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w ou have a reputation.
You love speed. You

have so many traffic viola-
tions you have to change
your name every time you
renew your license. You hear
screammg tires in your sleep
and you'd rather smell burn-
ng rubber in the morning
than coffee or bacon. So the
invitation to the famous,
annual, highly illegal race
across the United States puts
an all-day smile on your face.

What Is

Thunderball Rally?
Thunderball Rally is a dzo System
game about racing across the
United States of America in g6,
It's alse a preview For the upcoming
pzo Mooern Roleplawing Game. The
pea Mooern RPG contains all the
rules for playing any flavor of mod-
ern-day fantasy. If you know how
o play DD or any other dzo
System game, you already know
how to play peo Mooern.

Although the game creates an
imaginary cross-Country car race,
you can use these deo System
madern vehicle rules with Shadow
Chasers {Folvhedron #1500 or some
game of your own creation,

In Thunderball Rally, you play
one of the crews in the largest,
most lucrative, most illegal cross-
country road race in America. If

' B
Blood on the Asphalt

The following things disqualify

racers from winning the prize;

Mot .l“aﬂow.ing the rufes of the

race (see “The Rules of the F{aca

sidebar).

 Taking ro the. mcd.caabaun‘ﬁc .r-ace
Ah‘r' zm-ng rfenﬁun ra thie raca :

yvou've seen Cannonball Run, The
Bives Brothers, Death Race 2000,
and Smokey and the Bandit, or if
you always wanted to drive tha
General Lee and make a fool out of
Boss Mogg and the sherilf, this
game is for you,

You can play Thundarball Rafly
with all players in the same crew, or
compering with each other. The
race rules don't cover suppart
staff, 30 you can have helicoplers
checking for speed traps, lawyers
standing by to spring vou from jail,
or another car sporting machine-
guns and riding shotgun.

Thunderball Rally Rulers
If vou are already familiar with peo
Mooerw, skim the rules on characrer
creation for any changes, then read
the wehicle Tules. You already know
how skills and feats work,

You will need either a copy of
the pzo Monerw Tules, or bath the
Flayers Handbook and the Dungeon
Magrer's Guide to play this game.

Action

Thunderball Rally isn't about plan-
ning out your exact route for the
race. [I's not aboul figuring out
every rest stop, bathroom break,
and refuel point. It's about racing
bumper-ta-bumper, wheel-to-wheel,
with the other crews. It's about out-
Foxing hick county sheriffs. It's
about interacting with race Fans and
colorful characters on the roads of
the United Srares, not fo mention
with other crews, Afrer all, if
there's no rule against sabotage or
attacking other crews, it's not
cheating...

GMs plan out Pit Stops, action
scenes between players, or between
players and MNPCs. They don't all
have fo involve vehicles, or even
ather racers. Characters may
encounter a hitchhiking runaway
bride, find themselves pursued by a
vengeful sheriff or FBIL agent, or
decide to break one of their fellow
racers out of jail. The key word,
howewver, is action. There's no poin
in roleplaying driving down an
emply, siraight, level highway on a

nice day, Throw in some sholgun-
toting drunken rednecks blasting
Kansas from the S-tracks in their
pickup teucks, an overturned oil
tanker truck, road construction, and
some ruthless competitors, and you
have a Thunderball Rally Pit Stop.
Actions and accomplishments during
Pil Stops affect winning the race,

Three Hey Conceitr

The law enforcement community
knows the race exisls and tries fo
stop it, but rarely knows exacthy
when and where the race will start,
Organized crime sponsors the race,
and chooses the best amateur drivers
in the warld to compete, From the
first race in 1950 fo the present, the
Sicilian Cosa Maostra has run the race.
(O course, they are completely hon-
arable and would never stoop To fix-
ing a competition...

-

The Rules of the Race

Mo public discussion of the race.

Starting order determined by ran-
dom the night before the race,

Mo aircraft or watercraft allowed.

Al vehicles start from the same
warehause in Manhattan.

All vehicles must travel from the
Manhattan warehouse to the
docking berth of the
ueen Msry in Long Beach,
California.

Winner dcter'mmed by sl'rurtest
elapsed time.

Routes determined by mdwlﬂual

~ yehicle orews. : ;
'ew& must maval in thmr nwn :




nyone can be a racer. The only
: thing they all have in common s
that they did samething involving vehi-
' cles spectacular enough to garner the
attention of the Thunderball Rally's spon-
sors. Maybe they bootlegged a truckload
of beer across state lines in remarkably
short fime. Maybe they stole forty cars
in twenty-four hours. Maybe they
evaded pursuit by the lincis Highway
Patrol, and wrecked a record number of
police vehicles in the process. Maybe
they invented a revolutionary fuel injec-
tion system. They are car thieves, gel-
awﬂyzdrwﬂrs truckers, delivery drivers,
ganga mechanics, dﬁhﬂlﬂhl'f [ine wiorkers
at autornotive plants, professional race ™
car crews, bodyaiards, mercenaries,
smugglers, bootleggers, revalutionaries,
and ordinary folks who like to drag race
on weskends,
And at the end of the Thunderball
Rally, ore of them is going Homit a half-
million dollars richer,

Use the rules presented inj Chapter 1 of
the: Player’s Handbook 1o generate ability
5:@1-&5 for your Thunderball Rally racer,

Harea

All members of a Thunderball Kallv rac-
ing crew are human. They can be of
any ethnic:persuasion, either-male-or
fémale. There are no tavored classes in
Thunderbal-Ratly.

Chanactena and | anguage
Thunderball Rally racing crews begin
play speaking the primary language
used in their counrry and American
English. All other world languages are
available for characters to' learn.

Tiaee Int:-l evel Racen
The1st-level racer comes together as
you combine ability scores with a elass,
Here's a summary-of some of the
game’s new details.

Stanting Wealth
Al Thunderball Rally racers start the
game with $2o0,000. They use this

A oI O B
Race [nem benenation

money o putchase s vehicle-and any..
accessories of personal equipment they
wish 1o own (see Chapter 5: Start Your
Engifies), Racers on the same feam
should pool their Funds, Note that to be
on the same:team, racers must all have
a way to reach the finish line. I you
want 6 racers on your feam, you need
ro have:multiple wehicles, or six seats
in one vehicle,

Hedditional lleaith
If racers start the game above 1st-level,
they have: an additional 1d6 x $ro00
per level at their disposal
| Winning a race nets an additional

$500,000 characters can use to repair
or improve: their-existing vehicle, or fo
purchase a new one for the next race.

Racers can sell equipment for half its
listed value it undamaged, one-fourth
its listed value if damaged.

flefenae _

Unlike in-the Duncedus st Dracons
game, there's no Armor Class in
Thunderhall Ralfv. Instead, characters
have a Defense rating, Defense is deter-
mined by adding the following numbers:
10+ class honus i Dexibonus + size
bonus + any miscellaneous bonus. The
total, called the character's Defense, rep-
resents the number -an oppanenl must

- achisve when aftacking the character.

Mast Thunderball Rally racers do not
wear any kind of body armor. Should
you wish to impart armor from other
deo System games, add the armar
bonus to a character’s Defense (this
stacks with that character’s class
Deferse bonus).

Bulky, archaic armor is hard fo
come by in 1976, and should usually,
prove prohibitively expensive, Many-
glamour-obsessed stars of the
Thunderball Rally value style more
than caution, so armor-wearing racers
are likely to face ridicule from their

more carefres comperifons.

Hetinn Painka
Action Points represent a character's.
innate ability to influence the world

unless specified otherwise,

- ihdiciana Dhanactena,

around her. When a character faces
extreme danger or just has fo pull a
mirache ou of thin air, she =spends an
Action Point.

Mavigators start with 1d4+1 .ﬁu:nfan

“Points, bodyguards start with wg+2

Action Points, and aces start with 1dg+3

Action Points. Gamemaster characters

have a number of Action Points equal it
to half their Hii Dice, rounded up, Vil

A character spends an Attion Poinr
to influence a task resolution roll (either
anvartack oll, a skill check, an ability
check, or a saving throw). The charac-
ter can spend the Action Peint before
or after rolling the dzo, bur before the o
GM announces the result of the action. ~

Normally,.a racer can use Action
Paints only on her awn-roll. Howewver;
any time a racer makes an aid another
action, she-can-spend-an Action Point
on the check or roll she is assisting.

For instance, if an ace needs to make ¢
a Drive check to esfablish pursuitof
another vehicle, the navigator can
assist and spend one of her own Action
Points on the Drive check, |

An Action Point allows the racer fo
add +1d6 1o all her dzo rolls for the
rest of the reund, thus allowing for a
greater chance of success. A racer on
any given action can spend only one
Action Paint, but several racers can
each spend one Action Point if they are
assisting each other, Tha p]ayers roll
their dfis once and use the combined

_result for the rest of the round.

Each time your character earns a new
level, you can choose fo take ancther
level in your previous class or choose
a new class. Adding a new cldss broad-
ens your repertoire of abilifies af the
expense of ﬂ:mused IEXFIET‘EISL': i a sin-
gle class.

Imf—ﬂﬂpmum.ﬂmﬁﬁa
Beyond the skills, artack bonuses, saving
throw bonuses, and other class features
outlined for sach class, characters gain
othersbenefits from advancing in levels.




Table 1=1: Experience and Level-
Dependent Benetits identifies how many
experience points (XP) vou need to
Lacquire-each level and what benefits
© racers get at each level, regardless of
their racer class,
Mulriclass racers use their fotal char-
[ nacter level on this table. In other words,
a 3rd-levelace/1st-level navigator is a
4th-level character, Multiclass racers
L;I with more than 1o levels should use
Table 3-z: Experience and
Level-Dependent
Benefits in the
Plaver's H: %Idhm&
XP Torac: The
number of expe-
, rience points
reguired to
attain this level.

--'qﬁp;, {

™

Table 1-1: Experience and Level-Dependent Benefitr

H = Character XP Class 3killl  Cross-class Skill Ability
' Level Total Max Ranks Max Ranks Feats Increase
15 o 4 2 Feat, Feat —
@nd nooo 5 O - S
ard Vyooo 6 3 Feat -
S 4th. fooo G g = increase
B~ sth 10000 8 4 = =g
il - Bth o ag000 g : g5 Feat =
o 7th 21,000 10 5 - —
I SRS Rgone i R S increase
I gth 36,000 12 6 Feat -
fip oth - 45000 0 13 65 = =

CLass sKILL MaX Ranks: The maxi-
mum possible number of ﬂnks in each
skill For a racer of this level. A skill

counts as a c:id::a skill if it's on the class

list of any ‘of the racer’s classes.
CCROSS-CLASS SKILL MAX RANKS: AS

above, but the maximum for skills that

don't appear oni-the racer's class list,

Fears: The level ar which racers can

choose another feat.
Asiimy Tcacases: The level ar which
racers can improve the ability

score of their choice by 1 paint,

Alzraea

wha participate in the-mast
lucrative (and illsgall strest
race in the zoo-vear history

v have a slightly different
siruciure than those inthe,
Flayer's Hardbook to better
represent the wide range

which modern people

'Clasm in Thunderball Rally-
“iocus on the Kinds of | people:

of the United Statés: They 1

of skills and knowledge to

have access. Each class level, therefore,
represents an araa of expertise in
which that characrer (rains, and multi-
classing an be done freely and without
resfriction. '

Players choose from three possible’
racer classes, pr e::enred in Thf" Fﬂll{}wmb
arder:

Tue Ace: Levels in Ihqs class demon-
strate mastery and control of automa-
biles. These characrers possess keehl
reflexes and a sharp understanding of
how fo take their machine to the limits.
They are the stars of the racing circuir,

THe Mavigaron: Althotgh most navi-

~sators are reasonable drivers, their skill

truly shows in their ability to- find
shortouts, pick the-besr route, and keep |
orignted in power slides and imvolun=
tary stio-degree spins. You can court’
on-a good mavigator fo kmp the car
running, foo.

TrHe Bovyouaro: Mot everybody plays
nice, so-bodyauards provide prefegtion
for their racing créws, While body- 1 /1 11!
guards figure strongly insome teams”

sirafegies, theyre gencmll-,r Ihe unsung

heroes of a rdrlng Crew;

The Ace

A character. fakis levels i this class i
she wants fo-be the primary driver for
her crew,

Aces come from all ever the world,
and from all walks of life. Some.are
wheelmen for the Mob, some areillegal
slreer racers; and some are profes-




sional rally, o stack car drivers. Of
course, the pros risk being hanned
from legitimate tracks for life if they
are, caught in this illegal, unsanctioned
"race, buta clear shot, at a cool half-mil-
lion is difficult to pass up.

Aces tend to be flashy, charismatic
people and the race circuit treats them

like: rock stars. They relish the attention,

and lave being the center of attention
walmest as much as they love winning
| rages.

Hit: Print-a

At first level, & + Con Madifier,
At each addifional level, 18 + Con
Modifiar,

Heteiorr Poinica
Aces gain 1d4+3 action pomta
per Ievel

Ahzina Ekﬂd.

BIuff-{Cha), Craft {Int], Dlplcmacy
[Cha, Drive (Cha), Gather Infarmation™
{Wis}, Intimidare [Chal,
Knowledge {Int),

Listen [Wis),
Pick Pockets

(Dex), Prafession (Wis), Ré.ad;":ﬁfrire
Language, Speak Language, Spof (Wis).

Skill Foints at 15t Level: (5 + Int
Meodifier) « 4. ISF
Skill Points at each addrllﬁnal
level: 5 + Int Modifier

Liann Featunea
All of the following are class features
of the ace.

STaRTING FeaTs: The ace begins play
with the Simple Weapon Proficiency

feat and the Weapen Group Proficiency '

{basic firearms) fear.

Breaker, Breaxer: The ace is adept at
using citizen’s band (CB} radios, and
can use some of her othar-class abili-
ties (affract, coordinate, presence, per-
suade) over a CB radio. The ace can
use this. ah;irr;,r a number of Himes per
day {of game time)' depending on her
level (once at 1st level, twice at sth
lewvel, andi three times at 1oth: level).

Uncanny Dooae: Al 2nd level, the ace
refains her Dexterity bonus to Defense
(if any) regardless of being caught
' flar-footed or siruck by an unzeen
dattacker. At gth level, the ace
can no longer be farked.

-aclass skill every time the character © | |

The ace uses this ability in vehicle
combat as w&ll asipersondl Eombat.

SeeciaL Amuiry: At grd, 5th, and 7th
levels the ace selects a special ability

from the follawing list (no special ahlhT}f

can be selected more than oncel: |

Attract: The ace has the ability 1o e
temporarily improve the attitude of a
Gamemaster character because of her
overall appearance and personalily.
Once per day.of game time, the ace
can use this ability to IMprove a;
Diplomacy skill chieck to improve Tha'r
character’s attitude, This provides a
bonus equal to one-half of tha racer’s
ace levels, rounded down. See NPC
Attitudes in Chapter i5: Campaigns of
the Dungeon Master's Guide. Vil

Bonus Class Skill: The ace may desig- ]
nate a cross-class skill as a'class skill. li£
Once designated, the skill is considered

adds a new ace lavel. The skill must be
one available in Thunderball Rafy, and ir
should be relatively common, as well.”
The GM is free to rule that a specific
skill is off limits as a bonus class skill.
Cc:-pmfrnare The ace is the boss of-
the crew, and offen has a knack for I’,

o

 gerting the crew to-work together,

When the ace can aid others and give
directions, she-provides a bonus to, the -

itask at hand by making an aid another

check. This coordinate bonus is in addi-
tion to the-normal aid anather bonus
(+2), and il is equal to one-half the
racer's ace levels, rounded down. 8o
the ace provides a tofal +3 bonus at
and level (+2'aid anather bonus plus +

-coordinate bonus), and +7 at 10th level

{+2 aid another bonus plus +5 coordi-
nate honus), Coordinate can’t be used
fo assist in combat, Coordmme i5 8
standard action.

Fresence: Once per day of game

time, the ace has the ability fo tem-
'p-c:rﬂrll},r awe a Qamemaster character :
“using the strength of her presence and

personality, The ace makes an awe

check (dzo rell) and adds a bonus equal

to one-half of the racer’s ace fevels,

rounded down:: plus her Chanarna

bonus. The targel makes a Will saving r
throw to resist, and can add her own
H&putﬂﬂun,bﬂnﬂsﬂﬂ thesave. If the

driver's tofal is higher, the target can

take no actions while in the racer's

presence for a number of rounds equal

““to the presence bonus. The target can
(defend normally and is not helpless, but

is struck with awe by the ace.
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Table 1-2: The Ace

Base Atfack Fort Ref
Level  Bonus Save Save
151 +0 +0 +2
aad oSy
3I"d 21 +1 +3
gth 2 i 44
th +3 +1 w4
CBth o oxg £z i
th +5 +2 +5
lh Bl 2 Cf
gth  +if+ +3 +6
R AN A

Parsuade; Once per day of game
|ime the ace has the ability fo hamer 4
témc-n rhrough the use of argument,
entreaty, or expostulation. Persuade
can't be used in combar, but it can be
used prior o the start of a combat situ-
F#fion depending on circumstances, The
e makes @ persuade cheek (daa roll)
and adds a bonus equal fo one-half of
thee racer's ace levels, rounded down:
plus her Charisma bonus. Compare the
fotal to the farger’s attitude on-the Initial
Atitude table (see NPC Arrirudes in
Chapter '5: Campalgns of the Dungson.
Master’s Guid) to determine the far-
fef's new attitude based on the argu- |
ment or enfreaty the ace has presented.
This new: attirude lasts for a number of

minutes equal to the persuade bonus;af =
i theend of this period of time, the initial
" gfitide rerurns.

Bonus Fear: Aces gain bonus Feats at
wt, znd, 4th, 6th, 8thand 1oth levels,
These feats must be selected from the
following fist: Circuit Heel, Circuir Hero,
Clipping, Daredevil, Dirt Track Demon,
Drive-By, Frightful Presence, Grease
the Axles; Influence, Persuasive, Vehicle
Combat, Vehicle Gunnery, or Window
Divee,

The Navigator

A 'character fakes levels | in this class if!
he wants to reach his destination by the
mast efficient route. The navigator is an
essenfial part of most driving teams,
handling both the maps and the toal kit,
Most navigators are mechanics and
automotive engineers testing their ideas
and theories in ways thal mainstream
design firms would not allow. They

| wome from:filling stations and Big Three

automobile manufacturers. Some navi-
gators are even members of profes-
sional rally race teams.

Mavigators often have axuberant,

Wwill
Save Special
o Breaker, Breaker, bonus feat
~#o o Uncanny Bodge, bonus feat
+1 Special ahllll'_.r
4 Bohusfeat i
+ Special al:llllT}f 4
ChE SBonusfeal o o o
ra Special ability - |
c#2 . Bonusfeat
+3 Uncanny. dodge

flamboyant personalities as a way to @
sfeal aftenfion from aces.

Hie: Painta

T Atfirst level 8 Con Modifier.

At each additional IWE-l 118 i Con
Madifier.

Hetinn Paints
[evel.
fizan Skifia

{Bax), Knawledge (Int), Listen (Wis),
Pick Pockets (Dex], Profession {Wis),

' Read/ White Language, Repairiinr), 10
Search (Int), Sense Mative (Wis), Spe.:k

Lzmguage Spm J.}Wm} TrLat |T'IJUI'¥
HWis)

Skill Foints-at 11 level; {;t 3 In'r
Modifier) x 4 20

Skill Points at each addrllonai
level: 7 4 Int Modifier

=]
Liana Featanea
All of the following are class features
of the navigator. f
Starting Fears: The navigator begins
play with the-Simple Weapon
Proficiency feat and the Weapon Group

Proficiency.{basic firearms) feat. ' -

Table 1-3: The Navigator

Navigators. galn 1d4+| aclion points per !

Defense Reputation
Bonus Bonus
i 2
: 2 +2
! +d Y LLE '+3i
L3 : iRy
: :.+4.;':".. i +ﬂl‘
et b
: l‘+4l‘ S +5 R o

Sl Emprasis: The nawgdm;- begins.

'play with the Skill Emphasis feat. This
f -+ feat may he applied to any class skill.

Seeciar syl Ar znd] sih, dnd 8th
level, the navigafor selaul, a special
ability fram the following list ino specml
ability dan'be selected more than énce):

Focus: Once per day (in game fime),
the navigator can center his arrénfion
on-a single task and gain a bonus equal
to ene-half his navigator levels, rounded |
down, The bonus can be applied fo-any

skill Eheck, but such-infense focus
Craft (Int), Disable Device (ntk Dr;ve 3

requires thar the racer sperid twice as
miuch fime as normal to complere the
task, S a skill check that requires an

:' Hattack action or move action takes a full

round, and a-full-round action 1akes 1wo
rounds to complete;
Hearr: The navigator possesses a

|11 great deal of self-confidence and

courage. Because of this, once per day

 hirgame timed the navigator can con-
“centrate and gain-a circumstance bonus

based on his innate beliel in himself and

his ahilifies, The bonus is equal fo one-
Ralf the racer's navigaror levels,

rounded down, The bonus can be

- (applied to any ability check or atrack

roll. ¥ou can decide to use this class
feature after making a die roll but

“before the GM reveals the result of the
“check or-attack roll.

Base Artack Fort ~ Ref Wil Defense Reputation
Lewvel .| Banis Save Save Save Special Bonus  Bonus
150 40 +0y +0 +2 - 3kill Emphasis  + +
and S t0. k0 a3 Special ability e e
ard 42 414 +3  Secret +2 o
qth 5 S Bresker g SR
5Hhe 1 wg +1 ot g - Special ability 3 +2
fth g ke A Shre SR e
7th i 45 +2 Bfpe o ds Ly 2 g
Bth 46 +Ei s +6 Special abilie 44 3
gth  +6/+1 +3 | P43 a6 Secret: +4 +3
oth - wfea kg 4p Seereb Tl




Charions: The navigator has a knack
for quickly analyzing a situation and
seeing the best course of action. By
using a full-round action, the navigator
finds & weakness in an opponent or
determines a better way to solve a
problem. This rranslares info a bonus
equal to ona-half the racer’s navigator
levels, rounded down. This bonus must
be used in-the racer's next turn, apply-

“ing it either to an attack roll or skill
chack, as the situation warrants. The
navigator can use this abiliry a number
of times per day equal to his navigator
levels divided by two, rounded down,

Flan: befare a dramatic situation,
whether combat ar skill related, the
navigator can spend time to develop a
plan ro best handle things. This requires
an hour of preparation and an
Intelligence check. The check is made
with a bonus equal to one-half the
racar’s havigator levels, rounded down;
plus hisntelligence bonus. The result of
the check provides all of the naviga-
tor's allies with a cirelmstance bonus
due 1o his planning and prepara-
tion. |5—1g. +2 bonus; Fo-a4,
+3 bonus; 25+, +4 bonus.

