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CONTEN
CULTURE SHOCK

Comings, goings, mysterious doings, and other
hot gossip from our mole in the Design Studio.

CRITICAL MASS

Dave Langford, after years of sterling service,
is winding up his book review column.

ELDAR HARLEQUINS ARMY LIST

Following on from last issue’s in-depth analysis
of Eldar Harlequins in Warhammer 40,000,
we present the definitive army list.

1

BRATT'S BOAR BOYZ

A really rough Orcish Regiment of Renown
for Warhammer Fantasy Battle, led by Richard ‘alliwell,

19

A DAY AT THE RACES

The death sports of a Dark Future. 7om Scutt
waves the starting flag on Circuit and Drag racing.

25

PITCH VARIATIONS IN BLOODBOWL

Jervis Johnson carves up Astrogranite to create
Pit Traps and Mega Bowl, not to mention some
other devious devices.

41

WARHAMMER ARMIES: COMPILING THE LISTS

Nigel Stillman gives the low-down
on the tortuous decisions that went into the
construction of Warhammer Armies.

NIGHT OF MYSTERY

The first ever solo adventure for
Warhammer Fantasy Roleplay from the fevered
imagination of Carl Sargent.

49

CHAOS BEASTMEN

Mike Brunton and Bryan Ansell uncover

the hideous face of The Lost and the Damned
- the second volume of Realm of Chaos.

This month we look at the Beastmen followers
of all four Chaos Powers.

61

CHAPTER APPROVED

Rick Priestley makes scenic sense of craters

for Warhammer 40,000. Now you can lay down
heavy artillery fire before the battle, and determine
crater size according to weapon type.

68

‘EAVY METAL GALLERY

John Blanche presents some of the stunning work
from the Fantasy Minlatures book and Combat Cards.

10

LETTERS

How to be a2 menace to the universe with only six models.

Derrick Norton solves your problems.

17
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NEW FACES

While bags are being packed in the figure
ent, here in the editorial office

Ve got a new arrival, Si Forrest, scenario
writer extraordinaire and erstwhile editor
of Tortured Souls! magazine, has joined the
seaff at the Design Studio, He's certainly
been thrown in at the deep end with his
first job - bringing some order to Realm
of Chaos,

And soon 10 be seen is anocher newcomer
to GW. ex‘WestEnder Paul Murphy Paul’s
coming over from the States for a couple
of months to develop 2 Realm of
Chaos/WFRP adventure written by §i
Lictle is being sald about this at the moment
but Skaven have been seen clearing 2 corner
of the office ready for Paul’s arrival,

Over the past five years Trish and Aly
Morrison have created some of Citadel’s
finest mintatures But recently they've

decided 1w spread their wings, and venture
into the harsh world of commercial
enterprise on their own behalf, It seems the
time has come 10 leave the of
their comfortable nest in the

Design Studio and work in their own
miniatures company.
Marauder, as the company is called, will
be producing a wide range of fantasy and
science fiction miniatures, starting with
Orcs, Goblins and Dwarts. We've had a
sneak preview of the first relcases and can
assure you that they show all the craft and
skill you'd expect from two of the country’s
most prolific and popular designers.

We are delighted to say that Aly and Trish
have agreed to let Games Workshop
distribute their new range so you'll have no
problem finding Marauder mintatures in
the shops.

And although we're certainly sad o see
Irish and Aly go, they depart with the
support of everyone here at the Design
Studio and with very best wishes from
Games Workshop and Citadel Miniatures.

| f ’ VONIATURES

14" £

T

W——

WORK IN PROGRESS

Editing has just started on 2 brace of Bloog
Bowl products. Both penned by
the § inventor, Jervis Johnson, they an
currently known only as ‘BBC1" and "BB(C2'
The first will feature Star Players for all the
major ieams, with rules for thege
Astrogranite heroes, and details of the
races that play Blood Bowl. The second
volume contuins 2 foll campaign system ang
advanced rules, including cheer

fans, magic, secret weapons, dirty tricks

On the Warhammer Faatasy Roleplyy
front, Derrick Norton is currenily
compiling 2 ‘Companion’ In addition o
assorted new handware and scenartos, it wil
feature a based on someof
the best WFRP adventures from the pay
couple of year's White Dwarfs. Derriz}
won't say exactly what be's planning, by
cven those who've already played some ol
the material will safely be able to use it agaly
- without too much déj2 vu! More on thi
as it develops,

And in the far comer of the office, treacheny
18 being planned Even as 1 write, 2 huddle
group is discussing the downfall of Ty
Em Among the cons is Povrey

the Throne author Carl Sargent
They're muttering about the Empire &
Flames - Sigmar save us!

STOP PRESS...
GAMES WORKSHOP
GLASGOW
The latest news from north of the borde
Is that the first Scottish Games Workshcg
store {s due 10 open its doors onto Glasgow'
Quecen Street in early October. So, If you's
in the area, your cyes peeled for th
GW logo. this space for detils o

special opening offers.

