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1. Creating your Character


	Your character is the person you will play in the game. He should be a fantasy individual, and not a copy of someone else, no living or fictonal person. The character will heave his own attributes, skills, way of thinking and history. Just follow the steps below to define all this. If you have a character alreade in your mind, then discuss it with your GM, and work him out without rolling all the dices.





1.1. Basic attributes


	You start to edit your primary abilities. These are Body, Agility, Dexterity, Perception and Cunning. These attributes can be defined by two ways. The first is to split 65 points among them, the second to roll 3 dices at each attribute. The value will range from 3 - 18, and this is also the limits for those who choose the first option. A normal value is 11, but as you can see 65, shared on 5 attributes, will be 13. This is because the player character isn't a ordinary John Doe. He is a hero. Female characters get -2 to body, but +1 to agility and perception.





Body - BDY


	This is the characters strength, size and endurance all together. It's used to see how much he can lift and carry, how much damage he will do in meele combat, how much damage he can take before he dies and it also sets his length and weight.





Agility - AGL


	The agility determines the characters limbness and reflexes. A agile person has a larger chance of avoiding hits, land on his feet after a fall, etc. Also a agile person will have a advantage in combat since he is fast, and therefor will have a initiative bonus.





Dexterity - DEX


	This is probably the most important attribute in the I'76 computer game. It controls the characters presicion with guns and his abilty to control the vehicle. It's a messure of how well brain-eye-hand works together. Since this is a RPG, and the character will leave his vehicle, it's not more important than any other attribute.





Perception - PCT


	Percetion determines the characters sences and the ability to notice things. A person with very high perception would have have great visiom, hearing and so on. He also have the ability to notice clues on crime scene, discover concealed weapons on a person, and see the suns reflection in a sniperscope, 1000 feet away. 





Cunning - CNG


	Cunning is a way to determine the characters knowledge, education, memory and his ability to learn. A cunning person will be a better mechanic for example. Computers, languages, history, and medicin will also be affected by your cunning attribute.





1.2. Age


	At this point you need to determine your characters age. The older he is, the more experince he will have and more special events (see 1.4.) could have happened. However, a older character will loose (and gain) some primary attributes points. The character gets 50 + (2 x AGE) Skillpoints to buy skills for.





Age	Special events	Money		BDY	AGL	DEX	PCT	CNG	Max Skillvalue


-15		2	$6.000		-1	+1	-	-	-1	12


16-25		3	$7.000		-	-	-	-	-	13


26-35		4	$8.500		-	-	-	-	-	14


36-45		5	$10.000		-1	-1	-	-	+1	15


46+		6	$12.000		-2	-2	-1	-1	+2	16


1.3. Nationality


	Choose your nationality. You could be pure american, from another country or born in america, but with parents that comes from another country. If you want, then role a dice to determine the nationality. Those who not role still must follow the table. Languages will be described in section 1.6, skills, later.





Roll	Nationality	Language


1-4	American	Primary: English, Secondary: none


5	Forigner	Primary: Choose one, Secondary: English


6	American with 	Primary: English, Secondary: Choose one


	Foregin parents





1.4. Special events


	Here comes some tables with lots of contents to make your character unique. It will be both historical events and special abilities here, and both positive and negative. First roll a dice to see which table you should use. Then roll 3 dices to get the exact event. When the event has been choosen, roll again to choose which table to use for the second event, and so on. If you get a result the lowers or raises a attribute, then the ordinary 3 -18 limit does not count. So if you're lucky you can get a attribute up to 21. It can never be below 1, though. The GM and the player can agree of choosing these events, if the dice roll system doesn't please them.





Table 1 - Mental


3	After that hit in the head, you've had trouble remembering some things you've learned earlier in your life. You get -2 to CNG.


4	Phobia. Your character is extremly frighten of something. Insects, hights, strangers are some examples. Make something up with the GM.


5	Extraordinary concentration. If you spend an hour just concentrating on a task, you will have 1 dice easier to perform it.


6	The characters isn't very bright. He gets -1 to CNG


7	Obbsesion. you are totaly obbsessed by something. It could be sex (Nymphomaniac), stealing (Cleptomaniac), fire (Pyromaniac), or something else. Make it up with the GM.


8	You always get lost. Maps and compasses are impossible to read out. I doesn't matter if you are in a large building or crusing down the highways. You always end up in a unknown place.


9	Clever. You get +1 to CNG.


10	Perfect timing. You don't need a watch, since you always know what time it is. You can also tell when for example,  excactly 2 minutes has passed. 


11	Light sleeper. You wake up easily, and cannot be surprised when you sleep. 


12	Born scientist. you get +2 to CNG.


13	Photographic memory. you never forget something you've read or seen.


14	Damage tolerance. You don't feel so much pain as other do, and therefor add +1 to your Resistance. (see 1.5.)


15	Experienced. You have learned more than a normal person at your age. Add +20 to your starting skilpoints.


16	Gifted. The character can raise one, by the player, choosed skill with half of the skillpoint cost. This half cost will remain so remeber it, if you choose to raise the skill later in the game.


17	Intuition. You have the ability to read peoples body language, their choise of words, and how they say it. It's impossible to lie for you, and you also know when someone is planning to draw a weapon upon you etc etc. Add +1 to your initiative. (see 1.5.)


18	Roll twice on this table, and take both the results. This doesn't count on the new rolls, and reroll if you get 18 again.





Table 2 - Physical


3	A old bullet wound in the leg has made you limb. you get halfed movement points when 	running.


4	Standing to near an explosion caused some hearing difficuly. -1 to PCT.


5	Born with bad vision. (-1D6 /2)  in PCT. Glasses comprehends this loss, but if they are removed the loss takes effect.


6	Clumsy. –1 to DEX.


7	Big smoker. You can't be without nicotine in 5 minutes. This has made your health weaker. –1 to BDY.


8	You have a old bone fracture that has been healed wronly. The AGL goes down 1 point.


9	Resistance against drugs. You can drink a whole bottle of whiskey before you even get dizzy. Double your BDY when dealing with drugs.


10	Sixth sence. Add +2 to your PCT.


11	Extraordinary strength. Raise BDY with +1.


12	Total body control. Add +1 to DEX.


13	Boneless. Raise AGL with +1.


14	Lightning reflexes. Add +2 to you initiative bonus. (see1.5.)


15	Hard fists. Your damage value in unarmed combat is raised with +1. (see1.5.)


16	Raise BDY, DEX or AGL with one point.


17	Good healing flesh. You heal twice as fast as the others.


18	Roll twice on this table, and take both the results. This doesn't count on the new rolls, and reroll if you get 18 again.





Table 3 - Skills


3	Add +1 to the basic value of a skill of your choice.


4	Add +3 to the basic value of a skill of your choice.


5	Add +5 to the basic value of a skill of your choice.


6	You get 10 in a skill of your chice


7	Morning Jogger. Add +5 to the basic value of your Endurance skill.


8	Body builder. Add +5 to the basic value of your Weight lifting skill.


9	Talented Artist. You get 12 in a Artist skill of your choice. 


10	Local Sports champion. You get 12 in a Sports skill of your choice. 


11	Good Craftsman. You get 12 in a Craftmanship skill of your choice. 


12	Extra language. You may start with another language, at your primary language skill.


13	Fighter carieer. Your basic Unarmed combat skill value is 12.


14	Race carrier. Your Driving skills has 12 as the basic value.


15	Wespon fetisch. Add +5 to the basic value of three weaponskills of your choice.


16	Talanted. Add +1 to all basic skills.


17	Very talanted. Add +2 to all basic skill values.


18	Roll twice on this table, and take both the results. This doesn't count on the new rolls, and reroll if you get 18 again.





Table 4 - Historical


3	Accident. The player has been in a accident that nearly took his life. He know has some permanent damages to his body. It could be one blind eye, some lost fingers or something like that. Make something up with the GM.


4	Dangerous fugitive. The characters is wanted for a serious crime. Whatever he is guilty or not is up to the player to deside. Make something up with the GM.


5	Fugitive. The characters is wanted for a crime. Whatever he is guilty or not is up to the player to deside. Make something up with the GM.


6	The character has saved the life of an animal a year ago. Since then the animal is his tame pet and freind. Make up with GM.