This bénus can be

applied 1o all skill checks and attack
rolls made by the navigator and his
allies, but the bonus only lasts for the
first three rounds of the situation,
Afrer that, the bonus is reduced by
point for every additional rodnd rhe si-
ualion confinues, as the vagaries of cir-
cumstance begin to unravel even the
best-laid plan. Plar canche arfempled..
once avery 24 hours of game time.
Trick: The navigator has the ability to
tempararily confuse a Gamemasier
character through the use of ploy and
deception. To make a trick, the naviga-
tor must use an aftack action. The tar-
gt of the trick geis to make a Reflex
save [DC 15} to think guickly on his feet
and see through the frick, If the save
fails, The target becomes befuddled and
can only take a single action in his next
turn {either an attack action or a move
action, but‘not-a Tull-reund action). The
navigatar can use this abiliny a number
of times per day equal to his navigator
levels divided by two, rounded down.
Secrer:-Knocking around the
tracks, streets, and garages, the
navigator stumbles upon all
sorts of applicable knowl-
edze. At grd, Gih, gih,
and 1oth level, the
navigaror
chooses one

secret from the following list. Note that
rhe racer musr chiase 4 différent
secret each time.

[ (Setret of brawling: The navigator
gains @+ bonus to-meles attack rolls:
Secrat of danger avoidance: The
navigator gains a +1 bonus to Reflex
saves.

Secret of ducking: The navigator

gains a +1 dodge bonus to Detense.

Secret of innar strangth: The navi-

gator gains a +1'bonus 1o Will saves:

Secret of marksmanship: The navi-

gator gains a +1 bonus fo ranged
attack’ rolls.

Secrat of stamina: The navigator

Zaing # +1 bonus to-Fortifude saves.

Secret of sufvival The nawgatm

gains 3 hit points,

Breaker 1-0; "Breaker one-nine” allows
a navigator 1o rake an aid another
aclion wia a CB radia or ather radio
transceiver, Aslong as the navigator
and the racer thai the navigator aids
are in radio.gcommunication, the naviga-
tar cani uge this ability, I the navigator
has rhe Back Sear Driver feat, she can
LsE it with this ability.

The Bodyguard
A character takes levels in this class |.f .
he wants to excel in combal,

Teams recruil bodyguards from
ghetto revolutionaries, inner ity kung
fu academies, and the bare-knuckle
baxing circuit, Some bodyguards are
Wiat Nam weterans, some are merce-
naries, a few are terrorists trying fo
win same bread to pay for their revo-
lutions, and others are organized
crime soldiers,

Some bodyguards prefer to have
everyone pay attention to the drivers
and navigators. Thal lets them wark in
the shadows. Others resent the lack of
attention. Just as drivers and naviga-

“tors compele with each other fo win

races, bodyguards compete with each
ather to be the strongest, fastest,
toughest, best shot, and s forth,

Hit: Paintn..

A Firse level: o+ Con Modifier.

At each additional level, wdig + Can.
Madifier,



Table 1-4: The Bodyguard
Fort
Save

Bluff (Cha), Climb tSrr), Craft |:|TI-I]
Demolitions (Int), Drive (Dex), Hide

i (Bext, Intimidate (Chal, Jump {Str),

" Knowladgedint), Move Silently (Dex),

2

S

*3

=4
+4.
e

5

+ﬁ

6

S

Ref
Save

+0

+1

i

41

+2

R o

3

SR

Base Aftack

Lewvel Bonus

15t +1

“end +2

3rd g

gth 44

sth +5

Gth W6

#th 4742
. fith a8l

ath 4/ 44

aath — +od+s
Hectinn Poinka
Bodyguards gain wg+2 action points per
lewel.

Atk

[Lann Shitla

Profession (Wis), Read/Write Language,
Speak Language, Spot (Wisl, Swim (Str),

Treat Injury [wis), Tumble [D&K}

| Bkill: Points at 15t |ﬁ'u’&| {5+ Int

Modifiert 4

Skill Points at sach additional

lexel: 5+ Int Modifier

Llann Feat:anea.

The affurt st

Will Defense Reputation
Save Special Bonus Bonus
+0 Bonus fear e +0
S +u kit pmm Bonus feat S +3 R
+1 Extreme effort 1 3 +H !
41 Bonus feat = g SR :
+ +1hit point % LF U v VIl
42 Extreme effort 2, Bonus fear - 45 e
+2 +1 kil point A +i 2
42 Bonusfeat g S :
+3 Extreme effort 3 +7 +3 "
e Bomisleats s R .+3
Cleave, Improved Bull Rush, Sunder) & or a Climb, Jump, ar Tumhle skull check,

Quick Draw, Quick Reload, Strﬂfa Two  The efforf provides a E.IF'CU]TI::TEIHLE
Weapon Fighting (Greater Twd- ~Weapon. . bonus hased on the racer's bodyguard | :

 Fighting, Improved Two-Weapon ' level. Making an extreme’effort also
Fighting); Yehicle Combat, Vehicle . hinders the bodyguard with a penalty fo
Gunnery, or Weapon Focus. : Defense for one round, as determined”
+1 Hir Pomr: At 2nd, 5th, and 7th by the racer's bodyguand level.
level, the bod:.-'guand garns an addmonal After-making an extreme-effort, the
Hit Point, & budyguard becomes fatigued unfil the

ExTremE EFrorT: Thf; bodyguard can' o end:of the current eficounter.,
push himself to-make-an extreme
effort a number of times per

'igime session based on the

racer's hodyguard level,

Fai&'re to either
ran atla:‘fk vl

All of the following are class features of 7171 211 1

-+ the bodyguard.

Starming Fears: The bodyguard
begins play: with the Simple Weapon

Proficiency feat and the Weapon' Group

Proficiency {basic firearms) feat.
Bowus Fear: The bodyguard gains
bonus feats at ast,-and; 41h, Bth, 8ih,

ancath Iev_el. These __t_}l:unu:i feats must
be selected From the following list: any

Weapon Proficiency feat,

Ambidexterity, Burst Firg, Dodge
(Mohility, Spring Artack, Whirlwind
_Attack), Expertise (Improved Disarm,
‘1mprw&d Tripl, Far Shot (Dead Aiml,

Heroic Surge, Martial Arts {Advanced

Martial Arts, Defensive, Improved

Mariial rts); Point-Blank Shot (Double-
Tap, Precise Shat, Skip Shar, Shot on
the Run), Power Attack (Cleave, Great

. Table 1-5: Extreme Effort .

 Bodyguard Defense
Level  Bonus  Penalty

%‘ 3 -2
GRS
o L #5 e

Uses

1/ session

- zfsession
3/ se85100




.mlraying alive while keeping the
rubber-side down requires.
numercus skills: Thunderbal Rally uses
a variety of skills from the Player’s
Handhook as well as the new skills
listed in this chapler. See page 31 for a
full listing of skills used in the
Thunderball Rafly game.

Drive [Dex): Use this skill to operate
tracked and wheeled ground vehicles,
such as. alifomabiles, semi-fractor
trailer Figs, and Army tanks.

- Check: Typical driving tasks don't

require-checks, bur Thunderball Rally | is

about all those other driving tasks:
Combat, chases, performing unusual
maneuvers, or driving in exireme cir-
Cumslances. LRI

For defailed rules on using the Drive
skill 'see Chapter 5: Start Your Engines!

Specials wWhen {:p-er'a‘ting-a vehicle, 5
or more ranks in Drive provide a +2
synargy bonus:fo attack rolls with the

U vehicle or vehicle weapons,

Demalitions (Int; Trained Only): Use this
skill to create and set explosive devices
lincluding a timer or detonatar} for
g impact,

Check: Setting a simple explosive 1o
blow up ar a certain’spot doesn’
require a check, bub-any- atrempt to:
biild an explesive device or set an
explosive to cause a specific damage
effect does,

Ser Explosive Devica:Placing an
explosive in the optimum location for

e 5
Drive and Aid Another
GMs should be vary careful about
when ather racers can assist the
driver. For instanca, iF a driyer
‘needs fo make a Reflex save to
;wmd damag;t fmm a gr&nadf:

OPTER T

maximurm blast efficiency takes skill
and patience. Racers decide which type
of explosive they wish to set, but the
GM makes the check and compares it
to the DC in Table 2-1, bielow {the GM-
makes thecheck so that you don't
know exactly how well you've done).
The DC.indicares possible increases in
base damage, ag-well a3 sets penalties
to those caughr-in the blastradius. A
failed check reduces the base damage
by half,. provides a +4 circumstance
bonus to Reflex: saves to avoid dam-
age, and has a 15% chance of causing
the device to explode prematurely,

Build Explosive Devices from
Scrafch: Creating a scratch-built
explosive device requires the appro-
priate materials and fime. In combat,
Ihe best that could be accomplished,
regardless of the materials or skill -
check result, would be an improvised
explosive device that's the equivalent
of a Molotov cocktail {damage id). In
ganeral, building explosive devices
happens outside of combat or other
dramatic situations,

When building explosive devices,
the racer decides what kind of result
he or she is after and tries to achieve
the requited DC. Adding-a trap
increases the complexity but doesn’t

affect the cost

If the check fails, the device is
ruined and the materials are wasted.
There is also a 25% chance that the
explosive defonates during construc-:
lion'on a failed check, dealing one-half’
of its intended damage,

Racers use the Disable Device skill
lo attempl to disarm a set explosive.

]
i

The DC is 10 for a simple explasive
device, 15 ibr__sy moderare explosive
device, 2o fon & complex explosive

device {and so'on), If the builder was

successtul in adding a rap, increase
the DC by +10, +15, or i+20. Mate that
Failing fo disarm a trapped explosive
device sets off the explosive.

Special: You can take 10-when
usmg the Demolitions skill, bm you
can't take 2o,

Sefting an explusive device for
maximnum blast efficiency takes one
minufe or more, depending on the
scope of rthe job. You can set a simple

explosive devics as a full-round action.,

Building an explosive from scratch,
which includes fashioning the raw mare-
rials: and gembining chemicals and com-
bustibles inside a housing of some kind,
requires a check that takes the following
amount of time: improvised, full-round
action; simple;one_hour; modetate, 12—
haurs; complex, one day; powertul,
three days; devastating, one week.

Knowledge (Int, Trained Only): This skill
encompasses a number of unrelared

skills. Knowledge represents a study of

a body of academic or scientific disci-
pling. Each skill point assigned to a Skill

Table 2-1: fet Enplosive
Device _
Damage Penalty

Type DC  Increase to Save
The Classic 1o Nune o
‘HotForato 15 xe
Wide Load 20 | x3 -4
CoMe bt a5 xg W6

Toble 2-2: Building Explosive Devicer from feratch

Type (and damage) of Blagf (11 f 8T et e o
Scratch-Built Explosive Radius DE i Cost
Improvised I_i1dﬁ]l 5 feet glgdlicds 40 3
Simple (2de) S a e E e e
Moderate {4dﬁ+1} 10 feet e B 175
Complex [sd6izl S B R e T A
Powerful (6d6i+4) .15 feer ' A T
_:Dﬁvagtanng EBdﬁ.;ﬂj "iD F'Eb'e.'f 3 R 3@_ < ?50 EE

Add frap to disable .sh‘emprs 45 -I-.rﬂl or +15 fo D{T




Hison

kil Ability Untrnd? Driver Navigator Bodyguard
BlufT Cha Yes o X o
Glimb S Yes X * 0
Crafr It Yes "0 o ‘0
- Bemolitions Int Mo X X o
Diplomacy Cha Yes o X %
|11 Disable Device nt No b 0 X
B Drive/V Dex Yes 0 o 0
() | Garher Information. Cha- Yes o b x
] e Bex Yes b4 x ©
infimidare Chia Nes. o x 0.
Jump Str Yes X X o
i Knowledge Int Mo o o o
'h'lf.”_ ‘Listen- Wis. _Yes 0 O #
& Move Silently B Yo o X x o
Pick Pockets D Mo o o *
| Profession S Wis No 0 a 0
RChi Read;”@.l'rrre Language'_ ~ Morie Mo o o 0
Repair. Int Mo o 0 X
Search Int (pofes: * o R
Sense Mofive Wis Yes o o %
Speak Language: ; Mone Mo o o o
Heat s : Twlis ¥es a (o] o
Bwim . ., Str Yes X X o
Treat Injury Wis - Mo X o o
L Tumble D No R X o

of Class skill il 1] ’

-

" Table 2-3: fhills
Thunderball Rally uses a mix of new skills as well as skills Familiar 1o DD players. Unless noted and described in this chap-

tar, you can find descriptions of these skills in the Plaver’s Handbook.

®: Cross-class skil

points must be assigned toone of
these specific areas of knowledge.”

» Applied Sciences
= Art
» Behavioral Sciences
+ Bureaucracy
= Business
» Current Events
+ Earth. Smﬁ:nm’s
= History
o Law
» Life Sciences
» Physical Scignces
s Folitical Science
s Popular Culture
« Sireetwise
sifdetlestil PRGT 1
« Technology
= Theology and F‘hulosuphy

Repair {Int, Trained Only): Yq-_.l_ can fix
damaged machinery and electronjc

devices. ;

- Check: Most repair checks are made
to fix complex mechanical, electronic,
or computerized devices, such as vehi-
cles, computers, or weapons. The GM

iisets the DG, usmg the gundﬁhnes Sug-

gested below. There is also a monetary
cost: tol making repairs, also-shawn on
Table 2-3.

Simple repairs require no more than-
a few mirures,

Complex repairs can take multiple
hours or more fo complefe. Working
without the proper tools gives vou a -5
penalty to the check.

You can make temporary I[Jurj,r—
rigged) repairs, This reduces the DC by
5 and allows you' to make the check as
a full-round. action. However:a jury-.
rigged repair can only fix a single

problem with a check, and the tempo-
rary repair only lasts until the end of
the current encounter and then ‘the
item needs to be completely repaired.
The jury-rig function of this skill can be
used untrained.

Retry-You can vy again, but only if
ou are aware that the repairs didn't
work. The GM may decide that a failed
Repair check has negative ramifications
that prevent repeared checks,

Treat Injury (Wis, Trained Only): Use
this skill to help characters thar have
been hurt by damage, poison, or disease.




Start Your Engines.

Vehicle Speed

Table 2-4;: Jump, Tumble, and Meoving Vehicles
If'a character Falls from a moving vehicle, he 1akes damage based on the
vehicle's speed category. For definitions of speed categories, see Chapter &;

Damage

Stationary
Alley
Cruising
Atrack
Ramming

iz per 16 feet fallen

1d6 perao feef fallen
1dd per 1o feet fallen
1o per 1o feer Fallen
ihz per o Feet fallen

Table 2-5: Repair
Task
Simple
Ltoofs, simple w;-*apon]
Moderate:

(high-tech Qeapnn EJ",EL rrc;rnm* cumponenrl

Complex
I vehicle component, r.:ompr:.rf.'r}
Very Complex : :
(airplane component)

-Chack: The DC and effect depend
on the task you attempt::

Task pc
Long-term care i5
Treat disease See helow
Treat poison  Seebelow
Use first aid kit 15

Long-term care: Some injuries
require freatment that stretches over
a number of davs: The successful

oC Cost

100 ifsthprice

ifsth price

20 1/ 5th price

a5 iohipree

application of this skill allows a-patient
to recover hit points and ability points
(lost ro temporary damage) al twice
the normal rate: 2 hit points per level
for each day of light activity, 3 hit
points per level for each day of com-
plete rest, and 2 ability points restored
per day, A new check is made each
day; an-a failed check, rhe recover
rate occurs at the normal rate for that
day of rest.and care,

You can fend up 1o as many patients
as you have ranks in-the skill, You need
medical supplies and the patients need To
spend all of their fime resting: You need
to devote at least an hour of the day o

each patient for whom you are caring, g
You can't provide long-1erm care ta

yourself,

Treat isease: You can tend to a dis
eased character: Every time the diseased
character makes a saving throw against
dizease effects (afrer the initial corntami-
nation), you make a Treat Injufy check:

" to help the character fend off secondary

damage. The diseased character uses
your result instead of his own saving
throw if your result is higher. |

Trear Poisan: You can tend ro a poi-
soned character. Every fime the poi-
soned character makes a saving throw
against poison effects {afrer the initial
introduction-of the peison 1o his or her,
system), yvou make a Treat Injury check
to help the characrer avoid secondary
damagie. The poisoned character uses
your resulf instead-of his own saving
thraw if your resulr is higher,

Use Firse Aicd Kit: With a first aid kit
and ‘& little skill you can keep a badly
wounded character from dying or
restore hit points. This check is an
attack action,

If a character has negative hit points

and is losing more (at 1 per round, 1 per
haur, or 1 per dayl, you can stabilize
the character. The character regaingmo
hit points but he or she doss stop los-
ing them. A character can be stabilized
as often as necessary.

%,




B funderball fally uses a mix of

- new fears as well as feats
familiar to DEID players. Unless noted
and described below, yvou can find
descriptions of these feats in the Flayer’s
Handbook, Be careful how many addi-
tional feats you make available from
orher sources. Racers only have so
many opportunities to gain new feats!

Some feats are marked A or B on
Table -1 Fears, Aces and bodyguards
gain bonus feats at various levels. An
“A” indicates the faat is on the list of
ace horus feats, A “B” indicates the
feat-is on the list of bodyguard bonus
feals.

Bivanced Fineanma
P :
ou understand how 1o use military-
style firearms and modes of fire.
Prerequisite: Weapons Group
Proficiency (basic firearms),
Benefit: You can fire any personal
firedrm on any setiing without penalty,
MNormal: A character using autofire
withou! being proficient with ir suffers
a -4 penalty to attack rolls,

Hnehaic lleapon Proficiency
Choose a type of archaic weapon, such
as a sword. You understand how to use
that type of weapon in combat.

Use this feat ro expand rhe list of
weapons you are proficient with
beyand the basic lists included with

CHAPTER THREE
Featn

your class description:

Benefit: You make attack rolls wirh
the weapon normally,

Normal: A character thal uses a
weapon without being proficient with if
suffers a -4 penalty on attack rolls.

Special: You can gain this faat multi-
ple fimes. Each time you take the fear, it
applies to a new weapon.

Harke Sear: finiven
You know how to give brief, helpful
suggestions ta the driver of a vehicle,
Benefit: You can spend an action
point fo assist a driver's Drive check or
saving throw as long as you are in the
same vehicle as that driver.
Mormal: You can only spend action
points on another racer’s check if you
make an aid another action.

Hurat: Fine

When using a weapon with an auro-
matic seffing, you can fire a short burst
at an individual rarger.

Prerequisites: Advanced Firearms
Proficiency, Wis 13.

Benefirs: When using an automatic
firearm with af least 5 rounds of
ammunition loaded; vou may Tire a
short burst as a single attack against a
single farget. The attack is -4 fo hit, but
deals +z dice of damage (a weapon that
deals: 3d6 damage, for example, deals
5d6 instead). Firing a burst shoofs 5
bullets, and can only be done if the

P
Weapon Definitions

Personal Firearm: Any firearm designed fo be carried and used by a single
person. This eliminates, for example, rocker faunchers fwhich aren't firearms)
and heavy machineguns (which ean be fired by one persan, bul not carried
by one personl. It includes most of what we think of as “guns”

Handgun: A personal firearm that can be used in one hand without
'penalty* Tl'ils includas all pdSI'ﬁ|$ and Some. 5ubmachln& 2uns:and shﬂfg‘yns, i

i

__n-.rr:- hands 10 use without

waapon has 5 or more bullets in it

Normal: Autofire normally targets a
10-foof by 1o-foo! area, and cannot be
aimed ar a Sp'ELI'FIC targer. Seg Aujoﬁre
on page 40.

Lautioua ¥
You aré especially careful with fasks
that may yield catastrophic results.

Benefit: You get a +2 synergy bonus

on all Demolitions checks and i}us:ablf-
Device checks.

Lincoit: Heef

Your antics and machinations on the
fracks and roadways maks you a hated
enemy of most ethical racers. You've

been the burr of more than one bumper-

sticker joke, but at least the insignificant
losers fear you.

Benefit: You get a +3 circumstance
benus fo-all Charisma-based skill checks
whenever the GM determines that your

notoriaty would bea benefit. Howewver, - .

such checks suffer a -3 penally when
the GM determines that your infamy
would work against you.

Special: You can'r select both Circuit
Heel and Circuir Hero.

Lineweit: Heno
Your racing prowess has made you a
minor celebrity. Most racers ideolize you,
and a line of personalized die-cast metal
toy cars might soon be on the way.
Benefit: You get a +3 circumstance
bonus to all Charisma-based skill checks
whenever the GM determines that your

" celebriry status would be a benefir,

However, such checks suffer a -3
penalty when the GM defermines that
your fame would wark against you.

Special: You can’r select both Circuit
Hera and Circuil Heel,

Llipping.
You are skilled-at us:ng your vehicle as
& weapon,

Frerequisites: Drive skill, Vehicle
Combat, Drive-By.

Benefit: When performing a side-

&wipe action, the target takes half the

damage from a ram atrack, while the

|ziE
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Table 3-1: Featr

Archaic Weapan Proficiency* (B)
Back Seat Driver
Cautious
Circuil Heel (A
Circuit Hero (A}
Daredevil (4]
U Biet Track Demon ()
Dodee iB)

L) |- Mability (8]

Spring Attack (B)
Exctic Weapon Proficiency” (B
Experiise (B
Improved Disarm (B)
Improved Trip (B)
¢ Whirlwind Attack (B)
ST Extra Action Poinits™®
Far-Shot (B}
Dead Aim (B}
Frightful Presence (A)

HIIL."".:.'