And fear not! Critical Mass is dead, long lin
Critical Mass' Dave Pringle, editor of the §
magazine /nferzone, has stepped Into th
breach and will be taking over the colum
from next month.

f e '

it




of
Midlands band BOLT THROWER descend upon the
GW Design Studio in Nottingham

The Baolt Thrower or “Spear Chukka” as it is fopdlly known Owmish Ceacrals throughout
tchmWodd.hapo-w!-lwapo-.apdhdhhd-. th sed destruction down on
the heads of your coemies with ‘mosolithec, pile driving force...

Funaily esough. that's cxmetly bow those disserning fallows 3t SOUNDS music paper

described the band. as well aa 5N omt holodsset nelse merchants’

Comung looscly under the besner of Thask Metal, BOLT THEOWER have been together

for wound two years. Thovingh wping. malaly Ju e North of Eagland,
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JAMES
HERBERT

Haunted by success

DEAN R
KOONTZ

Exclusive interview with
the master of
mainstream fiction
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MAIL ORDER

28 | packed with inspirstional col
| photographs. i

The Golden Demon Award
Wisocrs 1988
For all you who couldn't make it on
thcdz(andnﬂo!yoowbomﬂd\.
This hardback book is literally

ot

13
Y

L34 -

_ | up-to-date and comprehensive

{photographs of all popular
ranges - Chaos, fantasy, 40K

The first part of Citadel's

listing Is crammed with

) .\3\\ SAWR R SHIDP,

‘

{Four sheets of 3D plastic craters avallable only
|from Gamcs Workshop sturcs or Mall Order.

~f Eack has 35 full-colour
{ Miniatures. These cards are not just a
fun game, but also 20 invaluable

| forces of WFB. This hacdback
| yolame contiins magic rules,

o | the wremy Lists themselves - including
Bt | detsils on allics and mercenarics -

The definative guide to fighting

besuary banner (Hlustrations, and

(O

mﬁi««&

/o
'nL'r{
3 ¥peg o

",“ -

-Wﬂwdyourhu

jcard modely for use in both
WL AWFRP and WFB. Each model is

: designed helps
™% |provide the ideal setting for

collection
with this volume of full-colour

and

urban encounterns

GLME MAIL ORDER, CHEWTON ST, HILL TOP
3T oY) EASTWOOD, NOTTS NG16 3HY




shuriken cannon.
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[ | Warlocks, Avatars, Death Jesters .. This metal
. | miniatures boxed set Is packed with 18 of these

deadly warriors, equipped with an awesome army
of weaponry from mini-grenade launchers to

Increase the size of your Outlaw gang or Op
Agency with this set of plastic miniatures for
DARK FUTURE. Each box contains cight car kits,

pius weapons and cight bikes'

P--

{plus a complete vehicle

These advanced rules for DARK
FUTURE allow more complex
moves and actions, new
weapon and combat details

design system.,
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WHITE LINE FEVER

Also Available
Land Ralder Box Sct £12.99
Rhino Box Set £9.99
e ———— - - e : .
ORD Cr

You can order any of the figures in this month's WHITE DWARF
Our fast computensed service is very reliable, and the majority o

When ordering figures please stasc the following information:

mdcaly.cmherbymﬂonekpbonctmducﬂw
orders are dispasched within one working day.

® the figure’s name (28 shown below) ¢ the figure's sixvdigit reference number (If applicable)
® the price ® and the magazine éssue you are ordering from

hmmnommaozwmmmm. "Fiends of Skaancsh, oumbers 022601 & 022602 at 2 for £2 .50,

shown in White Dwasrf 106"

RANGE/NAME PAGE PRICE
ORC BOAR RIDERS (Bratt's Boar Boyz) 23 2 for 82 .50
SPACE ORKS 29 4 for £2.50
FLESHHOUNDS (Beasts of Khorne) 36 2 for £2.50
BLOODLETTERS (Lesser Dacmons of Khormne) 36 4 for &2 50
DAEMONETTES OF SLAANESH 37 5 for £2 50
FIENDS OF SLAANESH 37 2 for £2 .50
JUGGERNAUTS OF KHORNE 40 £3.50 each
ELDAR JET BIKE 40 £2 50 per set
IRON CLAW GOBLINS 78 S for 82 30

HOW TO MAIL ORDER
Mks chaguen (avaiic m Gases Wodotop L Mdede cont of Povtage s Pacting

Frwne Nute: Mistowem Owder 49 00,
UK, Ber & BIPD Adkd £1.00 & Ovtery seder 81500
Owlas ovaw 51500 ww st Peee

T Comiie Cand Ovdders orttn st Aaroes) of oot

yuhmmuuum-mhmm A 48N Ar Camvage ‘

HOW TO TELEFHONE ORDER

BARCLAYCARINVISA & ACCESY
Sezply and Quiily Telaphors Wan Oadem Diover 50 00 00 o Musbhane

(0773) 713213 or (0773) 760462
Scoween 8 3oem e | sty
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FREE GAMES
FREE MINIATURES

AL L. DAY

Outstanding Offers All Day Including:

ANY BLISTER PACK OF
YOUR CHOICE FREE

When you buy 5 blisters priced at
£1.85 or more sach.