7	The character is famous, and people usually recognize him. This can be either a positive or negative reputation. Make it up with the GM


8	The characters whole family has been exterminated. Why? Roll a dice.


1  	Accident


2  	Arranged Accident. The characters know about this, but no one belives him.


3  	Murder. The murderer is known to the character and on the loose.


4  	Murder. The murderer is known to the character, but has lifetime in jail.


5  	Murder. The murderer is unknown to the character.


6  	There is now proof of their death, but they are vanished. Everybody, except for the character, think they are dead.


Make up the details with the GM.


9	Hatred. Something in the past has given the character strong hatred to one of the following: (Roll 1 dice).


1  	A certain person.


2  	A proffesion. (Doctors, Truckers etc)


3  	A nationality. (Swedes, Russians etc)


4  	A race. (Asians, Negros, Whites etc)


5  	A certain gang.


6 	The police.


Make up the details with the GM.


10	The character has caused some harm earlier in his life. He is now hunted by: (Roll a dice).


1 – 2	A lonely hunter, with at least 5 points higher skill than the character in skills that can cause damages to the character. (Weaponskills etc).


3 – 4	A group of 2D6 individuals.


5 – 6	A gang of 5D6 individuals.


The hunters may turn up when least expected. The GM desides who the hunter are, and why they are hunting the character.


11	Tragic lovestory. The character feels strong love, but the other part… (Roll a dice).


1	…Is dead


2	…Is vanished


3	…is still in love with the character, but something keeps them apart.


4	…Can't even stand the sight of the character.


5	…Hates the character, and wants to harm the character as much as possible.


6	…Hunts the character and wants to kill him.


The details are up to the GM to deside.


12	The character is registred as a trouble maker in the police records.


13	The character has won a radio contest. The price can be free schampoo for a year or something like that. The GM desides what.


14	The character has stopped a school bus from geting blown away by evil bandits in a small town once, and will always be treated nice by the townsfolks. He can always seek shelter there, and he will be given free reapiars, gas and medical treatment. The GM chooses which town.


15	The character was a former member to a gang, but the gang is still his friends. He can trust them to aid him if they are availible. Make something up with the GM.


16	The character has a second ID, with all the neccesary cards, licenses and papers.


17	You have, by misstake, killed innocent lifes earlier in your life. Now you have strong guilt for the incident, and are trying to make things up. Make up the details with the GM.


18	Roll twice on this table, and take both the results. This doesn't count on the new rolls, and reroll if you get 18 again.





Table 5 - Equipment


3	Just before the game starts, the character got into a little car duel, and got his vehicle blown up. All he owned was in that vehicle, and he now just have the clothes he wears, and a .45ACP pistol.


4	The character owe 1D6 x 5000 dollars to someone. The GM desides to who.


5	You will start the game empty on fuel. Tough luck.


6	You have 2 boxes of the finest whiskey in the trunk.


7	The character gets a free, personal weapon of his choise. The GM can set limits.


8	You have found a box of dynamite in an abbandoned barn.


9	You have visited a junk yard a few days ago, and now have the car filled with spare parts. It's enough to replace 1D6 + 3 destroyed, non weapon parts.


10	The character just got his hands on a free vehicle weapon of his choice. The GM can set 	limits.


11	You just got your 16" tyres fixed and placed on your car at a gas station. 


12	The Character has Aircraft brakes, but needs to install them. He may not do that before the game starts. 


13	You just bought Ether X Rally suspensions very cheap, but haven't installed them yet. You may not do that before the game starts.


14	The character has hidden a spare SHO V8 Engine. The GM desides where it is hidden.


15	You own a trailer, which you use as a home. Since the tyres of the trailer has been stolen, it's not movable at the moment.


16	The character own a secondary vehicle of his choise. The value must be under $5000, and he is not allowed to add any weapons to this car before the game starts.


17	You own a little house somewhere in the middle of nowhere. It has 1 + 1D6 /2 rooms and a barn where you can leave the vehicle.	


18	Roll twice on this table, and take both the results. This doesn't count on the new rolls, and reroll if you get 18 again.





Table 6 – And then some


3	Very bad luck. You start with only 1 luckpoint. (see 1.5.)


4	The character is very addicted to coffeine, and must drink at least 1 litre of coffe each day. Or at least 10 bottles of coke. 


5	You have bad hand with animals, and they attack as soon as you get close to them. This can not be combined with result 14 on this table. Reroll in that case.


6	The character has something he likes to wear all the time, even when he sleeps. This could be a special cap, sunglasses, car gloves etc.


7	You were drunk one day and visited a tattoo bar. Since that day you have a large tattoo all over your back, and it doesn't look to bad. 


8	Choose a car company, example Pheadra, Pickard, Courcheval etc. This is your favourite car company, and in your oppinion all other cars are just junk. (This doesn't mean you won't drive another car, but you will not like it).


9	Fanatic vegetarian. However, you are not a member of the AVMA (Auto Vigilantes for a Meatless America), since this could make conflicts with the other meat eating player characters.


10	Great aim. Increase the range value of all ranged weapons with 20%.


11	You know the gang from I'76; Groove, Taurus and Skeeter. You even had a little love affair with Jade, long time before she passed on. (Some GM's may think this is rediculus, and in that case reroll).


12	Legendary cook. Everything you make is just delicius. In fact it's impossible for you to fail with any kind of food.


13	You start the game with a real big, Santa Claus like beard.


14	Good hand with animals. Even the wildest beasts becomes as lambs when you calm them. This can not be combined with result 5 on this table. Reroll in that case.


15	You know a great mechanic that seem to be a little behind and doesn't seem to know the value of money. He does all reapairs for free as long as you pay for the parts. (No, it isn't Skeeter).


16	Casanova. The character seems to be very atractive to the oppsite sex, and has no problem to get a date.


17	Lucky. You start with the double amount of luckpoints. (see 1.5.)


18	Roll twice on this table, and take both the results. This doesn't count on the new rolls, and reroll if you get 18 again.


1.5. Secondary attributes


	There are several secondary attributes. These are Length, Weight, Damage, Resistance, Initiative, Movement and Luck. 





Length - Weight


	Choose your length and weight or use the table. Add 2 dices centimeters, or 1 dice inches to length, and 2 dices kilos, or 4 dices lbs to the weight. The values are of no importance to the game.





	BDY	Length		Wight	


-5	150cm	5'	45kg	90lbs


6-9	160cm	5'4"	55kg	110lbs


10-12	170cm	5'8"	65kg	130lbs


13-15	180cm	6'	75kg	150lbs


16-19	190cm	6'4"	85kg	170lbs


20+	200cm	6'8"	95kg	190lbs





Damage - DMG


	This is a messure of the characters damage ability in close combat. The value is for unarmed combat, and when wielding a meele weapon, add this value to the weapons damage value. You do however always at least one point of damage, even if the roll is 0 or negative.





BDY + ( 0.5 x AGL )	Damage


-10			1D6-2


11-15	1D6-1


16-20	1D6


21-25	1D6+1


26+			1D6+2





Resistance - RES


	This is a characters ability to take damage. All characters has 10 Healthpoints, and when they are attacked the damage is reduced by their resistance. If the character is using any kind of armor, and the hit takes in protected area, the armors protection value (AP) is added to his Resistance value. The character always gets 1 point of damage, even if the damage is negative. Even if that vest stops a .45ACP bullet, the character still gets a horse kick in the chest.





BDY		Resistance


-5		1


6-8		2


9-12		3


13-15		4


16-18		5


19+		6





Initiative - INI


	A person with a high initiative will be able to react first in a combat situation. If the characters is agile he will have a high initiative. However, if he is very big, that makes him slow and therefor initiative is lowered. In a combat situation, all involved roll a dice and add their initiative bonus. The one with the highest value starts, then the next and so on.





AGL – ( 0,5 x BDY )	Initiative


-1			1


2-5			2


6-9			3


10-13			4


14-17			5


18+			6











Movement  - MOV


	Movement is a meassure on how fast a chracter can run. The value is just here to compere to other characters, and has nothing to do with meters or yards. It's based on both AGL and Length, since a chracter with long legs can run faster.





