burst fire expends 3 shots, does 1d+1 damage. May rapid fire two bursts.

         Submachinegun. Ammo: 30. When fired semi-auto, does 1d-3 damage with to hit 7 and range modifier of 6 inches. Burst fire expends 3 shots, does 1d damage. May rapid fire two bursts.

         Machine Pistol. Ammo: 18. When fired semi-auto, treat as a light pistol. Burst fire expends 3 shots, does 1d-1 damage. May rapid fire two bursts.

         Pepper Spray: A hit to the Head forces the victim to roll on the Tear Gas table. A hit anywhere else gives the victim a +4 to his roll (a result of seven or greater means no effect). Gas masks provide complete protection.

         Molotov sets a ¾” square afire. All targets therein take full damage. On following turns, treat the square as a flaming oil slick. The fire burns out after five turns. Burn modifier 4/2.

Hand Weapon Accessories:
Hollow Point Ammo for LP, HP, MP, R, SG, AR: Double CPS, +1 damage versus pedestrians only. Treat hollow points as bow/melee damage against vehicles.

Folding stock: $10. For pistols: +1 GE, -1 to hit, +2” range. For long arms: -1 GE, +1 to hit, -2” range.

Laser Sight: $1000. +1 to Hit.

Telescopic Scope: $200. Doubles range modifier and extends point blank range to 2 inches when braced and stationary.

Bulk Ammo Boxes: $50, one space, 10 lbs. Holds 12 GE worth of hand weapon magazines.

Melee Combat:
The base To Hit number for fists is 6 (not including the plus four point-blank and minus three for pedestrian, with these modifiers factored in the final To Hit # = 5). The base damage for human fists is 1d-5, modified by Martial Arts skill. The minimum damage possible is zero, so you will only do one hit of damage on a natural six. Melee weapons add to the base damage roll. Edged weapons (axe, hatchet, knife, sword, spear, chainsaw) will always do at least one point of damage when they hit.

  

Melee Weapons:  
	Item
	GE
	Dam
	Hit#
	Cost
	Notes

	Axe                             
	3
	+3
	9
	50
	Full damage to vehicles

	Brass Knuckles
	½
	+1
	6
	10
	

	Chain/Whip
	1
	+1
	8
	10
	½” HTH range

	Chainsaw
	4
	+5
	9
	150
	

	Club, Heavy
	2
	+3
	8
	30
	

	Club, Light
	1
	+2
	7
	20
	

	Hatchet                             
	2
	+2
	9
	25
	Full damage to vehicles

	Knife, Small
	½ 
	+1
	8
	25
	

	Knife, Large
	1
	+2
	8
	50
	

	Spear
	3
	+3
	8
	80
	½” HTH range

	Stun gun
	1
	--
	7
	75
	See below

	Sword                   
	2
	+3
	7
	100
	


         Use brass knuckles stats for striking with small blunt objects like blackjacks, rocks, grenades, pistol butts, etc. Use light club stats for one-handed weapons like batons, nightsticks, tonfas, nunchakus, tire irons, and rifle butts. Use heavy club stats for two-handed weapons like shovels, monkey wrenches,  baseball bats, staves, and chairs. Blunt weapons do no damage to tires.

         Use small knife stats for any small cutting or stabbing weapon like switchblades, pocket knives, ice picks, and concealable knives. Use large knife stats for larger edged weapons like bayonets, meat cleavers, butcher knives, tantos, bowie knives, and katars. Use Sword stats for heavy but balanced edged weapons like machetes, sabers, rapiers, katanas, short spears, etc. 

         Use Spear stats for pikes, lances, and other long pole arms. When wielded by a charging cyclist, or set  by a pedestrian to receive a charge, it does 1d-1 damage for every 25 mph of collision speed, up to a maximum of 3d-3. The spear is automatically lost in the target. On a critical miss, the attacker suffers 1d6-4 to his weapon arm per 25 mph. 

         Hatchet stats will work for tomahawks, claw hammers, crowbars, and one-handed sledges. Use Axe stats for two-handed swinging weapons like fire axes, pickaxes, and sledgehammers.