SPECIAL MINIATURES

For the opening day in strictly
limited numbers!

LIMITED EDITION
‘I WAS THERE' T Shirts
Throughout the store you will see
many Games Workshop and Citadel

products with red and yellow labels
on them...

BUY ANY TWO RED LABEL

PRODUCTS AND CHOOSE ONE
YELLOW LABEL PRODUCT

il ABSOLUTELY FREE!
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SARMY LIsT |

Following our look at
the mysterious Masques
of the Eldar Harlequins

last issue, we now

present details of

Harlequin forces in
Warhammer 40,000




INTRODUCTION

This army list may be used to create an all- force,
Or to create 2 Harlequin allied contingent for an force.

To create an all-Harlequun force, the list is used 2s it stands.
If 2 Harlequin allied contingent is wanted for an Eldar force,
the player rolls D6-3 to find the number of troupes availsble
lfthcmmofthcdcmnbmorlac,noﬂarlequmm
available. In a Hadequin allied contingent, there will be a
numbcr of additional personalities equal to the number of
troupes, if desired, these can be chosen freely from the list.

Harlequins will not normally fight alongside non-Eldar;
however, a non-Eldar force may include a Harlequin
contingent (28 allies or mercenaries) if the enemy is 2 C

force In any event oaly up to half the total points available

can be speat on 2 Harleguin contingent

<t

Using the List

Standard Equipment

nmmuwmmmmmm
taken Unwanted items can either be discarded o giyes
mhumodch.mpmcwmbeaddedmmew
Base Value. :

Special equipment,
details of other hardware that the
the points mdicated.

Mdlﬂoay nalu:"chk Abilities

paying appropriate cost 2 model
on the stated Prycbic Ability chart. Note T
charts require 2 méndmum level of Mastery before )
abilities can be obtained. .

T
R
?

Dase Valoe

The points cost for Troupes and personality models excludes
the cost of the additional close combat weapon which is part
of a Harlequin's Bassc Equipment Any weapon listed on the
Additional Close Combat Weapon chart can be selected. and
thcpolnncouaddedwmenoopcormoddaw:m

Basic Equipment
The powmts cost of this mandatory equipment has already been
inclnded in the model’s Base Value.

Psychic Ability
Thccouotmyml:ulabdityhuﬂmdybetnlndndcdin
the model's Base Walue

Harieguin

lnuablcfonhencxtbmkwhmmdqmam
equipmcat {ptid for st DOGtaAl ps F e

an COStS on
Character Eguipment Charts at the end of these listy,




forces are known to use robots and vehicles from
to time, painted in their distinctive bright colours and
+ns. Robots are sometimes used (0 performance a5 well
| battle, being programmed t0 dance’ in their clumsy
gnd amusing way, 25 4 counterpoint to the movements of

mem:mMommw-m
o re .thntbqbtﬂkdown.thcym:&alym-
ii:;}. force is permutted up to robots and
T Thesc can be of any type, taken from any army list,
o reflect that they have been scavenged from vanious places

‘Wehicles can be an from 2 motorbike to a Land Raider
53#10&00 are of stanciard Imperial types
", I

Yehicles and robots can ondy be ficlded with a Harlequin
ﬁ}'ggumcmoddsmmwypdnnd.mdbedeckedwim
banners It is not permissible, for instance, simp-
¥ to take 3 Rhino in a codex standard pant scheme with
Whmmmdnuchn to a Harlequin force,

i

' mentioned above, Harlequins take little trouble to main-
‘gain the robots and vehucles which come into their posses-
‘mon, so malfunction and breakdown are constant problems
ghldua At the beginning of every Harlequin movement
¢, roll 2 D6 for each vehicle On a roll of 1, 2 malfunc-
‘tinn has occurred; roll again on the following table and refer

'*VMMMM(:IWDIO3@JO—Z!).

ABILITY CHARTS

ADDITIOMNAL CTLOSE
COMBAT WEAPONS

Weapon
Auto-pistol
Bolt pistol
Chainsword
Force Rod*
Force Sword*
Hafted weapon
Hand flamer
Hand weapon
Harlequins' Kiss
Las-pastol '
Needle pisto
Neuro-disruptor
Plasma Xn;clol
Power

Power Glove
Power Sword
Shuriken pastol
Stub Gun
Sword

Web Gun

be commands

Robots: At the of each Harlequin movement phase
.gi,-bdndm;thcmphnc)mnammtcachrobot.
Qnacoll of 1, 2 malfunction has occurred; roll on the Robot
dpecial Damage Table in WD104 (pp28-29).

Polnts cost for §
Froupers

+S

+7h

+T%

+2%
+ 10
+2¥%
+ 250
+2%
+2%
+25
+22%
+30
+75
+35
+ 25
+2%
s 2%s
+10

Note that all troupers must have the same
Avatar need not have the same weapon as

Cmmwapoumykcbmﬁmdnﬁolbw;g

Points cost for 1
Personality

+1
+1%
+ 1%
+40
+ 40
+ ¥
+2
+ %
+50
+ W
+ ¥
+5
+40
+6
«15
"
+5
+ %
+ Y% point
+«2

but an

t'roupm

* This weapon may only be chosen if the model is a psyker

"Harden your soul against decadence. But do not
despise it. for the soft appearince of the deca-
dent may be deccptive. One need only consider
the Harlequin dancers of the Eldar to see the truth
of this proposition.”

