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A Night at the 8-Track: Armed vehicular combat, high speed races, armed and unarmed gladiatorial combat,
cinematic fatalities political executions, and armed “fans” are just some of the thrills at the world’s largest
combat arena. It's the premier night out in the BoneYard.

Valet Parking is available, specific armed or unarmed garage.
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. . Nobody gonna take my car
Vehicular Construction I'm gonna race it to the ground
Nobody gonna beat my car

It's gonna break the speed of sound
Oooh it's a killing machine

It's got everything

Like a driving power big fat tyres
and everything

-- Highway Star, Deep Purple

Armed vehicles are a part of JAGS Have-Not: it's part of the style (and far
safer than trying to walk or ride a horse through hundreds of miles of
mutant infested toxic terrain). These rules let you build a battle-vehicle
(they can be used for other genres as well: Fast Company, for example).

The model we're using is that of "aftermarket" modification. The rules give
you a stock vehicle in several classes and then you modify it. That could
mean giving it better brakes, more resistant tires, etc.—in JAGS Have-Not
it means putting on armor and weapons as well.

Vehicle Companies in
the 'Yard

There are metal-works and
machine shops in the BoneYard:
their grinding, burning, factories
run day and night working metal,
refining armor-steel, and
upgrading components. Much of
what goes into vehicles,
however, comes from the Distro-
point. Component pieces, many
poorly understood, are used to
make engines, fuel systems,
and transmissions. Some have
lock-in ports where weapons or
sensors can be connected.
Some have inbuilt computers
that seem to be totally unrelated
to the function of the piece—the
bodies of the vehicles, the outer
shells, look much like the
systems of centuries ago. They
perform like them as well—but
they are not the same. Several
companies produce gear used
by the Arm (the military force of
the 'Yard), the civilian police
forces, and the private corporate
entities. They have names like
FENRIS Motors, Aesir Defense
Systems, and MARS Core. The
people who make cars also
make guns. The two are
inexorably intertwined.




Who Gets a Vehicle?

Discuss having a vehicle with the group before taking one: they make

characters pretty mobile so check out with the GM and the other players to
see if it's gonna fit. After that they usually cost some money, archetype
points, or (possibly none of the above).

Here are some characters that might normally have vehicles:

Road Knight

Freelance Trucker

Prospector

Transport/Freelance
Security

Atomic Cab-Co Taxi
Driver

Roadside Assistance /
Salvage

Bounty Hunters / Biker
gangs

Armed Bike or light
armed car

Armed Truck (small to
large)

Junk Truck (unarmed)

Mid-sized to heavy
armed car

Mid-sized armed vehicle

Armed Tow Truck

Armed Cycles

Road Knights cruise the Middle Ring brining their combat skills,
their moral virtues (and this can vary), and their arms and armor.
They tend to be skilled, maneuverable, and fearless. Most die
violently.

The big rigs are usually owned by outfits—they travel in convoys
and they're decked out with hammocks slung along the sides and
all kinds of stuff strapped to the tops. But not every town commands
a convoy. Freelance truckers own a truck, maybe have some crew,
and are available for a price to haul your goods. They tend to be
known by the big outfits—and they have their respect. Anyone who
can do this without the host of laser-armed Humvees is the kinda
organism that the operators of the big-rigs will drink black coffee
with at the road house any time.

In the olden days they'd take mule up in the hills—today the mule
has at least four cylinders. The panel trucks that prospectors love
are usually unarmed (they usually have an armed cadre inside them
though). They're more likely to break down then be raided though.
Transport takes rich people out and back in at least some kind of
style. Often a security outfit will have a biker as a scout and a
transport vehicle that's a little further behind. They tend to need
heavier com-gear (the package wants to phone home!) and at least
a try at a professional attitude.

In the 'Yard you pay to play and that means you pay to get a pick up
from the slum where you wake up shaking off a mean narco-
hangover. If you can get bonded (i.e. convince them to trust you)
and have an armed vehicle and laugh in the face of danger you can
get a job driving for Atomic Cab Co in the 'Yard. Good luck.