§ Grarhead

Hercic Surge
Improved Initiative

Martial Arts (B)

Defensive (B)

Improved Martial Arts (B)
Advanced Martfial Arts (B)
Persuasive (A}

Faint Blank Shot (B)
1 | Double-Tap (B}

" Precise Shot (B)

Skip Shot (8)

Shot on the Run [B}
Maobifity
Pawer Attack (B)

Cleave (B]

' ﬁ Influance (A

. fmproved Bull Rush (B)

SBunder BE
Great Cleave (B)

Drive 8 ranks
Divive & ranks
Brex rg
Crodge

Mobility, +4 base arrack

Intig

Exparrise
Experfise

Expe rfise, Spring ﬁ.ﬂéck.

Gha 13
Far' Shot, Wis 13

Cha 15, Intimidate g
ranks

Mdrhal )'-"Lr'TS ;

Martial Arts

Improvwed Martial ATTs.
Point Blank Shot, Dex 13
Paint Bl;l_r_lk Shot
Precise Shot

Faint Blank Shot, -

Srig
Fower Attack
Power Attack

Power Attack

Cleave, base attack +4

_:Adw F'reanns Pmﬁcmmy.{B]l.

~ . Group Pmﬁ;_;m‘nc:.f (B]'

- Feal Prerequisite Feat Prerequisite
Alertness - _C_luir,l_c Draw [H]_ Base attack bonus +1
Ambidesrerity - “Quick Relpad (B Base allack @

Simple Weapon F’rnl"u.u*nl:y lFﬂ
Skill Emphiasis® ;

Stealthy - =
Two-Weapon Fighting (8]
Impr. Two-Weapon Fighting (B)

: Gr&amr Tw Weapcm Fighhng (B}

: "'-"'Phlrle Cumbal I:.F'L B)

Wehicle Gunniery (A, Bl

Grease the Axles (A)

~ Drive-By (A)

Clipping (A)

Wéapn:-n Fcacus* {ﬁ]

Weapons Gmup Pru:l’ncwnr,y
{basic Tirearms) {B) I

Emr"éri'riiiv'a:iﬁ_};- 13
Exatic Firearms
Strafe (Bl

:'Wlndnw Dhrﬂ {13,}

weapon or shill.

"You can gain this feat multiple times, Its effects stack,

L Drive skill

N w:mﬁﬁna Group -
i :_'wa:mancy I[basrr; _' i

-~ Advanced | Fir&arms
- Proficiency

_.Demrny 13 Dnve 5
“ranks

*You can gain Thls feat mulrrple nmes Iis effects do not
stack, Fach fime you fake the feat, it applies to a new

Tu'rﬁ—"-';-'eapr.:;"n' Fighring,.
base attack +6,
Ambrdexmrlrr.f

Improved Two- Weapon
Fighting, basa attack +n,

Vehicle Combat, appro
priate weapon profi
ciency, Drive skill
Vehiche: Combat,
Drive skill

Vehicle Combat,
Drive skill

Yehicla Lcﬂmhﬂt Dirive-
By, Dirivie skl
Proficient with. we,apﬂn
hase aftack bonus. i [

firearms)
Advanced FII"E"H“I’I‘!S
Proficiency, Wis 13

Advanced Firearms
Froficiency :

sideswiping wehicle still enly takes one-
quarter thar damage,

Normal: A sideswipe does one-quar-
ter, damage 1o bath the sideswiping
vehicle and the target,

-y e—

You are a lrained stunt driver;
Frerequisites: 8 ranks in Drive,
Benefir: You may perform one atdi-

fional stunt, per round,

Hezawt Hiem
You are capable of lining up precise
and deadly shots with a firearm.

Prerequisites: Far Shot, Wis g,

Benefit: Before shooting, yvou may
take a full-round action fo line up your
shat. Doing 50 gives you a +2 circum-
stance bohus to your attack: Onee vou
begin arming You cannot move leven
to ftake a n-fool step) until after you
fire, or Ihe benefit of aiming is lost.
Likewise, if vou are jostled or artacked,
you loose the benefir of aiming {you
cannol makes a Conceniration check to
continue :'!II'I"IIng.I

Special: I you have a spccml abiliry
thal allows you o deal sneak arrack
damage, you can deal that damage with

‘as difficult, and difficull terrain as nor-
‘mal {see Table 5-6: Condifional

a ranged attack, even if you are aut of
the normal range For sneak attack dam-
age, if you take the full-round action to
aim.

ine: Tnack Bemon
You are accustomed fo driving off-road,
Prerequisites: 5 ranks in Drive,
Benefit: You gain a +2 competence
bonus fo Drive and anack rolls when
operating a vehicle off-road, You treaf
WEFY POOE 18FTaim a5 poor, poor terrain

Madifiers 1o Vehicle Movement and



)

Drive Checks) for both movement mul-
tipliers and Drive ¢heck penalties.

 Manirle-Tap

U Nou can fire two quick shots as a single

attack.
Prerequisite: Paint Blank Shot,
Dex 3. '
Benefit: ‘Whan using a semi-auto-

matic firearm with at least 2 rounds of
“ammunition loaded, you may fire two
'tounds with a single arfack against a
| single rarger, You suffer a -2 penalty

1o your attack, but vou deal +1 dig of
damage (a weapon that deals 3d6
damage, for example, deals 4db
insteady, Orher feats and situational
modifisrs may madify the attack roll,
Double-tapping shoots 2 bullets, and
can only be done if the weapon has 2
or more bullets it

Almive-By

You are skilled at fast atracks from g
moving wehicle, ?
Prerequisite: 1 rank iin Drive, Yehicle
Combat, ]
Benefit: When you are in-a vehicle,
you can move both before and affer an

L1 aitack ‘action, provided that your total

distance moved is nat Hreatar ‘than
your vehicle’s speed. Moving in this
way does not provoke an attack of

[ opportunity from the defender you

artack, You can't rake more than a dou-
ble! move and use this fear.

fxnmﬁnﬂafm Ginaup
Praficiency

Choose a group of weapons from the

following list: haavy machineguns,

famethrowers, grenade launchers, or
rocket launchers. You understand how
fe use all weapons of that group in
combrat. 415

Prerequisites: Advanced Firearms
Proficiency.

Benefit: You make attack rolls with
the weapan-normally.

MWormal: & character that uses a
weapon without being proficient with it
suffers a -4 penalry on attack rolls.

Special: You can gain this Feat multi-

ple times. Each fime you take the feat, ik

applies to-a different weapon group.

Extna Hetion Painta
You have a knack for gefting our of
difficult situations.

Benefit: You get 1dq+1 action points.

You can get greater distance out of a
ranged weapon.

- Benefir: When yvou use a firearm or
projectile weapon (such as a crosshow),
its range mcrement increases by one-
half {multiply by 1.5), When you use a
thrown weapon [such as a grenadel, its
range increment is doubled.,

FnighitFil Ppeaence
Your mere presence can terrify those
around you,

Benefit: Once per round you can, as
a Free action, use your Frightful
Presence. All opponents within 2o fee
whi hawve fewer levels than you must
make a Will saving throw (DC 1o plus
your level and Charisma modifier). An

opponent who fails the save is shaken,

suffering a -2 plenally! 1o-attack-rolls,

savies, and skill checks for a number of
rounds equal ta «df plus vour Charisma

imadifier rounds,

beanfuzad
Yau have a way with machines.

Benefit: You get a +2 synergy bonus
on all Repair checks and Disable Device
checks.

Frnsscsnes Edve Hclesn

You are frained in using your vehicle

agains! pedestrians.
Prereguisites: Drive skill, Vehicle
Combar al
Benefir: When you-attempt to ram
with your vehitle, you do not suffer

‘the normal -2 penalty to Defense,

Ineaten loo-Mleapan
Figltcing

You are a master al lighting with a
weapon in each hand.

Prerequisites: Ambidexterily, Two-
Weapon Fighting, Improved Two-
Weapon Fighting, base attack -+,

Benefit: You ger a third attack with
vaur off<hand weapon, albeit at an
additional -1 penalty.

Henaic: Sunge :
You can perform additional actions ina
Tound.

Benefit: You may take an action ina
round, either before or atter your reg-
ular actions, You can use Heroic Surge

*a number of Times per day, depending

on your lewel, but never more than




once pen round. 15t-gth: level 1fday;
sth-8ih level: 2/day; gih-zih level:
siday; 1gth-16th level: 4/day; 17th-zoth
,Aevel: 5/day,

Imepnoved Tua-tlleapon
Fighting

This functions like the Improved Two-
Weapon Fighting teat in the Flayers
Handbeaok, save that it also includes
fighting with a firearm in-each hand, or
with a tirearm in oneg hand and a meles
weapon in the other,

Influeesoreze:
Because you are so good af manipulal
ing the feelings and expectations of
others, you find it sasier to persuade
people.

Benefits: You ger a +3 circumstance
bonus to your Reputation checks (see
Chapter 6.

Point: Blank Shos

You.are skilled ar making well-placed
shots with ranged weapons at close
Tange. .

Benefil: You ger a +1 bonus on
attack and damage rolls with ranged
WeapOTS against opponents up to 10
mahﬁrs from yolr position,

Precine Shat
You are skilled af timing and aiming
ranged attacks.
Prerequisite: Paint Blank Shor,
Benefit: You can shool or throw
ranged weapons at an opponent
engaged in melze withour suffering the
standard -4 penalty [see Shooting or
Throwing into a Meles in Chapter &
Combat of ‘the Flayers Handbook).

Juic:k Reload
You can reload a firearm with sfariling
speed.

Prerequisite: Base attack bonus 41,

Benefit: Reloading a weapen with an
alrzady filled box magazine or speed
loader is a free action. Reloading a
weapon with an infernal magazine is a
miove action,

Mormal: Reloading a weapon with an
alrsady. filled box magazing or speed
loader is a move action, Reloading a
weapon with an-internal magazine is a
full-round action.

Shnt: g Bl flun
*fou are highly trained in skirmish
ranged weapon tactics.

Prerequisites: Point Blank Shot, Dex
11, Dodge, Mobility,

Benefit: When using the attack
action wilh o ranged weapon, you can
move both before and afterthe arrack,
provided that vour tefalidistance is nol
greater than your speed,

Sibcip St
You tan shoot a firearm to rlm{'hf*t a
shat-around cover,

Prerequisites: Point Blank Shot,
Pracise Shot, :

Benefit: If you have a solid, rela-
fively smooth surface on which to skip
a bullet (such as a street or concrets
wall), and a target within 10 feet of that
surface, vou may ignore cover berween
wou and the target, However, you suf-
far a -2 penalty to your attack, and
your attack deals -1 die of damage (a
weapon that deals sdf damage, for
example, deals 2df instead).

Special: The surface does nol have
to be perfectly smooth and level—a
brick wall or an asphalt road can be
used. The targel must be af least par-
tially visible, For example, it is possible
to hit-a target hiding behind a car by
skipping a shol underneath it; but you
cannot hit someone around a corner if
you cannot see any part of him or her,

You are particularly good at aveiding
retice.

Benefit: You ger a +2 synergy banus
on all Hide: checks and: Move Silently
checks.

Stnate
I‘l"IL'IlJ Can use an automatic WEEpin 18]
affect a wider area than normal.
Prerequisite: Advanced Firearms
Proficiency. |
Benefit: When using a firearm on.an

Lautomatic seffing, you can affect a 5-

faot by 2o-foot area perpendicular o
your line of sight.

Mormal: When normally firing a
wedpan on autematic, you affect ano-
foot by wo-foot area.

s lleecagresn Figphot-inngy

This functions exactly like the Two-
Weapon Fighting Feat in the Player's
Handbook, save that it alse includes
fighting with a firearm in each hand, or
with a firearm in one hand and a melee
weapon in the other,

Vesteis:te: L vemedrcat:
You are'skiliéd o fighting with your
vehicle,

Prerequisite: 1 Tank Drive.

Benefit: Once per round, when your
vehicle is hit in combat, wou may ‘make
a Drive check ro negare the hit. The hit
is negated iF your Drive check is
greater than the artack roll (essentially
the Drive check becomes the vehicle's
defense if ir's higher than the vehicle's
regular :191’911&,&}

Fehicigﬂjnneny
You are skilled: at: using: ranged
weapons from a vehicle,
Prerequisite; Drive skill, appropriate
veapon proficiency, Vehicle Combar,
Benefit: When in a vehicle and:using
a ranged weapon with which you are
proficient, the penalty vou suffer when
using a ranged weapon from a vehicles
is eliminated,

Weapmma broup Frmﬂ.l:i&rm_g;
[Banic Fineanmal
You understand how to use basic

i firearms.

Benefit: You can fire any persanal
firearm-that-has-a single shol setfing in
single shol mode without penalty. You
are not proficient in autofire. i

Normal: A characrer. using a firearm
withou! being proficient with it suffers
a -4 penalty to attacks.

Hlferveloves ince

You are accustamed fo entering cars
through the window, rather than by
opening the door,

Prerequisite: Dexierity 13, 5
Drive,

Benefit: You can start any vehicle as
part of a move action, provided you
end that movement in the car.

- Mormal: You can stant most vehicles
‘with a movesaction and a standard

ranks in

Aaction,
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‘ﬁ n addition 1o the archaic and sim-
ple-weapons listed in the Playvers
_'Handbc:-o.#, (note that weapons classified
as marfial become archaic in Thunderhalf
Rallyl, the modern-day weapons an
chart 4-1 are available in the game.

Combat and Game Play

I vou know how to play DED, vou
know how to play. Thunderball Rally.
There.are a few differences 1o accoun!
for the contemporary sefting. These are
detailad. below,

‘Attacks iof Opportunity

A character with a modern ranged
weapon in hand threatens anarea that
extends 10 feet within his field of -
vision. An enemy that takes certain
actions while in your threatened area
provokes an attack of opportunity with
wour ranged weapon. Unless wvou have
the Combar Reflexes feat, wou can only
make one attack of opportunity in a
round whether with a melee weapon or
Tanged weapon.

Action Typer

The: following tvpes of actions define
the time frame For how long certain
activities lake fo complefe. A round
cansists of an artack action and a move
gction, or two move actions, or a full-
round action, as described below;

Reackinna

Some skill checks are instant, They are
reactions to an evenl, such:as making a
Ride check ro stay on a horse when the
horse rears unexpectedly, Some are
lests of what a character notices or
recagnizes, such as a Listen check ro
notice a thug sneaking: up bekind you.
You can only make as many of these
checks in a round as the situation calls
far. In‘game tarms, they take no time
and are not considered actions.

Fetack Hetinn

An attack action allows you to make an
attack, use a skill or Feat (unless 1he
skill or feat requires a full-round action
to perform; see below), or parform

other similar actions; During a combat
round; you can perform an atrack
action and move up to your speed. You
can move before or affer performing
an attack action.

Move Heing
A mave action allows you fo move your
spead in a round or perform a similar
action (a driver uses his move action 1o
move the vehiclel: You can move vour
speed, climb, draw a weapon, reload a
weapon, pick up an item, make a Drive
skill check 1o make'a maneuver, ar
move a heavy ohiect as a move action.

In' & combat round, yvou can perform
an affack action and mowve your speed,
ar you can move first and then per-
form an atrack action. You can alsg
perform iwo move actions in a round
instead, using your second move in
place of your attack action,

IF the actien you take during a round
results in your maving no actual dis-
tance, you can fake a 5-foot step,

Fult-Rond Hetinn

A full-round action consumes all your
effort during a round, The only move-
ment you can take when performing a
full-round action is a 5-foot step
before, during, or after the action.
Attacking more than once (f you are
permitted to do so) or using-a skill or

- Feat that reqguires a full round 1o

accomplish, such as using Search 1o
examine a 5-foot-by-5-foot area,
requires the wuse of a full-rednd action.

Free Actinn

Free actins consume a very small
amount of time and effort, and over the
span of a round their impac! is so
minor that they are considered to be
tree. You can perform one or more
free actions while taking another action
normally. However, the GM puts rea-
sonable limits on what you can really
do for free in the sparof 6 seconds.
Talkingis generally. considered a free
action, but the GM may wish to limit the
amount of chatter that migh! reasons
ahly be exchanged in a single round,

Longen Tian a Raumd

Some applications of skills rake longer
than a round to'perform. The G or
the skill description sets the time frame
for some types of actions.

Firearms Combat

Chapier 3 containg a breakdown of dif-
ferent weapon tyvpes as well as several
Feats which allaw racers to make the
mast of their weapons. The Following
rules apply to shooters who do not
possess these feats,

The basic rules for firearms allow
them to be used in two ways: single
shot and autofire. Other modes of
aitack reguire specialized Feats.

Kirggple-Slat: Finezamma

Most firearms have a single-shot set-
ting, which allows the-firer 1o shoor a

single bullet at a single targer by pulling

the frigger once,

The feat: Wcapuns_ Gmup__Pmnc:cnw
(hasic firearms) allows you fo make this
sort of attack withou! the usual -4 non-
proficient penalty. 4

Mokl

IF & weapon has an automatic setfing, you
may fire if an automatic. You target a 10-
foot by 1o-foot area and make an attack
roll against defense 10, Every creaturs
within the atfected area must make a
Reflex save (DC 1o plus the amotint by
which the aftack was made; effectively,
the DC is equal to the artack result) or
take the weapon's damage. Autofire
shoots 1o bullets, and can only be done if
the weapon has 1o bullets in if,

The Fear Advanced Firearms
Proficiency {basic firearms) allows you
to make this sert of attack without the
usual -4 nenproficient penalty.

Relaading -

Reloading a weapon with an already-
filled box magazine or speed loadar is a
move action. Refilling a box magazine
or a speed loader, or reloading a
revolver or any weapon with an inter-
nal magazine, is a full-round action,




" Table 4-1: Firearmys

.. e L

|_'_ fulf:.- “loaded one.

| action,

! ﬁning_inmmﬁfmzm
fnapplea

Firing into meles imposes a -4 penalty
an the shooter, This is true even i the

and ever it the targer is the only other:
combatant in the melee, In other words,
firing at an oppenent whe is. within 5
feet of you imposes a -4 penaliy o
your artack,

Firing at a grappled opponent. isdif-
| ferent, A shot fired into a grapple actu-
ally artacks a random grappler. In other
words, ift you fire at a target that is
drappled with one other combatant, you
’ actually have a so% chance of shoot-
ing the other suy! Furthermore. this
rule applies even if you are ane of the
grapplers. IF you fire a gun at an oppo-
| nent with whom you're grappling, you
are just as likely 1o accidentally shoot at
yoursell,

Once you've made vour aftack roll,
rall randormly to determine whichicom-

Name Caliber Magazine
Handauns
Zip Gun 22 il
Fistal A5 7+1B
Sub-Maching Guns
= lammy Gun -5 30
fifles & Shorauns _
Assault Rifle s.5fimm  z0B
1 Hunting Rifle i il
Sawed-Off 12 ga, 2l
g | Pump 12 g, il

- shaater is invelved in the melae himself,

Bonus Range = Dam.  Crif.
+0 10t 2dq a0 1
+o eoft adf 20 1
+1 ao ft. adlf T S
+0 - go 1, 28  gmza 1A
+o- goft  edio o zo 1
+1 10 f1, 2d8 g0 1
HESEmn s Sl e

I: An internal magazine must b reloaded one cartridge” ata firties.

Range: Any altack of less than this distance is not penﬂlrzed for range, so a p.smr can fire at’enemies up 1o 1g feet away
with no penalty. However, each full range increment causes a cumulative -2 penalty to the attack roll, Firing at a targat i
feet away suffers a -6 atrack penalty fbecause 75 feet is at least three range 1ru:.r'r:mcms hl_ﬂ not four |n[remenrs} Firearms
may, at the GM's discretion, have:a maximum range of ten increments,

Dam: The Damage column gives the damage you deal with a weapon whan };ou SCOTE A hﬂ

Crit.: The entry in this column nofes & weapan's critical threat range.

ROF: This column indicates rate of 'FITF for the weapon, 1 indicates the weapon fires single shots. A indicates the weapon
~ fires on full automatic. If mare than one dnfry appiears the player may chosse which tate of fire his.character uses onhis

batanl is targefed. You cannot cba’nge_
your mind and choose nof fo fire based
on the result; you must fire at the com-
batant that is Targeted, even ifit's you.
Remember that a grappling rarger does
not get To include his Dex modifier in
his Defense,

Hebacks of Qppantunity and
Fineanma

In most ways, firearms are like other |
forms of ranged weapons. But hand-
guns in-particular are in some manners
more comparable fo-melee weapans in
terms of how they draw attacks of
OppOrtnity.

Longarms are just like other ranged
weapons: They draw attacks aF Oppor-
tunity when fired.

Handauns are a little different. A
handaun does not draw an attack of
opportunity from the apponent at which
it'is fired, but does draw attacks of
opporiunity from all other opparients.

ROF

Size Weight Cost

T 18.5 02 576

1 39 oz, Braz

M iolBhEes Ll thael
L 12 |, 12_51. $iz00
M 85 b, $4B5
5 4 |b. Hooo
il 61b, 6oz, Sinoo

Caliber: This is the diameter of the buller fired in either milimeters or hundredihs ui an-inch. Shm;runs useEa dlrfar Bl Sys-
tem, where the smaller the gauge the larger the barrel's diameter.
Acc, Bonus: Some weapons granf a- -+ accuracy bonus to attack rolls made by proficient users.

‘Magazine: This lists the number of bullets carried in the weapon, When lisled as 5+, this indicates that the magazine car-
¢ ries the listed number of cartridges and the WEAPOR: Can carry another cartridge in-the chamber.
B: A box magazine, sometimes called a “clip,” is a container for firearm cartridges with a spring in the bottom to push the
carfridges up into the weapon. You Qan remave it from the weapon as a move-equivalent action, and replace wﬂh another,

Sizez This column indicates the weapon s sizg—T is Tiny,:S is Small, M.js. Medium-sized, and L is Large.
Weight: This column gives the wﬁapon 5 weight' 4
C | Cost; This column gives the weapen's cost in US dollars,

Lancealing Weapona

Few racers can carry their weapons
openly ‘alinost averywhers they go. An
obwious weapan is rarely appropriale—
and even when il is, a racer might want
te-conceal a backup weapon to supple-
ment the M-16 shung over her shoulder,

IF's assumed thal, when atrempting to
conceal a weapon, the character wears
appropriate clothing—something moder-
ately loose and bulky. Tighter or
skimpier clothes make concealment
harder, while larger clothes, like cloaks
or long coars, make it easier.