AGL		Movement 	Length			Modification


-7		1		-150 cm	-5'		-


8-15	2		151-180 cm	5'1" - 6'		+1


16+		3		181+ cm	6'1"+		+2





Luck


	Luck is a couple of luckpoints a character gets at start. These can be used to either increase the characters chance to succes with a roll or degrease a enemys chance to succes with his. It can also be used to reduce damage that is inflicted to the character or his vehicle. Each player start with 1D6 /2 Luckpoints. For each point you can reduce your roll with 1D6, increase a enemys roll with 1D6 or reduce 1 point of damage. This point is removed after the resistance has been drawn from the damgage, and damage can never be reduced to 0. It must be at least 1. You may offer more than one point to a single event. A character should gain atleast one new Luckpoint after each playing meeting, and he gains a point when he has luck with a roll. If he makes a skill roll and all the dices comes up with 1, then he gains a new point instantly. The GM can also give Luckpoints to the player as a bonus for good roleplaying etc etc. One luck point may be transformed into 3 skillpoints points, at any time in the game. These skillpoints can be used to raise skills as described below.





1.6. Choose skills


	It's now time to choose your skills. The skills are listes in chapter 2. and you may choose whichever skills you wan't. However, keep in mind to choose skills that fit your character and his earlier proffesion, before he became a auto vigilante. The character starts with some basic skill values, and they are based on the attribute for each skill. If the attribute for a skill is missing, then there is no basic value for that skill, and the character starts with 0. See the table below. 


	You have 50 + (2 x AGE) skillpoints to buy skills from, and the cost for them are 1 for each step between 1 and 10, and 2 for each over 10. The skill value may not exceed the max skillvalue listed on the age table. 


You can also choose a specialization. It costs 2 points, and you then get +2 to the skill for that specializtion. As a example i have Driving 12, and i choose specialization Trucks. It costs me 2 points, but i have 14 in my skill when i drive a truck, but only 12 for all the other vehicles. You may only add one specialization to each skill. Examples of specializations are also listed in chapter 2. When you buy a specialization the +2 you get can exceed the max skill value.





Skill value	Cost		Specialization


-10		1/step		Costs 2, Adds 2


11+		2/step





Attribute	Basic skill value


-5			3


6-8			4


9-11			5


12-14			6


15-18			7


19+ 			8





1.7. Put some meat on the bones


Now you need to fill in the blanks. Who is the character?. What is his real name?. What is his codename? Why is he acting as a auto vigilante? Does he have any family? What does he look like?








1.8. Car and equipment


	This is the final step. For the starting money you now need to purchase a vehicle and other stuff you would like to have. When you're done it's just to hit the road. All equipment can be found in chaper 4.





2. Skills


	Skills are used by rolling a couple of dices, and if the roll is under the skill value it's a succes. The amount of dices are based on how hard the roll is. As a standard value there is 3D6. If it's a easy roll it can be 2D6 or even 1D6. If it's hard it's 4D6, 5D6 or even higher. It's up to the GM to deside how hard it is to succes with a certain skill and there is also some tables the GM can follow, especially in combat. In some events skills won't cover the action, and you need to use the primary attribute instead, but the rules are the same. 


Luck points can be used to make a characters roll easier or an enemies roll more difficult. One luck point takes away, or adds, for an enemy, 1D6 to the roll. The character can spend more Luck points to futher increase/degrease the chance of succes, but it can never go below 1D6. 


	In some events it's neccesary to see how good the character succeeds with his skill. In that case, take the skill value minus the roll, to get a effect value. For example a characters skill value is 14, and he rolls 6. The effect of the roll is 8. This value can also be negative. This can be used to see who will win a armwrestling match for example. Both rolls 3D6 and removes the result from their BDY value. The one with the highest effect wins the match.


		Some skills doesn't use a roll. One of them is languages. Look at table 2.1. to see 	how good you know a language. And then we have Burst control, Stunt driving and Two 	weapons. These skills limits your Drving skill and Weapon skill. As a example, if you are a 	good driver, and have good control over the car, doesn't mean you can control it in the air, 	or on two wheels. Therefor, when you do such a action, your driving skill can not exceed 	your Stunt driving skill. If it does, then lower it to the Stunt driving value for that action.


	To raise skills during the game, you need to transform luckpoints into skillpoints. The GM should give 2-3 luckpoints after a playing meeting. You also gain a luck point every time you succeed getting 1 on all dices in a roll. One luckpoint can be transformed into 3 skillpoints, and these can be saved or used as the initial skillpoints. This is the experince system in Burning Rubber.





Action		Dices 		Effect


Very easy	1D6		Roll minus skill or attribute


Easy		2D6


Normal		3D6


Hard		4D6


Very Hard	5D6


Impossible	6D6





2.1. Languages


	Each language is a specific skill. The skill value determines how good your character knows the language. A character starts with his CNG value in his primary language, if lower than 10 than raise it to 10, and half his CNG value in the secondary skill.





Skill value	Knowledge


-3		No grammatic knowledge. Tiny vocabulary.


4-6		Very bad grammatic knowledge. Small Vocabulary


7-9		Bad grammatic knowledge. Not so bad vocabulary.


10-12		No grammatic weakneses. Normal vocabulary.


13-15		Good knowledge in the language. Good vocabulary.


16+		Awesome knowledge in the language. Great vocabulary.





2.2. Skilltable


Skill			Attribute	Specilizations (Examples)


Archery			DEX		Crossbow or Bow


Armed combat		AGL		Knifes, Clubs, Axes, Swords, Chains etc	


Burst control		DEX		Pistols, Rifles or Machine guns


Communications	CNG		-


Computers		-		-


Contacts		-		Black market, Medical, Military etc.


Dodge			AGL		-


Draw weapon		AGL		-


Driving			DEX		Small cars, Medium cars, Large cars, Bikes, Trucks etc


Electrics		-		-


Endurance		BDY		-


Explosives		-		-


Fly airplanes		-		Small planes, Large planes, Military planes or Commercial Planes


Fly choppers		-		Small chopper, Large choppers or Combat choppers


Gambling		PCT		Black jack, Poker, Roulette etc


Heavy weapons		-		Mortars, Bazookas, TOW's etc


Hiding			PCT		Urban or Wilderness


Hunting			PCT		With traps or With rifles


Knowledge		CNG		History, Geography, Law etc


Lockpicking		-		-


Mechanics		-		Bikes, Cars, Trucks, Boats, Aircraft or Military


Medicin			CNG		-


Movement		AGL		Climbing, Jumping, Acrobatics etc


Navigation		-		-


Orientation		CNG		-


Pistols			DEX		Pistols, Submachine guns or Sawed-off shotgun


Rifles			DEX		Sniper/Hunting rifles, Shotguns or Assault rifles


Safe cracking		-		-


Science		-		Mathematics, Chemistry, Physics, Biology etc


Seamanship		CNG		Sailing boat, Motorboat, Battleship etc


Sneaking		AGL		-


Stealing			AGL		-


Stunt driving		DEX		Small cars, Medium cars, Large cars, Bikes, Trucks etc


Survival			CNG		Forrest, Dessert, Artic, Djungle etc


Swimming		AGL		-


Throwing		DEX		Balls (Stones, Grenades), Knifes etc


Tracking		PCT		Forrest, Dessert, Artic, Djungle etc


Two weapons		DEX		Meele weapons or Ranged weapons


Unarmed combat	AGL		Fighting or Wrestling


Vehicle Arms		DEX		Slug throwers, Mortars, Droppers, Flamers, Missiles or Rear firing


Weight lifting		BDY		-





Other skills		Choices 


Artist			Drawing, Dancing, Play instruments, etc


Craftsmanship		Blacksmithy, Tailoring, Carpentry etc


Languages		English, Swedish, Chineese etc


Sports			Football, Soccer, Scuba diving etc





These choices are each a unique skill and not a specialization.


2.3. Skill description 


(*) marks possible specializations. (¤) marks a general skill where you need to choose specific skill. 





Archery *


	The skill is used when ever you fire a bow or a crossbow.





Armed combat *


All meele weapons are used with this skill. If the character uses two onehanded weapons, this skill is limited to his Two weapons skill. 


	


Artist ¤


The general name for a characters talent for Drawing, painting, acting, dancing, singing etc. You must choose a specific skill. 		





Burst control *


	When you fire a assault weapon, and use automatic fire, the weapon skill can never exceed the 


burst control skill. If it does, then lower it to this skill value.





Communications


Communications is used to handle advanced radio, and telephone systems. It involves kryptation methods, and how to encode and decode transmissions.