Leman ‘Russ, A Book of Admoninans for 1the Lesianes Astartes
»
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1-6 HARLEQUIN TROUPES

BASE VALLE: 250 polnts per Troupe.

1

10 Ixlevdl 35pm

Additional Psychic Abllitics
(min) Abiltirbes Chart o g:l.)
Mastery {max)
Boupen: provide the rank 1 levei! D6 18
T
bastiv wy an axpericnced Substitute Shuriken Plstol with
Avatar officer Marlequens' Kiss ’ . 45 pts
Power Glove W pus
ip with Grenades
Geenade cost for § cost for Grenade  cost for 3 cost for 1
type Troupers 1 Avatar type Troupers Avatar
Anti-plans 2% W% Photon -5 21
Blind +5 -] Rad +20 o4
Choke «1% ¥ Scare Gas .5 41
Crack -narmal 410 +2 Smoke 2% .
Frag +5 +1 Stans + 20 .4
“m"lﬂw o;g +2 Scumm 2% %
+ +4 5 )
Raock-out +2% % m 2% :h
Mei-bomb +20 +4 Yoreex (1) .25

BASE VALUE: Minor Mero 135 points, Major Hero 199 polan

| HIGH AVATAR

8

4 2.3

o ko el

Basic W.
us mask, bolo- suit, communicatos Lo
scaaner, eoergy scanmer, shudken pogg
additiomal )

close combar weapon 3
i
Psychic Ability
Mastery Pul-ievel Abllities
1 0 3= Lewel |
Options :
Standard Equipment: 43 poinn
Converslon field, Force $wocd

|

e Special Equipment Charts
Chart Rolls Pa/Noll
Close Combat Weapons 1-2 nl
Basic Weapons o1 7
Heavy Weapoas 01 7
Grenades 02 3

Blonics 0-4 28
Equipment & Armour

CRrUpACE rmour with 2 nspenson
commumicator, las-canmon with wrgeser W
suspemsar, close combat weapos

Shariken Caneocn | » .e 109
(with smandiod & beo-shanien ammuniuno




0-1 HIGH WARLOCK

Psychic Abllity
Mastery Pal-level Abilities
3 30 Ialevel ), 243

Options
Standard Equipment: 18 polots

Conversion field. Power glove

Special Equipment Charts
Cleaet folls Po/Roll
Cose Combat Weapons 2 10

Basic Wezpons o1 7
Heavy Weapoos 01 75
Greasdes 02 3
Bionicy o4 25

Equpment & Armour 04 5

"M Pl leved Abilities Cost Substitute Shuriken Pistol with
- 4 10 xleveld 140 Hardoguins  Kiss . AS pes
Additional Pyychic Abilitics

Reqaired  Paychic Rols  Comt Zquip

Masie(y (min) (max]  {pav) mw"m meot

levell DG 8
Level 2 DG s
Level 3 D6 0
Level 4 D6 140

- by e

)-6 WARLC
BASE VALUE: 220 polats

| £
31412101219

Basic Equipment

gremades, addanonal close combat weapon

Psychic Abilities
Mastery Pal-level Abilitics
2 20 Sxlevel 1 &2

:
; .
s

i

0-1 SOLITAIRE

BASE VALLUE: 140 po
1M Mesimel ¢

Basic Equipment
Rictos mank, holoasl  commumitator, bao-
scanner, energy scarser, sharikon pastol

Psychic Ability
None
Optioas

Stadard Equipment: 14 points
Conversion Beld, carapace armour with 2
ncurO-Garepior

Harlequins mask halo-sall, cosvenon fleld,
commuanicator, blo-scannct, cnergy scanncr
smuriken pisol, mani-grenade Lsancher wich
biind, hallocinogen, scare and tanglefoot

MIPENSOMS,
Special Equipment Charts
ran Rolls Peioll
Close Combat Weapons 2 10
Basec Weapons o1 ?
Heavy Weapons o1
Grenades 02 3
Beomicy 0-4 FL)

Equipmens & Armour 04 (3

Upgrade Psychic Mastery
New Mastery  Poiclevel  Abllities Cost
i 10 Sxlevel ] 15 pty
2 20 3 xlevel | &2 85 piy
3 30 3xlevel)l 243 165 pty
4 40 Sxlevel 1.2, 3 &4 305 poy
Additional Psychic Abilities
Requived Mastery fmin)  Pyychic Abllitles Chart  Nolls (max)  Cost
z Levet 2 D& 35 pus
3 Level 5 D& 70 pis
4 Level 4 D& 150 pes
Substitute Shuriken Pistol with
Harlequuns Xiss. 4 ps Power Glove 10 pos
Additional Equipment
Shuriien Cannon 1S po Minr-grenade Suncher 30 pes
(with smandard and bio- D6 rolls on Joracro Dagrtal
shusticen amMBwLnON, Weapons Chawr 2 pes per roll
nrgeter and SUSPENICT)

