1927 Ford Model T
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Top speed: 20 m/s
Acceleration: 1 m/s²
Handling: +2
Price: $200

1930 Ford Model A
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Top speed: 26 m/s
Acceleration: 2 m/s²
Handling: -2
Price: $400
1931 Chevy Six
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Top speed: 27 m/s
Acceleration: 2 m/s²
Handling: -1
Price: $500

1929 Blackhawk
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Top speed: 32 m/s
Acceleration: 2 m/s²
Handling: -1
Price: $550
1933 Ford V8
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Top speed: 34 m/s
Acceleration: 3 m/s²
Handling: -1
Price: $600

1935 Chevy Master
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Top speed: 36 m/s
Acceleration: 3 m/s²
Handling: +0
Price: $680
1934 Chrysler Airflow
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Top speed: 40 m/s
Acceleration: 3 m/s²
Handling: +0
Price: $725
1935 Hudson Terraplane
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Top speed: 39 m/s
Acceleration: 3 m/s²
Handling: +0
Price: $700
1936 Pontiac SS
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Top speed: 38 m/s
Acceleration: 3 m/s²
Handling: +0
Price: $750
1938 Buick Special
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Top speed: 42 m/s
Acceleration: 4 m/s²
Handling: +1
Price: $1,050

1936 Cord 810

(no picture, since it looks roughly the same as Cord 812 below)
Top speed: 42 m/s
Acceleration: 4 m/s²
Handling: +3
Price: $2,000
1937 Cord 812
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Top speed: 45 m/s
Acceleration: 5 m/s²
Handling: +4
Price: $3,000
1933 Cadillac V16
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Top speed: 42 m/s
Acceleration: 5 m/s²
Handling: +2
Price: $7,500
1935 Auburn Speedster 851

[image: image13.jpg]



Top speed: 45 m/s
Acceleration: 5 m/s²
Handling: +3
Price: $2,250
1935 Pierce-Arrow Silver Arrow
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Top speed: 51 m/s
Acceleration: 4 m/s²
Handling: +2
Price: $10,000
1934 Mercedes-Benz 500K Spezial
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Top speed: 47 m/s
Acceleration: 5 m/s²
Handling: +4
Price: $10,780

1934 Duesenberg SJ
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Top speed: 51 m/s
Acceleration: 6 m/s²
Handling: +4

Price: $17,500

Rules
Targets on a vehicle
If a vehicle is hit, roll 1d10. These spots can also be aimed for.

1: Engine block

2: Tire (1d4, 1 = front right, 2 = front left, 3 = rear right, 4 = rear left)

3: Wheel (1d4, same criteria)

4: Headlight / taillight (1d2, 1 = right, 2 = left), which one is hit depends on orientation toward target vehicle

5: Windshield or window (1d2 if window, 1 = front, 2 = back), which one is hit depends on orientation toward target vehicle

6: Driver. Roll 1d2, 1 = add windshield or window’s resistance to driver’s, 2 = add vehicle’s resistance to driver’s.
7: Passenger (roll randomly with a die equal to number of passengers), roll 1d2, 1 = add window’s resistance to passenger’s, 2 = add vehicle’s resistance to passenger’s resistance

8-10: General hit on vehicle’s body
Effects of vehicle hits
Engine block

Less than 10% of HP: No significant effect

10%: Minor damage. $10 of parts.

25%: Significant damage. $25 of parts. Three quarters speed and acceleration.

50%: Major damage. $50 of parts. Half speed and acceleration.

80%: Critical damage. $100 of parts. Quarter speed and acceleration.

100%: Engine seizes immediately. $250 of parts.

150%: Engine cannot be fixed.

200%: Engine blows up. Same radius and damage as rifle grenade. Firewall will protect occupants.
Tire
Less than 50%: No significant effect.

50%: Tire slowly deflates, becoming flat in 1d6 minutes.

80%: Tire rapidly deflates, becoming flat in 1d6+6 rounds.

100%: Tire blows out, requiring a DF 25 driving check to safely stop the vehicle. Run-flat tires merely entail three quarters speed and acceleration and -4 handling.
500%: Tire flies off or is destroyed, and the vehicle runs on the rim. DF 30 driving check to safely stop.

Wheel

Less than 50%: No significant effect.

50%: No effect, but costs $5 to repair.

80%: -4 handling, and costs $10 to repair.

100%: -10 handling, wheel must be replaced.

200%: Vehicle must stop. Driving check DF 25.
500% Wheel destroyed. Driving check DF 35.

Headlight / Taillight
Any damage will break them.

Windshield, windows
Less than 50%: No significant effect

50%: Crack. Costs $2.50 to repair.

80%: Large crack. Costs $10 to repair.

100%: Breaks. Must be replaced.

200% Shattered or knocked out of frame if shatterproof.

General hit

Less than 10% of HP: No significant damage.
10% of HP: Cosmetic damage. Costs $10 to fix.