The aftermath of battles often leaves valuable vehicles in non-
running condition. Call out the mecho-vultures. Armed Tow Trucks
are some of the scariest vehicles on the road: powerful, heavily
armored, and willing to kill you for looking at them, they're usually in
debt to a major bank for the price of their rig. There's a code (first
called gets the salvage) but often a secondary battle is fought over
the remains of the first.

There's a living to be made taking down people that someone rich
wants taken down. This usually involves a) travel and b) a warm
welcome when you do find them (warm like the melting point of
steel).



How do | get a Vehicle?

Vehicles have a cost listed in credits. They can also be purchased with
Archetype points—and sometimes the GM may give you one for free (see
the sidebar).

Take a Loan

At the GM's option a character can start with a vehicle if they get a loan
from one of the Banks. This usually requires L2 Driving skill (they'll run a
simulator test!) and a business plan. Often that plan involves running cargo
or passengers—if it involves treasure hunting (getting killed) or security
(getting the collateral shot up) the bank usually wants some kind of serious
control over who the character works for/runs with.

Standard 24 Month "Average Life Expectancy” Loan

[Loan | Percent | Monthly Payment

2000c "Starter Loan" 6% 89c
3000c Vehicular Grant 6.3% 133c
6000c Advanced V-loan 6.5% 267c
12000c "Suicide Loan" 6.8% 536¢

You Deserve It!
Another option (also at GM option) is to pay Archetype points for the vehicle.
This makes sense if your character is a Trucker, you're a specially trained
Road Knight and the vehicle is your weapon, etc. This comes with extra
character points to spend on vehicular skills (Mechanics, Gunner, Vehicular
Operation, etc.).

When the other characters have the money to purchase their own vehicles, the
Credit Upgrade is a sort of game-mechanics way for you to improve your
Archetype point investment. Traditionally this lands when another character
makes a purchase of greater or equal value to your vehicle.

Archetype Points Cost

Archetype Pts. | Vehicular Value | Character pts | Cred Upgrade
2

1 1500c 1000c
2 2500c 4 2500c
4 6000c 6 5000c
8 12000c 8 9000c

Vehicular Construction and Terms

JAGS Vehicles (and this book limits itself to bikes, cars, and trucks) are
machines. That means they use the STC rules—but we've added some tweaks
here. Let's take it (briefly) from the top.

Total Damage Points and Structure Rolls (STC)

A vehicle has a listed Damage Point Total (this is often quite high) and an STC
of 15- (always for an undamaged vehicle). When the vehicle is hit and
damaged, it will (probably: see below) have to make STC rolls or "break." This
is the basic rule for inanimate objects in JAGS—but we've gone and added
some depth. So hang with us:

The Role of Vehicles

How vehicles fit into the game is
necessarily going to vary from
group to group. Here's the
insight we have from our
playtests:

Cheap Group Ride

Starting the group with a cranky,
cheap, unarmed vehicle can be
a good way to encourage travel
while keeping a rein on how far
the characters go (no one wants
to break down in the Inner
Wasteland). In our case the first
vehicle was a prospector's junk
truck that was, over time
armored and armed (the group
also had a road knight).

All for one and one for—hey!
Where'd Sid go!?

Before taking a vehicle,
especially a small one like a
cycle, we advise talking to the
group (we advise this always,
anyway). If you plan on hitting
the open roads but can't take the
gang, make sure everyone's
okay with that.

Levels of Power

Military vehicular ordinance
basically goes light, medium,
heavy (where light is a .50-cal
machine gun, medium is, like a
25mm cannon, and heavy is a
smoothbore 125mm tank round!)
Keep this in mind when making
vehicles or designing opposition.
We've tried to break up the
weapons selection—but
vehicular weapons are so deadly
that a miss-match can lead to
the PC's dying in a smoking ruin
after a lucky hit with a HEAP
charge gets through the armor.
For some groups this is a fine
challenge. Others may decide a
more nuanced graduated
approach to opposition is in
order (limit the HEAP shells in
use).