Equlp with Grenades

. +1 point Rad

Foag ‘ : +4 points Towin Gas  + %
Hallucinogen « 2 points  Scare Gas

1 poimt Vorea (1) 25

Greoade type  Cost Grensde Type  Cost Grenade Type Cost
Ants plant +% pomt Haywire | +4 podors Smoke + ¥ poumnt
Blind +1 poist Twock-out. . + % pomnt Seasis +4 poinrs
Choke + % pomt seladbomd. +4 pomts Stumm + % point
Cock - noemdl 42 poiate  Photon «1 poiat Tangictoot  +1 poimt

points

poiots




CHARACTER EQUIPMENT CHARTS
Some personalitics (High Avatar, High Warlock and Solitzire) GRENADES
have the on not to take a package of standard s————
equspment, but to roll oo these tables instead. A personality Cost: 3 points per D100 roll.
mymﬂmmyoraﬂormm.bammm:'ﬁm Maximuom oumber of rolls: 2
than the maximum number of rolls on any chart, must
pay the mdicated points cost for cach roll. o‘f_gz mtm
High Warlocks may add 5 (no more, no less) to each roll,  03-05
High Avatars may add 10 (no more, no less) to cach roll  06-10 Choke
Solitaires may 20 (no more, no less) to each roll 11-15 Stumm
16-20 Knock-out
2 . 21-25 Halluc
CLOSE COMBAT WEAPONS _3,?33 Tanglefoot
Cost: 10 t D100 roll Photon
Inw - of rolls: 2 22:4,3 Smolcc
Scare Gas
01-03 Hafted weapon 61-70 Crack - normal
04-07 Hand weapon 7178 Haywi
°g"2 m 76-85 Melta-bomb
13-14 tu 86-88 Rad
e L 9395 Toxin Gas
; Las-pist 96-00 v
26-40 Bolt pistol Gete: {3}
"‘32 Web Gun BIONICS
44- Hand flamer
47-54 Power Sword Cost: I5 points D100 roll.
55-57 Plasma pm: N Maximum of rolls: 4
58-59 Needie pistol (incl chemacal) Roll T
6061 Power Axec 01-10 anr
62-77 Shurtken pil(O' 11-2% Lunp
78-85 Power Gloyc : 26-34 Eves
g‘g’.’ g" K‘;: gz Eyes + bio-scanner
Eyes + cnergy-scanner
98-99 Force Sword® 37 Eyes + blo and energy scanners
100 + Force Rod* 3847 m + targeter
48 Fyes + + bio-scanner
*Psykers only Resoll if character is not a psyker 49 BO6 4 SMBCT £ EREISr toanne
S0 Eyes + targeter + bio and energy
BASIC “‘m scanners
5175 Legs
Cost: 7 points per D100 roil 7685 One arm
Maximum aumber of rolls: | 86-00 Both arms
Roll Weapon
0115 Ao EQUIPMENT AND ARMOUR
16-25 Lasgun Cost: ¢ pomts per D100 roll
26-30 Flamee Maximum number of rolls: 4
31—:0 goeedlerkc 1 chemm Roll Equipment Points
1547 — 01-06 Stimulant (1 dose) 2
33: mﬂana:m gun auncher :;—_;3 Web solvent (1 use) 1
Shuriken Scaled sust 1
i P 21-26 Mesh armour i
27-33 Refractor ficld 1%
w WEAPONS 2412 Carapace armanr 1%
Cost; 75 points per D100 roll, 1 Rad suit 2
Y of cotiss 3 4752 Jump pack 2
53-58 Dusplacer field 2
Roll Weapon 60-62 Rad-counter 3
gggz Heavy Studb Gun 63-62 Conversion ficld 3
Autg-cannon 70-7 Flight pack 4
11-15 Grenade Launcher 7584 Medi-pack S
16-20 Heavy Bolter 85-86 Web-anzesthetic 5
21-23 Heavy Plasma Gun 87-90 Powered armour 6
24-26 Heavy Webber 91-96 Teleport homer 20
27-29 Multi-laser 97-98 Stases field 25
30-39 Missile Launcher 99-00 Phase-ficld generator 50
4042 Multi-medta . — —
43-64 Las-cxnnon JOKAERO DIGITAL WEAPONS CHART
hos oo Cost: 3 pis per D6 roll
Conversion Beamer :
70-73 Scatter Laser 7 Maximum number of rolls: D6
7400 Shuriken Cannon (incl blo-shuriken ammo) D6 roll Weapoa Type
1-2 Las-pistol
All heavy weapons come with 3 targeter and enough 34 Needle pastol
suspensors 1o cancel movement penalty 5-6 Hand Flamer
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Hearlequin Psykers

As stated in the lists, Avatars, High Avatars, Warlocks, High
Warlocks and Solitaires have ic abilitses or the chance
of psychsc abilitics The abilitses are rolled randomly
on the Psychic Abélity Charts at the end of these lists. If a roll

gives a model an ability it already posscsses, the player may

choose one ability freely from the chart.