25% of HP: Cosmetic damage. Costs $50 to fix.

50% of HP: Serious damage. Three quarters top speed and acceleration, -2 handling. Costs $100 to fix.

80% of HP: Critical damage. One half top speed and acceleration, -5 handling. Costs $250 to fix.

100% of HP: Vehicle disabled. Costs $500 to fix.

150% of HP: Vehicle disabled. Cannot be fixed.

200% of HP: Vehicle totally destroyed.

300% of HP: Vehicle explodes. Damage and radius equal to hand grenade.
Durability
Vehicle: Resistance, HP. Wheels and tires, Glass. Price ($) for some
Civilian car or truck: 4 resistance, 40 HP. Normal wheels, normal tires, normal glass.
Military truck / HMMVW: 8 resistance, 60 HP. Normal wheels, normal tires, normal glass. $2,500.
Big rig: 8 resistance, 80 HP. Large wheels, large tires, normal glass.
Armored car or truck: 20 resistance, 60 HP. Armored wheels, normal tires, armored glass. Normal cost + $1,000.
Tank: 30 resistance, 80 HP. Tracks, no glass. $10,000.
Wheels

Normal: 5 resistance, 20 HP

Large: 10 resistance, 40 HP

Armored: 3/4 to vehicle’s resistance, 20 HP

Tracks: 3/4 of vehicle’s resistance, 1/2 of vehicle’s HP

Tires

Normal: 0 resistance, 5 HP

Large: 0 resistance, 10 HP

Engine Block

Equal to vehicle’s resistance + 10, 1/2 of vehicle’s HP

Gas tank

Equal to vehicle’s resistance, puncturing will not cause the vehicle to explode
Headlight / Taillight
Resistance 2
Windows and windshield

Normal: 0, 10 HP
Armored: Equal to vehicle’s resistance, 1/4 of vehicle’s HP
Reliability

Chance of failure per session can go as low as 1% or as high as 20%. A brand new car has 99% reliability, and it goes down from there. The less reliable the car, the cheaper it gets. After choosing a reliability, multiply the car’s price by the number listed below. There are then either one or three rolls that must be made. If one of the characters has been inspecting the vehicles and making sure they are in working order, then that character first makes makes a repair check against DF 28. If he succeeds, then the failure does not occur. Otherwise, roll once for timing and severity of the failure. In the event of a severity roll of 9 or 10, the part still needs to be replaced.
Timing (1d10)

1-7: Vehicle breaks down when nothing critical is happening

8-9: Vehicle breaks down during a fight, chase, or other critical moment

10: Vehicle breaks down at the worst possible moment.
Severity (1d10)

1-2: Vehicle sputters for 1d10 rounds, causing top speed and acceleration to fall in half.

3-4: Flat tire. Must use the spare (half top speed and acceleration, -5 handling if it’s a donut) or fix the flat. Driving on a flat entails half top speed and acceleration, and a driving check DF 20 each round, DF 25 on each turn.

5-6: Vehicle shuts off. Minor maintenance will fix the problem. Repair check, DF 15.

7-8: Tire blows out while driving. Make a DF 25 driving check to safely stop the vehicle.
9: Mechanical problem. Requires 1d6 hours of repair time and $10 of parts.

10: Severe mechanical problem. Requires 1d4 days of repair time and $50 of parts.
Reliability: Price
99%: x1
95%: x0.9
90%: x0.8
85%: x0.6
80%: x0.4
Races and Chases

In a straight line, whoever has more acceleration and possibly higher top speed wins. Turns are where things get interesting. There are five grades of turn: Gradual, Medium, Steep, Tricky, and Devillish. They carry difficulties of 20, 25, 30, 35, and 40. If the driver passes this roll, he will only lose 10, 20, 30, 40, and 50% of his current speed by the time he exits the turn. Each MoF will cause an additional 5% loss.


Trying to force another driver off the road causes an extended opposed roll. This can continue indefinitely until one driver crashes or they both back off. CMoS of 20 will cause the other car to crash, while -20 will cause the aggressor to crash.

When a car crashes, everyone inside it is going to have a bad day! The worst crashes are into a solid object at a perpendicular angle. The MoF on the driving roll that caused the crash determines its severity. Damage to the car and its occupants is based on speed (added together for a head-on collision). To figure damage, divide current speed by 3 and apply the normal recursive formula, like so:
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3 1

6 3

9 6

12 10

15 15

18 21

21 28

24 36

27 45

30 55
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33 66

36 78

39 91

42 105

45 120

48 136

51 153

54 171

57 190

60 210



If the driving roll that caused the crash was failed by 10 MoF or more, this is the result. At any significant speed, this is likely to result in the deaths of everyone in the car. For each MoF less than 10, reduce effective speed by 3.


The damage is taken to the vehicle as a general hit and to every occupant as crushing damage with a normal roll on the hit location table. Seatbelts will greatly reduce the damage, but these were not used in the 30’s, so drive carefully!
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