The Basic Rules

Each [Total DP / STC] points of damage a vehicle takes will reduce
its STC roll by 1pt. If a vehicle has 150 DP and a 15- STC, when it
has taken 30pts of damage it will be rolling on a 12- STC roll. The
effects of missing the roll are as follows:

Missed by -1 to -4 Crack: STC drops by an additional point
Missed by -5 to -9 Maijor Failure: Combat is essentially over.
Missed by -10: Critical Failure: Vehicle is destroyed

When a vehicle has half or more of it's original DP remaining, it must
have been dropped by 1 STC or more to have to make a roll (a
massive tank with 15,000 DP that takes 1pt of damage doesn't have
to roll, unless it had already taken 99pts and the 1pt pushed it over
into a new STC level.

Once a vehicle has taken half or more damage, however, any
damage forces a roll.

If a vehicle's DP drop to 0 or below, it is destroyed (no STC roll).

Cargo and Core Systems

Now we're getting a little fancier. Most cars are, mostly, cargo space. You
could fire a .50-cal M2HB machine gun through the cab and passenger
compartments of a Lincoln town car and you wouldn't damage its capacity to
run (kill everyone inside, sure. Knock out the steering column and the radio—of
course—but it'd still run). Some vehicles (motorcycles) are almost all "required
components" (we wanted to try firing a .357 Desert Eagle Magnum into various
makes of motorcycle to see how often a shot would disable the bike—but, hey,
we needed the money for artwork).

The Core/Cargo rules work like this: when a shot hits "the vehicle" you'll roll to
see if the engine or drive-train or gas tank (or other vital system) was hit (that's
Core) or if the trunk, passenger section, or cargo area (that's Cargo) was hit.

A lot of shots will be aimed, of course ("I'm shooting at his tires/lI aim for the
driver)—and that's okay too.

Core Hits: Core hits are bad. Firstly Core doesn't have an STC roll—
and it has a lot fewer damage points than the rest of the vehicle. When
Core is destroyed, the vehicle is going to stop (or crash). This makes
some vehicles (like small motor-bikes) very easy to disable.

Cargo Hits: Cargo is a lot more likely to get hit for larger vehicles.
When Cargo is hit, non-vital systems (weapons, controls, etc.) may be
damaged (including people inside): some of that space will be Cab
(Cabin) space—room for people.

Damage Effect Tables

We've added some damage effect tables beyond what the normal inanimate
object rules call for. These add color and some strategy (a hit could degrade
handling, for example) but are considered optional rules. It works like this: take
damage (even if you don't make an STC roll) roll on the chart. If you do blow
an STC roll then thinks like weapons getting knocked out or being temporarily
off line are possibilities.

The Role of Vehicles

The Trade Game

Something that has worked
since the early days of Traveler
is to give the players a good,
long range vehicle on loan from
a major bank—and then they
have to figure out how to use it
to pay it off. One possibility is
prospecting—but another (and a
surer thing, really) is to become
merchants. Travel around, buy
low—sell high ... get into trouble
and have adventures. An ouffit
that's behind on their payments
will be motivated to go all kinds
of crazy places for the right
price.

Core Damage

What were we thinking about
when we did the Core-Cargo
thing? It was this:

A motorcycle, by weight, has like
100+ DP. And it will likely fail an
STC roll before it takes all of
them—-but still, a criminal fleeing
a cop (or Fast Company
vigilante) armed with a powerful
handgun (or rifle) would have no
real chance of taking it out with a
single—or even multiple—shots.

Even though Vehicles do take
Penetrating damage, it'd take a
hell of a shot for a .357 to stop a
bike—and that didn't strike us as
realistic (and the same thing
goes for an Rocket Propelled
Grenade fired into the engine
compartment of a Ford Focus ...
call us crazy, but we think it'd
stop it.)

So we had to either reduce the
DP a lot—but we wanted a
measure of how hard the multi-
ton steel object was to wreck—
or have some weird critical hit
system. That's what we did—we
moved to a critical hit system
that we feel works pretty well.
Let us know what you think.




Vehicular Stats

Vehicles start with a body type (and if exactly what you want isn't listed,
you can choose the closest model). This comes with a stock engine, stock
tires, stock breaks, no weapons, no armor, A/C, front wheel drive, AM/FM
radio, short-range CB com-unit, 2 year very limited warranty, tax, tag and
title sold separately, no returns after you drive it off the lot.