Drawing a concealed weapon is
harder than drawing a regularly hol-
stered weapaon, and normally requires
an attack action. Keeping the weapon
it an easier-to-draw position makes
cancealing it a bit harder.

o conceal a weapon, make a Pick
Pockets check. A character concealing
a weapon belore she heads out into
public should usually rake 10, unless




she’s rushed, rrying to conceal it when
othars might see her, or under other
unusual consiraints. Characters
untrained in Pick Pockets cannot roll
ta conceal a weapon, If you have no
ranks in Pick Pockets, vour resull is
automafically a 1o,

The weapon's size imposes a penalty
to the total, as shown on the fable
~ below. The type of clothing worn, and
any attempt to make the weapon sas-
ier to draw, can also affect the roll,

Condition Concealment
Modifier
Weapon is Tiny = +4
Weapon is Small no penalty
Weapan is Medium o
Weapon is Large -5

Clothing is tight
orsmall 1. 1 -4
Clarhing is especially

L cileese or bulky 42

Clathing.is specifically
medified for cnncealmg

weapon s
Weapon can be drawn
narmally -2

Weapon can be drawn
-as free action with
Quickdraw feat -4

MNeticing a concealed weapon requires a
spot check, The DC varies: IF the target
mare a rell, the Spot check is simply
opposed by her resull, If she tock 10,
use this formula;

Spot DC = Pick Pockets skill modifier
- concealment modifier + 10

the skill employed is Search, and the
searcher gefs a +4 circumstance bonus
tor the hands-on act of paiting the tar-
gel down. :

The size modifiers on the rable above
only apply to weapons. Weapon size
designations are not complerely cam:
patible with size designations for other
abjects. (A chair, for example, is a
Small ebject, even though it is much
bigger than many Large weapons.)
When using these rules 1o conceal
objects other than weapons, pick.a.
modifier based on a comparably sized
weapon, not on the object size,

Firearm Dercriptions

Assault Rifle: Typical of the assault
rifles used by militaries around the
world,

Pistol: The classic heavy-caliber
semi-automatic pistal.

Pump: The pump-action shotgun fires
12 gauge, sHineh shells,

Sawed-Off: A 12-gauge, double-bar-
reled shotgun with the stock and bar-
rels sawed short, All that's left of the
stock is a pistol grip, and the barrels
are roughly 12 inches long. This is a
homemade conversion of a sporfing
shotgun {price reflects the purchase of
a full-sized, unmodified weapon}.
Possession of a sawed-off shotgun is
generally against the law,

Tommy Gun: A typical submachine
gun. It fires the same cartridges used
by the pistol.

Zip Gun: A homemade, 22 pistol
manufactured usifg a piece of metal
tubing, a nail for-a firing pin, and surgi-
cal rubber tubing:to drive the nail info

| _ the cartridge,

Fatting someone down for a hidden :

weapon is a similar check. However,

Table 4-2: Melee Weaponr

Range

Weapon Cost Damage Critical  Increment.  Weight
Brass Knuckles $30 +1d4 20 - 1 kg
Tire iron - Beo 6 20 1o ft i kg
Harchet $i5 1l 20 1o ft, z kg
Knife $50 g o ageo o f1, ke
Heavy Cleaver $z0 1l 20 - 1 kg
Machete $a0 0 dB 120 = 1keg
Wrecking Bar Bag 1 1df 20 7 kg
Munchaku ST 20 - 1 hg
Chain*a $30 1B 1d6 20 - 2 kg

* See the description of this weapon for special rules
& Double Weapon

Grenaders and
Grenade-like Weapons &
A grenade-like weapon is one that
“splashes.” I has a broad enoush effect
thatdr can hurt characters just by land-
ing close to them.

Gnenade Igpea
Acid: You can throw a flask of acid
as a grenade-like weapon, A flask is
made of ceramic, metal, or glass
{depending on.the substance it has to
hold), with a fight stepper, and holds
about 1 pint of liquid. This entry repre-
sents any caustc substance: Acid may
be: purchased in many places, including
hardware stores, i :
Dynamite: Perhaps one of the most fiif
commen and straightforward explo-
sives, dynamite js very stable under 1=
normal conditions. A stick of dynamite
requires a fuse or detonator to
explode, Extra sticks detonared
tegether increase the damage by +dé
and the radius by a fool. Dynamite does
require a license fo purchase, but is
available outside the military and police,
Fragmentation Grenade: The most
common military grenade, this is a small
explosive device that-sprays shrapnel
in all directions when it explodes.
Fragmentation grenades are unavailable

soutside the military or organized crime.

Proficiency
Type Size Type
B Tiry Simple
B Medium Simple
3 Small Martial
3 Tirvy SHmple
3 Small ' Simple
5 Medium Simple
B slarge Martial
B Small Exotic
B Large Exotic

Range Increment: Thrown weapons have a maximum range of up to five range increments,




~ Table 4-3: Grenades and Grenade-like Weapons

Damage Damage Range
Weapon™ Direct Hit Splash“ Increment
Acid 16l 1o 1.
Dynamite {1 sfick) i ':-":-'-NA.;_:-s:' el
Fragmentation Gl‘enades adfi MA o i,
Molotoy Cocktail S S 10
-~ Smoke Grenades NA BAS~_
White. Phosphorous Grenades —  gd6. 0 NA o o

Radius Weight Cast
5f'ij # 1 ||:l

S lO:FTr S 1_";:..:
2o 1. 1.

i g0, a [pIVIL

T AN

ey Mlﬂ "Grenades and grenade-like weapons require no proficiency to use. Sf-a text for full derails on using these weapins. /
P “Grenade-like weapons deal splash damage to all creatures within 5 feet of where they land,
|| Range Increment: Thrown weapons have a maximum range(of Up fe five range increments.

Molatav Cocktail: A Molotow cocktail

| s an incendiary device made by pour-

| rgpur'a alcohol, very high proof liquor,
'dl

soline info a bottle, inserting a rag, |

i .and lighting the rag on fire. A simple
N inteliizence check (DG 5, and characters
with ranks in Repair or Demolitions may
| s those skill bonuses instead) is all
fhat's necessary to make one, The
homemade device ignites in 2 rounds,
or onimpact, whichever comes first, On
the round following a direct hit, the tar-

damage. The target can take a full-round
r’&ﬂ]ﬂ acfion 1o aftempr fo exfinguish the
. flames before raking this additional dam-
age: It takes a successful Reflex saving’
i throw (D€ 5] to extinguish the flames,
Rofling on the ground allows the rhar;ar;—
L ferase bonus, Leaping info a lake or |
- dousing the burning character with'a
fire exfinguisher automatically smathers
the flames,

R

gt takes an additional 16 points of fire

Smoke Grenade: These creafe fempe-
rary concealment, The cloud obscures
all sight beyond 5 feet. A racer or,

cealment {aiacks suffer a 20% miss
chance), Racers and vehlcrﬂs farther
away have total concealment (50%
miss chance, "rnd the attacker can't use
sight to locate the tanger). A maderate

wired {114 mph] drspersas the smoke jn g~

rounds; a strong ‘wind (2ie mph) dis-
perses the smoke in 1 Tound, Smoks

- and purple. Smoke grenades can occa-
“sionally be purchasad in mJIura'r“y sur- .

i :I}lﬂa Efﬂl'ﬁ,:ﬁ I \

White Phosphorous Gr&nadﬁs Whlm
phosphorous grenades use an explasive
* lcharge to distribute whire phhsphﬁmus
aver the radius of effect. White phos:'
phorous burns on confact with okygen.
On the round following a damage. from:

vehicle within 5 feet has One P s

‘grenades are available in several cols i1
orsAncluding white, red, yellow, green,”

.a WP grenade, all damaged characters

ke an ‘additional 1d6 points of fire
damage, Only full submersion in water | ™

ar mud stops the damage; Medical

treatment is required fo remove the

particles of phosphorous. e

In adtlition, WP grenades create

clouds of smoke, The cloud obscures 4l
__sight beyond 5 feer. A racer or vehicle
within 5 feet has one-half cunccalmen!
{attacks suffer a 20% miss chancel.| |
Racers and vehicles farther away haue
total goncealment [5cm miss chance,
and the affacker can’l use sight 1o
locale the fargerl A moderate wind (1=
mph). gllspfrse‘i the smoke in 4 rounds;
“atstrong wind. (21 mph) disperses the
smoke in 1 round.

WF grenades are available only
through the military and organized
criminal groups.

!




ﬁn 174, the United Srates gov-
ernment committed the grearest

crime against its cifizens that you can
imagine: It established a-national speed
limit of & miles per hour on LS. high-
ways, Last year, automobile manufac-
turers began making cars with catalytic
converters, forcing the nation to fill up
with wimpy unleaded gas.

Mo more! This sweltering Summer of
76 is about the smel of burning rub-
ber, the scream of furbochargers, the
wind in your face, the ‘scenery a blur
pul yolr window, and the sweel laste
of victory!

Bur first, you've gal 1o learn how 1o
drive,

JKills

The complete pzo Monern garme USES
skills such as Drive, Pilet, and Handle
Arimal to cover assisted movement.
Since Thunderball Rafly Focuses on rac-
ing cars from one coast of the United
States to the other, we use Drive exclu-
sivaly in these rules for convenience,

A Note About Technology
These rules primarily present technol-
ogy available in the 1g7os. Airbags,
infrared sensors, windshield heads-up
displays, halogen headlights, curb Feel-

ers, under-car flucrascent lights, and
satellite Aavigation systems are decades
ahead of this game,

Vehicle Costr

Vehicles described in this chaprer can
be purchased for the costs listed,
Supply and demand may cause the
listed price to fluctuate. The Infernet is
a good place to look for the price of
your favorile ‘yos wehicle.

Vehicle fystems

Wehicles range From simple 1o complex,
and size isn't always what sefs the com-
plexily, Aircraft are inharently more
zomplex than ground vehicles, for
insrance.

Engines: The primary source of
pawer For vehicles in the modern world
is internal combustion. Whether simple
mternal combustion engine, diesel,
rotary, or turbing, they're all based on

‘simnilar principles: However, some vehi-

cles are powered by human muscle,
some are powered by animals, and oth-
ers are powersd by wind 'or graviry,
Sensors: Essentially, sensors allow
you to make Spot or Search checks ar
ranges or insituations in which they
are not otherwise possible, The most
comman sensor used in the modern
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world is radar. Sonar is a close second,
with the advent of tiny sonar systems
used by fishing boats, Technically,
headlights or night-wision systems also
fall into this category. :
Communications: Before cell phones,
some, vehicles carried radio frans-
ceivers operating on VHF, FM, or CB
frequencies, The need for vehicle-
mounted communication sysiems drops
off after the advent of cellular phones,

Vehicle Movement

This section presents rules for moving.
vehicles an 1he same scale as charac-
ters and creatures, though in most
cases vehicles:move considerably
faster. These rules explain how to han-
dle simple manesuvers and stunts

{maneuvers requiring Drive checks),

what happens when stunts fail, and how

o resolve combat batween individuals

and wvehicles,
Using -a Square Grid: As with per-

sonal combat, vehicle combat plays out :

on a square grid, with each square
being 5-feet on a side. Vehicles often
have extraordinary speeds, ranging
from a mere 30 feet per action to
much, much fasker. |F there are no
slow-moving combatants involved, con-
sider changing the size of each square




o

o 50 feel on a side, and divide the movement cost of
maneuyvers by 1o,

Mapping Vehicle Combat

Considering that a normal move for most vehicles is hundrads
of feet per round, mapping can be a trying process. If every-
ane invelved in a combal is riding in or driving a vehicle, all
hat's important is the relative position of the vehicles, and

any obsracles the GM wants thrown in their path, In such a
case, you may choose fo use the map grid to indicate the dis-
(lance between the vehicles and their positions relative o each
other. You never have to move the vehicles on the map when
using this option unless their relative distance or positions
change. Place obstacles when the vehicles approach them, and
remove the obstacles once the vehicles pass them, You may
find this makes mapping vehicls combat much easier,

' Battlemats and Vehicle Combat: Battlemats work well with

Matchbiox® and Hot Wheels® cars. Trear each 1-inch Square
on the map as a 1o-foot square. You can experiment with
model railroad scale cars and figures as well, but they're a

smaller scale making the map squares roughly zo-feet,

Thunderball Railfy-also includes many to-scale overhsad car
ilustrations sized to fit on a standard grid of 5-foot squares.

Vehicles that Occupy Multiple Squares: Mast vehicles are large
enough 1o occupy multiple squares on the map grid. Even the.
average automobile is more than 5 feet wide and's feel long.
Exacily how many spaces a vehicle oceupies is covered in the

. vehicle's specific description at the end of 1his section.
When moving vehicles that occupy more than ehe squars,

ceunt the squares from ground vehicles' rear squares, When
turning, piviet ground vehicles on the rear square toward
which they: are rurning {s0°a car making a left turn pivols on
ihe left rear square). When firing weapons, count squares
fram the location of the weapon,

Multiple vehicles cannot occupy the same square unless
they are at different altitudes,

Vehicle rizes

Vehicles use the same size calegories that characters and
creatures do. Table 5-2: Vehicle Sizes shows size category,
size modifier, the Iﬂngrh in feet, and examples of vehicles in
that category.

Getting Started
Mast wehicles require only a move action to enfer and a stan-
dard action to start. From that moment they are ready 1o roll,

Vehicle Speed Categoriers

Arthe beginning 'of a driver's action, the player must declare

how much movement he intends fo use during his action, As
shown in Table 5-3: Vehicle Speeds and Moadifiers,a vehicle's
speed determines how far the vehicle can travel in a single
mave action (in feet], the vehicle crew's modifiers to attack
ralls and skill checks, and the vehicly's bonus 1o Defense. The
vehicls can-change speed only at the begmmng of the dri-
ver's action, not during.

At the beginning of a combat, the GM must decide how
fast GM-controlled vehicles are moving. Use the maximum
speed of the slowest vehicle in the group-as the defaulr.

p
Buying a Used Vehicle

Buying a used vehicle is always a dodgy proposition, How
much do you Irust the seller? Is she covering up a faully
engine o jury-rigged wiring? Or is the body held rogether
with duct tape and Bondo?

To simulate this situation, the GM can roll D% to deter-
mine the used vehicle’s general quality. The resul indicates
the flaw for flaws) possessed by the vehicle,

In mos! casss, a malfunction or flaw can be detected by
a successtul Repair or Craft (engineering) check (DC 20)
and a few hours of poking around. The GM also can llow
characters 1o use alternative skills for these checks. For
inslance, a Computer Use rheck might notice problems with
the sensors or fire control systems. Unfortunately, many
sellers discourage the attention of such careful buyers.

Al the GM's discretion, most of these flaws can be
repalrad ‘though they are considered complex repair jobs
at best. See the F:epalr sleI in Chap’rer 2t Skills for more
lnfurmahgn

F‘rn::e @f a Used Uehlcla .

Thie exal;;,r p]"icf: af a used vehlde is up to your: GM Tha
GM sats a price that's at faast sa% of fhe original ua‘h:cle
_pru;_ Jand as much as. ga‘}o 'f_‘-rh& uﬂgmal vehdtr’p g

Table 5—1 :_Llsed Vehlcle F!aws

.Jur',-' rlgged sys!em:-, —4 p-th}.-r m RFF]HII" che:.kb
nede fo fix vehicle.

- 350

Shaky 5rce:1ng —4 penal!y Iu Drlw- sk|rl chu»:.k:. ’ru
turn or reverse direction, establish or break pur
Suif, ram a target, .:t'n.l"Clld hazdnd._ Or regain | wnrrc-l

'.Drh'f-r Thc GM is Enmumacd m' he hendmh :

Maneuverr

During wehicle combat, a vehicle moves about on the same
map grid used in normal combat, through higher speeds can
carry it quickly beyend the edges of the map. 4 vehicle can
move only during a move action; basic movement requires
no skill check.

A driver can make ong attack action and one move action
per round, or two move actions if he chooses not to attack
{just as in normal combat, but if the driver and Bunner-are
twa different people, the driver can make two move actions
while the gunner attacks),

There are two kinds of vehicle movement: simple maneu-
wers and stunts.




Table 5-2: Viehicle fizer

Standard Scale  Modifier Length {ft)

Forward and Reverse:

Celassal + iR
Gargantuan +2: ai-fio
Huge: ¢ +d

Large +8 Up fo 15
Medium +12

Small +1ff:

Tiry a0

EBliminufive: 2y

Fine el

Simple Maneuver: Simple maneuvers
(moving Forward, moving backward,
slipping, and turning} allow a car 1o
move a specified number of sguares on
the map grid, as determined by its
speed. As simple maneuvers are easy
to perform, they do not require Drive
checks,

Az a move action,/a driver can per-
form any number of simple maneuvers
provided that the total number of
sguares moved does not exceed the
vehicle’s speed.

A wvehicle does not have to'spend all
its movement during irs urn; unspent
movement simply indicares that the
vehicle is moving at less than top
spead,

Stunt: Stumts are difficull and some-
limes daring maneuvers that enable a
driver to change his vehicle's heading
or grignlalion al no movement cost. A
stunt can be attempted as a free action
during the driver's move aclion. Stunts
always require Drive skill checks. A
driver can attempt only one stunt per
TevE ackon.

Jimple Maneuvers

As a mové action, the racer driving al
vehicle can perform the following
maneuvers, expending movement or
making a Drive skill check to negate the
mavement expenditure,

15-30  Most aufomobiles

Hurnan being

Examples All vehicles are capable
Yacht af forward movement;
Trucks the driver’s only deci-

sion is how Fasr 1o gio;
A driver can always
choose to advance
more slowly than his
vihicle's maximum
spead, Bad rerrain and
obstacles might also
slow the vehicle,

Traveling in reverse is somewhat
maore limiting. as most vehicles aren't
geared to go full speed in reverse. Any
vehicle can travel backward ar alley
speed ar two spead cafegories less than
the vehicle's maximum speed categary,
whichever is greater,

& vehicle cannot combine forward
and reverse movement. during a single
mowe acfion,

Diagenal Movement: Moving diago-
nally (across the corner of a square)
costs additional movement, The firs!
diagonal move a vehicle makes during
each action costs 1 square of move-
ment, The second costs 2 squares of
movement. The third costs 1, and so on.
Thus, maving = squares diagonally is-
treated as having moved 3 squares.,

Simple. Ship: A driver might wish to
mave to the side without changing the
wehicle's facing, for instance 1o change
lares. This is called a slip, and it allows
the vehicle to avoid obstacles withour
slowing down fo change facing. The
simple shp moves the vehicle 1 square
Forward or back and 1 square to the
right or Ieft, and costs 3-squares of
mavement. With sufficiant movement, a
driver can perform multiple simple slips
in the same action,

Tracked wehicles cannot perform
simple slips.

Diagonal Simple Slip: When the vehi-

Motorcycle

Table 5-3: Vehicle Speedr and Modifiers

Speed Movement Defense  Check/Roll
Category Feet r-foot Squares Modifier Maodifier
Stalionary o 0 +0 +07
Alley =30 R 2 kD
Cruising 31300 fi-Bo k4 -1
Aftacks - qo1-F50 Bo-iga b S
Ramming"* 75111500 150-300 +h -4

“Asrpficrary wehicle sannal make Urive checks geospe fociuen,

“Ramming speeid is impassibk for seme vehicles notbis game, whiks otbers can only ackiewe it through a doabla-meve,
31alima'ry: The webicle is matonbss,
Aleyz Thi sped is ased for safely manewvering o vebidle in tight spaces, suct o albeys or parking gacages,
Crusing: The wehicls & fraveling ara rormal Ceuising speed.

Antackt The vebrcle i mesing ar combset soul.
Rasmening: Tha wehick is iravelng al lap speed

cle faces a corner of its square instead
of a side, a simple slip movesitinta the
forward left or right square and costs 3
squares of movement,

Diagonal Side Slips: Yehicles facing
the corner of a square move info 1he
Forward left or right square, and then
move one more square lefr or right (in
the same direction only).

45-Degree Turn: Any wvehicle can
make a simple 45-degree turn by
expending 1 square of movement.
Before a vehicle can turn, it must move
at least 1 square forward. Turning com-
pletely around and moving back the
oppasite direction (a half-circle) costs 8
sguares of movement,

JStunts

The following actions always requirea
Drive check to perform successfully.
Stunts-allow: a driver to perform special
maneuvers without expending move-
ment. Drivers must immediately check
for loss of control if the Drive check:
fails by 10 or mare, Remember that
Table 5-3: Vehicle Speeds and
Madifiers ‘affects all the Drive checks
described here.

Cuick Turns: A quick turn allows a
wehicle to turn withour first moving
Forward 1 square. The Quick Turns dia-
gram illustrares the DCs of a right or
left turn, ranging from 45 to 180
degrees. A 8o-degree Quick Turn is
known as a "bootlegger reverse!”

Failed Quick Turns: When a pilet Fails
a quick furn stuni, reduce the angle of
rhe Turn 45 degrees for every incre-
ment of 5 below the DC. For'instance, a
driver altempiing a 18o-degree turn
(DC 2o} rolls a w. The vehicle can only
turn go degrees. As with all failed
sturts, the driver must immediately
check for loss of control if the Drive
check fails by 10 or more,

Arrack Runs: A vehicle can ignore
normal defensive maneuvering to line
itself up with its target, gaining a bonus
to attacks made against the target. The
attacking wehicle must move straight
toward the fargel, without turning or
otherwise maneuvering, for ar least half
of its declared mavement for that
action. Until it-aciually passes the tars
gel, the attacking vehicle can fire its
forward-facing weapons ar the rarger,
at any point along the attacking vehi-
cle’s movement.