Computers


This skill is used when you handle a computer. It contains both basic actions and advanced programming.





Contacts *


Contacts maybe is stupid to have as a skill, but it was a easy solution. A character with a high contact skill knows people everywhere, and can get his hands over illegal weapons, a doctor that don't ask any questions, classified information etc.





Craftsmanship ¤


This is the characters knowledge in skills like Blacksmithy, Tailoring, carpentry etc. You must choose a specific skill. 	





Dodge


When the chraracter gets attacked he can try to dodge the blow. The skill will be more described in chapter 3, combat.





Draw weapon


If a character needs to draw and use a weapon immidietly, then this skill is used. If it's a failure, then it takes 1, for small weapons, or 2, for large weapons, whole action points to draw the weapon.


If it is a succes, he gets the weapon in his hand immidietly.





Driving *


This is the characters ability to control a ground vehicle. When he does stunt actions, it's limited by his stunt driving skill.





Electrics


	This is the skill the character has in repairing electric machines, like computers, radios 	etc.


 


Endurance


A character with high endurance trains a lot. The skill is used when a chracter have to run or swin long, to see if he is in good shape enought to manage the task. 





Explosives


	When the character want's to rig explsives or make explosive, then use this skill.





Fly airplanes *


	This is the characters ability to handle a aircraft.





Fly choppers *


	This is the characters ability to handle a chopper.





Gambling *


	Gambling is some luck, and a lot of skill. Use the effect rule to see who will win in a gamble.





Heavy weapons *


The characters possibility to hit with mortars, TOW's, bazookas etc are based on this skill. If the character don't have any skill value in this skill, then he doesn't even know how to set the weapon ready to fire.





Hiding *


This is the characters ability to hide. Use this skill against PCT with the effect rule to see if he gets discovered.





Hunting *


	Hunting is used to get food, fur etc, or just for fun.





Knowledge *


A person with high knowledge would do great in a television quiz show. He knows a little bit of everything in areas as geography, law, history etc.





Languages ¤


The general name for a characters ability to speak diffrent languages. You must choose a specific language.


 


Lockpicking


This is the characters ability to open a lock. It can be used on any non electronical lock. It is also the skill you use when you wanna hotwire a vehicle. 





Mechanics *


A very important skill. It is used to fix the vehicles after a combat. A character must make a roll every hour that he repairs, and if it  is a succes he may remove some damage points from it. See the chapter combat for more details. (3).





Medicin


This skill shows how good the character is on treating wounds. It's needed to stop bleedings, remove bullets from the body and it can be used to treat deseases and poisonings. See the chapter combat for more details. (3).





Movement *


This is the characters training in athletic skills. Jumping, climbing and acrobatics are all under this skill. 





Navigation


Navigation is used to orientate at sea. I can be used to find the North direction, by looking at the stars, but maps and compass is needed to make a trip at sea right.








Orientation


Orientation is used to not get lost. It can be used to find the North direction, but it's usually used with maps and compass.





Pistols *


The skill is used whenever the character fires a pistol or submachinegun. If he fires automatic fire, this skill is limited by his Burst control skill, and if he uses two pistols, it's limited by his Two weapons skill.





Rifles *


The skill is used when ever the character fires any kind of rifle or a machinegun. If he fires automatic fire, then this skill is limited by his two weapons skill.





Safe cracking


A character with a high value in safe cracking could be a proffesional thief. The skill is used on both small safes, as well as on large bank safes.





Science *


A character with a high value in science are well educated in advanved mathematics, biology, chemistry, physics etc.





Seamanship *


	Seamanship is used to handle any kind of sea vessel, both those with sail and those with 	engine.





Sneaking


	This is the characters ability to walk silent and undiscovered.





Sports ¤


The general name for a characters talent for Football, soccer, hockey, golf, tennis etc. You must choose a specific skill. Some sports needs a additional skill, like sharpshooting needs the rifle skill, baseball the throwing skill etc.





Stealing	


This is the characters ability to steal something from another person, so that the person doesn't notice anything.





Stunt driving *


	This skill is a limitation to the driving skill. It's used whenever a character does something 	real difficult in a vehicle, like jumping, drive on two wheels etc.





Survival	 *


	This skill is used to find eatable vegetables and water in a hostile enviroment.





Swimming


The characters swimming ability. Used in hostile water enviroments, or when trying to rescue someone else from drowning.





Throwing *


The skill is used when a character throws something, to see if the objects lands or hits where the character want's.








Tracking *


Tracking is used to find tracks from animals, men and even vehicles. Often combined with the hunting skill.





Two weapons *


Two weapons limits the pistol and armed combat skills when the character uses two weapons at the same time.





Unarmed combat *


	The skill is both used in fighting and in wrestling.





Vehicle Arms *


A most impotant skill for a auto combateer, and it's used when firing a vehicles weapon. Since the weapons are mounted on a vehicle, the character don't have to think about recoil, and automatic fire is not limited by his burst control skill. Linked weapons are not counted as two weapons, and not limited by the two weapons skill.





Weight lifting


	This is the characters ability to lift a heavy object, using both pure strength and technique.











3. Combat


	Here comes a description of the combat rules. 





3.1. Initiative


	When ever a combat situation accours, the first thing to do is to roll for initiative. All involved in the combat rolls 1D6 and adds their initiative bonus. The one with the hishest result reacts first, the second highest second and so on. If two persons get the excact same result, the actions accour excactly at the same time.





3.2. Action points


	Each character normaly have 3 action points. If the character are using two weapons he may add one action point. Also when he doesn't use any weapon at all, he may add one point. When he then performs diffrent actions it costs him 1 - 3 action points. When thay are all gone, he may not perform more that combat turn. The character may save action points to later in the turn. He might to want to duck later in the turn when someone attacks him. The saved points may only be used for ducking and parrying.





Action			Action point cost 	Action		Action point 		


Unarmed attack			1		Normal attack		3


One handed meele attack	1		Two weapons		+1 


Two handed meele attack	2		Unarmed combat	+1


Single shot fire			1


Burst				2


Throw an object			1


Dodge				1-3


Parry with one handed weapon	1


Parry with two handed weapon	2


Reload (Clip or bullet)		1


Draw weapon			1-2


Move weap. from hip to shoulder	1


Aim				1-3


Fire vehicle mounted weapons	1


Activate accesorie		1


Link/Unlink car weapons		1


Turn with vehicle		1


Emergency Brake		1


Move/Drive while performing an	1


Action





3.3. Dodging


	A Character can choose to dodge in a turn. He can offer 1 to 3 action points for this, and the more he offer, the bigger chance he avoids the attack. When a character chooses to dodge, he must roll 3D6 and check his dodging skill. If it is a succes, the enemy gets +1D6 per actions point spent on the dodge manoveur on their combat skill. The character can also choose to make a 1 point dudge and a 2 point dudge, or 3 1 point dodges.





3.4. Meele combat


	When a character attacks in meele combat he normaly rolls 3D6. If the roll is under his combat skill he hits the target. However, the target might have tried to dodge the attack, modifying the attackers roll, or to parry the attack. If he tries to parry the attack the effect rule takes effect. The one that gets the best effect succeds with his action. Almost anything can be used to parry an attack, even the arm. That can be real painful, but i can be better to take a dagger in the arm, than in the chest. If the attacker is unarmed, then the defender can use the arm to parry with, without getting any damage, but if the attacker is unarmed, and the defender is using a sharp object to parry with, the attacker gets a damage instead.





3.5. Ranged combat


	When the attacker uses ranged combat, he rolls 2, 3 or 4D6 to see if he hits the target. It depends if it is close, medium or far range to the target. The ranges depends on the weapon and are listed in the weapon tables. The only way to avoid a ranged attack is by dodging. The attacker can improve the chance of succes with a shot by aiming. He can spend 1-3 action points for this, and the more he spends, the bigger chance for a hit. For each point spent, the attacker can remove 1D6 from the roll, but the roll can not go below 1D6.





3.6. Bursts


	An attacker with an automatic weapon can perform another action. A full automatic Burst. These attacks are treated as for the single shots, but the damage are taken from the burst column instead. The attackers weapon skill is also limited by his burst control skill when using automatic fire.