Then you upgrade it. It'll have a listed number of spaces: fill them with
weapons! To survive you can give it armor. Want it faster? Buy a bigger
engine. Long range radios and other such gear is available as well. And
there you go: hit the open road.

| Stat | Description |

Vehicle The common name for the vehicle (small motorcycle). Some are specific. UAV stands for Urban
Name Assault Vehicle.
Si Vehicles have a size class from 1-12 (light cycle to semi-truck). This is used for some calculations
ize Class L )
(collision damage, forcing people off the road, etc.)
Cost The cost of the basic vehicle in question (comes with standard stuff).
Base A plus or minus made to all Vehicle Operations rolls.
Handling
Stock Gives a letter-rating based on how fast the vehicle accelerates. Top speed can also be figured from
Engine this.
Collision Used to determine damage in the case of a collision.
Mod

This is a little confusing: people firing non-vehicular weapons get different modifiers to hit—and people
To-Hit firing vehicular weapons at pedestrians are at negatives to hit. This is the modifier for one vehicle to hit

another with a vehicular weapon.

This is the number of inches of ground clearance the vehicle has. It determines how it handles rough
Ground terrain (higher clearance means less of a chance of getting stuck when off-road). Clearance in inches
Clearance translates to a clearance rating (see the off-road rules). Most modifications change the number of

inches of ground clearance, so individual modifications may not change a vehicle's over-all rating.

The Damage Points for the whole vehicle. When reduced to 0 the vehicle is destroyed. Structure (STC)

Base DP rolls are based on how many of these are left. Hits to "Cargo" come off of these points (although a
failed STC roll that stops the vehicle will indicated damage to a vital system like the engine).
Core DP The amount of damage that must be taken by Core Systems to stop the vehicle.

The amount of "space points" a vehicle has to fill up with passengers, weapons, and other gear. By

default, space points are empty, uncomfortable space, suitable for cargo, luggage, and equipment.

Each cab points represents an available space that has been upholstered and made suitable for

passengers. Your vehicle must have at least 1 available space (for the driver).

Cab The number of people who will fit (a bit tightly) into the standard Cab of the vehicle. Note: A vehicle like
a semi truck has a relatively small cab. To turn it into a bus, buy Extended Cab from the options list at

Computing MPG: To compute the MPG of a vehicle, take the Size Class Efficiency Rating and multiply
by the vehicle's MPG factor for its acceleration. Note that armor increases effective Size Class and
therefore reduces MPG.

Example: A 4cyl Ford Focus (Size Class 5) has an efficiency rating of 1.4. It's acceleration is F. This gives an
MPG Factor of 18. This gives a 25.2 MPG (the rating is a cross of city and highway driving)

Spaces

GT Model: Any car with a (GT) designation comes with a GT Model (a high-performance version).
This gets +1 Acceleration (a E acceleration becomes a D), and its Size Class for purposes of gas
mileage is increased by 1 as well. The cost is doubled.

Example: A character gets an 8cyl GT model car. It's Size Class 5 and cost 700c (goes to 1400c). It acts like

its Size Class Six (for gas mileage purposes) and gets a D acceleration (better than the Stock E).



NOTE: This system is a gross and
inaccurate simplification of real-world
vehicles. It makes the erroneous
assumption that fuel efficiency and
maximum speed are based solely on
acceleration and weight (and even
When creating a vehicle, first start with a body type and based on the size | worse it assumes that weight is based

class and stock-engine acceleration, calculate top speed and cruising | roughly on size).