This stunt requires a successful

Drive check (DC 10) as part of the

[2

-




I

1

L]

e e
wehicle's movemant. If succassful, the
vehicle gains a +2 circumstance bonus
fo attacks made with weapons in the
frent firing arc but also suffers a -z
penalty to Defense. & vehicle makﬂng
any affack run cannof fight defensively.
'Up o Two Wheels: This stunt _
requires a successful Drive check nc
u;n} as part of the vehicle's mDVEITIEr'I[
and some low ramp to Taise one side c:f
the wehicle. Treal the vehicle as being
half as wide while up: on two wheels:
C< Vehicles may not travel at more than
Cruising speed while up on two wheels,
Anather Drive check (DC w0} js
required as parf of the vehicle’s move-
ment o return to having four wheels
an the ground, Other crew may assist
with this roll.
Jump: .Jumpmg acar requires a suc-

ih

]

Mh

' simple Slip

- Mcéve— Polnta)

check: He rells a 15. Accarding fo the |
Jump rules, the car covers 15 feet. !
When we divide Boa by o, we get 10,
15 ®10.= 150 feer, The GM checks the

width of the collapsed bridge and Tirids!

theintercepror easily makes the jump..

- \The driver wipes the sweal from his
_"furé'hf-ad and continues his hot. Qursuﬂ

| Relling: Screen: This stunt allows thes t
.drwer 1o substitute Drive checks for”

Hide checks: The driver moves so- thal

"3 tanather, farger vehicle is bemﬁeﬂ him

and whoever he is hiding from:He

‘paces hisyvehicle with the concealing

cessful Drive: cheok, but there'is fo ser |1

DC. Instead, use the rules-for the Jump
skill in the Plaver’s Handbook; subsiilul-
~ing the Drive check for the Jump -
qherk Vehicls jutnps always count as
ru‘nnm;’ jumps,’and vehicles must be |
mowing al least Cruising speed to jump.
In-addition, divide the vehicle’s current
speed by Bo {the base speed for a
Medium-sized character making a full
move). Multiply the distance jumped by
the result to get the distance the car -
jurps. Other crew members gannot.
 assist with this roll. i
| Example: A police intercepror muwng

~atBioo feel fries fo jump across a col-
lapsed bridge. The crew is Skilled (see
Table 5-7 Wehicle Crew Quality, below)
&0 rh.e driver: gets a =4 10 his Drive

vehicle. When Trying to resolve whether
or not an uppumnl spofs the hiding
vehicle, the GM compares the oppo-
nent's Spol of Search. check with the
hiding driver's Drive check, Other crew
members may assist with this chack. The

‘concealing vehicle may cooperate, and-| -

“assist, or not, according 1o the GM,

Check the-Axle: Driving under the
trailer of a big Fig requires a Drive
check (DG-z0) as part of movement, | i
The GM rules whether youricar is low

enough-fa shide beneath (import racers

dlmost always arel.Orher crew mem-
bers may assist with this roll. The
driver of; the big rig may assist, or not,
according 1o the GM. ,

Avoiding Hazards: Vehicle combat
rarely occurs on a perfectly flat, fea-

 fureless, fplain, especially not in

Thunderball Kalfv! Rocks, trees, build-

ings, people, vehicles, wreckags, and

other obstacles can get in the way,
When a vehicle fries to move®

- throush a square occupied by a haz-

ST vt AT

| Sideslip /| .| |
; ._IE-._M?y@_HaiEL;;J. et b

ard, a driver must succeed ar g Drive
check o aveid the hazard and con-
tinue moving, The'GM can rule that ./ © 1<
certain vehicles'cannot pass through a

square-occupied by a large, sofid

obstacle flike a concrefe wall or a
huuldmg} Attempting to pass through
such.a square automatically results in
a collision; the effects of which should
be resolved-using the rules for
Ramming and Collisions, below.

Unlike other stunfs, a driver can
make as many Drive checks each
round as needed o avoid the obsta-
cles that appearin his path. To deter-
mine the DC for the Drive check fe
avaid a hazard, 'roil 1dzo and consult
Table 5247 Drive Check to Avoid
Hazards. If the Drive check fails, use
the Ramming and Callision rules fo
determine damage;

Table 5-4: Drive Check to
Avoid Hazards

Pan DC to
 Rall Avoid Hazard
1 40
g 35
A 30
S SEh
& 20
Py G R
1517 0
Fih s e

20 o]




Failing a Drive check to avoid a haz-

| cardialmost always means that the vehi-

cle has collided with 1he chstacle I the
hazard is another vehicle, the-driver of
the second vehicle can also altempt a
Drive check to avoid the collision. If
bath checks fail, the collision accurs.
Some hazards require special rules fo
adjudicare, parficularly when failure to
avoid the hazard leads to something
ether than a collision. Regardless of the
nature of the hazard, the Drive check
‘determines whether the driver circum-
venls the hazard successfully, Some
spacific examples are presented here:

CHiFs and Chasms: Circumventing a
cliff or-eressing a chasm is fricky; roll
ihz instead of 1d20 on Table 5-4: Drive
Check to Avoid Hazards, A failed Drive
check results ina fall that damages both
the vehicle and its passengers (See

Falling Damage in Chapter 4; Adventures

of the Dungeon Master’s Geide).

foxic Spills: Determing the DC to
avoid the spill normally. A Failed icheck
lands the vehicle in a pool of roxic
waste, The vehicle itself is unlikely to
sustain damage. However, passengers
who de net have full cover might suf-
fer adverse effects; refer to the poison
rules in Chapter 3¢ Running the Game
of the Dungeon Masrer's Guide,

Failed Stunts

A failed Drive check on a stunt means
the driver failed to execute the stunt. IF
the Drive check fails by 10 or more, the
driver might lose control of the vehicle
{a driver cannat lose control due to a
failed opposed check). The driver must

make another Drive check at the same
DC as the original (Failed) check. If the
sécond chack succeeds, the driver
maintains contral of the vehicla, but sill
tails to accomplish the desired maneu-
ver, IF the second check fails, the
driver lost confral of her vehicle,
Compare the driver’s measure of fail-

ure (the amaunt by which she failled the

cheek) to Table 5-5: Loss of Control to
determing the effect.

Failed Stunt Effectr

Roll: The vehicle rolls in a straight
line along its last declared vecrtor for a
number of feer determined by its last
declared speed category: Alley 1dio,
Cruising o, Attack dinxan,
Ramming idiaskgo: A roll- deals 1dé
points of damage-to the vehicle plus an
additional 16l points of damage per 1o
feet rolled; the vehicle's occupants take
14 points of damage per dis of damage
applied to the vehicle. If the vehicle
sustaing enough damage, it might ~
explode (see Exploding Vehicles, below).
IF it:does not explode and sfill has hull
points remaining, il slops moving, There
is a 50% chance that the car will land
right side up. If it does, a successful
Drive check to regain control allows the
driver 1o "restart” the vehicle,

IF the roll brings the vehicl into con-
tact with ancther object, see Ramming
and Collisions, below,

Skid: The vehicle skids forward along
its last declared. vector for a number of
feet defermined by its last declared
speed: Alley 2dq, Cruising zdaxe,
Artack 2d4x5, Ramming 2d.q0,

Although its facing remains unchanged;
the: vehicle loses the rest of its move-
ment for the action. If the skid brings the
wehicle info centact with ancther object,
see Ramming and Collisions, page so.

Spin: The vehicle spins wildly and
loses the rest of its movement for-the
action. Roll 108 1o determine the
degree of the turnia, na change: 2,
right 45 degrees; 3. right go degrees;
4, right 135 dedrees; 5, left 45
degrees, &, left go degrees; 7, left 13J
degrees; 8, 180 degrees. Rearient the
wvehicle accordingly.

Exploding Vehicler

If & vehicle ever suffers twice as much

‘damage in a'single aftack as it has

remaining hull points, it expledes. This
inflicts 10df damage 1o everyone within
the vehicle (Reflex save, DC 20, for
half damage), and half that much re .
everyone and everyThing within 30 foet
of the explosion [Reflex save, DC 1z,
for hall’ damage).

Difficult Conditions :
Obstructions, harsh terrain, and paor
wisibility can hinder a vehicle's speed or
a driver's ability to contrel a vehicle. If
any of these factors exist, the vehicle's
speed might be reduced and the pilot
might suffer a penalty to all Drive
checks, as noted in Table 5-6:
Conditional Madifiers to Vehicle
Movement and Drive Checks.

Viehicle Combat
The GM has two options Tor determining
initiative in vehicle combat. First, the GM
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n' the five levels of crew guality for GM-

can use individual inifative just as in

rormal combat, in which each character

rolls separarehy, This is probably the best
method i most characrers are aboard

the same vehicle, but it can result in a

af of delaved or readied actions as gun-

ners veail for drivers to perform maneu-
wers, fAn easier way is to roll initiative
~ for each vehicle, using the vehicle’s size
\redifier as the inftiative modifier, This.is
() particularly appropriate when characters
are in separate vehicles and allows
~op Everyone on the same vehicle fo act
more or less simultaneously,

Table 5-3: Viehicle Speeds and
Modifiers [page 5ol notes bonuses fo a
. vehicle's Defense and penalties (if any)
_['l.’:'ﬂ to'the crew's afrack Tolls and skill = 1
- checks based on the vehicle’s speed.
U You will refer 1o this table frequently
during combar.

Ml
~ Crew Quality
Rather than force a GM to create, or
remember, sfatistics. for every racing
crew, most vehicle descriptions provide
3 general “crew quality” destriptor,
Th|s indicates the crew's aptitude with
vehicle systems, mcludmg driving,
_weapons, and defenses.
~ [Table 5-7: Vehicle Crew Quality lists

controlled vehicle crews, along with the
A apprapriate check modifier. Use the
| Gheck Madifier for all skill checks
" related to the operation of the vehicle

lincluding Drive and Repair checks).
Use the Attack Bonus for all atfack rolls
performed by the crew,

| This doesn’t restrict GMs from: creat-
mg unigue racing crews, See Chaprer
fi: Hitting the Streets for examples of
pregenarated TACer: crews.

and Drive Chechs

Table 5-5: Losr of Control ((Wheeled Ground Vehicles)

Drive Check Skill Check Vehicle Defense
Failed By... Effect Penalty Penalty
Upta 5 Skid —g -1
B “8kid and Spin’ e S Hri
1+ Raoll - MA

Vehicle Attack Rolls
There are three kinds of attack rolls
involving vehicles: attacking with the
vehicle itsell, attacking with vehicls-
mounted weapons, and attacking with
personal weapons whilein a vehicle.
Artacking with the Vehicle: Antacking
with a wehicle, such as ramming or &
sideswiping a farger, requires an attack

rall modified by the driver's base: attack.
- bonus, Dexterity modifier, and speed

(see Table 5-3: Vehicle Speeds and
Maodifiers).

Attacking with Vehicle-Mounted
Weapons: Vehicle mounted weapons
are modified by their firing arc (see .
Facing and Firing Arcs, below). Using
wehicle-matnted weapons requires the
appropriaie exofic weapon or exofic

firgarm proficiency, or suffers the 00

staridard -4 non-proficiency penalty.
The person using the weapon makes an

“altack roll modified by base attack

borius; Dexterity moditier, and speed |
(see Table 5-3: Vehicle Speeds and
Modifiers), Firing a-ranged weapon

1 framia moving vehicls sutfers a'-4

penalty unless you have the Mehicle
Gunnery akill: _

Attacking with Personal Weapons:
Using a personal weapan while in a
vehicle is'a normal attack roll, modified
by wehicle spaed (sae Table 5-9: Wehicle
Speeds and Modifiers). Firing a ranged
weapon from a moving vehlcia suffers:
a -4 penalty unless you have the
Wehicle Gunnery skill,

Table 5-6: Conditional Modifiers to Vehicle Movement

" combat, one can “fight defensively”

; Movement  Drive Check
f Condition Example Mulriplicr Penalty
Obsrruction  Moderate Undergrowth, city street | xgfy -z
Heavy = Thick undergrowth, - - -
: - crowded ity streer xn"z._ S
Terrain®™ DHfficult Linever ground x\; 4 -2
; Poor Sreep slope, mud SagpaTae
Very poor  Deep snow, desartsand  xafy ~f
Visibility  Poor Smoke, lightfos = - NA . -
Very poor Darkness, thick fog NA -

“Tracked ground vehicles cross "Difficult” surfaces without penalty. They treat
“Poor’ surfaces as “Difficult” and “Verey Poor” surfaces as merely “Foor.”

Vehicle Combat Rctions
As with personal combal, a character
can take both a move action and an
aftack action in eachiround of vehicle
combat. Instead of faking an atrack
action, a character can take a sv.ﬂu;nnd
move action,

Driving Defensively: Just as in melee

while driving a vehicle, which grants a
+2 dodge bonus to-the vehicle's
Defense and applies a -4 penalty on
artack rolls. A driver-can also choose
“allzout defense,” which grants a-+4
dodge bonus to Defense but does not
allow the driver to attack (gunners suf-
far & <8 penalty on attack rolls), These
miodifiers last untilthe driver’s nest, /1
round of actions!

Making Attack Rolls: F"nnsr a vkl
cle’s weapon requires an attack action
and ‘uses thedriver’sion gunner's base
ranged attack value lincluding Dexteriry
medifier).”

A wehicle operator with 5 or more
ranks of Drive gains a +2 synergy
bonusawhen firing vehicle weapons or
artacking with the vehicle itself. Some
military vehicles possess fire-conirol
computers, and they grant a computer
borus 1o artack rolls {determined by the
computer’s qualityl with vehicle
weapons enhianced by the computer,

Full Arrack Actions: A driver can
make a full attack only if the vehicle
continues along its last vector at irs last
déclared speed, Performing a maneuver
orstunl, including changing speed or
direction, Teguires concentration and
prevents-the driver from taking a full
atfack action.

Table 5-7: Vehicle Crew

Quality

Crew Check Attack
Quality Modifier Bonus
Unirained -4 -2
Mormal o wm L
Skilled* +4 +2
Expeite el iy

- Groowvy #12 #8743

“Race crews should be skilled ar worst,
and most should be experts. Leave nor-
mal for the bystanders!



Gunners also can take Full attack
actions, As a rule of thumb, it a weapon
is under a character's direct control

(such as front-firing weapons or
mounited weapons), the character can
take a full attack action with that WO,

Multiple Afracks: A character can
make multiple atracks with a single
waapan, a group of fire-linked
weapons; or a sel of adjoining weapons.

f two or more identical weapons have
identical facings, they are considered
adjoining weapons. The gunner of a
tank can make one atfack with the tank
aun and one artack with a machine gun,
for example,

Taking a Full artack action is only
useful it a character can make more
than one attack. Characters with a base
attack bonus high enough to gat multi-
ple attacks {+6 or highar) may fake the
full arrack action 1o make mulriple
attacks’ during vehicle combat.
Characters with the Rapid Shot fear
can use |t fo make an extra attack with
vehicle weaapons,

Ham Arrack: A wehicle can, as a full
artack, ignore normal defensive maneu-
vering to ram a target (either a charac-
ter, creature, obstacle, or another
vehicle). The attacking vehicle ‘must
move directly toward the target during
it action.

~The driver must make an attack roll
fo ses whether the target is rammed,
ignoring the targer’s armor bonus to
Defense. The ramming vehicle gains a
+2 circumstance bonus fo the atrack
roll but also suffers a -2 penalty 1o
Defense until the beginning of the dri-
ver's next action. A vehicle making a
ram attack cannol fighr defensively,

[ithe ram attack succeeds, resohve the
damage as a collision {see Ramming and
Collisions, below), IF the attack Fails, the
vehicle that attempted the ram continues
dlong the same course a number of
squares equal 10 s unspen! movement,

Vehicle Combat Actions
Actions during vehicle combal are han-
dled the same way as actions during
personal combat. In general, a charac-
ter. can fake Two move actions, one
mave action and one attack action; ar
one-full-round action in a round, Free
actions can be performed normally, in
coenjunction with another action,

Free Actions: Communicating orders
and switching weapon fire modés are
examples of free actions. Characters

can perform.as many free actions as
the GM permits in 1 round.

Move Actions: The vehicle moves a
number of squares as defermined by ifs
speed. A meove aclion can be used o
propel the vehicle forward or back-
ward, complete simple maneuvers such
as turns and slips, or perform a stunt.

Attack Actions: A driver or gunner
can make a single attack with one of a
vehicle's weapons using her ranged
attack bonus, Various moditiers can
apply to the attack roll. Note that either
a driver or gunner may be able to use
a personal weapon as an affack action
rather than a vehicle weapon,

Full-Round Actions: A full-round
action requires an entive round o com-
plete and cannot be coupled with a
maove action or attack action.

When a.driver chooses to make a full-
round action; the vehicle continues
alomg irs last vector al its last declared
speed, Each crewmember can perform
one full-round action in one round,

inchiding a full anack,

The Fine Art of
Jtopping a Car

Stopping a car when you're not in it is 3

major concern for most law-enforce-
ment agencies, and may become a con-
cern for characters in Thunderball Rally,
Here are a few rules to help you out.

Shoot the Tires: Most people don't
know that it's possible to drive on a
flat tire. The repair bill that follows will
be astronomical, butiris possible.
Treat tires as Defense 26 (416 size) for
rolling to hit, and DR 3 for damage.
They have 7 hit points: Each flat fire
on a wheeled vehicls imposes a -4
penalty on Drive checks.

Caltrops: See Vehicle Accassories
(page gal.

Barriers: Most barriers use the colli-
sion rules (o determine whether they
break, allowing the vehicle to pass, ar
remain intact and sfop the vehicle,
Many law-enforcement agencies are
experimenting wirh lightweight, portable
barriers that expand fo-cover an area
up 1o go-feet across. These portable
barriers have metal spikes sticking
straight up from them, and they use the
calirop rules (page 52l with the excep-
tion that each spike does 2 points of
damage rather than 1. This means that
the barrier destrovs a tire onea roll of
5 or greater.

Ramming and Collisions

Collisions oocur when'a vehicle loses r
control and strikes a solid object or

when a driver decides to ram her vehi-

‘e into something on purpose,

Resolving Ram Aftacks: When a
driver chooses to use her vehicle as a ¥
weapon by ramming another vehicle, a
character, a creature, or an object, fol-
low this procedure:

1. Declare the vehicle’s speed cate-
gory (alley, cruising, attack, ramming,
supersonicl, The speed must be suffis e
cient to carry it to the farget, or the
ram attempl fails automatically.

2. Mave the vehicle straight toward
the targat. The movement must be in a FE
straight line (o backing up allowed). HY
Until the next round, the vehicle suf-
fers a -2 penalty to Defense, The vehi- =
cle can pass through obstacles if the
driver succeeds at the appropriate
Drive checks (see Table 5-4: Drive
Check 1o Avoid Hazards).

3. When the ramming vehicle enters
the square occupied by its targer,
resofve the ram attack, The forward
momentum gives a +2 circumstance
bonus to the driver's artack rell, and
the rarget's armor bonus to Defense {f
any] does not apply. A vehicle can only
artempt to ram a single fargel onee
during a round. |

4. IF the artack succeeds, a cofiision
occurs (see below), IF the arrack fails,
the vehicle confinues along the same
COUTSE, USing Up any Unspent move-
ment fram ifs declared speed.

Resolving Collisions: Yehicle colli-
sions depend on the speed and size of
the objecrs invelved. Use the highest
speed of the two colliding objects (at
the moment of impact! to determine
the damage die type,

Determine the number of dice to roll
using: Tahle 5-g: Callision Damage by
Size, and the smallest object involved
{note that this table uses the same size
scale as Table 5-2; Vehicle Sizes).

Finally, decide the collision’s damage
muliiplier based on the movemenr vec-
tors of the ramming vehicle and the
target.

Once the damage has been deter-
mined, apply it to both wehicles {or
objects) involved in the collision. IF.a
vehicle sustaing enough damage, ir
might explode (see Exploding Vehicles,
page 48%

|




Table 5-8: Collirion
Domage by JSpeed

Highest Damage
Spead Die Type
ey da
Cruising . d8
J Attack o
B Ramming iz
| iderwiper

During & vehicle's movement action, a
() driver can attempt to sideswipe a vehi-
~ tle or'other target, either o deal dam-
age without Fully ramming it or to
cause another driver 1o lose conrrel of
his vehicle.
JiIL g sldeswipe requires enolghi move:
ment to pass through the rarget o per-
BT form the stunt, The size and speed of :
thix target determines the DCof the.
[‘| Erive check. See Table 5-n: Drive
Checks 1o Sideswipe '.Iargf-'rs to defer-
mine the DC for the stunt, IF tha stunt
Is successiul, the damage dealt 1o both
the sideswiping vehicle and the tarset is
one-quarter the damage of a sucoessful
ramming attack (use the Ramming and
Ehllrsruns sidebar and divide the final ;
damage result by 4, rounding down),
IF the stunt succeeds. and the farger
[ iz another moving vehicle, the driver of
1 the sideswiped vehicle mus! succead ar
| aDrive check:{DC-n) af'the beginning
| ofhis newt action or loss contral of the
¥ vehicles a failed check is treated like a
failed stunt {see Failed Stunts, below).
If the sideswipe stunt fails, the driver
of the attacking vehicle must make a
| scond Drive check to avoid ramming

Table 5-9: Collision
Damage by fize

Table 5-10; Collision
Vector Multipliers

Vehicle Size i of Dice Tarset is Multiplier
Colossal 8 Moving toward he

- Gargantuan B ramming vehicle pel
Huge q Moving perpendicular :
Large: : 8 o the ramming vehicle X
Mediutn 1 Moving away from the -
Smalland smaller o ramming vehicle ®ife

the targer as he passes through the tar-
get's square, as if avoiding a hazard
(see Avoiding Hazdrds, above),

Pursuit

Sometimes a driver wants to get biehind
an opponent and follow his every
mowve, whether to draft behind a moch

larger vehicle ‘o 1o fake advantage of a

“blind spor.” To establish pursuit, a
wvehicle must be within Peint Blark
range (1o feetor closar) and inthe tar-
get vehicle's rear arc, Drivers make an
opposed Drive check. The target gains
a +5 circumstance bonus fo his check
unless he's complately unaware of the
pursuer. I the pursuer’s Drive check

resull is higher, she successfully esrab-

lishes: pursuil,
Purs:ung Once a driver has estab-.

