Buggys, Bikes & Trikes Vehicle Design Sheet

Use this sheet to design your vehicle. You may spend up to 500 Clams building your racing team. You may add

5x1d6 Clams for each sponsor (up to 3), but each sponsor's logo must be clearly painted on your vehicle.
RUNNING
TOTAL

ITEM

Vehicle Type:
Bike: No heavy weapons, light armor front & back only
Trike: One heavy weapon allowed, heavy armor front, light armor back & 1 side
Buggy: Two heavy weapons allowed, armor capable on all 4 sides

Drivers:
Non-driver: | wouldn't want him driving my car...
Driver: Average driver; no bonuses or penalties
Speedster: Go Speed Racer!

Gunners:
Non-gunner: Not quite sure where the trigger is...
Gunner: Average shot; no bonuses or penalties
Trigger Finger: Dirty Harry with an attitude

Pit Crew:
Wrenches (2): Your own pit boys
Mech (1): A better than average wrench jockey
Sparky (1): Better than Cleetus from Dukes of Hazard!

Light Weapons:
Pistol: 1 crit at d10-2, RI=3"
Assault Gun: 1 crit at d10-1 for 1, RI=5"
Skatter Gun: Double barreled fun! (shotgun template)
Grenade (1): 1 crit at d10+0, RI=2" (small blast template)
Buzz Bomb (1): Mini rocket does 1 crit at d10+2 (small blast template)

Heavy Weapons
Chain Gun - Full auto madness! 3 crits at d10+2, RI=10"
Flamer: Regular, or extra crispy? 1 crit at d10+2 (flamer template)
Grenade Launcher: 15" range, 2 crits at d10+0, 6 shots (small blast template)
Cannon: Watch out for the recoil!. 1 crit at d10+2, Rl = 20” (large blast template)
Missile (1): Wire guided exploding fun! 2 crits at d10+2

Special Weapons
Qil (1): Give your opponents the slip. . .
Caltrops (1): 1 Suspension crit at d10+2
Mines (1): Surprise! 1 crit at d10+2
Smoke (1): Now you see him, now you don't
Spikes: Go Circus Maximus with wheel spikes! 1 suspension crit at d10+1

Armor
Light Armor (per side) - The only armor for Bikes
Heavy Armor (per side) - Tankity-tankity-tankity

Flak Jacket (per crew) - Minus 1 to crew crit roll. You MUST equip the entire crew.

Other Options
Pintle Mount (Trike or Buggy only)
Small Engine: 2" of acceleration
Big Engine: 4" of acceleration
Small Tires: 2" of braking
Large Tires: 4" of braking
Knobby Tires: +1 VT
Nitro (1): Eat My Dust!!!
Drag Chute: Waaah!!! No Brakes!!!
Roll Bar: If you need this, it's too late. . .
Air Scoop/Blower: +1 to acceleration
Ram Bumper: Cuts the number of crits taken in a crash in half. Can't go on Bike

TOTAL COST OF VEHICLE:

Copyright 1997 - Flagship Games 1

COST

50
75
100

50
100

50
75

25
50
75

10
15
10
15

75
50
50
75
25

10
20
25
15
25

10
25

25

50

25
25
25
25
25
20
30

beta C



Buggys, Bikes & Trikes Crit List

Roll a d6 for location every time a vehicle has been hit, then roll a d10 for the crit effect in this location. Each time
a crit has been used, mark it off your list. If the same number is rolled again, use the next higher number on that
chart. If the result of the roll is 0 or less, take no damage. Bless the armor and praise the sponsor!

Note that crits may be repaired and added back onto the chart by pit crew (In other words, use a pencil).

(1) WEAPONS (2) CREW (3) ENGINE

(1) WEAPONS

1 Bullets ricochet off of your barrel, sparking nicely. No effect.

2 Pintle mounted gun swings up and hits gunner on the chin, fire at -2
next phase.

3 Gun shot out of gunners hand, no shooting next phase.

4 Pistol shot out of holster, falling onto the track. If 2 or more crew
onboard, roll to see who.

5 1 vehicle mounted special weapon is destroyed. If you don’t have
any, don't worry.

6 Heavy weapon is hit and jams, takes two turns to clear.

7 Pintle mount is damaged, 180 degree firing forward only until
repaired.

8 Barrel on heavy weapon is bent. All shots are at -2 until repaired.

9 Any one light weapon other than a pistol is blown off the vehicle

10  Magazine hit. Heavy weapon has no more shots until a pit stop, and
crew takes a crit roll +1.

11  Heavy weapon is shot off of pintle mount and may not fire, as it fell
off somewhere on the track. Place caltrops marker on track
(representing debris) behind the vehicle.

12+ Heavy weapon explodes!! Heavy weapon destroyed, and gunner

takes a crew crit roll +3.