"Hitden vour soul against decadence Byt do not i:.\{"iﬁ: .

{or the soft appearance of the decadent may be deceping

Ouane need only consder the “ul:quu: dascers of the El4,,

1o se¢ the truth of tt

Lemun Rus

o
$ prodfosition

PSYCHIC ABILITIES CHARTS

9 Lewel 1 Level 3

D100 D100

Roll Ability Roll Ability
' 01-10 Aura of Resistance 01-10 Animate Weapon

11-20 Cure Injury 11-20 Aura of Recalaitrance

© 21-30 Hammerhand 21-30 Cause Confusion

s 3140 Tnwounity (tom Puison 31420 Causc Foar

® 41-50 Mental Blow £1-50 Destroy Aura
51-60 Steal Mind 51-60 Mental Blitz
61-70 Telekinesis 61-70 Rout
71-80 Telepathy 71-80 Transfer Aura
81-90 Teleport 81-90 Telekinests
9100 Wind Blast 91-00 Telepathy

Level 4

Lovel 2 D100
D100 Roll Ability
Roll Ability 01-10 Aura of Invulnerabilry
01-12 Aura of Protection 11-20 Change Allegiance
13-23 Ectoplasmic Mist 21-30 Cure Wounds
24-34 Jinx 31-40 Limbo
35-45 Mental Bolt 41-50 Mental Blast
46-56 Rally 51-60 Stasis
57-67 Sense Presence 61-70 Strength of Mind
68-78 Smash 71-80 Telekinesis
79-89 Telekinesis 81-90 Telepathy
90-00 Telepathy 91-00 Temporal Distort




BOAR

OR C RIDERS

mmcnownoyzmpaln'amﬂmm

dlyn than expected He nearly didn't make it The

initiation rituals mmmamwmm

PRys him 20y asteation until, reluctantly, moldmbadedOn

his game of dice and bellows, *“'Ut 17, near ve big cavel
Now zog o’

Rokyug checked into his billet, & hut oo the edge of the camp.
Intide are 2 dozen prospective in all. Bratt's Boar Boyz! The
hardest OrCav unit this ude of the World's Edge. Rokyug was an Orc

Yeteran, hcmofnoendofrullybqucrz and general all-round
hardcase. He knew he'd make it rites Pretty soon, he'd
hcutmkoncaf:hepxt'lw'ydmm This s it, the top
of the pile He'd made it

Just before nighefall, the same greying Ore arrived a2 ‘Ut 17, with him

3 Hobgoblin of an even more advanced years The Orc bellowed his

fon. "'Ridd, Ridd! uaodud bearer, second-in-

command, an' ‘ead cotlecwt Vis ere”” he sand, pointing at the
“1s Hogg, an' as yor can sce, o's an’ Obgoblingie.

"Now'en, cre’s yer shillin'*' He passed each one of the twelve recruits
2 sl silver disc, “an’ ere’s yer tusker” Hogg dragged a clutch of
‘k'lk!mlneothehm Rsdd began to narrate the Boar Boyz heroic

mmmwmmw

umdmmmmmwmmu.hnoum
bunmdhcfddck very sick. Ridd was standing over bam,

“"Wakey, wakey! Now ven, me boys, yer jus’ learned two flogs . Piest,
stay off ve tusker Does yor "cad in. Second fing is, careful wi' yer
sitver when ol' Ridd’s about'™' Ridd flipped twelve sflver discs in his

palm, slipped them into a pouch and guffawed at his own joke Then,
a8 he started yelling ordens, the initiation began

The recrults marched miles cach day and stood loog wasches through
cach night They were bullied by Ridd, and forced to cook, and even
to clean up after the Goblins After 2 month of this were they joined
mchuumoh-mmmmbummcmthtndmol
m troopers rode their fearsome war boars, the initates

on foot, running for hours at a stretch. As they ran, Ridd
led cach verse of their mirching song:

"Wanna be a Boar Boyx rider!””
“Couldn’ be a nine-ter-fiver. *

Half of 's fellow recruits had gooe - two died on the march,
one was o death by a skittish mount and another three died
in brawis with each other &, wonse sall, with the troopers. Eventually,
be was taken slone o the vast, timber - reinforced war boar pen

The enclosure was relatrvely copty, the milk herd out grazng the
lower slopes of the mosntains, Hoggkancd against the solid
lumber fencing.

""War Boar stllions, cach md every one of ‘em ' A broad gesture ook
in thirty or 30 grunting, sivage, smelly beasts, Now additions to the
herd kacked the coloun of thesr older ¢ , whose fur was
dyedtnpltmofbnda gaudy hucs. Hogg-dndbmnmhmny
prized by the mountain tribes, traders even crossed the World's Edge

to buy from Hogg.