Hished yursuir, she becomes the fargets?

shadow: She acts on the same initiafive,
moves at the same declared speed (if

1 possible) and must do’ everything the

target does lo maintain pursdir Al purt |
suing wehicles moves at the same fime
as its target through exacily ’rha sami
squares the farget moves through-

even squares including obstacles, if
need be—and st perform all +the same

stunts and Drive chetks 1o avoid bz~

ards, If a pursuer fails to execute the
maneuvers takan by the target, the
pursuit ends (aven if the pursuer does
not suffer any damage 45 a result of a
failed check),

Attack as a Free Action: After the
target declares his-speed for the round
bwhich also determines the pursuer's
speed for the round), the driver of the
pursuing vehicle can make a single
attack with one forward-firing weapun.
All gunners with forward-firing
WEAPONS: Can act as normal. wh.re pur-
suing a vehicle, a driver or gunner |
ignores all speed madifiers o, the pur-

- sued Vehicle's Defense.

Flanking: Similar to flanking: in per-
sonal combat, 1wo ormore: vehicles can
“hracket” an enamy vehicle and thus
increase. their chances of successfully
hitting it with-an attack. Twe ar more
vehicles that have established pursuit
on theisame targel gain a +2 circum-
stance bonus on attacks versus the
pursued vehicle,

Breaking - OFf Pursuit: A pursuer can
break off pursuit at any fime by choos-
ing a different course than his ranget.




Breaking off pursuit is a special
delaying action. When the pursuer
decides to break off pursuit the pur-
suer's initiative automatically drops by
one; she'no longer acts af the same
time as her erstwhile rarger,

Escape Pursuit: To escape a pursuer,
the driver of the pursued vehicle must
make an opposed Drive check, The pur-
SUer gaing-a +5 circumstance bonus to

(the check. If the pursued driver wins,
he breaks the pursuit, and the pursuer
no longer ignores the speed modifiers
of the pursued ship's Defense,
Whenever a vehicle escapes pursuil, it
pursuer’s initiative drops by one; it no
longer acts at the same time as its erar-
while targer,

Facing and Firing Arcs

All standard-mounted weapons peint in
one of four directions: forward, aft
“Iredr), tight, 'or lefr. Some weapons are
turret-mounted (allowing ‘them tofire in
all four directions), A weapon's facing
and arc of fire is/listed in the vehicle's
description,

Often, the part of the vehicle-that

includes a given fire arc is two or more
| squares wide: If it becomes important
(such as Tor determinirig-range, or for
firing at poini-blank rangel, count the:
number of weapons included in that
fire:arc, and divide by the number of
squares the vehicle has in that fire arc.
That will determine, in most cases,
exactly how many weapons are actually
in‘a given-sguare ona vehicle, and thus
how much of the vehicle's firing- aciu-
ally comes from that square.

Critical Hitr to Vehicles
Critical hits in vehicle combat function
similarly fo critical hits: in personal com-
bat, but instead of dealing additional dam-
age, a crifical hit with. a vehicle weapon
biypasses a target' damage reduction,
dealing damage directly to its hull,

Table 5-11: Drive Checkrs to Sfiderwipe

Targets

Target Size  Base DC  Speed of Target
Colossal o Stationary
Gargantuan B Aoy
Huige 10 Cruising.
Large 15 Affack
Medium-size . 2o Ramming
Srnall 25
Tirty 30
Diminutive a5
Fine 40

Crifical hits represent extragrdinarily
lucky shors thar manage 1o find weak
points in a vehicle's armor. Most vehicle
weapons have a threat range of 2o, they
still need to make a second attack: follito
confirm any attack that is a threat.

Shoving

Ta showve another car, a driver must
successtully sideswipe it, The arracker
and the defender make opposed Drive
checks. You each add a +4 bonus for
gach size category you are above
Medium-size or a -4 penalty for each®
size category yvou are below Medium-
size, The faster car gets a +2 bonus for
each speed category above the slower
car.IF the attacker: bears the defender,
he pushes the defender 5 feet along the
attacker’s last vecror. IF the attacker
mowves with the defender, the attacker
can push-him up to a'distance of an
additional 1 foof for each point by which
the attacker exceeded the defender's
check resul. The attacker cannat exceed

his normal movement limit. IF the

attacker failed to beal the defender's
Crive check, neither vehicle moves,

Using Cover

When you open fire with a wehicle's
weapons, obiects:or vehicles in the way
can provide cover for your target.
Cover provides a bonus to a target's
Defense. The more cover, the greater
the bonus.

When vou declare an atrack, draw an
imaginary ling from the center of the
square from which you're firing (see
Facing and Firing Arcs, above) to the
center of the square that includes the
targel. When your target occupies
more than one square, you musk
declare which square yvou're firing ar.
Each square that includes an ohject—
whether a vehicle, character, creature,
obstacle—provides some degree of
cover for your target, making the shor
more difficull, Table
g=12! Wehicle Cover
[ista the Defense

DC Medifier  bonuses by different
-1 sizes of objects.
-5 When multiple obsta-
+0 cles occupy the same
*5 sguare, apply their
: cumulative cover

bonus.

When firing at a
target oceupying the
same Square 5 dn

abstacle, the cover bonus for the
obstacle applies. Obstacles in‘the same
square as the attacking vehicle do not
provide cover to the farget.
Btriking the Cover: An arfack thal
misses a fargel with cover might inad-
vertenily strike the cowver instead, This
oceurs when the attack roll would have
hit the farget had it not had cover, and
the attack roll is high enough to hir the
cover’s Defense. To determine which
covering object-was struck, start with
the object closest to the target vessel; |
and compare the attack roll 1o irs
Defense. IF the rollis safficient ito hit,
apply the damage to the cover. If nor,
mowve outward 1o the nextdistant cov- bia
ering object and repeal this process
until either a place of cover is struck «
ot all the cover has been:missed. :
If the covering object is a vehicle, and
the driver of the vehicls is using a dodge
ability that keeps the covering vehicle
from being struck, the original target. is
truck afterall. Effectively, the covering
wvehicls has dodged our of the way, sav-
ing itself instead of providing cover.

Fire-linked Weapons ¥
Vehicles sometimes have fire-linked
weapons that point and fire in the same
direction: Fire-linked weapons are. |

treated as a single woapon {fired with a

single: attack roll and all at the same
target) that deals greater d"tma:ge than
gither weapon alone, Each doubling of
the number of fire-linked weapons (two,
four, eight, and 5o on} adds one die of
damage (hefore multiplication). This
allows the firing of multiple weapons
for some additional effect while only
requiring a single atfack action,

Only identical weapons can be fire-
linked.

Damage
All vehicles have hull points, which are

roughly equivalent to a character’s hit

points. Most vehicles also have a dam-
age reduction (DR) rafing. Whenaver a
vehicle fakes damage, subtract the vehi-
cle’s DR from the damage dealr. This
reflects the fact that even the best pis-
tol shot simply-can't deal enough dam-
age to-the hull-of anarmiored truck,
When a vehicle is reduced to o hul
points, it is disabled. If a vehicle ever
suffers twice as much damage in 4. sin-
gle attack as it has remaining hull
points, it explodes (see Exploding
Vehicles, abovel, If the vehicle explodes




£t

when ramming or colliding with another
vehicle, the other vehicle suffers the

same damage:

Developing Flaws: After losing 50%
ar more of its hull peints in a bartle, a
wvehicle might pick up a flaw. When the
vehicle is repaired, roll on Table 5-1;
Used Vehicle Flaws 1o see whether g
Haw has developed. The tHaw might nor
be apparent immediately, remaining hid-
den until the affected system is used (or

Vetirzte fea

This section describes a vari-
ety of common wvehicles you
might want to have available
in your Thunderball Raly

el -campaign. The complete pao
Mooern includes aeveral addi-

lienal vehicles.

| Ienminnlagy

The vehicle:descriptions in
this section use the following
terminalogy.,

Class: The vehicle rype:
Flying, Haver, Tracked
(Ground), Water (Surface), or
Wheeled (Ground),

Size: The vehicle's size cat-

 egory.

Passengers: The number of
passengers and/or troops
that the vehicle can carry (in

. addition fo the crew listing,

" below). Each paSSEnger Space

can be converted to 2 cargo
units (see Vehicle
Accessories),

Cargo Capacity; The
amount of cargo units the
vehicle can carry. A cargo
unit is approximarely equal fo
5 tubic feet. Mote that open
trucks (such as pick-up
irucks) show cargo units
based on the dimensions of
the cargo bed, It's also worth
noting that the listed cargo
capacity assumes the stan-
dard scating {passengers and
crew as listed), and you can
COnVErt a seal 1o 2 cargo
units (See Accessories),

Speed: The number of feat
the wehicle can cover in a
move action: IF the vehicle
uses fwo move actions, if can
move twice this far in g
reund. A vehicle can also use
all-aut movement (a full-

covars cars like

Beetle: Typically,

puints repaired,

takes damage, in the case of hull points).
Repairing Dlamage: Damage to a

Table 5-12: Vehicle Cover

vehicle’s hull must be repaired manually  Cover Size Defense Bonus
(b welding hull patches onta the wehi- Colossal +2
cled A full hour of work is required to Gargantuan +B
repair lost hull points. The resulr of the Huge L
Repair check eguals the number of huH Larze EE
Bl Small/Medium-size &,
A vehicle that suffers more damage Fing/Diminufive/Tiny .~ 40

repairad.

than twice its hull points cannot be:

'I'l‘t'l'l'llnlilil'-l---rlii.iliocvp.-".:l.---||-||||4

round action) and move four
fimes its listed speed,
Maximum Speed: The vehi-
cle's maximum overland
speed in miles per haur,
Cost: The vehicle's price in
LS. dollars:
Crew: The minimurm num-

ber of crew needed 1o opert..

ate the vehicle. The quality of

the crew and the modifier 1o

appropriate skill checks (see
Wehicle Crew Quality, page
49) follow in parentheses,

Initiative: The modifier
added.to initiative rells for
this wehicle and crew.

Maneuwver: The modifier

added to any Drive chacks
aftempred by this crew and.
wvehiclg, - 1]

Defense: The vehuciﬂ 5
Defense includes the wehicle's
size modifier,

Hull Points: The vehicls's
maximum hull points.

DR: Damage Reduction.
Subfraci this number from
any damage dealt ta the vehi-
cle's hull. If it reduces the
damage 1o o or less, no dam-
age iz dealt by the arrack,

Victory Roll Modifier: This
madifier applies to the ream’s
Victory, Roll {see Chaprer 6:
Hitting the Streets).

Economy Carr
This category

on.
Class: Wheeled (Ground)
Crew: Normal +2 (1 driver)
Sizer Huge. {

Initiative: +7 (+4 size, +1
wehicle, +2 crew)

Passengers: 4

Maneuver: 45 (+q size, =
wehicle, +3 craw)

Cargo Capacity: 3.

Defense: 14"(+4 size)

Speed: za0 feel

Maximum Speed: oo mph
Hull Points: 2o

DR: 7 j

Cost: $15.000

Victory Roll Modifier: -1
“Pravides: three-quarter cover
for crew and passenger,

Lukury Cars

This category covars
Cadillacs and top-of-the-ling
sedans from mostmajor
manufacturers. Typically,
they have lap seat belts, and
APFM radios with both
fronf and rear speakers.

some have d-track rape
plavers. They are two
squares wide and four
squares long.

Class: Wheeled {Ground)
Crew: Mormal 42 [1 drwer]
Size: Huf‘a

Initiatives 47 (+4 size, 1
vehicle, +2 crew)
Passengers: 4 }
Maneuver: 7 {+4 size, +
vehicle Sz craw) | il
Cargo Capacity: 4
Defense: 1a (g size)

" Speed: 265 fecr

Maximum Speed: 120 mph
Hull Points: 35

DR: 7

Cost; $qo0,000

Wictory Roll Modifier: +o
*Provides three-guarter cover
for craw and passengers

Mid-rfize Cars

This categary covers mid-
sized “Family” sedans.
Typically, they have AR/ M
radios with front speakers,

the AMC Gremlin
and Wolkswagen

they have lap seal
belts and AM
radios. They are
two squares wide
and-three squares




Thiy are two squares wide
and four squares long,
Class: Wheeled {Ground)
Crew: Normal «2 {1 driver]
Size: Huge
Initiative: +6 (+q size, +o
wvehicle; +2 crew)
Passengers: 5
Maneuver: +5 [+4 size, -1
wehicle, +2 crew)
Cargo Capacity: 4
Defense: 14" (+q size)
Speed: 235 feet
| Maximum Speed: 109 mph
Hull Points: 25
DR: 7
Cost: $20,000
Victory Roll Modifier: +o
*Provides: three-quarter cover
for crew and passengers.

Motorcycler

Mounfing and starting a
moforcyele is a free action,
rather than two move-equiv-
alent actions. We cover fwo
types, the racing motorcycle
and the touring mofercycle.
Both are one square wide
and two squares long,
Weapons mounted on motor=
oycles fire into either the
front or rear arcs, but not
the sides,

Class: Wheeled (Ground)
Crew: Normal +2 (i driver)
Size: Large

Initiative; +14 (+8 size, +4
vihicle, +2 crew)
FPassengers: o

Maneuver: +n (+8 size, n
vizhicle, +2 crew]

Cargo Capacity: 1
Defense: 15" (+8 siza)
Speed: 460 feer

Maximum Speed: 210 mph
Hull Paints: 3

DR: 3

Cost: 17,000

Victory Roll Modifier: +2
*Provides no cover: for crew
and passengers

ﬁruming

Class; "H'héehd _.\[Gruur'id}" bz

Crew: Normal -2 (1 driver)
Size; Large | i
Initiative: +173 {+8 size, +3
vehicle, +2 crew)
Passengers: 1

Maneuver: -+ {+8 size, +1
vehicle, +2 crew!

Cargo Capacity: 2
Defense: 187(+8 size
Speed: 330 feet
Maximum Speed: 150 mph
Hull Points: 5

DR: 3

Cost: 518,000

Victory Roll Modifier: +i
*Provides no cover for crew
and passengers

Other Vehicles: -
Hrmoned Tk

Used ro transpart maney
between businesses and
financial institutions,
armared trucks often make
people nervaus. After all,
you never know when some-
one will try:to. rob one.
Armored trucks generally
have 3 doors. Standard fea-
tures include air condition-
ing, power steering, AM/FM

. radio, and automatic frans-

mission. Most armored
trucks have radio trans-
ceivers to communicate with
their heme office. Some
armored transpor! compa-
nies also issue walkie—falki&g
fo their fruck crews, Most
armiored trucks have firing
ports that allow the crew to
use their firearms without -
leaving the vehicle. The
armored truck is two
sguares wide and four

csquares long,

Class: Wheeled (Ground)

Crew: Skilled +4 (1 driver,s

assistant)

Size: Huge

Initiative: +5 {+4
size, -3 vehicle, +4-
crewl
Passengers: o
Maneuver: +5 (+4
size, -3 wehicle, +4
crew)
Cargo Capacity: 34
Defense: 14" (14
e el
Speed: 215 Faet
Maximum Speed:

g8 mph

Hull Paints: 4o

Cost: $ion.000

Victory Roll Madifier: -1 |
*Provides g-tenths caver for
crew and passengers

L imnnnine

A limousine is a big, com-
fortable car. The statistics -
here are for a moderate !
sized wvehicle, rather than a
super-strefch or a conven-
tional car with a professional
driver, Other standard feas
tures include air condition-
ing, rear defogger, power
locks, power mirrors, power
steering, power windows, ;
AMFM radio, 8-track, i
power driver seat, tilt stear- .
ing, and ‘automaric ‘transmis- ||‘“-
sion. Mast limousines contain

a radio transceiver for the' ' |1
driver. The limousine is fwo
squares wide and five

squares long,

Class: Wheeled [Ground)

Crew: Skilled +4 G driver)
Size: Huge

Initiative: +7 (+4 size, -1 Sifie
vehicle, +4 trew) 1€
Fassengers: 7

'

T

- Maneuwver: +6 [+4 size; ra o
vehicle, +q crew)

Cargo Capacity: 4
Defense: 14*+4 size)
Speed: 240 feet

Maximum Speed: 1o mph
Hull Points: 35

DR: 7%

Cost: $175,000

Victory Roll Modifier: o
*Provides three-quarter cover
for crew and passengers
WP limousines used to
transport diplomats, ambas-

-sadors, and presidents, will

have DR by or higher.
Moving fnuck

[his is a large, two-axle
truck used ro move furniturs



.

and simiar large objects,
generally within one city.:
They are often available
through rental agencies such
a5 Ryder and U-Haul, Rented
frucks generally have air-
conditioning, automatic
transmissions, and AM

radios, Commercial Irucks

may or may not have air-

. -.r.|l conditioning, and generally

have CB radio transceivers

(| o communicate with their

home office. A moving truck
i5 two squares wide and five

squares long.
Ciass Wheeled (Ground)

X Suze Huge

UL Initiative: +4 (44 size, -

'|
|

iC

_vehicle, <2 crew)

(]

Passengers: 2

Maneuversug (44 size, -3
vehicle, +2 crew)

Cargo Capacity: 310
Defense: 14°(+4 size)

Speed: 210 feel

Maximum, Speed: 45 mph
Hull Points: 35

. DR: 7

© Cost: $u5.000 (hut you can
rent them for as linle as
Sig.gs/day)

Victory Roll Modifier: <1
"Provides three-quarter cover

O for crew and passengers

Performance Cars
This category includes
American muscle cars like

the 1969 Dodge Charger R/T

ithe General Lee, From The
Dufes of Hazzard), the Ford
Mustang; and the Chevrolel
Camaro; and smaller racing
vehicles from overseas like

fhe Aston-Martin DBs, and
“anything made by Porsche

or Ferrari. Typically they
haye the latest quadraphonic
stereo sound, AMSEM radios

with 8-track tape players,
and three-point seathelrs.

Mluncie Lan

This car is fwio squares wide
and four sguares long.
Class: Wheeled (Ground)
Crew: Normal +2 (1 driver)
Size: Huge

Initiative: +g {+4 size; +3
vehicle, +2 crew)
Passengers: 1

Maneuver: +7 (14 size, #
vehicle, +2 crew)

Cargo Capacity: 3
Defense: 14"(+4 siza}
Speed: 430 feet
Maximum Speed: 195 mph
Hull Points: g0 20 2
DR: 7.

Cost: $16.000

‘Wictary Roll Modifier: +2

*Provides Thraﬂ—quar’re.'ﬁ'mver
for crew and passengers:

Ampant: Raen

This cariis tw squares wide:
and three sguares long.

Class: Wheeled (Ground)
Crew: Normal +2 {1 driver)
Size: Large

Initiative: +13 [+8 size, 3
vehicle, <2 crew)
Passengers: 1

Maneuver: -+ [+ size, H
vehicle, +2 crew)

Cargo Capacity: 2
Defense: 18" (+8 siza}
Speed: 355 Teel

Maximum Speed: 160 mph
Hull Points: 30

DR: 7

Cost: $i7,000

Yictory Roll Madifier: +2
*Provides three-quarter cover
for crew and passengers

Fiete-ag Tnucha
These are big, muscular
L trucks modified for various

: 'purpésels‘ including work as
~ tow trucks. They ‘generally

et

have bench seats; manual
transmissions, AM radios,
and many have BB radis? 7
transceivers, They are two

squares wide and four
sguares long,

Class: Wheeled {Ground)
Crew: Mormal +2 {1 driver}
Size: Huge

Initiative: +6 (+q size; 40
vehicle, +2 crew)
Passengers: 2

Maneuver: +5 (+4 size, -1
vehicle, +2 crew)

Cargo Capacity: 24 | 111
Defense: 1470 +4 siza)
Speed: 220 feet
Maximum Speed: 100 mph
Hull Points: 50

DR: 7

Cost: $z1,000 .
Victory Roll Maditier: -1
*Provides three- quarrer cover
for crew and passengers
Vanan

Typical delivery vans hawve

* plenty of carge room and

the added bonus of being |
inconspicuous: They are fwo

© sguares wide and four

souares long.




Class: Wheeled (Ground)
Crew: Mormal +2 01 driver)
Size: Huge

i Initiative: +5 (+4 size, -1
“wehicle, %2 crew)

Passengers: 1

Maneuver: +3 (4 size, -3
wehicle, +2 arew)

Cargo Capacity: 34
Defense: 147+4 size)
Speed: 215 feet

Maximum Speed: g& mph
Hull Points: 30

DR: 7

Cost: $21,000

Victory Roll Medifier: -1
*Provides three-quarter
cover for crew and Full
cover for: passengers

Vehicler Not on the
Open Market

Police Wehicles

Local police forces use modi-
fied versions of commer:
cially available vehiclas,
Depending on the location,
the size of the force, and |
their mission, police forces

L may usé modified mid-size

cars, performance cars, or
plckup trucks.

'{nﬁnnﬂ&

This vehicle is based on mid- .
sizé sedan. Standard fea-
tures for a-police cruiser

include police-band radio,
spotlight, bubble lights, and
brush guard. Though there is
roam in the front seat for
two officers and the shotgun
rack, A metal cage separales
front and rear seats. “Low
profile” cruisers lack the
bubble lights, and “under-
cover” cruisers lack the
identifying logos and colors
as well. A cruiser is two
squares wide and four
squares long,

Class: Wheeled (Ground)
Crew: Skilled +4 (1 driver)
Size: Huge

Initiative: +g (+q size, +1
wvehicle, +4 crow)
Fassengers: 4

Maneuwver: +§ [+4.size, +0
vehicle, +4 crew) :
Cargo Capacity: 5

Defense: 1424 size)
Speed: 2g0 feet

Maximum Speed: 136 mph
Hull Points: 30

BR: 7

Caost: Unavailable for pur-
chase

Wictory Roll Modifier: +o
“Provides three-guarter cover |

tor crew and passengers

Intenceptana
This vehicle is based on an
American muscle car. With

faster and faster sporfs cars
on the sfrecis, the police.
occasionally need faster cars
to cafch them. Most major
cities only-operaie infercap-
lors on'special occasions,
and other police departments
only rent them, They share
the same standard features
as cruisers, but generally
lack the rear seal space to
carry prisoners. An inter-
CEpror is two, squares wide
anid four squares long.
Class; Wheeled (Ground)
Crew: Skilled +4 {1 driverl’
Size: Huge

Initiative: +12 (+4 size, +2
wehicle, +4 crew)
Passengers: 3

Maneuver: +g [+4 size, +1
wehicle, +g crew)

Cargo Capacity: 3

Defense: 14%(+4 size)
Speed: 370 feat

Maximum Speed: 170 mph
Hull Points: 25

DR: 7

Cosk: Lnavailable for pur-
chase

Victory Roll Modifier: +2

“Provides three-quarter cover .

for crew and passenders.