         Chainsaw: A critical miss (natural To Hit roll of 2) causes a broken chain. Repairing is an easy job for a Mechanic.

         Stun gun: Any hit on a pedestrian forces the victim to roll on the concussion grenade table. Add 2 plus the victim’s armor DP to the roll.

Body Armor:
	Item
	DP
	GE
	Cost
	Coverage
	Notes

	Fireproof Suit
	1*
	0
	500
	All
	

	Flak Vest
	1
	0
	150
	Body
	

	Gas Mask
	0
	1
	60
	--
	

	Helmet, Cycle 
	1*
	0
	50
	Head
	

	Helmet, Kevlar 
	2
	0
	150
	Head
	

	Helmet, Steel 
	1
	0
	75
	Head
	

	Kevlar Vest, Battle
	3
	3
	1000
	Body
	See Battle Vest

	Kevlar Vest, Heavy 
	3
	1
	750
	Body
	

	Kevlar Vest, Light
	2
	0
	500
	Body
	

	Leather Jacket
	1*
	0
	50
	Body, Arms
	

	Leather Jacket, Spiked 
	1*
	0
	75
	Body, Arms
	+1 HTH damage

	Leather Pants
	1*
	0
	75
	Legs
	

	Riot Shield
	2
	3
	750
	All
	Activate  1-4 (d6)


         Body Armor DP is not ablative.

         Leather armor, Fireproof suit, and Cycle Helmet DP protects against melee weapons, bows, and falls only. Fireproof suit DP also protects against fire damage.

Equipment:
	Item 
	GE   
	Cost  
	Notes

	Arrows, 5
	½
	2
	For any bow

	Backpack
	+5
	40
	

	Battle Vest
	3
	75
	Holds knife, two grenades, two magazines, and a pistol.

	Binoculars
	1
	100
	

	Crowbar
	2
	25
	Treat as hatchet in HTH

	Fire Extinguisher
	3
	150   
	

	Flashlight
	½
	10
	

	Flashlight, Heavy
	1
	25
	Treat as light club in HTH

	Hand Cuffs
	½
	25
	

	LI Goggles
	1     
	300
	Reduces darkness penalty by two.

	LIG/Gas Mask
	1     
	400
	Reduces darkness penalty by two.

	Liquor Bottle
	1     
	$10  
	 

	Magazine, Ammo
	½
	10
	For LP, HP, R, SG

	Magazine, Ammo
	1
	25
	For MP, SMG, AR

	Magazine, Extended
	1
	20
	Double ammo. For LP, HP, R, SG

	Magazine, Extended
	2
	50
	Double ammo. For MP, SMG, AR

	Medi-Kit, First Aid
	1
	30
	+0 Paramedic (-1 Paramedic without one) 

	Medi-Kit, Paramedic
	6
	1000 
	+2 Paramedic. 2 Spaces. 50lbs. 3 DP 

	Medi-Kit, Portable
	3 
	750 
	+1 Paramedic 

	Mini-Mechanic
	1
	50
	-1 Mechanic (-2 w/ no tools)

	Rations (3 days)
	½
	25
	

	Shovel
	3
	30
	Treat as heavy club in HTH

	Tool Kit
	6
	600  
	+0 Mechanic. 1 Space. 40 lbs. 2 DP 

	Walkie-Talkie
	1
	250
	 Three mile range.


 

Car Designs:
Vehicle types available to players: Cars, motorcycles, sidecars.

Engines larger than 350ci are rare (x2 cost).

Turbos and superchargers are rare (x2 cost).

Turbo-superchargers and NO2 bottles are very rare (x4 cost).

Gasoline $3/gallon when available. May be rare, very rare, or worse in some areas.

Chassis: Every vehicle has chassis DP equal to its total spaces (including cargo spaces).

Drivers = Two spaces. Gunners = One space only.

Rare items (x2 cost)

Tripod MG, MG, PFT, SS, OJ, SD, SMG, AR, MP, Laser Scope, PR Tires,

HD Fuel Tanks.