 


3.7. Health


	As earlier mentioned, each character has 10 healtpoints. When a character is hit, take the damage minus resistance and armor if any. This is the actual damage the character gets. If 0 or negative it's still 1 point of damage. Then use the table shown below. It will also be on the character sheet.








1	Scratch			Slightly wounded. No effects.


2	- " -


3	- " -








4	Wounded		Wounded.  Looses 1 health point every 15 min until bandaged.


5	- " –			(Medicin, 2D6). When reached to heavy wounded then the


6	- " –			rules for that stage counts.





7	Heavy wounded		Bad wounds. Roll 3D6 under the characters BDY each turn until


8	- " –			somebody puts bandages on him. (Medicin, 3D6). If roll fails he 


9	- " –			gets unconscious. He gets +1D6 in all skills, and looses i health 				point every 5 min until bandaged.





10	Critical			Critical stage. Automaticaly unconscious. Roll 3D6 under the BDY  


				each turn until someone puts bandages on him. (Medicin, 4D6) If 				the roll fails the character dies.





		The character heals 1 point of health point every second day without any 	treatment, and 1 point each day  with treatment. (Medicin, 3D6 every day). 


	Diseases and poisons will work as the GM desire. (I don't use such things when i am a GM, and therefor won't add rules for that.





3.8. Hit table





Meele						Ranged


3D6		Hit loaction			3D6		Hit location


1 – 2		Left Leg				1 – 3		Left Leg


3 – 4		Right Leg			4 – 6		Right Leg


5 – 10		Chest				7 – 13		Chest


11 – 13		Left Arm			14 – 15		Left Arm


14 – 16		Right Arm			16 – 16		Right Arm


17 – 18		Head				18		Head





4.9. Modification table





The Shooter		Modification		The Target		Modification


Aims			-1 – 3D6		Is lying / crawling	+1D6


Aims on the head	+3D6			Moves fast		+1D6


Aims on leg / arm	+2D6		 	Dodges			+1 – 3D6


Aims on the chest	+1D6			Is in half darkness or


Is walking		+1D6			smoke			+1D6


Is running		+2D6			Is in full darkness or


Firing from the hip	+1D6			thick smoke		+2D6


Rifle with one hand	+2D6			


Auto fire (for each shot)	+1D6


Is lightly blinded		+1D6


Is heavily blinded	+2D6


Is heavily wounded	+1D6





Sizes			Modification


From car at human	+1D6


Human at car		-1D6


Human at car driver	+2D6


Human at car tires	+1D6


Tinyl vehicles


(Motorcycles)		+1D6


Small vehicles


(Strider, 20 armor)	+2


Large vehicles


(Soverign, 60 armor)	-1


X-Large vehicles


(Van, 80 armor)		-2


Monster vehicles


(Trucks, 100 armor)	-1D6


Flying vehicles


(Choppers)		+2D6





4. Vehicle combat


	When having a vehicle battle, i recomend using any kind of map, because it can become real messy and confusing without it. Also use a ruler, where you can let ½ inch or one cm be one speed point. 


Most of the modifications from the previus side can be used in vehicle combat to.


	


4.1. Speed


	A vehicle will have a 10 graded speedometer, (11 if you count with the 0 for no speed at all), where one grade is either 15 miles/hour or 24 km/hour (around 100m/turn). I am going to use the term speed points. A Vehicle will move the amount of speed points it's currently set on, and how fast it accelerates or brakes depends on chassis, tires, engine, brakes and on how fast the current speed is. This accelerate or brake action is included in the driving action, and therefor costs no additional action points. 


	How difficult it is to perform an action with a vehicle depends on two things: Speed and the chassis manouver modification. Use the following table. The damage value is the damage the car gets in a collision. If two vehicles are running into eachother, add their speed points together to determine their damage. If one runs into another vehicles rear, then take the hunters speedpoints minus the victims speed point to determine damage. Both cars get the damage, and it affects the chassis.





Speedpoints	Km/h	Mph	Difficulty	Damage


	1	24	15	-		1D6


	2	48	30	1D6		2D6


	3	72	45	2D6		3D6


	4	96	60	3D6		4D6


 	5	120	75	3D6		5D6


	6	144	90	4D6		5D6


	7	168	105	4D6		6D6


	8	192	120	5D6		6D6


	9	216	135	5D6		6D6


	10+	240	150	5D6		7D6





4.2. Racing


	When a character starts a heavy acceleration he needs to make a driving roll to see if he does it properly, and not just to start burning rubber, and hardly move at all. The difficluty of the roll is normaly 3D6, but the driver gets minus 2 to his driving skill for each acceleration point. Example: My vehicle can accelerate with 3 speedpoints maximum. I choose to make a hard acceleration, but not full. I just wanna accelerate to 30 mph from 0 (2 steps). Then i get –4 to my skill, when i roll to see if i get the car rolling or just spinning. If the roll fails, the car still goes forward, but only at the half acceleration. (I go up to 15 mph).


Tires can raise the driving skill for this purpose. Add the cars total grip value to the skill


	At higher speed the acceleration value degreeses, and when it's down at 0 the car has reached it's maximum speed. Follow the table.





Reached speed		Acceleration		Remember


	3		-1			-2 per acceleration point.


6		-2			+ cars total grip value.


	8		-3


	9		-4


	10		-all





4.3. Emergency brake


	You can use the hand brake or the normal brake to lock the tires, and make a sliding brake. It's useful when you wanna break hard or make a nice turn. To keep the control of the car you need to succes with a driving skill roll. Difficulty depends on the speed. If the roll is a succes you lose 3 speedpoints this turn. The next turn you can release the brakes, or continue braking. If you continue the braking then make a new roll at the new difficulty. If you make a turn while braking, then the difficulty raises with 1D6. If the roll is a succes, the character gets the angle he wants. This is why i usually hit the brakes, slide forward for a while to loose some speed, and then make the turn. The diffrent types of brakes all function the same with emergency brakes.





4.4. Turning


	When a character makes a turn the difficulty depends on speed and the angle of the turn. If it's a succes the turn is made without any problems, but if it's a failure he looses the control, and starts to slide. A 180 degrees is impossible to make in a single round, but the character can use emergency brakes to turn so much quickly.





Angle		Modification


45 degrees	-1D6


90 degrees	-


135 degrees	+1D6





4.5. Jumping


	When a character runs his car through a jump, or falls from a height he must make a driving skill roll, limited to his stunt driving skill. If the roll fails he lands bad and is taking full damage, but if the roll is a succes, he lands nicely on all the four wheels. He still gets damage to his car, but it's halfed. Good suspensions will reduce the damage, and it's done before it's halfed. The damage is 1D6 per meter in the air and is taken to the chassis, and when the chassis reaches 0 the internal parts take damage. Roll a dice on the chassis hit table to see where the damage goes.





1D6	Area


1-2	Front


3	Right


4	Left


5-6	Rear





4.6. Lost control


	If a characters looses control on his vehicle and starts to slide, he may end up in any angle. To stop sliding he must wait until the car stops, and this can be done faster with normal braking, and not emergency brakes. A sliding car looses 3 speed points each turn, but this can be increased by braking. The character may try to control the slide, so that when the car stops it points at a sertain angle. This is a 3D6 driving roll, and if it fails the cars has a random angle. If it succeeds the character can choose to change it 45 degrees left or right.





3D6	Random angle


3-4	180 degrees


5-6	135 degrees left


7-8	135 degrees right


9-10	90 degrees left


11-12	90 degrees right


13-14	45 degres left


15-16	45 degres right


17-18 	As he started


								


								


4.7. Weapons


	When you fire a vehicle mounted weapon you use the skill Vehicle arms. All weapons work diffrent ways, and here is the description on them. A speedpoint (1 cm or ½ inch on the ruler) is 50m.





Machine guns


	Fire burts, but are treated as single shots. No modifications.





Cannons


Slow fire rate, and there for hard to hit with. The Damage is much higher than on a machine gun. The user gets +1D6 to his roll.





Shotguns


	It isn't hard to hit with a shotgun, but the damage is bad. The user gets –1D6 to the roll.





Flamethrowers


Go beyond the armor, and directly into the internal parts. Very limited range, but easy to hit with. 





Rockets


	Fires small burts. Hard to hit with, but does great damage. The user gets +1D6 to the roll.





Heat missiles


	Can be fired in a 45 degrees angle. No other modificatons.





