










































Damage
Once an attacker achieves a successful hit, damage is rolled according to the weapon type. Refer to the
weapons chart in the vehicle construction section.

Melee and dropped weapons are used during the movement part of a segment either before or after
movement. Projectile weapons may only be used after movement in a segment.

Many projectiles have an effect that is self-explanatory. For example, machine guns and lasers shoot a
target. Some weapons require special consideration and are described below.

Mortars and grenade launchers: Mortars and grenades reach their target one turn after being
fired.  For example,  if  fired during the first  segment of  a turn they reach their  target  at  the end of
movement of the first segment on the next turn. Mortars explode on contact. Grenades land and can be
programmed to explode essentially on contact, or with a delay of up to four turns (seconds). If set to
delay, they could explode when a vehicle passes over the top and damage is done to the underside of the
vehicle.

Flamethrower: In addition to the damage a flamethrower does there is a chance it will catch its
target on fire. After a successful attack roll, the attacker rolls 2d6 again. On a roll of 2-5 the vehicle
catches fire. See below in the damage section for the effects of a vehicle caught on fire. Although flame
resistant armor prevents a car from catching fire, if that armor has been destroyed on the site attacked
there is again a chance of catching fire since that part of the vehicle is not protected.

Oil slick: An oil slick is dropped behind the vehicle in a one unit diameter. Any vehicle passing
over the oil slick must roll a driver skill check to avoid loss of control and a roll on the hazard column of
the Loss of Control Table.

Spikes: Spikes are dropped behind the vehicle in a one unit diameter. A vehicle passing over the
area suffers 1d6-2 points of damage to each tire, minimum of one point damage per tire. In addition,
the player must roll a driver skill check or roll on the hazard column of the Loss of Control Table.

Smokescreen:  A smokescreen  causes  a  penalty  of  -2  for  an attacker  targeting  an  opponent
through a smokescreen. In addition, any player driving through a smokescreen must make a drive check
roll.  Failure necessitates  a roll  on the hazard column of  the Loss of  Control  Table.  A smokescreen
occupies a one unit diameter.

Mines: Mines are dropped by vehicles and cover a one unit diameter. Vehicles passing over
mines suffer damage and require a driver skill check. Damage is 2d6 to the under armor and 1d6 to each
tire. Remove a mine marker from the play board once it has been triggered.

Ram plates, rotary blades, and body spikes/blades: These items are essentially added to the
armor of the side of the vehicle they apply to. Ram plates can be applied to either the front or back of a
vehicle. Spikes/blades and rotary blades can be applied to the front, back, and either side. During a
collision, a ram plate does extra damage to the opponent in the amount of +2 per die of damage. That
bonus is reduced from the damage applied to the player doing the ramming. Body spikes or blades do
an additional +1 damage to an opponent per die, but do not reduce damage. All of these weapons are
destroyed when the armor they are attached to is destroyed.

Damage Location
Vehicles suffer damage to the side that was attacked. Damage is deducted from armor first. If a turret is
targeted, damage is deducted the armor on the side or top that has the turret. Like ram plates, turrets
are destroyed when armor is destroyed. A weapon in a turret will be stuck facing the last direction it was
fired.

Tires are a different matter, and suffer damage independently of armor. If damage penetrates armor, or
no armor is left on the side that was attacked, then damage is distributed among internal components
including weapons, the engine, and occupants.
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