“'Learned me wock on 'Ot'oands,”” he explained . *'Ard, vem. When
trade got fin, [ wound up ‘ere. Now | do boany, vey're dead ‘ard, to0 ™"
::g:wdmnhldxpchwonlhxhxymbmlmcmm

into its huge bowl, 'S'time you chose one. “Ere, take yer pick




A baffled Rokyug scanned the un-dyed animals,
""Wascher reckon, Hogg?'' he asked.

“Dun' matter, vey 'ze all evil gite, Bad news is, ve only way yer'll ever
make 2 Boar Boyz rider & ter make ooe of vem resgpect yer'*

When the recruit asked how, Hogg winked. ""Viat's a secret. Now
gerrout verel”!
clambered over the fence, packed hix way cautioasly

the pack and tried to find the weakest, leaat vicious-
animal He soon realised his search was in vain, and lost his

concentration for 2 cond . He approached an evilameiling beast
facing awzy from hum, munching fuicy spring grass

Hogg shouted, ' Worrerver yer do, don't stand behind - ' 2% the creature
stammed its hind leg i 3 kick of unerning accuracy

Rokyug spent the next morning trying to to bash the dent out of his
beass codpiece. He was summoned back to the boar

precious, polished
pen where has chosen mount stood alone. Thes time, Bratt was waiting
for hum

““Yer ‘zvin’ vat ooe, ven?'’ Bratt, legendary leader of the Pakk Jeaned

against the gtockade, 2 sprig of merga rye. He was A massive,
mottled skinned, mature and Orc His face and arms were
covered with an intricate tracery of scary and tattoos. Rokyug,

still over-awed by Bratt's presence, did not spealc.

“Fust fing yer cud try s "ead-bottin’. Go on, give "im one on " nut
Bratt grinned at the look of tervor oo Rokyug's face. The grin widened
1o reveal yellow inciscrs as the recruit nervously ensered the pen. He
carcfully picked his way through the watchmg boar pack and up o
his chosen steed. The Ore stood in front of the boar and crouched
down to eye-Jevel. The two creatures locked into an almost hypnotic
stare, and then

Thudd! Rokcyug herodcally slammed his forehead into the boar’s snout
It squealed in pain and surpeise, then , Chamng Rokyug right
back across the pea. He leaped the in 3 singic bound 23 the
hog carried on its charge and hit one of the solid umber upnights.
The post split but stayed in place.

Bract cheered., ''Vit's me boy! Now get back in vere an’ do it again.
An' vis tene, 80 ruanin’ sway!”'

T SR ATES 0 < 855 4 T R T

Regimental Stundied

The following details allow you to mnclude 2 unit or two
of Boar Boyz in your Orcs and Goblins armies (of
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By carly spring the snows of Black Fire Pass were beginning to melt,
and cross mountain traffic began in carnest the rear of
the patrols were only three of the onginal recruits endured
wecks learning 10 master their collossal mounts by head-barting them
mmmamm.mmmmmq. d
and backed until they had learned how to stay aboard. They were
tired, sore, beuised, aching and exhausted, but at least they no loager
had to patrol on foot.

The moved m silence the scant below the trecline
5 ¥, up ahead, 3 Goblin outrider a bird-llke warning
Cry. Despize their training, the three recruits fust couldn't keep up
With the troopers The veterans dug spuns deep into the hogs' flanks
mhottnnapﬂop Within seconds, they had disappeared from

By the thme the recrults up, one of the troopers had fallen,

W0 Elves lay dead by the and a third was netted and bound The

gmsmu:ynﬂemubcmmm”mhdwnw
fallen Orc

Mhe EXf remained silent, despite the treatment of his captors. Rokyug
feturned 1w the routine of weapons, polishing
managing the fearsome

mndah.wﬁupmnh‘mdrmhﬂn.mdtump
¥hen. one morning, and the other two surviving recrusts
Jere summoned to the edge of the camp. There they found Beagt,
Ridd sod their own unsaddicd boars With them was the Eif prisoner.
wbommw.m.mmmamwwum
hwqucuywmmm Boatr and Ridd looked on

m.m vere gawkin', you nasty lookin® bleeders! Go an’ get
the the of the three, was accustomed to the forests sround
of the He Jod the way, Rokyug rode hot on Dogga's

Booves while Beik ‘Ead up the rear Dogga had little trouble
Mldnmu;mmnmuchahmthmhemuhn.m
- ®ffort o conceal his passage

b o

Gallopung at full tilt through the woods, the throe came to a
borq:rd..:‘rnbcuutmcronedovuuhmofnppqmm Dogga’s

A travelling at full tlt, negotiated the crossing Rokyug's had
trouble oa the slimy stoacs, but crossed safely. Brik 'Had's steed missed
s footing Rider and beast crashied into the water shouting, swearing
and squealing, swept awzy by the raging torrent, They were oat of
the chase and out of Bratt's Boar Boyz,

Beyond the rapids, the BIf's trail lod his pursuers up a sharp, muddy
bank and o a clearing Rokyug the danger of ambush, and
cautiovaly grabbed hus boar’s mane. A single tug brought the ansmal
to 2 dead halt within tree cover. Dogga thundered tnto the cleaning
He made it half way acrosa before the Ei out of cover and
planted an improvised spear in the Orc’s midriff. Doggasquealed and
feil trom his boar. Alarmed and confused, the boar thundered off,
back g0 the forest.