range.
erse G, e | Co g e St L cianey B 0P | Core0°
Light Cycle 100c C 105
Medium Cycle 1 8 150c +2 D —2 -1 6" 165 16
Heavy Cycle 2 11 225¢ +2 D -2 -1 6" 225 22
Light Dirt Bike 1 8 150c +2 D -2 -1 11" 185 18
Heavy Dirt Bike 2 11 250c +2 D -2 -1 12" 225 22
Sub-Compact (GT) 3 28 400c +1 F -1 +0 5" 570 56
&;’?;’Ster Convertible 3 29 7500 +1 E -1 +0 4% 585 58
Dune Buggy/Jeep 4 32 350c -1 F -1 +0 9" 645 64
Compact (GT) 4 34 500c +0 F 0 +0 6" 675 68
Sports Car (GT) 4 35 850c +1 E 0 +0 4" 705 70
Mid-sized 4cyl 5 37 575¢ +0 G +1 +0 6" 740 74
Mid-sized 6cyl (GT) 5 37 650c +0 F +1 +0 5" 750 74
Mid-sized 8cyl (GT) 5 38 700c +0 E +1 +0 5" 765 76
Coupe Convertible 5 37 700c +0 F +1 +0 5" 740 74
Station Wagon 6 45 725¢ -1 G +2 +1 6" 900 90
Sedan 6 40 850c -1 G +2 +1 6" 810 80
Police Interceptor (GT) 6 41 900c -1 F +2 +1 5 %" 825 82
Luxury Sedan 6 48 1100c -1 F +2 +1 6" 960 96
Muscle Car (GT) 6 50 1400c -1 E +3 +1 5%" 1005 100
Pickup Truck 7 60 1200c -2 G +3 +2 8" 1200 120
Van 8 75 1300c -2 G +4 +3 7" 1500 150
SuvV 8 78 1500c -2 G +5 +3 12" 1560 156
UAV 9 85 2500c -2 G +5 +4 14" 1710 170
Minibus 9 85 1800c -3 H +6 +5 9" 1710 170
Small Truck 10 100 1600c -3 H +6 +6 9" 2010 200
Humvee 8 114 2000c -2 G +5 +3 14" 2100 210
Medium Truck 11 200  3000c -4 H +7 +7 14" 4005 250
Semi-Truck 12 800  4000c -5 | +8 +9 20" 16005 300
Size Class Table Acceleration Table
e | e | Gt it oo SR e e | 208 | 2,
2 Indy Car 250
2 3 2 Fast Cycle 225
3 4 12 2 2 C Ferrari Testarossa 8 200
4 8 13 1.5 3 D Viper 10 175
5 10 15 1.4 4 E Porsche 14 150
6 12 18 1.3 5 F Ford Focus 18 100
7 16 20 1.2 6 G Hummer 27 90
8 20 25 1 7 H Yugo 34 80
9 24 30 .80 8 | Semi Truck 89 75
10 28 40 .60 20* J [none] 100 70
11 38 60 40 40* K [none] 120 65
12 100 100 .20 60* L [none] 160 60



Militarized Vehicles

Note that the vehicles listed above are civilian models. They can be (and
often are) armed and armored and upgraded after market, but they remain
(at their core) civilian designs.

Military vehicles (armored cars, Infantry Fighting Vehicles, up through
tanks and Main Battle Tanks) are fundamentally different animals. To
design a military vehicle, select the closest civilian model and apply the
following changes

Mass x2 (military vehicles are fundamentally heavier)

Increase clearance by 2” (this assumes the vehicle remains wheeled and does not
run on tracks)

Decrease stock engine acceleration by 1

Increase base DP by 50%. Core is 10% of the new base DP

Increase cost by 150% (or more)

Use the special military-vehicle armor rules listed in the armor section below)

Note that the Humvee is, essentially a militarized version of the civilian
SUV.

APC’s (Armored personnel carriers) tend to be military versions of vans or
small trucks or mini-buses.

IFVs are highly modified versions of medium trucks.

The stock models listed above do not correlate to heavier military vehicles
like MBT’s, which require specific rules.

Military Armor

Civilian model vehicles are designed to be serviced easily, to give the
driver a clear field of view, and so forth. Military vehicles have other
priorities. Note that civilian vehicles cannot generally be armored this
way—military armor represents armoring a fundamentally different vehicle.

e Full coverage plate: Plate coverage goes to 10 for the entire
vehicle

e Enhanced DP: DP provided by armor (for both Base and Core) is
increased by .8 (multiply values by 1.8)

e Increased weight: Weight is increased by 1

e Costis increased by .4 (multiply cost by 1.4)

e The vehicle has a distinctly military appearance (no windows,
utilitarian finish, etc.)



Stock Components

The standard vehicle comes with many standard options that can be

upgraded. Here are the components that come with your car.

Stock Tires

Effects: Handling, Breaking Distance, Core
Damage Points

Description: The standard tire is much like todays
but with a ballistic weave coating. Tires are
considered a Core System for most vehicles (not
so for 18-wheel trucks and other redundantly
wheeled systems).