(2) CREW (If carrying 2 or more crew and the crit is not specific, randomize
the result by die roll)

1 One right off the OI' belt buckle, no damage!! If carrying 3rd crew,
they fall out on 3-6 on a d6.

2 Shot makes gunner duck. No firing next turn.

3 Shot makes driver duck. No acceleration or firing next turn.

4 Crewman’s new coveralls are shredded by shrapnel! Enraged, he gets
+1 to fire next turn!

5 An explosion rocks the vehicle, causing the driver to hit the brakes!
Decelerate by 1d4. This may cause an unsafe maneuver.

6 Dazed crewman pulls the trigger, hitting own vehicle. Roll a chassis
crit +1.

7 Gunner is wounded and must roll to acquire at +2

8 Gunner/driver is knocked off his vehicle!! Roll a d10 vs. vehicle
speed divided by 2. If die roll is higher, he lives and a figure is placed
where he fell off (oh Boy!! Bonus points for pedestrians!!).

9 Driver is wounded and can only accelerate/decelerate every other
turn.

10  Driver is badly wounded and must roll a 4-6 on a d6 each turn to
keep control of the vehicle.

11 Gunner is blown in two and (consequently) dies.

12+ Driver is killed, and vehicle goes out of control next turn.

(3) ENGINE

1 Shot does not penetrate engine casing. No damage.

2 Shot hits throttle, vehicle accelerates next phase by engine maximum.

3 Carb stuck, cannot accelerate next turn.

4 Fan belt shredded, vehicle slows by 3 inches.

5 Any special engine mounts are destroyed.

6 Fuel line springs a leak! Roll d6 for each time you step on it; on 5-6,
vehicle does not accelerate.

7 Oil leak. For every turn left unrepaired, roll an engine crit -1.

8 Engine badly damaged. You may only accelerate by 1/2 speed per
turn.

9 Engine block pierced. You may only accelerate at 1/4 speed per turn.

10  Big engine fire. Smoke template lingers for 2 turns.

11 Engine blown. Maximum speed of 5" per turn.

12+ Engine blows up. vehicle rolls ahead at 1/2 current speed for one
turn, then comes to a stop.
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(4-5) CHASSIS (6) SUSPENSION

(4-5) CHASSIS
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12+

Paint and chrome blown off. No real damage, but very disturbing to
the driver!

Armor on this side -1.

Bumper drags, then falls off. Reduce speed by 2".

Fender blown off.

Paint and chrome blown off.

Armor on this side -1.

Paint and chrome blown off

Windscreen shatters. d3 VT's in a random direction.

Armor on this side -1.

Oil on goggles. Straight only for one phase, no shooting for driver
while he wipes them with his grease rag.

Door shot off.

Fuel tank explodes! Vehicle comes to a burning halt. All crew
members must roll a dé:

1-2, Crew member jumps clear; place figure on the track near the
vehicle

3-5 Crew member is blown off the vehicle! Place randomly (d12
direction) 1d6 inches from the burning hulk.

6- Crew member goes up in flames!!!

(6) SUSPENSION
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12+

Shot does not penetrate rubber tires no damage

Tire loosing air, reduce acceleration by one (cumulative)

Tire loosing air, reduce acceleration by one (cumulative)
Suspension shot - bouncy ride makes all shots to hit at -1

Shocks blown. Minus 1 VT

Vehicle tries to fly. all crew hang on - no VT's or firing this phase
One wheel upgrade destroyed

Suspension shot - bouncy ride makes all shots -2

Shocks blown. VT's reduced to % normal.

Tire blowout (1-3 right//4-6 left) turns in this direction require
double VT's

Suspension blown, max. safe VT's =1 per turn.

A tire is blown off, flipping the vehicle over. All crew members must
roll a d6:

1-2, Crew member jumps clear; place figure on track near vehicle
3-5 Crew member is flung off! Place randomly (d12 direction) 1d6
inches from the mangled wreck.

6- Crew member is squashed under the vehicle!!!

PEDSTRIAN CRIT CHART (Anybody not on a vehicle is considered fair
game. If they are hit, use this chart. If a pedestrian is hit with a heavy
weapon, add +2 to the die roll.)

1

Shot is absorbed by a copy of Playmech magazine folded in his back
pocket. No damage.

Shot rips through your new leather jacket! You may fire at +1 next
turn.

Shots stitch the ground in front of you. Add 1d4 to next move.
Knocked down flat on your face for 1 turn. All other shots fired at
you this turn are at -1.

1 random weapon carried is blown away.

Flesh wound on the arm. All firing at -1

Moderate wound. May not move or fire next turn while you stop the
bleeding.

Knocked unconscious. You must roll 5 or 6 on 1d6 to wake up.
Heavy wound. 1/2 move only and you're out for the next race (if you
survive).
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