Converting More
Vehicles

We arrived af aur numbers
using a variety of web
sites, such as
wwwALTosiTe.Com.

Magazines such as Car and
Diverand| Road £t Track
aften contain the informatian
you need o convert real-
world vehicles to the dzo
Systern, [0

Most of the numbers we
use are real-world numbers,
Some stafistics only exist in
the game world, however,
Here are guidelings for
deriving them; A

‘Bize: Table 5-2: Vehicle

Sizes shows how to derive a

size category, Vehicles up o

5 Teer wide are one sguare
wide, VWehicles G-10 feet wide
are-fwo squares wide, and
sooon, Onee you have a
viehicle's width i Feat, divide
by 5 and round any fraction
up. That gives vou the width
in squares. Similarly, divide
the vehicle’s length in feer
by 5oand round any Fraction
up. That gives you the length
N SOUAras.,

Initiative: We used wehi-
cles” o-Bo MPH performance
to set-this as Follows,

Less than
4 seconds ]

4-5 seconds 49

5.-7 sgconds 42

700 seconds 4

ga-n seconds  ro

1L1-14 seconds -1

1.0+ seconds -2
Maneuver: We used vehi-




“cles’ slalam speeds to sel their maneu-
v Tating,

Less than

40 MPH -2
qi=50 MEH ]
si-fio MPH +0
G-z MPH 1
a-8o MPH +2

|1 Defense: We chose an armor bonus of

7 for all wehicles unless there was some
reason for them to be heavily armaored.
This is roughly the equivalent of wear-
ing half-plate armor,

Speed: Take the maximum speed in
ks per hour-and divide by Goo to get

([l Uriles per round (divide by 6o to gera il
 rounds ‘per minute, then divide again by

1o to ger miles per f-seconds, which is
the: lergth of a round), Then multiphy b}f

11320 fa get feet per movement action

frnuf*nplj.-r byt 5,280 to convert miles to
feet, then divide by 4 since mowving at
maximum spesd requires a full-move
action that is 4 times base spead). Round

to the nearest 5, since the standard:grid -

uses s-foot squares.
'DR: 'We assigned a rating of 7 toall

4. civilian and civilian-based vehicles
because they should be-able to with-

stand the average damage from a pistol
Hull Points: We based this on ‘-"Ehi-
cles’ '-'-'f'lgl‘ﬂ a5 follows:

2o fb - zsoo b 5
25 b = zo00 b 20
o001 b - ar00 b 25
a0l b - gono (b 10
goot b - 4500 b an
4501 b - sooo-lb 40
sooi b - gs00 |b 45
s b= Gogo lb =0
figon b - 7ooo lb 55

For matorcycles, we divided zoo1 -
pounds by the matorcycle’s weight, and
then divided 15 hull points by the result
of that division.

Yictory Roll Medifiers: This is based
onmaximum speed.

o-gg MPH i
oo-13g MEH 0
14o-159 MPH +
G-+ MPH +2

Vehicle Accerroriers

Wehicle accessories fall into three gen-
eral categories. Firstis offensive
weapens, such as rockets and machine- .

- e Y )

#uns, second is defensive equipment
such as caltrops and oil sprayers, and
third is mechanical equipment like spare
Fuel tanks and 1urbochargers. All acces-
sories, regardless of category, have a
cost and a size, Tated in cargo units.

Cargo Unitr L

A cargo unit is roughly 5 cubic feef
Every vehicle has a cargo rating, gen-
erally based on its trunk space. While
nat all these irems actually fit in the
trunk, building théminto the vehicle
requires some standard vehicle eguip-
ment Fo shift around. For instance, for=
ward-firing machine guhs require some
items normally under the hood 1o shl'Ft'

. to the trunk space.

You cannot exceed the cargo rating
when adding equipment fo-your vehicle.

Trading JSeatr.. ;

A seat is aﬂ?rﬁxlmmely 2 n:ar'fa umrs
with one 'or more iﬁuéﬁcs of equapmanr
Such equipment. s immediately obwvious

ito -anyone looking in the car windu:u';.-{i.'él;:}.’

it adds +1 to wour GM's roll torsae’if

ol Attract unwanted attention {aee
 Unwahted Attention, in Chaprf-r ﬁ _
| T Hitting the Sireersl.: LR

_Conceulmenb

Hasiaquipment is concedled nxr;r:ﬁ:f
when in use. Exceptions appear. in indi-
yidual descriptions (and see Trading
Seats, abwe} Unconcesled eguipent
is a +1 to your GM's roll to see if vou
arrract un:wamed attention (sea
Unwanted Alfention in Chapler, £
Hitting the: Streets),

TUT'I“EI ~miclnted weapons are Never

" concealed. Turrets add a +4 1o your

GM's Toll to see if you attract unwan’r?d
attention,

In:tnl.lntmn

Racers install accessories tluams&lvcs
Doing soltequites the appropriate 10ols
and a suitable garage. A decent, com-

“plere setiof todls costs $ro0. Spending

$1,000 on tools buys a deluxe set tha
grants & +2 ‘equipment bonus. te Repair
checks using them. A garade space costs
%1000, Spending $5.000 on garage

‘gpace grants a <2 bonus on Repair

checks using thal garage. Garage space

isn't portable, but tools are. A'standard.

set of tools uses no appreciable cargo
space in Thc vehicle, The de[uxé sef”

_I'FqLFIT‘PE» 1 Gar I‘:"III lJT'IIT Ta rrdﬁapm

N AT

To install an irem after purchasing ir,
make a Repair check [DC 20). Base
installation time is 12 hours. You may
niof: take 2enon these checks, but you
may take 10, Succeeding by 5 or mote
on your Repair check cuts the time in
half “Failing by GeOF-mare d’lmages the.
vehicle and the item forcing Repair |
checks to fix them befare starting the
instaltation from scrarch,

Offensive Weapons
Vehicles pack much heaviar weapons
than the firearms described elsewhire
in_this book, but they fallow similar

rules: Refer o Table 5-13: Offensive
=1 .‘uj-.l'eapc}ns for more details.

m.l:;.l’;]’.ﬂl’l Hﬂ'ﬂ{ﬂw}'ﬁlﬂ'ﬂ.ﬂ
Auto_Cannon: Op iginally moLnied’ on

airoraff, these exlra—hﬂr'ge machinie

guns fire carfridges over half an inch

_in diameter. Aute cannons are |

miounted: firing frent aor rear, hut not
to the sides. They fray be tufrer= || 011
mounted, Multiphe éum cANNGNS can be
Fire-linked.

Extra Ammo: You may purchase exira
auto cannon and machie gun ammuni-

i :r_iun_k.i’f.n'dThep ‘magazine gosts half as
‘mucheas the weapon, and takes up half

as much carga space. For instance, pur-
chasing another goo cartridges of autg
cannof ammunition:costs $2,500, and
takes 2 cango units iraddition o the 4
already used by the weapon and the
first magazine. Wsing the addifional
ammunition requires no special action or
roll. You just have mare,

Hub Blades: These razor sharp blades
spring from the axles of your car.
When you sideswipe a vehicle, these
blades deal damage directly ro the vehi-
cle’s tires [see The Fine Art of Stopping
a Wehicle, abovel. It you sideswipe a
pedesirian, the blades deal damage fo
the: pedestrian, Price and cargo units
are for a ser of 2 blades. You may
maunt both blades on one side of your
wehicle, or you may mount both in the
front or rear axle

Machine Gun: These come in fwo
sizes, 8 .50 caliber heavy machine gun
and a 7.Gamm medium machine gun,
Heawy maching guns may be mounted
firing frant or rear, but not to the
sides. Medium machine guns may be
mounted in any firing arc, All maching

‘guns may be turret-mounted. Multiple
smachingguns may be fire-linked,




Table 5-13: Offensive Weapons

Narme Caliber Magazine  Range  Dam. Crit. ROF Cargol | Cost
Auto cannon 2omm oo 120 gdio 20 A 4 He.000
Hubr Blades: NA ; M AL T e e MA o Bnooo
Machine gun .50 ' 1000 o ado 1G420 | A 2 Sz,oqn
Maching gun - 7.B2mm - popo T S ) o 1 “$iooo
Ram Herns NA NA none NA NA NA 20 $500
Racker Fomi S o S e S i i “Beono

Ram Horns: Ram horns are exten-
sions of your front bumper designed to
protect your vehicle when ramming
anather. Ram horns grant your vehicle
an addilional 5 points of damage resist-
ance; but only when resolving damage
from purposely ramming another vehi-
cle, Ram horng are never concealad,
but since many former police vehicles,
sold.at auction, come equipped with
them, they have no affect on aftracting
unwanted arfention,

Rocket: This is an unguided rocket with
“a high-éxplasive warhead. When fired,
the rocket-travels oo feet in a smaight
line from the firing vehicle. On subse-
gquent rounds it travels 2oo feet until it
reaches its maximum range. I it hirs a
persor, vehicle, or building, it explodes,
The explosion has a radius of 15 feet and
a Reflex save for half damage (DC 20).
Rackets may be mounted firing in any
are, or ay be turret-mounted. Multiple
reckets may be fire-linked.

Defensive Equipment
Sometimes it's better to beat your eng-
mies by defending yourself. Refer to
Table 5-14: Defensive Equipment for
more infarmation.

Defense Descriptions

Caltrops: This device contains
enough caltrops fo fill an area ten feel
wide and rwenty feet long, You may

[double the length by spending half the
original price. The additional caltrops
require half the original cargo units.
Caltrops are always mounted in (he
redr arc.

IF a whesled vehicle crosses a squars
that contains caltrops, it does not stop.
There is no chance for the driver to
avoid the caltrops by moving: slowly.
Assume that a 5-foor square area of
caltrops only affects the fires on the
side-of the vehicle passing through it
The DM rollsadho 1o determine how
mary caltrops the tire hits. The first
three caltrops reduce the DR of the
tire. All caltrops afrer that damage the
fire's hit points, so a result of 10 on the

ichio rell Autamatically destrays the tire,
Each flar fire on a wheeled vehicls
imposes a -4 penalty on Drive checks.

Extra Armor: Racers may add addi-
tional armor to their vehicle, increasing
its DR, Price is for +2 DR. Racers may
add as much armor as they can afford
bath in terms of money and of cargo
space. Each 2 DR isa it the Victory
Roll (See Vicrory Rellin Chapter 6:
Hitfing the Streets).

Oil Sprayers: This device sprays a
slick coating of oil on'the road. It fills
an area ten Faet wide and twenty Feet
long: “Youimay double the length by
spending half the original price. The
additional oil requires half the ariginal
cargo units, Oil sprayers are always
mounted in the rear arc.

If a wheeled vehicle enters an oil
slick area, all Drive checks Tor the next
4 rounds are af -4. Ol slicks are flam-
mable. i-ignited. they function as smake
sereens rather than oil slicks.

Smokescreens: This device sprays a
cloud of smoke, filling an area 10 feet
wide, 10 Feer high, and 2o feet long
each round it operates, The basic
device can operate for! four Tounds
before needing a refill. Refills cost half
as much 38 the original price. Additional
fuel costs the same-as a refill Each
addition deubles the operating fime and
takes up half as many cargo units as
the original device. A smeke cloud pro-
vides o0 percent. concealment, Smoke
clouds remain at full strength for 2
rounds, and then provide 50% con-
cealment for another 2 rounds. Strong
winds halve those times, Smokescreens
are: always mounted in the rear arc.
Mechanical Equipment
The key to success dossn't always come
from exira armer or ammunition,
Sometimes, it's the lirle mechanical
masterpieces under the hood. Refer to
Table 5-15: Mechanical Equipment for
more details. o

Mechanicad Beacniptinna
Extra Fuel Tanks: Extra Fugl tanks:
allow racers to drive further without

re..Fueling. They provide a +1 bonus 1o
the Victory Roll (see Chaprer 6: Hitting
the Streets), Exira fuel tanks are always

concealed, unless they replace a vehis

cle’s seats,

MOS: A nirrous oxide system doubles
the damage caused when the vehicle
mounting NOS explodes. Nitrous oxide
provides a tremendous performance
hoost to an engine. It adds 440 feel
{about zo0 MPH) 1o the vehicle's speed
while operating, but the boost enly lasts
z rounds, Activating NOS is a free
action. While operaling, NOS provides a
-4 penalty to the vehicle's maneuver
rating, Operaling a NOS unit for more
than 2 rounds burns out the engine,
causing a -4 penalty to attempls 1o

establish pursuit until it is repaired.

Burning out an engine causes a -1
penalty to the Victory Roll (see Chapter
fi: Hitting the Streets). NOS is con-
cealed ‘except-when in use or when
mounted on a motoreycle,

Sidecar: A sidecar mounts on the
right side of a motorcycle. It requires
no particular cargo space, and: provides
3 cargo units or a passenger seat and 1
carge unit, Weapons mounted in the

Table 5-14: Defensive

Equipment

ltem CardoCost
Caltrops 2 $ro00
Extra caltrops = 1 - $soo
Qil sprayers z $2.000
Extra fuel: 1 Hioon
Smokescreans F $2,000
Extra fuel | “Sio0n
Extra Armar 1 S000

Toble 5-15: Mechanical

Equipment

ltem Cargo | Cost
Extra Fuel Tank ., = 1,000
NOS - 4 85000
Additional NOz = Jz.500
Sidecar o Fsno
Spinning Plates o $ro00
Turbo | S
Turbo |l 2 $? 500
Turrat 4 $i0,.000

Wi
i€

eap
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U power. Turbo | increases vehicle speed

sidecar can only fire in either the front
or Tear arcs. A sidecar reduces a
motarcycle or motorcycle driver's ini-
tiafive honus by -1, and reduces spead
sa feel (about 25 MPH).

Spinning Plates: This allows a driver
to change license plates without leaving
the driver's seat. Activating spinning
plates is a free action, Spinning plates
provide a-4 penalty to the GM's Fuzz
|Chock (see The Fuzz in Chapter 6
Hitting the Streets). Spinning plates are
always concealed except when activared,

Turbo kA turbo supercharger acti-
vates automatically when a driver
places sudden, extreme demand on an
engine. A turbine driven by engine
W dxchaust drives a supercharger lhal

¢ forces air into the engine 1o increase

100 feet (about 5o MPH], butincreases
'h The DE-for all Repair checks to the
engine by %5, While operating, turbio |
provides a -2 penalty 1o the vehicle’s
maneuver rating. Operating a turbo

system for more than 5 rounds burns
aul the engine, causing a -4 penalty o
attempts to establish: pursuit until it is
repaired. Burning out an engine causes
a -1 penalty to the Victory Rall,
Otherwise, turbo | provides a +1 bonus
to the Victory Roll (see Chaprer 6:
Hitting the Streets). Turbo | is con-+ @
cealed except when operating.

Turbo ll: Where turbo | uses subile
vents to bring air to the supercharger,
turbo |l requires a hole in the hood
through which alarge “blower” pro-
trudes. Turbo Il increases vehicle speed
220 feet (about 100 MPH}, but £
increases the DC for all Repair checks
to the engine by +5. While operating.
lurbe Il provides a -4 penalty to the
vehicle's maneuver rating: Operating a
turbo system for more than 5 rounds
burns out the engine, causing a -4
penalty to altempls 4o, astablish pursuit
until it is repaired. Burning olf an
engine gauses a -1 penally fo the
Victory Roll. Othetwise, turbo I pro-

-additional drag they creare, furrets

vides a +2 bonus to the Yiclary Roll
{see Chapter 6: Hitting the Streets), bur
a + bonus to Fuzz Checks. Turbo |l is
niever concealed, and cannot be
mounted on motorcycles.

Turret: Turrats are never concealed,
Weapons mounted in furrels are never
concealed. A turrel pmwdeva 'J,ﬁl:l'-
degree arc of fire for weapons
mounted in it A urret requires 4
cargo units to install, ibut provides 5
cargo units for weapons and ammuni’
tion. You {fﬂﬂn?: m-:}un_r smuk&acr&:—:ns.
extra fuel tanks, NOS, or turbo ina
turrel. Because of theiriweight and the

reduce speed 100 feel per round.
(roughly 5o MPH) and cause a =
penalty to the Victory Roll (see Chapter
B: Hitting the Streefsh, Turrets granta
4 bonus to Fuzz Checks in addition to
the: bonus for uncencealed equipment.

Table 5-16: Compiled Vehicle Data =
General % Capacity Ferfarm;ande. Defense
' £ i+ Wic Roll Max. Hull
MName Size Crew “Cost  Mod,  Pass. Cargo. Init, Man Speed  Speed = Def. DR Points
Economy Cars  Huge MNormal 42 (00 i $isoo0- i 2g 0 g [0y #5220 ft. wo0.mph 14 7
Luzury Cars Huge  MNormal+2 (1) 40000 w0 g4 g #7 +7 205f. womph 4 7 35
Mid-Size Cars ~ Huge Mormal +2 (1} $z20,000 +0. /5 4. +6 +5 235fl. 1wogmph 14 7 25
Mﬁ?ﬂﬁfﬂj’d&.ﬁ_ . : 38 5 S .c S i &
Racer Large “Normal +2 1) $1i7000 42 o 144 Gl gBoft. zomph 8 3 3
Touring large  Normal+2() $iooo & 0 2 4ig 4 agofh isomph 8 Sy
Other Vehicles ' R
Armored Truck  Huge  Skilled +4 (2} Siooeo -1 o 34 +5 45 wsft gmph w4 a0
Limausine Huge Skilled +4 0) 175000 40 7 4 47 46 2q0f, womph 14 7 35
Moving Truck  Huge Normal+z2 (i $gsoon =1 oz 30 a4 +3  2ioft gemph 14 7 35
Performance Cars i : (i ;
Muscle Car: Huge  Normal +2 (1) $ifiooo 42 1 S0kg F7 ool omsmphog 7 s
impart Racer: Large Mormal +10)  $e0,000 4z 1 2 3 ckniigssfr Bomph 18 7 a0
Pick-up Trucks.  Huge Normal +2{} $arooe - 2 24 +6 +5 220ft, womph 14 7 30
Wans Huge =~ Mormal +2 {1} $z1000 < 1 34 +5 w3 agfl. g8mph g 7 “30
Vehicles Not on the Open Market e R SeaaE R
Police Cruiser  Huge  Skilled +4 (1)  NA +0 4 5 (gl #8iegeft13omph 14 7 30
Police Interceptor Huge  Skilled +4 (1) NA 24 3 w2 +g gyoft womph 4 7 2

Compidud Vehiche Data Infarmation Key
Leneral: This cartgecy Includes nome of
teeseehiicle, slabi o pypecal coew skl for

Crew; This celumm shaws the epical
crew qualitg onil the medifiar fae Driva

Lapproximarely

Carge: Darge unirs of sroeoge’ space
5roubic Feereaih] when

Bpecd; The datanca o vehide iravels,
in Feik, in cresmoyamenr sciion.

e checks, and price,

Copaciry: This caragery shows e vuhi-

s capacity or pesséngers and cargr,

Perfarmanca: This category prevides ink
ligrzee ard mareaer madifers and spepds,

Defenze: This catngary covers defense,
damag resiztonce, and hull paines.

Mamna: Mebiche's deame, Mahicks appear
in‘ike gametarder and categary i which
I dheiripans sppear.

Sizes The size categary of the wehele
from Tabe 5-2; Vebecle Sizes, Acrual vehi-
e length and the squores socupiod Ly the
vehicks aopean inithe vehick descriprions.

checis laee Mo, beftel, A parenitheticd
rele ah-:r.»-a Ibe Pl of © rew, nonpEsare

o drive o pilat the vehicles et Tabie 57!

Mebicle: Crpw Cunlty for an ck‘pla'mhm af
crew gquality amd ta Find the medifiers for
atack rals

ot Moawfaczuper's Sdgeested Berai
Price i Urited Srates dellars, -

Wit ol Med: This meddies the ream's
Victory ol hee Chapter 83 HIHmF b
Sireets)

Pass; Mumber of peasengers using the
standard seating 2 rargenant,

usmg the standar seating srrangement

Thi cadgo capacity al’ pick-up irucks 5

Lazed wr ke dimérsions of the bed, deo
b Becaute dherd is no heigh Timi

Inik: Wehicl: nifiaree modifier. See rie
withicls descriptiona foy Toclars thas skl 1o
this ramber, Griy s this ramber whim
dedermining iritialive by webicle insteai of
by iradivicus! charsciers,

Mare ‘-i'ehl:lr mansiier madifer Lss
I number b make Dreg checks Far G-
eerarallid vehicks, See the velicl destrip-
ticre for facrara har-acd this number

Maw, Speed: The maximum speed of
shice given o miles per haur.

Dol The total Cefense mting af 1he
webvele, See the vehick: descriptions for
faciors that add 10 1his raimber ard 10 see
howe much cover b venicle pravides 1o
crew o pasaenmar:,

DR Th ameant ol Camags Redecsian
subiracrad fram démage done ko the wehick:

Hudl Feirts; The ameant af -:Inrrl.;l,_l;u. thie
watiicde can withstard hebore it comes o
Furetinm



his chapter provides the basic

information you'll need to make
the mid-'7os, the golden age of cross-
country race movies, come alive on
your table 1op. Load up an 8-track and
turn on-the mood lights. We're going
for a ride o the past.

