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Top Speed

20 m/s: 0.7

25 m/s: 0.8

30 m/s: 0.9

35 m/s: 1

40 m/s: 1.25

50 m/s: 1.5

60 m/s: 1.75

70 m/s: 2

80 m/s: 3

90 m/s: 4

100 m/s: 5

Acceleration

2 m/s2: 0.7

3 m/s2: 1

4 m/s2: 1.25

5 m/s2: 1.5

6 m/s2: 1.75

7 m/s2: 2

8 m/s2: 3

9 m/s2: 4

10 m/s2: 5

Handling

-10: 0.5

-9: 0.55

-8: 0.6

-7: 0.65

-6: 0.7

-5: 0.75

-4: 0.8

-3: 0.85

-2: 0.9

-1: 0.95

+0: 1

+1: 1.05

+2: 1.1

+3: 1.2

+4: 1.3

+5: 1.4

+6: 1.5

+7: 1.75

+8: 2

+9: 2.5

+10: 3

Safety

No seatbelts: 1

Seatbelts: 1.1

Reliability

80%: 0.4

85%: 0.6

90%: 0.8

95%: 0.9

99%: 1

Type

Motorcycle: 0.3

Single seater: 0.5

2 seater: 0.9

4 passenger coupe or sedan: 1

6 passenger vehicle: 1.2

8 passenger vehicle: 1.5

Big Rig: 2

Armored or Heavily Armored Car / Truck: See Armor Upgrades below.

Light Tracked Vehicle: 3. -6 accel, -60 top speed, -6 handling

Medium Tracked Vehicle: 5. -8 accel, -80 top speed, -8 handling.

Main Battle Tank: 10. -9 accel, -90 top speed, -9 handling.

Targets on a vehicle

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

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

2-5: General hit on the vehicle's body

6-7: Engine block

8: Wheel

9: Tire

10: Occupant. Roll appropriate dice to account for vehicle's seating capacity, 4 seat sedan would roll 1d4. Occupant hits first go through appropriate windshield or window. It is possible to hit empty seats.

Effects of vehicle hits

Engine block

Less than 10% of HP: No significant effect

10%: Minor damage. $100 of parts.

25%: Significant damage. $250 of parts. Three quarters speed and acceleration.

50%: Major damage. $500 of parts. Half speed and acceleration.

80%: Critical damage. $1,000 of parts. Quarter speed and acceleration.

100%: Engine seizes immediately. $2,500 of parts.

150%: Engine cannot be fixed.

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 $50 to repair.

80%: -4 handling, and costs $100 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 $25 to repair.

80%: Large crack. Costs $100 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 $100 to fix.

25% of HP: Cosmetic damage. Costs $500 to fix.

50% of HP: Serious damage. Three quarters top speed and acceleration, -2 handling. Costs $1,000 to fix.

80% of HP: Critical damage. One half top speed and acceleration, -5 handling. Costs $2,500 to fix.

100% of HP: Vehicle disabled. Costs $5,000 to fix.

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

200% of HP: Vehicle totally destroyed.

Durability

Vehicle: Resistance, HP. Wheels and tires, Glass.

Motorcycle: 2 resistance, 20 HP. Normal wheels, normal tires, normal glass.

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.

Big rig: 8 resistance, 80 HP. Large wheels, large tires, normal glass.

Light Tracked Vehicle: 30 resistance, 100 HP. Tracks, no glass.

Infantry Fighting Vehicle: 40 resistance, 120 HP. Tracks, no glass.

Main Battle Tank: 60 resistance, 150 HP. Tracks, no glass.

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

Armor Upgrades

A normal car or truck can be turned into a makeshift military vehicle simply by adding armor, although this makes the vehicles drastically heavier, reducing performance.

Light Armor: 14 resistance, 60 HP. -2 accel, -10 top speed, -2 handling. $200. Simple steel sheets added to a car or truck. Will protect against non-armor piercing light rifle ammo.

Medium Armor: 18 resistance, 80 HP. -4 accel, -30 top speed, -4 handling. $1,000. Includes armored wheels, armored glass. Heavier armor designed to protect against most small arms fire. AP rifle rounds will still penetrate.

Heavy Armor: 26 resistance, 100 HP. -6 accel, -60 top speed, -6 handling. $5,000. Includes armored wheels, armored glass. The heaviest amount of armor a civilian car or truck can reasonably accomodate, this will protect against virtually all small arms fire, and is only vulnerable to heavy weapons.

Run-flat tires: Tires do not blow out when penetrated, and only reduce handling by -1. Essential for any vehicle expected to see combat. $100.

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 $100 of parts.

10: Severe mechanical problem. Requires 1d4 days of repair time and $500 of parts.

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.


Gradual turns have shallow angles and can be safely entered at high speeds. Slow banking turns on race tracks and most highway turns are examples of gradual turns. Difficulty for the turn is 1 for each 5 m/s of speed when the vehicle enters the turn.


Medium turns have steeper angles and usually require high speed vehicles to slow down before entering. Most race track turns are medium, as well as turns on city streets. Difficulty is 1 for each 3 m/s.


Steep turns are sharp turns such as those leading into a narrow alley or trickier race track turns. Most drivers will need to slow down significantly to make these. Difficulty is 1 for each 2 m/s.


Tricky turns are particularly difficult and generally taken at low speed, even by experienced drivers. These are generally not found outside of a race track, and include hairpins. Difficulty is 1 for each m/s.


Devillish turns are notoriously difficult and require drivers to practically come to a complete stop. The corkscrew at Laguna Seca is an example. Difficulty is 2 for each m/s.


Maneuvering around an obstacle or another vehicle while turning makes the turn more difficult, and adds +5 to the difficulty.


Rolling unsuccessfully in a turn can be a minor inconvenience or a fatal occurance depending on how badly the roll is blown. For 1 MoF, the driver's error was slight. The vehicle makes the turn and loses only a quarter of original speed. At 2 MoF, half is lost. At 3 MoF the driver is forced to come to a stop to avoid crashing. At 4 MoF or more, the driver has crashed the car at a quarter of its original speed. At 5 MoF, speed is halved. At 6 or more MoF, the driver has plowed the car at full original speed into a solid object.


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, subtracted for rear-ender). To figure damage, divide current speed by 3 and apply the normal recursive formula, like so:
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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 and another general hit of normal severity. Seatbelts will greatly reduce the damage, with 1/4 normal damage taken to the collarbone and as a general hit.
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