Radar missiles


Use the skill roll just to determine if the missiles reaches it's target or ends up in a wall. Can be used in a 360 degrees angle. The victim can try to shut of his engine with a agility roll (3D6). If the roll succeds the missile will just fly ahead till it reaches an wall.





Mortars


When you fire a mortar it will land 10 speedpoints ahead of you, but it will not land untill you made your movement. This means that if you fire your mortars as a last thing in a turn, they won't land until the next turn, after your movement. This is so why front mounted mortars are bad at high speeds. The damage is for the landing point, but will also affect the sorrounding area. The damage is halfed for all those that are within 10m from the landing point.





Blocks droppers, caltrops mines and fire droppers.


These are left just behind the firing vehicle, and no firing skill is needed. The GM must mark them on the map, and when a player runs over them he takes damage. Blocks droppers just hurts the chassis, caltrops hits the tires, mines splits its damage on tires and chassis, and fire dropper hits both tires and internal parts, beyond the chassis. The victim can avoid the droppers if he succeds with a 4D6 driving skill roll.





Oil droppers and smoke screens


When a character runs through a oil dropper or a smoke screen, he must immidietly roll a driving skill roll with 4D6 for oil and 3D6 for smoke. If he fails he starts to slide. While in a smoke screen the victim will have +3D6 to his skills that use vision. (Vehicle arms etc).





Linked weapons


	Weapons of the same type (Slug throwers, Flamers, Mortars etc) and that are pointer the 	same way (Front, Rear) can be linked so that the fire together. In that case add their 	damage, but remove 2D6 for each weapon above the first that is linked together. If 3 	wepons are linked then remove 4D6 from the total damage. This is because linked 	weapons doesn't always hit together. They are mounted side by side and not on top of 	eachother, and some bullets may just pass the target.


	


4.8. Damage


	All Collisions, mines and blocks droppers hur the chassis first, and when it has reached to 0 it starts to hit internal parts, While all the other weapons first takes down the armor. Here comes a description on what happens when a part reaches 0.





Tires – Varius hitpoints


When a tire reaches 0 it blows. The character now has +1D6 to all his driving skill rolls, and if more tires blows, he gets the penalty for them to. The acceleration is lowered with 1 per tire.





Accesories – 10 Hitpoints


	Accesories tha reaches 0 just stops to be functional.





Breaks – 20 Hitpoints


	When the brakes are out, the braking value is 1.





Suspension – 30 Hitpoints


When the suspensions are out the character can't add any bonuses to his friving, and all his rolls are made with +1D6.





Fuel tank – 40 Hitpoints


If the fuel tank reaches 0 there is a 50% chance that the car blows up (1-3 on a dice). If not, the the character has fuel for 1D6 rounds more. After that the car is dead.





Engine – 50 Hitpoints


When the engine is out the is a small chance the car blows. It's 1 on a dice. If it doesnät blow, it's still dead. Guess you'll have to walk.





Weapons – 25 Hitpoints


When a wepon reaches 0, it stops to be functional. Turreted weapons that are damaged has +1D6 to their hit roll.





Structure - 100 Hitpoints


	Every car has something called structure. All damage that is left over hits structure. For 	example lets say that the suspensions have 12 hitpoints left, and the car gets hit with 20 	points of damage. The 8 points left over when suspensions reaches 0 hits the structure. If 	a part alreade has 0 hitpoints left, and get hit, the full damage hits the structure. When the 	structure reaches 0, the car blows. The end.	


	


	To repair a vehicle you need the mechanic skill. For every hour you work on the car and succed with a roll, you can heal 20 damage points on it. Parts that has reached 0 must be replaced with new ones. You can get the car rolling if you don't have any new parts at the moment, but all the above limits are still there. If there is more mechanincs working on the car, it can be repaired faster.





4.9. Vehicle hit tables





From the side, underneth & above


2D6		Part						


2 - 3		Tires				9		Fuel tank


4		Accesories			10		Engine


5 - 6 		Brakes				11		Weapons


7 - 8 		Susspensions			12		Driver





Front - Front engine cars			Front - Rear engine cars


2D6		Part				2D6		Part


2 - 3 		Tires				2 – 3		Tires


4 		Accesories			4		Accesories


5 - 6		Brakes				5 – 7		Brakes


7 - 8		Suspension			8 – 10		Suspension


9 – 10		Engine				11		Weapons


11		Weapons			12		Driver


12		Driver





Rear - Front engine cars			Rear - Rear engine cars


2D6		Part				2D6		Part


2 – 3		Tires				2 – 3		Tires


4 - 6		Brakes				4 – 5		Brakes


7 - 9		Suspension			6 – 7		Suspension


10 - 11		Fuel tank			8 - 9		Engine


12		Weapons			10 - 11		Fuel tank


						12		Weapons





5. Equipment


	All the goodies a vigilante needs can be found here. 





5.1. Adding vehicles


	If a GM wants to add new cars and other stuff he may do that, and it's up to the GM to deside how much hardpoints and armor a car have. Compere the new cars to the one I have here, and follow the table below. As you can see i have modified the cars a lot, and added some new ones, so there can be more diffrence between them.





Descrition	Examples		Hardpoints


Small top	Strider, Leprechaun	2 top


Medium top	Piranha, Palamino	4 top


Large top	Street Van, Bus		6 top (4 front, 2 rear or the other way around)


Front engine	Almost all		2 front


Rear engine	Strider			4 front


Front engine	Almost all		4 rear


Rear engine	Strider			1 rear


Bad sides	Rattler, Strider		no sides


Normal sides	Almost all		2 each side


Internal	for	All			2


accesories





Descrition	Examples		Armor


Small car	Leprechaun, Pony	20


Medium car	Palamino, Vikea		40


Large car	Courchel, Royale	60


X – Large	Clydesdale, Van	80


Monsters	Bus, Truck		100





5.2. Chassis


	All chassis have 2 Internal hardpoints for accesories. Armor/chassis is for every part of it, so if you multiply it with 8 you get the total value.





ABX AMZ





�


	Manouverability:		-


	Acceleration/Braking:	-


	Armor/Chassis		40


Hardpoints	Top	4


			Front	2


			Rear	4


			Sides	2 each


	Price:			2390





ABX Leprechaun





�


	Manouverability:		-1D6


	Acceleration/Braking:	+1


	Armor/Chassis		20


Hardpoints	Top	2


			Front	2


			Rear	2


			Sides	1 each


	Price:			1480





ABX Strider


	


�


	Manouverability:		-2D6


	Acceleration/Braking:	+1


	Armor/Chassis		20


Hardpoints	Top	2


			Front	3


			Rear	1


			Sides	-


	Price:			1250





Courcheval Cavera


	


�


	Manouverability:		-


	Acceleration/Braking:	-


	Armor/Chassis		40


Hardpoints	Top	4


			Front	2


			Rear	4


			Sides	2 each


	Price:			2490





Courcheval Courchel


	


�


	Manouverability:		-


	Acceleration/Braking:	-1


	Armor/Chassis		60


Hardpoints	Top	4


			Front	2


			Rear	4


			Sides	2 each


	Price:			3120


	


Courcheval Manta


	


�


	Manouverability:		-


	Acceleration/Braking:	-


	Armor/Chassis		40


Hardpoints	Top	2


			Front	2


			Rear	4


			Sides	1 each


	Price:			2600





Courcheval Royale


	


�


	Manouverability:		-


	Acceleration/Braking:	-1


	Armor/Chassis		60


Hardpoints	Top	4


			Front	2


			Rear	4


			Sides	2 each


	Price:			3220


	


Courcheval Royale Police


	


�


	Manouverability:		-


	Acceleration/Braking:	-1


	Armor/Chassis		60


Hardpoints	Top	2


			Front	2


			Rear	4


			Sides	2 each


	Price:			3900


	


Dover Lightning


	


�


	Manouverability:		-


Acceleration/Braking:	-1


	Armor/Chassis		60


Hardpoints	Top	4


			Front	2


			Rear	4


			Sides	2 each


	Price:			3050





Dover Pickup


	


�


	Manouverability:		+1D6


	Acceleration/Braking:	-1


	Armor/Chassis		60


Hardpoints	Top	2


			Front	2


			Rear	4


			Sides	2 each


	Price:			3300


	