1976

While the. fires squeal and racers duck
gunfire from greedy opponents, the
world beyond the race just keeps on
truckin®, Here are a few high land low)
Cpoints from 176 to help you flesh out
your Thunderball Rally campaign,

World Eventrs

» Mairead Corrigan and Betty, Williams
Ibath from Morthern lreland) win the
Mobel Peace Prize.

« Khmer Rouge leader Pol Pot becomes
prime minister land wirtual dicfator} of
Cambodia after Prince Sihanouk steps’
down (April 2],

' |sraeli airborne commandas attack
Uzanda’s Enfebbe Airport and Free 103
hostages held by pro-Palestinian hijack-
ers of Air France plane; one |sracli and
several Ligandan seldiers killed in raid
{July 4.

= 1g-month civil war ends in Lebanon
after threatening fo escalate to global
level (Mowey, i

U.L Events

President; Gerald R. Ford

Wice President: Nelson A Rockefellen:
Population: 218,035,164

Life expectancy: 72.g years

Yiglent Crime Rate (per 1,000} 2.
Praperty Crime Rate (per 1,o000): 48.2

« U3 Supreme Court rules that blacks
and other minorities are enfitled to
refroactive job seniority. (March. 24).

» Fard signs Federal Election Campaign
Act (May. 1), 5

+ US Supreme Court rules that death
penalty is not inherently cruel or
unusual and is a-conslitutionally accept-
able form of punishment [July 3).

= Mation celebrates Bicentennial [July 4},

» Mysterious diseass strikes American
Legion corvention in Philadelphia, even-
tually claiming 2q lives (Aug, 4).

= Jimmy Carter elected LS Presiden
{Nﬂ"u".' 2}.

Crime

= The Summer of Sam: “Son of Sam”
killer David: Berkowitz killshis first vic-
tim, July 2g, 1976

= Ted Bundy sentenced to 15 years in
prison in Utah (he escapes in ig77),

. Juseph Pistane-{Donnie Brasco) infil-
trates the Benanne crime syndicate in
New York, Sepfember, 1976.

= Ociober 15, 1g76: Death of Carlo
Gambing, head of the Gambine crime
Family, in Long lsland, NY.

Sports

Super Bowl: Pittsburgh d. Dallas [21-17)
World Series: Cincinnati d. NY Yankees
l4-a) S

NBA Champlonship: Boston d. Phoenix
{q=2}

Stanley Cup: Montreal d. Philadelphia
{q-o)

Wimbledon ‘Women: Chris Evert d. E,
Cawley (6-3 4-6 8-6)

Wimbeldon Men: Bjorn Borg d. |.
Nastage (624 -2 g-7)

Kentucky Derby Ghampion: Bold Forbes
NCAA Basketball Championship: Indiana

" d. Michigan (86-68)

NCAA Football Champions: Pirtsburgh
l12-0-0)

Entertainment

Fulirzer Prizes
Fiction: Hurnbaldt’s Gifs Saul Bellow
Music: Air Music, Ned Rorem

Drama: A Chorus Line, Conceived by

Michael Bennett

Academy Award, Best Picture: One
Few Over the Cuckoo s Nest, Saul
Zaentz and Michael Douglas, producers
(United Arfists) 1| |

Mebel Frize for Literature: Saul Bellow
(us) :

Record of the Year: "Love Will Keep Us
Togather,” Captain and Tennille

Album of the Year: Stilf Crazy After Al
These Years, Paul Simon (Columbia)

Song of the Year: "Send in the i
Clowns,” Stephen Sondheim, songwriter
Miss America: Tawney Elaine Godin (NY]

= The Sreadicam is used for the firs!
time in Rocky. 3

s Philip Glass completes Einstein o the i
Beach, the first widely known example ]

of minimalist composition: H o il
« MBC broadcasts Gore with the Wind

and. scores record-breaking ratings.

At the Box OFfice: Rocky. Taxi Driver,
Network, Al the Frasident’s Man,

On the Radio: “Baby, | Love Your Way"

(Pater Erampton), "Beth? (K153),

“Blinded by the Light” (Manfred Mann's fiel

‘Earth Bandl, “Bohemian Rhapsody”

{Queen), “Car Wash" (Rose Royee),
“Don't Fear) The Reaper” (Blue Oyster -,
Cult), “Dream Weaver” (Gary Wright],
“Fernando” (ABBAY, “Free Bird”

(Lynyred Skymyrd), "Maore than a
Feeling” (Bostony, “Play that Funky |
Music” (Wild Cherry), “(Shake, Shake,
Shake} Shake Your Booty” [K.C. and the
Sunshine Band), *Take il to the Limit”
(Eagles), "Turn the Beat Around” [Vicki
Sue Robinson).

Books
= Raymond Carver, Wil You Please Be
Chuigt, Plaase?

o Judith Guest, Ordinary People
= Alew Haley, Roors
( w:Maxine Hong Kingstan, The Woman

Warrior

» Robert Lowell, Sefecred Foems

» Gabriel Garcla Marguez, Autumin of
the Fatriarch

= GGore Widal, :8;5

Jcience: :

« Air France and British Airways begin
the first regularly scheduled commer-
cial supersonic transport (35T) ﬂlghrs
« Wiking | lands on Mars,

» The LS Mavy tests the Tomahawk

crulse missile,




+ Richard Leakey discovers a 1.5 million
year old Homo erecius skull in Kenya.

o Cosmic string theory first posiulated
by Thomas Kibble.

The Thiundentztl Really
Warch any of the Cannonball Run
movies once and you'll realize that the
race is just an excuse for the scenes
that happen on the read. The race is

[ not the plot of the story, but it is what

puts the characters in the middle of the
ot in Thunderball Rally, those scenes
are kriewr as Pit Stops,

Pit Stops

Fit Stops are encounters involving rac-
rrs anid their opponents, and sometimes
othar MPCs. Taken together, these
seenes make up the story of your
ame. Most scenes should have goals

related o the race (see The Yictory

Roll, below: For example, picking up a
hitchhiker who has good Repair skills
should grant a 41 bonus to the Victory
Roll. Making a particularly micky
maneuyver that's ceniral to the scene
{Ju[n]}mg a washed-out bridge or
throuigh a' train baxcar) should grant a

+1 bonus. Accomplishing the ,E,{:-al should
hetp:the: racers toward victory.
Encounters generally take the form of
character encounters, driving encoun-
fers, ar action encounters.

Llanaicten Fnomunbena

These encounters-help players define
their characters, If-a burnny hops our
into the road in front of their car, does
the crew swerve or run it over? Do
they stop For the sexy hitchhiker on the
side of the road? Here are some exam-
ples of possible’ character encounters:

s The racers wreck their car,-and mus|
find anather to finish the race, They
may buy or steal one,

« The racers encounter a crooked
entreprencur who bet a ton of maney
on, them. Will they cheat for him? This
cotld or'could not be a trap set by the
people running the race. What happens
if they catch the racers cheating?

« The racers spot a sexy hitchhiker on
the road and choose whether or nof to
ST0p-

«: The law busts the racers, but offers
towaive the charges if they'll rar out
the other racers and the organizers.
The racers may buy their freedom, or
they! may Ity fo escape.

m—_/ =\,

= An orphan siows away in the back of
the racers’ car. He's gol nowhere to

go, and mayhe he even has some skills
that will come in handy. He just wants
to get to California:

= The racers-come upon a family-filled
RY on a one-lane read. They're.driving
very slowly. Depending on how you @ 77
handle this, it could easily become a
driving encounler,

» The racers encounter a traffic jam.

= The racers come across what appears
to be an easily knocked=over armored
car, Will they go for thefast money
while risking the ire of the cops and
losing the race?

Hﬂivﬁ:g_ﬂu:nwrﬁem

These encounters are about going as
Fast. as you can while still maintaining
confrol of the car.

» The racers encounter a police or FBI
roadblock, Depending on its position,
they may be-able to go around, or they
may have to abruptly turn around.

‘Eithier way, a chass ensues,

= Thiere's a bridge ouf. IF.the racers

jumpiit-successfully, give them a bonus
‘on their roll to win the race, "
i1e il long irain blocks the road. /& grayvel.

pile-nearby could provide a ramp, but
the racers have to.get their car
thriough the open doors of a boxcar,
Give themn a +1 bonus on their Victory |
Rallif they make it, :

= One of the other racing crows sefs an
ambush for the racers,

« A motorcycle gang wants the racers’
ride, and doesn’t particularly care ifthe
racers are in a seling kind of mood.

« finother crew sabotages the racers’
car while they sleep, and now they-
hawve no brakes (and therefore can't
reduce speed normally),

» Wreckers sel traps'in the road 1o
cause accidents so they can salvage the
wehicles.

Hetinn Encountena
These encaunfers happen while the rac-
ers are outside their vehicles. :

= The racers discover that the gas sta-
tion they were counting an for refuel-

ing in the middle of nowhere has been

abandoned. They investigate, looking for
emough gas to make the next fown.

« The racers stop for food at a truck
sfop manned by gun-rofing, slack
jawied yokels.

« Animals in the road.

+ The racers swing inta a 7-1r for chips
and water as it is being robbed, The
robbers want the heroes' car for their
getaviay.

= A crop duster 1' lies overhead, releas-
ing some sort of gas that makes it diffi-
cult to see ot makes-the read ‘:|Ippf‘T’y
Someone is cheating, bur whom?

» The racers come across a road gang
hijacking a fuel truck.

Encounten Enfiancena

It's one thing, to jump your car over a
gulch, I's another thing altegethar fo
jumnp that gulch with three cop cars on
your tail, a'-g]]n—'nraz}r stowaway: bride
in the back sear, and a box of Unstable
chemicals in the frunk.Use some of the
tollowing ideas to bring cinematic spice
to your Thunderball Ralfy encounters.

» Firewark stands always lend nesded

spice 1o encounters. Tnig

o Tanker trucks Inaded with flammable

liuids. e
= Dishonest police, or car-salssmen,

« Anvice craam truck. The kids love ice

cream. y :

= Bad weather,|

Jtories
Staries in Thunderball Hally begin just
before the race, and end when the race
ends, The follewing race outling,
assummes that the player character rac-
ers have a rival, a sleazebag hustler
named Steve Jones, The PC racers
reapect, and sometimes even like, Jones
and his generally well-meaning crew
but their Fvalry is so infense that both
crews care more about beating each
other than about winning the Tace,
This year Jones has an expensive
import racer with a souped-up engine
and a new driver. what the player
characters do nof know is that the ace,
Franco Bertollin, is a ringar. The resi
of the vear, he is a professional
Formula 1 driver in Europe.

Hlpening eeme

The PC racers meel the other crews at
Gigino in Mew York Gity the night
before the race. They renew. their
rivalry with Steve, trading good-
natured insults, and he introduces them
te his new driver, “Frank”




Scene o

Tensions are high in the warehouse
garage the night before the race. Every
crew meticulously checks over their

“vehicle ore last time. The rival crew

reparts thal someone sabotaged their
car, Steve does not blame the heroes, he
just warns them 1o keep their eyes open.

Lo Thnes

The race is in progress. The heroes and
the tival team mesat; when they bath
choose the same ferry 1o cross a river,
The ferry is a quarter of a mile away,
and untying from the dock. There is
raom on the back of the ferry for only
one more car. Whoewver makes it gains
a significant advantage (+2 on the
Victory Roll, see below ).

Srene Faun

A a roadside diner and gas station, the

‘player characters run info another

tear; The-other team’s car has been
sabotaged and they are outof the race;
They think someone is trying fo fix the
race, and they ask the player charac-
ters o “go gei” the team that sabo-
taged Their car. 3

Scene Five

The player characters catch up fo the
saboteurs and a high-spesd batrle
‘ensues on the road.

[aning Seene.

At the docks in San Diego, the heroes
discover who won the race, find out
whether or not they bear Steve and
Franco, all grudges are settled, and 1hie
Cosa Mostra sponsors throw the Family
members who tried o fix the race info
the ocaan,

Reputation: Good Attention
Ewvery racer has a reputation of one
sorf or another, As a racer advances in
levels, he or she gains a Reputation
bonus that the GM sometimes can allow
the character 1o use with certain
Charisma-based skills in certain situa-
tions (see Chapter 1 Characters for
details on your racer's Reputation).
There are a number of ways and situa-
tions in which Reputation comes info
play. :

In general, 'a high Reputation bonus
benefits a racer. Those who recognize
thig Tacer are more likely 1o help him
{or do what he asks], However, a high
Reputation bonus alse makes it difficuls
for the racer 1o avoid unwanted aften-
tion {see The Fuzz, below).

Generally, a racer doesn't get a
choice whether or not to-apply a
Reputation bonus. When the GM
decides that a racer’s Repuration can
be relevant to a scens, the racer’s
player must apply the Reputation bonus
1o the check,

Fagme: and fnfomy

Most racers with a high Repufation -
bonus (+4 or higher) are considered

“famous.” That is, their repuation is

sgenerally positive. The Circuif Hero

feat adds 1o this posifive reputation.

Howewer, some racers are infa- i
mous, which results in different reac- '
figns. As a general rule, a racer with
the Circuit Heel Feat is considered infa- p
mous (No racer can select both the |
Circuit Hero and the Circuit Heaal feat),

Also, at the GM's ‘opticn, a racer = L
might he considered infamous in certain
sittations due To events that franspired
in a previous race. For instance, if your |
racer caused 4 lotof property damage il
in Toledo, he or she would be consid-
ered infamous when attempting fo

b % . <
interact with folks in Toledo I5
ﬂ,ﬂir_rgtfla_ﬂ Hesn
Whenever the GM decides that a

racer’s reputation can be a factor in an .
encounter (Usually when inferacting :

with law enforcement, race crews, race.

fans, or reporters), the racer's

Repuration bonus is added 1o the fol-—

lowing skill checks: Bluff, Diplomacy, ie

Gather Infarmation, and Intimidare. |
Iry situations in which the characrer's

positive reputation or fame can sway

another character's reaction, the racer

addsto the skill check. For instance, if

Steve Jones and Franco Bertollini have

a breakdown and need the local®

mechanic [and fan) to work on their

car immediafely, either's fame and posi-

tive reputation grants.a Reputation

bonus to his Diplomacy check.



' In situations in which the character's
,L negative reputation or infamy can help
sway ‘another character’s reaction, the
benus adds to the skill check. For
example, Knuckles Magee is tailing
Steve and Franco and needs the
mechanic to rell him which route the
| heroes took out of town, His notoriery
and reputation as a dangerous body-
guard and thug grants him a Reputation
{bonus.on his Infimidare check,

In situations where the racer’s nega-
/| Mive reputation or infamy makes another
character react poorly toward him, the

Reputation bonus is subtracred fram the

skill check (it becomes a penalty instead

of a bonus). Far example, if Steve or
Vil franco double park while picking up
. X some food, the higher of their twa
Reputations is a penalry when trying ro.
BIuff their way out of a parking n;ker
|| fand could get them some unwanted
atfention, see The Fuzz, below).

Remember that the GM musk deter-
mine that acharacter’s fame or infamy
can come inta play in a Hiven situation

people on the sireet won't know yvou
from Richard Petty (six-time Winston ;

lar Winston Cup Series Driver in g 76,
| and can’t be influenced by your reputa-
A fion. Other notes regarding Reputation
1 honuses and these Charisma- ba-_-,f-d

I)[ s_klilb I‘DHO‘-‘-‘

B In general, being either
Famous or infamous aids Bluff checks,
However, any Bluff check made to
deny or hide your identity (| don't
have 200 moving violations, there must

| be someone else with the same name”)

1 automatically turns the racer’s

1 Reputation bonus:imto a penalty. For that
check.

Diplomacy: Infamous-characters use

their Reputation bonus as a penalty
-when making Diplomacy checks {ir's
tough' o falk- your way out of a speed-
| ing ticker when the police think you're a
klll T,
“Gather Information; People are
more willing fo help someone they
knovw, whether happily (for a Circuir
Hero) or fearfully (for'a Circuit Heel):
Intimidate: A famous character can

| around,” but he gets to use only half of

.. his Reputation bonus (round down). An

- infamous character, on the other hand,
uses his full Reputation bonus when

- making ian Intimidate check.

for the Reputation bonus to apply, Most |

+ Cup champion by 1976, and most popu- ~

use his reputation fo “throw his waight ' 101

(The Finish Line

I'-ﬂfef":l.

The Fuz:z:.E:'dd Attention

To determine when racers attract the

attention of law enforcement. and how

much attention they attract, jTu.ar GM

i makes g Fuzz Check (DC 20) an:,r 1‘|mc

he fesls that the PCs’ actions might
bring theni under legal seruting.
Assume the law enforcemient crew are
Skilled, so fhey getia 44 to their

check. Add¥all the following m@dn‘wrs

that apply each [m]e 'rhm G makes ‘a
Fuzz Check:

' Cireumstantial Modifiers

Uncencealed equipment™

Unrepaired vehicle damapc 1
Turb{:u H 1

inienal s $Y oSG

Hero Action

AiikEgeeding e TSl

Blowing up huildings L% iC
1 5heoting flrearms o

Vehicle-refated deaths  +6 |
Modifier-for Locatian
Urban T
Suburban +4
.. Rural® k2 )
Middle of ‘Nowhers o 1;

“This madifier is for gach plece of
uncomcealed Eqmpm&m

Fuzz Check Result

Less than 2o ° No attention
20-25:11 | L) One police vehicle
e lakgs up the chase
30-35. 1000 “Palice block the road
ahead with four
vehicles and give
chase.
36+ Adozen police cars.

Sy Isome of them
- interceptors) grvc
. chase. ,
IF pu:nlu:& take up the I:ha::e run a

driving encounter (see Pit Stops,

uv;e]l IF'the racers disable: all 1h== pur-

In 1536, the RMS Queen Mary was the largest ocean liner in the world, She held
the Blug Riband for fastest North Atlantic crossing for over 14 yaars. In 1940
she was raﬁned as a Trocup shup.lnmajly she carried 5,500 troops. Har Capacity
| complete mermn Ariw db.flsmrﬂl She r:arw_

Table 6-1: ’u’rctory Aoll.
_modlfien _
Sdurce- i
| Modifier
- Lquipment i :
Each extra armor A

- Burned out ﬁngme SR

Turret | L -1
. .Ex.tra:.Fua!-T@n_kﬁ'-: S
- Turba | ; - s e

Scene Modifiers. :
' iiﬁ.mumphsh #oal of the

i it Stop {as set by the G- S

Dssahlc oppanant’s vehicle +1
-~ Destroy eppunenf’a vehicle =
Inuﬂpacnare -opposing driver w1
- Incapacitate™ Opposing navigator
Your vehicle disabled” -1
- Your vehicle destraved
~Your driver i apamrared’* -1
S our hawg\amr Enaapamfar@d"’“ =i

Additional Modifiers
Each day. spent recovering
from injuries -2
Each fime you atrract-unviwanted
attention [see The Fuzz) = 5
Superior Planning: {the navigatar
provides this assistance bonus
with a Drive check (DC 10)) +2

“Disabled means the vehicle crew must
make a Repair check fo get the vehicle
rn_dving again.

"Incapacitated, in this case, includes
being dead.

The magimum bonus For any scene
is +10, There is no minimum, NPC rac-
ers only earn scene modifiers for
scenes in which they and the PCs bath
appear. Otherwise they get madifiers
for equipment and may altempt to gain

the Superior Planning bonus.




suing vehicles, the scene ends. If
all pursuers lose sight of the
racers (a Search check opposed
by the racer's Hide chack, with a
+4 bonus to Search assuming
the pursuers are skilled), pursuil

ends. The G uses his or
5 her best judgment when

determining If sufficient
concealment exists to allow a
Hide check.

: Characterr
, ‘\\ Colorful is always befter in-this
S = game. A crew that wants fo

race a limousine with an
orangutan in the Front seat “driv-
ing" while they handle the real
contrals from the back under-
stands the spirit of Thunderbalf
Fafly. The navigator with a splil
‘personality who sometimes thinks
he's a superhero deserves at least
one GM-granted +2 bonus to a
check during the game, and
mayhbe more. Reward colorful
roleplaying,

GM characters should steal
shamelessly from relevision and
the mevies. It's much mare Tun i
the: black van the heroes think
belongs to their opponents actu-
ally belongs to a group of Vier
Mam vererans accused of crimes
g they didn’t commit and on the
e run from the Army. IF they stop
to help a car broken down on
the side of the highway in Death
Yalley, the owner should be Elvis
Presley or Frank- Sinatra. Pick
your Favorite Hollywood charac-
ter actors and use their voices
and mannerisms for GM
characters,

' The Victory Roll
You still need to defermine
who wins the race. You do so
wilh a Victory Roll, A Vicrory
Roll is a deo check made by all
racers nel in a hospital and still
in possession of-a wehicle. The
GM rolls for NPC racers, and
whoever is playing the
driver ralls for the
heroes. Each vehicle has
aVictary Rell Medifier,
as outlined in Chapter
5. Add rthar modifier
to the deo roll, and
then add any of the modifiers

~ 'f"h\

on Table B-1: Victory Roll
Madifiers, ift applicable.
In the unlikely event of a tie, the
top racers spal each ather about
a mile from the Queen Mary:
They must race each other to
the finish, Throw lols of obsta-
cles and turns in their path so
the fastest car isn’t automatically
the winner. Whoever wins the
final mile wins the race.

Fllmography
To truly nide 4
of - Thinde:

e fillad wﬂh hijinks dnd
ueled mayhem, H

of imdb.com.

‘Vanishing Point
Barry Mewman delivers a
supercharged Dodge Charger
tram Colorado to California,
and bets e can make the frip
in 15 hours: Considered by
any. o be the finest car
movie ever made-tigzl

*Death Race 2000
Culr cinema fegend David
Carradine, Sylvester Stallone,
and ofhers compets in a cross-
couniey car race in which rac-
Ers SCore paints for running
over pedesirigns. Briliant.
|1r_]-f- ]

‘Every Which Way
But Loose
What's befter than a movie in
which Clint wood plays a
fistfighting semi drive
that also stars an crangutan, of
course. (1g78)

*Cannonball Run

Burt Revnolds, King of the Car
Mavie; stars it tha film that
perfected the genra. |F you only
rent one of these mavies, this
is the one, f1g81)

Other Notahle Fllclfs
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