Stock Suspension

Effects: Handling, Core Damage Points
Description: The suspension determines how
well the vehicle handles and how well it navigates
rough terrain (an off-road suspension will allow
vehicles to operate well on unpaved surfaces, for
example). An upgraded suspension can improve
Core DP.

Stock Brakes

Effects: Handling, Braking Distance

Description: The braking distance (a measure of
how fast it can come to a halt) is important both for
handling (especially avoiding collisions) and for
the act of stopping itself.

Stock Engine and Exhaust

Effects: Acceleration, Fuel Efficiency, Core DP
Description: A lot can be done to improve the
efficiency of an engine and exhaust system. Most
of these simply improve the acceleration and top
speed of the vehicle. Some make it run "cleaner"
(not really a concern in Have-Not) and others
improve range on a full tank (which is quite
valuable).

Stock Radio

Effects: Communication

Infroducing the Iridium Engine’s Executive
Ride, fully equipped with energy torpedo,
force-field, leather interior, and state of
the art sound system. Wave-Cancellation
sound-dampers and smart-shocks make
for a truly superior driving experience.

Description: In Have-Not every vehicle comes with a built in CB radio with a range of over 25 miles. This
radio can be set as a locator (called "turning on the Transponder")—this makes it easier for some systems
(especially missile systems) to hit your vehicle—but is usually required when approaching an armed outpost.
These transponders also carry ID numbers similar to a vehicle's VIN—these are hard to forge and serve as

an electronic "Flag" or "Banner" for the vehicle.
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Vehicular Armor

In a dangerous world vehicles will come armored. Armor has several statistics:

Base Cost: This is the “standard” cost for the KIS Cost
armor. The Size Class of the vehicle will probably EFZXeErIRE [y Ril-1s

adjust this cost. 1 X
Ex: A pickup truck, Size Class 7 purchases armor 2 8x
with a 400c Base Cost. The total cost for the armor 3 9x
is 1.3 x 400 = 520c. 4 1x
Weight: Each point of Weight reduces the 5 1.1x
Acceleration Class by one letter (makes it worse) 6 1.2x
Ex: The Pickup truck has an ACC of F after all 7 1.3x
modifications to the engine and everything else. 8 1.4x
The armor has a Weight of 2. This reduces the 9 1 5x
ACC of the truck to H. 10 1.6x
Plate and Undercoat: Vehicles have strong 11 1.7x
armored plates and comparatively weaker 12 1'8x

undercoats of armor. The Coverage is used when

there is a standard hit: if the hit is by the Coverage number or less, the round
strikes the plate. If the hit is by more than the Coverage Number then the
attacker can choose to reduce the amount hit-by by the Coverage and strike
around the plate: against the weaker undercoat.

Ex: A vehicle has a Plate coverage of 6. It is hit by 7. The attacker can choose
to either hit by 7 and go against the Pate armor or hit by 1 and go against the
Undercoat. If the attack had hit by 0-6 the attacker would have no choice: the
round would just strike the plate.

Core Coverage: Core systems are usually pretty well covered (armored
fenderwells, the engine is encased in a block of metal, etc. If an attacker
specifically calls a shot against Core Systems then the attack must hit by Core
Coverage to “shoot around the plates.”

DP and Core DP: Being armored adds to the Damage Points a vehicle has.
Add the DP to the total DP of the vehicle and the Core DP to the DP of the
vehicle’s Core systems.

Base Plate Core Core
+1 0

Unarmored 2/4

Light Bulletproof 2000 O 8/16 4/8 +50

armor

Welded on Junkyard 400c 2 15/30 8/16 10 6 8 +100 +20
Steel

Battle Plast-Armor 500c 0 14/28 7/14 20 6 8 +100 +10
5mm Armor Steel 800c 1 30/60 11/22 30 6 8 +250 +50
Neo-Ceramic shell 1600c 2 100/200 50/100 300 6 8 +800 +150
12mm Composite 3200c 1 250/500 100/200 800 6 8 +1600 +300
15mm Armor Steel 2600c 3 250/500 100/200 1000 6 8 +1400 +200
3mm Neonium Alloy 3800c 0 250/500 100/200 600 6 8 +1600 +300
Ulterion Alloy Shell 8000c 2 500/1000  250/500 1100 6 8 +2400 +500
20mm Composite 6400c 4 500/1000 250/500 1200 6 8 +2400 +500
30mm Composite 12800c 6 1000/2000 500/1000 2000 6 8 +5000 +1000
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Force Fields

