VEHICLE

To simply everything, every vehicle have these ability — C-Unit,
speed, hull, defence and capacity. All you need to do is pick 1
vehicle, add modification and a name. Remember the more
things that you put in a vehicle the expensive it is.

Vehicle Type C-Unit Speed Hull Defence Cap TU
Bike 1 5 4 4 30
Dune Buggy 1 35
Car 1 70
Van 1 80
Truck 1 90
Long Trailer 1 120
Tank 3 200
Super Tank 3 250

C-Unit: The computer of the vehicle. It determines how good
the vehicle is in combat and manoeuvring.

Speed: Determine how fast the vehicle is.

Hull: Basically HP for vehicle although it is handle differently.
Defence: Target number for attacking. To calculate defence add
driver’s Physical ability with the vehicle defence score.

Cap: Capacity or Cap determines how many modifications you
can install on the vehicle.

VEHICLE HMODIFICATIONS
Here are list of modifications for your vehicle. TU = Trade Unit
Mod = Modification

Armour Tiles (Mod 0) (TU 5)
+1 to defence (max. defence at 13) each armour tiles reduces
vehicle speed by 1.

Increased C-Unit/Speed/Hull (Mod 0) (TU 10)
Add 1 to vehicle stats of your choice.

GIGA system (Mod 1) (TU 8)
You may fire 2 weapons at the same time targeting 1 vehicle.
For every additional GIGA you may fire 1 additional weapon.

Targeting system (Mod 1) (TU 5)
Add 1 to your attack roll using vehicle weapon.

Ram plating (Mod 1) (TU 8)
When damage by ramming, half the damage received.

Weapon modification

Vehicle Weapon Damage Range Mod TU
Machine gun 1d6+1 Medium 10
Beam Blaster 1d6+2 Medium 15
Vulcan 2d6 Medium 30
Howitzer 2d6 Long 30
Gatling Gun 2d6+1 Medium 35
Flame Thrower* 2d6+2 Short 40
Spark 2d6+2 Medium 45
Cannon** 3d6/2d6 Long / 100

Extreme
Thunder Cannon** 4d6/3d6 Long / 150
Extreme
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You may also add weapon to your vehicle. All weapon has varies
damage, range, mod and TUs. Refer to the table below:

* Attack 1d3 targets. Must make separate roll for each target.
** Miss on Short to Medium range

VEHICLE COMERT

There are 2 types of vehicle combat in Mutants & Machine-
guns. One is where the vehicle is stationary where you just pick
the attack, escape and ram option and the other is where a
chase is in play, read further for chase combat.

Chase Combat

At the beginning of chase combat GM will pick the range of the
vehicles, usually in long range. Put a token on the range band,
this is the visual representation of how far opponent’s vehicle
to yours.

Range Band

Short | Medium | Long Extreme

The range band will determine what kind of weapon or action
you can use to destroy your opponent.

This is used only when 2 vehicles or 2 groups of vehicles
are in play. For 3 or more you need more than 1 range
band with tokens. That is to show how far opponents’
vehicle to yours.
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Chase combat is determined by these phases.

1. Initiative.

2. Chase.

3. Action.

4. Resolve action by initiative.

Initiative. Each round, every vehicle must roll 1d6. The highest
wins initiative.

Chase. All vehicles make a chase roll which is 2d6 + speed. The
highest may move 1 range band closer to or farther away.

Examples: Metal Max’s car is in Medium range with Jagged
Mutant. Both makes chase rolls with the outcome of Max
winning over Jagged Mutant. Max then move his vehicle nearer
to Jagged Mutant from Medium to Short range, close enough to
ram his vehicle.

Action. All vehicles pick an action. Each vehicle later resolves
action by initiative order. Here are lists of action which can be
done during vehicle combat.

1. Attack. If your vehicle’s weapon is in ranged with your
target, roll 2d6 + C-Unit. If the result is equal or more than
target vehicle’s defence, you succeed. Roll for weapon
damage.

If attacking critters, apply the damage directly to their HP. If
attacking another vehicle, roll for damage and consult the
damage table below:

‘a8ewep gpg paniadal

J98uassed pue JaAup yoea ‘pajiey §| *£ N1 Isutede |jou |eaisAyd
e a)ew Ja8uassed pue JaAuQ “dn Ma|q 3|2IYaA Y3 ‘T B UQ 1004
uo 03 1snNW JaALIP pue 3uluollouny dois 3IIYaA 3yl ‘9 0} Z B UO
‘QpT ||04 ‘043z 01 92NPAl [|NY S,3[21YdA B UBYAA *||NH 03 aSeweq

*198uassed 4310 Aue 4o JaALp By}
yae1ie 03 ulAul a4,noA J1 - e pue 3)d1yaA 1984e1 Supdelie
uaym Ajjeuad gz- e sey yoene ||y ‘sung uoj Ajuo 3|gejieae
pue abup. i0ys ui 3q I1sn|A ‘uodeam apd1yan-uou Suisn °s
‘a8ewep
10} ||NY S,9]21YaA 03 |enba 221p Auew se ||oyY ‘pasIINs
noA ‘aauajap 198.e1 ueyy Jaysiy 4o 03 |enba s| 3nsaJ ay3
11 °1uUN-D + 9pz |10y Ajuo abup. Jioys ul 99 1SN|A ‘Sulwwey '
‘pueq adueu T Aq Aeme Jayiey 4o 19s0|2 SAOW
noA ‘s19y10 ay3 ueyy 4ay3iy s S1noA J| *||o paads + 9pz
e ayew s321yan ||y ‘saduea Aue u| ‘Aeme yeaig/dn-yaed ‘g
*3]11eq 9y1 wouy adedsa 01 a8euew noA ‘/+ paads
159y31Yy 3yY1 yum jusuoddo ueyj asow 1o 0} [enba 3nsat ay1
J1 "paads + 9pz ||0Y ‘Ajuo abupt awaiix3 ul 2q Isn|A “adeas3 g

a8ewep ¢ +8T
agewep ¢ LT-TT
agewep T 0T-5§
a8ewep o -1
InH 01 @8eweq  ||oJ @8eweq