Very Rare items (x4 cost)

VMG, ATG, Tripod RR, RR, FT, RL, MD, LAW, VLAW, Bazooka, GL, URGL,

Stinger, Plastique, Pintle Mount, Solid Tires, Racing Fuel Tanks, External Weapon Pods. 

Normal Price Weapons & Accessories:

Debris Dropper, Body Blades, Roll Cage, Metal Wheelguards, Portable Fire Extinguisher, Radial and Steel-belted tires, HD Tires, Brushcutter, Articulated mount, Ring Mount, Bumper Spikes, Safety Seats, Sunroofs, Car Top Carrier, Fake Passengers, Long Distance Radio, Portable Shop, Sound System, Spoilers & Airdams, Tow Bar, Trailer Hitch, Winch.

Articulated Mount: Mounted facing the front, back or to one side, the articulated mount allows vehicle or hand weapons to fire into these arcs. It requires a gunner to sit behind the weapon and physically move and fire it. Only the designated gunner may fire this weapon. The gunner still suffers a –1 to hit penalty. Costs $500, weighs 50 lbs.,  and takes one space in addition to the gunner and the weapon (hand weapons in articulated mounts require no additional space). 

Ring Mount: Mounted on the top of a vehicle that has either a sun roof or no top armor. It requires a gunner standing behind the weapon to move and fire it. Only the designated gunner may fire the ring-mounted weapon. The weapon can be fired in a 360 degree arc, but can only swing 90 degrees in one turn. A ring mount for a one space weapon costs $1000, weighs 100 lbs., and requires no space (besides the space taken up by the gunner). A ring mount for a two space weapon costs $1500, weighs 200 lbs., and requires no space.

Pintle Mount: Mounted on the top of a vehicle that has either a sun roof or no top armor. It requires a gunner standing behind the weapon to move and fire it. Only the assigned gunner may fire the pintle-mounted weapon. The weapon can be fired into a 180 degree arc designated upon installation. A pintle mount for a one space weapon costs $600, weighs 20 lbs., and requires no space. A pintle mount for a two space weapon costs $1200, weighs 40 lbs., and requires no space.

Vehicle Armor: The skin of unarmored vehicles provides 1 DP protection versus hand weapons only. Other weapons cut right through unimpeded. 

Metal armor is available at x10 weight, x5 price of plastic armor. This primitive metal armor has x2 DP value versus handguns, x3 DP value versus bows, melee weapons, and collisions. 

Target people in a car through a window = -5. If you miss by two or less, then you hit the car instead.

Burst Effect:

When a burst effect weapon penetrates the crew compartment of a car, all passengers and crew suffer burst damage. Cyclists suffer burst damage if any part of their cycle is hit by a burst effect weapon. Other vehicles within the burst radius also suffer damage. Roll hit location and treat burst damage as hand weapon fire.

Collisions:

Apply one-quarter of the collision damage that penetrates armor (rounded down) directly to internal components (engines, gas tanks, weapons, crew, cargo). The remaining damage is halved (round down) and applied to the chassis. For every 10 mph a vehicle loses in a collision, apply 1d-5 damage to each crew member. Armor does not protect against this damage.

Vehicle Hit Location:

	Car hit from…
Front
Location
2

Left or right front tire

3-6

Engine

7-8

Crew

9-10

No effect

11-12

Chassis

Side
Location
2-3

Front or back side tire

4-5

Engine

6

Chassis

7-8

Crew

9-10

No effect

11

Cargo

12

Gas tank

Back
Location
2

Left or right back tire

3-4

Gas tank

5-6

Cargo

7-8

Crew

9-10

No effect

11-12

Chassis


	Cycle hit from…

Front
Location
2-3

Front tire

4-5

Engine

6-7

Crew

8

Sidecar or chassis

9

Chassis

10-11

No effect

12

Gas tank

Side
Location
2

Front tire

3-5

Engine

6

Gas tank

7

Crew

8

Sidecar or chassis

9

Chassis

10-11

No effect

12

Rear tire

Rear
Location
2-3

Rear tire

4-6

Chassis

7-8

Crew

9

Sidecar or chassis

10-12

No effect