Force Fields represent the ultimate in high-tech protection. Most of the ones that have survived have
done so by virtue of not being attached to a major warlord’s vehicle (i.e. that was hit by a nuclear rifle) so
they don’t represent the most powerful a force field can be. But they’re quite impressive.

Vehicular Force Fields are terrain following and flow with the vehicle. They wrap the vehicle’s form and
then “bubble out” around the cab compartment. A convertible with a force filed will be well protected.
Weapons connected to the field’s computer system can be fired without penalty from within the field but
otherwise it acts as a solid wall (if you jump out a vehicle with a field you'll be caught in the field and
carried along).

Fields are visible as a faint glow (they show up well on scout sensors to0).

Penetrating Damage: Targets cannot be penetrated while they are protected by an active force field. All
damage is treated as IMPACT damage when it is applied to the field.

Leak Through: Damage that exceeds the field’s power is applied to armor normally (plate or undercoat
depending on the accuracy of the shot). Note that the damage is treated as impact damage if the field
was active.

Degradation: When Force Fields are hit their power drops. The amount it drops by depends on how
much damage was done relative to the current power of the field.

Reinforcement: Shields can recover from degradation over time. Each cycle time period (usually 10
minutes) the shield will regain 10% of it's total points.

Power Drain: Shields require enormous amounts of power. Running a shield for one second takes as
much energy (fuel consumption) as driving 100 miles. Note that shields are run a negligible power and
instantaneously reinforce themselves when damaged.

Cycle Time: the listed cycle time is how fast the force field comes back up. Each Cycle Time the field
regenerates 20% of its original strength.

Field degrades by

Greater than the current strength 1/5" damage done

field

Greater than or equal to half of the 1/10" of the damage done
current strength of the field

Less than half of the current Nothing. No degradation.
strength of the field

Example:
A car with a 300pt force field is hit with a .50 caliber machine gun 3 times for 115 PEN damage apiece.
e Thefield is active, so the damage is resolved as impact damage
e Each hit does less than V2 of the field’s current power so all three rounds bounce off and the field
suffers no degradation.

The same car is hit by a 255 HEAP shell.
e The shell is treated as impact damage
e The shell does more than half of the shield’s current power but not more than the shield’s power.
The shield degrades by 1/10™ of the damage done (26 points) and is now at 274 power

The car suffers a second hit from the same weapon (another 255 points)
e The shell is treated as impact damage
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e The shell does more than half of the shield’s current power but not more than the shield’s power.
The shield degrades by 1/10" of the damage done (26 points) and is now at 248 power

The car is hit by a TOW missile for 900 points of HEAP damage
e The shell is treated as impact damage
e The shell does more than the shield’s current power. The shield degrades by 1/5™ of the
damage done (180 points) and is now at 68 power
e The vehicle takes 900 — 248 = 652 impact damage (the shield’s power before degradation)
against its armor

In this example, if each hit occurred on a separate second, the car would have used up 13.2 gallons of
fuel powering its shield:

e MPG: 30 MPG

e Driving 100 miles takes 3.3 gallons of fuel.

o Powering the field for 1 second takes 3.3 gallons

e 4x3.3 =13.2 gallons of fuel

Mark 1 Force Field

Power 300
Cycle Time 10min
Spaces 1

Cost 16,000c

Mark 2 Force Field

Power 500
Cycle Time 10min
Spaces 1

Cost 30,000c

Mark 3 Force Field

Power 1000
Cycle Time 10min
Spaces 1

Cost 100,000c

Mark 4 Force Field

Power 2800
Cycle Time 10min
Spaces 1
Cost -

ECM Modules

Electronic Counter Measures are of greater use the more sophisticated your opponents are. Against
guys with guns and rocks, they’re useless. Against highly automated, in