Dover Stag Pickup


	


�


	Manouverability:		+2D6


	Acceleration/Braking:	-2


	Armor/Chassis		80


Hardpoints	Top	6


			Front	2


			Rear	4


			Sides	2 each


	Price:			4300


	


Dover Van


	


�


	Manouverability:		+1D6


	Acceleration/Braking:	-2


	Armor/Chassis		80


Hardpoints	Top	6


			Front	2


			Rear	4


			Sides	2 each


	Price:			4550





Glenn Bushmaster


	


�


	Manouverability:		-2D6


	Acceleration/Braking:	+1


	Armor/Chassis		20


Hardpoints	Top	-


			Front	2


			Rear	2


			Sides	2 each


	Price:			1690


	


Jefferson Soverign


	


�


	Manouverability:		+1D6


	Acceleration/Braking:	-1


	Armor/Chassis		60


Hardpoints	Top	4


			Front	2


			Rear	4


			Sides	2 each


	Price:			4000


	


Moth Bus


	


�


	Manouverability:		+2D6


	Acceleration/Braking:	-3


	Armor/Chassis		100


Hardpoints	Top	6


			Front	2


			Rear	4


			Sides	2 each


	Price:			6450


	





Moth Truck


	


�


	Manouverability:		+2D6


	Acceleration/Braking:	-3


	Armor/Chassis		100


Hardpoints	Top	4


			Front	2


			Rear	4


			Sides	2 each


	Price:			5750





Pheadra Clydesdale


	


�


	Manouverability:		+1D6


	Acceleration/Braking:	-2


	Armor/Chassis		80


Hardpoints	Top	4


			Front	2


			Rear	4


			Sides	2 each


	Price:			4390


	


Pheadra Clydesdale Pickup


	


�


	Manouverability:		+1D6


	Acceleration/Braking:	-1


	Armor/Chassis		60


Hardpoints	Top	2


			Front	2


			Rear	4


			Sides	2 each


	Price:			3490


	


Pheadra Coupe


	


�


	Manouverability:		-1D6


	Acceleration/Braking:	+2


	Armor/Chassis		20


Hardpoints	Top	2


			Front	-


			Rear	2


			Sides	1 each


	Price:			1800





Pheadra Palamino


	


�


	Manouverability:		-


	Acceleration/Braking:	-


	Armor/Chassis		40


Hardpoints	Top	4


			Front	2


			Rear	4


			Sides	2 each


	Price:			2480


	


Pheadra Pony


	


�


	Manouverability:		-


	Acceleration/Braking:	+1


	Armor/Chassis		20


Hardpoints	Top	2


			Front	2


			Rear	2


			Sides	1 each


	Price:			1520


	


Pheadra Rattler


	


�


	Manouverability:		-1D6


	Acceleration/Braking:	+2


	Armor/Chassis		20


Hardpoints	Top	2


			Front	2


			Rear	2


			Sides	-


	Price:			2000


	


Pickard Jackrabbit


	


�


	Manouverability:		-


	Acceleration/Braking:	-1


	Armor/Chassis		60


Hardpoints	Top	4


			Front	2


			Rear	4


			Sides	2 each


	Price:			3210


	


Pickard Piranha





�


	Manouverability:		-


	Acceleration/Braking:	-


	Armor/Chassis		40


Hardpoints	Top	4


			Front	2


			Rear	4


			Sides	2 each


	Price:			2580


	


Vikea 422 Sedan


	


�


	Manouverability:		-


	Acceleration/Braking:	-


	Armor/Chassis		40


Hardpoints	Top	4


			Front	2


			Rear	4


			Sides	2 each


	Price:			2620


	


Vikea 425 Wagon


	


�


	Manouverability:		-1D6


	Acceleration/Braking:	-1


	Armor/Chassis		60


Hardpoints	Top	6


			Front	2


			Rear	4


			Sides	2 each


	Price:			3420


	


5.3. Vehicle parts





Installing Hardpoints	Price


Engine end		150 x Hardpoint ammount


Other end		100 x Hardpoint ammount


Sides			75 x Hardpoint ammount


Top			50 x Hardpoint ammount


Droppers		125 x Hardpoint ammount





Engines	Acceleration	Price


4 cylinder	2		1920


6 cylinder	3		2350


V8		4		3010


SHO V8		5		3950


V10		6		4750


V12		7		6200





Suspensions	Reduction	Price


Stock		-		400


Sway Bars	1D6		680


Coil Overs	2D6		980


Ether X Rally	3D6		1400





Brakes		Braking		Price


4 Wheel Drum	3		210


Disc & Drum	4		370


4 Wheel Disc	5		590


Aircraft Brakes	6		850





Tyres		Grip	Hits	Price


13" Stock	1	8	25


14" Rally	2	10	50


15" Kragers	3	12	100


16" Billits	4	15	200





Turrets	        	Price	Description


Standard	1050	Locks on to running engines at 360 degrees. Shut off engine to 			loose aim.	


Backup radar	2290	Locks on to running engines at 90 degrees. Only radar jammer 			will help.


Laser guided	3990	Locks on to running engines at 45 degrees. Nothing helps. 			FLEE!!!


Note: A turret that don't have a lock will fire over standard sized cars. Only vans, trucks etc are hitable.





Accesories	Price	Size	Place		Desciption


Radar Jammer	500	1	internal		5 Charges. No radar locking on you for 3 rounds.


Nitrous Oxide	750	1	engine		3 Charges. Adds +2 to acceleration for 3 turns.


Blower		1100	1	engine		Adds +1 to acceleration permanently.


X-Aust Brakes	690	1	internal		Adds +1 to the braking value.


Structo Bumper	800	-	external		Halfs collision damage in front and rear.


Rear Wing	330	-	external		Makes jump controls 1D6 easier.


Fire Protection	920	1	internal		Absorbs half damage taken from fire.


Steal protection	650	1	internal		Makes it harder to hotwire your car. (5D6 instead 						of 3D6)


Bomb steal P.	430	1	internal		When someone tries to steal your car it blows up.


Night vision	1200	1	internal		A front camera and a monitor gives you night 						vision.


Computer	800	1	internal		You have a computer system in your car.


5.4. Vehicle weapons


Dmg = Damage.


Short, medium & far = Range. (2D6, 3D6 & 4D6. Beyond far is 5D6)


Burst = Amount of times weapon can be fires until it runs out of ammo.


Fire = Ammount of bullets, rockets etc fired each time. Just for fun


Ammo =  Total amount of ammo. Just for fun.


Size = Number of hardpoints it takes.





Machine guns	Dmg	Short	Med	Far	Bursts	Fire 	Ammo	Size	Price	Special


5.56mm		3D6	50m	150m	300m	100	20	2000	1	480	-


.30		3D6+2	50m	150m	300m	100	20	2000	1	590


7.62mm		4D6	50m	200m	400m	100	20	2000	2	700


.50		5D6	50m	200m	400m	100	20	2000	2	890


5.56mm Gatling	4D6+2	50m	100m	200m	100	40	4000	2	1000


7.62mm Gatling	5D6+2	50m	100m	200m	100	40	4000	2	1200





Cannons	Dmg	Short	Med	Far	Bursts	Fire	Ammo	Size	Price	Special


20mm		4D6	50m	100m	200m	50	7	350	2	700	+1D6 to 


25mm		5D6	50m	100m	200m	60	5	300	2	1080	the roll.


30mm		6D6	50m	100m	200m	50	4	200	2	1490	(Hard to


Hades Cannon	7D6	50m	100m	150m	50	3	150	2	1820	hit)


Twin 20mm	5D6+2	50m	100m	200m	25	14	350	3	1680


Twin 25mm	6D6+2	50m	100m	200m	25	10	200	3	2090





Shotguns	Short	Med	Far	Bursts	Fire	Ammo	Size	Price	Special


12 gauge	25m	50m	100m	100	4	400	2	520	-1D6 to the roll.


	Dmg	3D6	2D6	1D6						(Easy to hit)


10 gauge	25m	50m	100m	85	4	340	2	780


	Dmg	4D6	2D6+2	1D6


8 gauge 	25m	50m	100m	70	4	280 	2	990


	Dmg	5D6	3D6	1D6+2


12 gauge auto	25m	50m	100m	60	10	600	3	1100


	Dmg	4D6	3D6	2D6





Flamethrowers	Dmg	Short	Med	Far	Bursts	Fire	Ammo	Size	Price	Special


Flamethrower	2D6+2	25m	-	-	32	25	800	2	890	-1D6 to 


Gas Launcher	3D6	20m	-	-	28	25	700	2	1120	the roll.


Napalm Hose	3D6+2	15m	-	-	24	25	600	2	1330	(Easy 


Pyro-tomic	4D6	15m	-	-	20	25	500	2	1510	to hit)





Rockets	Dmg	Short	Med	Far	Bursts	Fire	Ammo	Size	Price	Special


FireRite 	5D6	50m	100m	200m	20	3	60	2	890	+1D6 to 


FireRite Mk II	6D6	50m	100m	200m	15	4	60	2	1100	the roll.


6-pack Pod	7D6	50m	100m	200m	10	6	60	2	1420	(Hard to


Phoenix pod	3D6*	50m	100m	200m	15	3	45	2	1600	hit)


*Fire damage.





Heat Missiles	Dmg	Short	Med	Far	Bursts	Fire	Ammo	Size	Price	Special


Aim-Nein	5D6	100m	300m	600m	10	1	10	2	1850	- 


Box launcher	4D6	100m	300m	600m	24	1	24	3	2100


Dragonfire	2D6*	100m	300m	600m	10	1	10	2	2290 


Cherub		8D6	100m	300m	600m	5	1	5	2	3480	


*Fire damage.





Radar Missiles	Dmg	Short	Med	Far	Bursts	Fire	Ammo	Size	Price	Special


DrRadar	5D6	100m	300m	600m	8	1	8	2	2120	- 


Twin Launcher	4D6	100m	300m	600m	16	1	16	3	2450	 


Demonfire	2D6*	100m	300m	600m	8	1	8	2	2670	 


Lightning	7D6	100m	300m	600m	4	1	4	2	3350	


*Fire damage.





Mortars		Dmg	Short	Med	Far	Bursts	Fire	Ammo	Size	Price	Special


HE Mortar	5D6	-	50m	-	40	2	80	2	1610	-


WP Mortar	7D6	-	50m	-	35	2	70	2	2100	


Cluster bomb	4D6	-	100m	-	15	2	30	2	2950	


EZKill Mortar	7D6	-	75m	-	20	2	40	2	2620	





Droppers	Dmg	Bursts	Fire	Ammo	Size	Price	Description


Oil Slick		-	100	20	2000	2	290	Driving control with 4D6.	


Fire Dropper	1D6*	100	20	2000	2	1370	Damage shared among internal 								& tyres.


Smoke Screen	-	50	20	1000	2	680	Driving control with 3D6. Bad 								vision.


Land Mines	4D6	25	1	25	2	890	Damage shared among chassis 								& tyres.


Car-E-Racer	6D6	5	1	5	2	1410	Damage shared among chassis 								& tyres.


Blox Dropper	2D6	10	1	10	2	150	Damges hits only chassis.


Calltrops	2D6	10	1	10	2	220	Dmagae hits only tyres.





5.5. Hand weapons





Meele weapons	Dmg	Hands	Price		Meele weapons	Dmg	Hands	Price


Knife		+2	1	10		Hammer	1D6+2	1	15


Machete	1D6	1	20		Sledgehammer	2D6+2	2	20


Hand axe	1D6	1	15		Wooden club	1D6	1	5


Woodsman axe	2D6	2	30		Baseball bat	2D6	2	20


Rapier		+2	1	50		Crowbar	1D6+2	1	15


Sword		1D6+2	1	60		Whip		+1	1	40





Guns		Dmg	Short	Med	Far	Ammo	Price


.22 revolver	1D6+3	5m	20m	50m	6	120


.38 revolver	2D6	5m	25m	60m	6	145


.357M revolver	2D6+3	5m	30m	70m	6	210


.44M revolver	3D6	5m	35m	80m	6	350


9mm Pistol	2D6	5m	30m	70m	14	280


.45 Pistol	2D6+2	5m	35m	60m	7	190





Sub-machine	Dmg	Burst	Short	Med	Far	Ammo	Price


9mm		2D6	2D6+3	5m	30m	75m	32	520	


.45		2D6+2	3D6	5m	30m	60m	32	610





Assault rifles	Dmg	Burst	Short	Med	Far	Ammo	Price


5.56mm		2D6+2	3D6	10m	75m	200m	30	990


7.62mm		3D6+2	4D6	10m	60m	150m	30	950





Machine guns	Dmg	Burst	Short	Med	Far	Ammo	Price


7.62mm		3D6+2	4D6	10m	80m	200m	50	1120


.50		4D6	5D6	10m	75m	150m	50	1450





Rifles		Dmg	Short	Med	Far	Ammo	Price


Hunting Rifle	2D6+2	25m	150m	300m	3	490


Sniper Rifle	3D6+2	25m	150m	500m	3	1200





Shotguns	Short	Med	Far	Ammo	Price		Range	Damage


Sawed-off	5m	10m	20m	2	160		Short	3D6


2-Barrel		5m	25m	50m	2	150		Med	2D6


Pump action	5m	25m	50m	7	210		Far	1D6





Bows & Crossbows	Dmg	Short	Med	Far	Price


Bow			2D6	5m	20m	50m	210


Compund bow		2D6+2	5m	30m	75m	340


Crossbow pistol		1D6+2	5m	15m	30m	320


Crossbow		3D6	5m	40m	100m	480





Flamethrower	Dmg	Short	Med	Far	Ammo	Price


Flamethrower	2D6	10m	-	-	10	1350





Explosives	Dmg	short	Med	Far	Ammo	Price	Description


Bazooka	4D6	25m	100m	200m	1	1210	All within 3m takes full damage,


Mortar		5D6	-	100m	-	1	1490	and all within 5m takes half 


Hand greandes	3D6	5m	10m	20m	-	100	damage.


Dynamite*	1D6	5m	10m	20m	-	50


*Can be packed to a bigger charge.	





5.6. Armor





Armor			Protects		Pretec.value	Price


Leather			Various			1		Var.


Plate			Chest			3		Var.


Bullet proof Vest	Chest			3		320


S.W.A.T. Jacket	Chest 			4 		510


Metal Helmet		Head			3		370		


Kevlar Helmet		Head			5		450


Wooden Shield		Shielded arm, Chest	2		Var.


Metal Shield		Shielded arm, Chest	3		Var.





5.7. Other stuff





Item			Price	Description


Ammo – Arrows		10	For 10 arrows.


Ammo – Bullets		50	Box of100.


Ammo – Explosives	200	Box of 10.


Ammo – Fuel		200	For 10 launches.


Ammo – Missiles	400	Each.


Ammo – Rockets	125	Box of 5.


Binoculars		30	A must have.


Camping Kitchen	75	To make a nice supper in the wilds.


Car Gloves		25	Get that steady grip on the steering wheel.


Car Phone		190	Good to have, besides that trusty communication radio.


Chain Saw		120	Wear a hockey mask and scare your opponents.


Computer		500	A 20K ram computer with all the latest accesories.


Cup Holders		15	Don't waste that coke you just bought.


Explosives Kit		340	To make good explosive charges. Explosives not included.


First Aid Kit		125	-1D6 to your medical skill.


Gas Mask		160	To protect you from that tear gas.


Grenade – Smoke	60	To bliond opponents.


Grenade – Tear Gas	80	To knock out opponents.


Heated Seats		110	Keeps you warm, those cold desert nights.


Holster			20	Keep the gun on it's place.


Lockpicks		150	If you wanna be a proffesional thief.


Rope			5	10m rope.


Scuba Gear		240	If you wanna go deep under water.


Silencer		175	Makes it hard to hear the shot.


Smokes			5	For those addicted.


Sunglasses		5	What's a vigilante without them?


Swiz Army Knife	50	25 tools in one.


Tent – military		100	Huge, with room for 16 men.


Tent for 2		30	Small, but protects from rain.


Tent for 4		50	A little bit larger.


Tool Kit			200	A must have for all mechanics


Wonderbaum		5	Get that fresh scent in your car.





	This is how far my energy with items goes. It's easy for the GM to just take an item and make up a price for it, so i won't make a longer list.


	Well, guess that's it. The character sheet will come in another file. Have fun!





												RAD