The EIf pulled the spear from Dogga's corpse and kkoked round
Rokyug and his beast were siill and silent but the Eif sow them, and
twneﬂlomn.lokm.mdedmbouwhhth:hmo!huhocc.
making the antmal squeal and spring forward at an astonishing speed
In a single motion, Rokyug halted his mouni, turamg the
Empetus inso 2 powerful knoe throw He wasched the kince arc through
the air

Thwokk! congratulated hunself as the lance neatly embeded
itscif i the centre of the Elf's back He screamed, fell, twitched for
a moment, and lay sull.

Ridd led Rokyug to his hut in the camp's mner ring. The lintel was
decorated with severed heads in various stages of decay A collection
of flags, pennants and standards, hung with yet moce severed heads,
lincd the walls. The hut was in near-darkness. Rokyug squmnted as
Ridd touched fire to 20 olled torch-heand

"'Onnerz,” explained Ridd
Rokyug was a little confused. “‘Yer, I belleve yer

“No, ‘omnerz, battle ‘onnerz!™ Ridd gave his words 1 lHitle more
emphasis by delivering a solid smack to the side of Rokyug's head

Zipnatsuimmb)
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Wm"lﬂdhdddnhmddmcmnpokwﬁhamm
and 2 half dozen elven heads, ' wuz wun st Neandrul Peak. Took out
L §00d few ‘undred pansy-Elves. But o1s 1s the one we takes to bartles."”
-, He hefted 2 huge wooden standard with three cross poles, bedecked
with an extensive variety of severed heads. Dwarfs, Elves,
Hmu.Gnmunmuumdlbonmcmapmmnol
barrified surprise

“"Know ‘ow I getx ‘em Jookin' like vat? Trained me 'og to kiss ‘em!
'Bm'mwwd'mwgm’mnbgmuu Ven verr
woaﬂ,llops'u‘adoﬂ.wﬂkec’-niﬂloo&h’mky.

"Amoopvh"?manctoﬂm.mﬂdnubdm,
Rudd took 3 new, ron-pointed banoe Rokyug was overcome with pride
= the black pennant carried the boar’s head ind horned skull emblem
his father, Doggbreff, favoured A shrunken akull huog below the up
by lts own long halr. Rokyug recognised it instantly. Fis grin broadened
it the sight of the EIf prisoner, the face twisted In agooy

Two days iatey, filled with pride, be carried the lance 2t the rear of
the columa. Bratt’s Boar Boyz were marching (0 war. |
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cmpty icc-wastes of the
Blick Mountains cut

group access to the trade
routcs between the Border |
Princes and the Empire,
as well as that between
the World's Edge Dwarfs

. the Empire and the
" Hobgoblia Steppes. The
pack maintain supplics
and  standards by
harrassing the steady
\- traffic along these :outu.
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TEST YOUR SKILLS
AGAINST THE GREATEST
MILITARY MINDS |
ALL TIME..

Spring 1842, the height of the Secon
World War

Mobilis2 your country command our |
forces and attack the enemy by land, =2 ot
air And werk together with your allies Huyley
the armaments to fight epic battles ‘

Your gosl 1s to occupy the enemy’s rapitd
city in the game where destiny is decided §
the roll of adsce.

By =? Shogun
B ShﬁOll“ <.

— S

Are yvou an undiscovered military genins?
Find out with the Gamemaster series
from MB, and relive the drama of history’s

ost exciting battes, It 1s the late ¥65th Century Feudal Japan?
Each game has hundreds of picces, at war
highly detailed Kame maps and an Expernence all the finely honed ciscipiin
absorbing rule book 10 give yYou hours of of ancient Japanese warfare Ouwit YOuss
Oppeients, i a ruthless quest for termtori
supremacy
¥u command whole armies of deadly
to the ultimate iwtory, Warr.ors as you battle to become Shogun th

GAMEMASTER — BRING THE BATTLE TO LIFE militiry raler of all Japan

challenging game play,
Reshape history as vou battle




Since their first sppearance in 1893, armed motorsports
have been hugely seccessful, both in thesr own nght and
as 8 marketing venwure. Those companies that took the
plunge, and invested in the sport after its legalisation,
resped rich rewards. Inrtial outlay on constructing race
tracks and attracting participents was soon recouped from
ever Increasing gate recemts, television nghts sales and
sponaorship deals - the money came flooding in,

Now, four yesars on, srmed motorsport already has its fair
share of heroes, and there are thousands of new stars

in the There is
waiting wy' “mlm dtho.m
to the speed of the Dragster, Rules have been

laid down, vehicle class specifications have been
Mlﬂdplmsbmnmmmm
uWhWﬂdﬂgum the future

COMEBAT RACING AS A CAREER

Players ing 1o ren a racing driver am allowed a starting
fund of $100, with which they must buy their first car
- 8 Jalopy. Some funds should be left in the bank for later;
a carear in combat racing is an axpensive business. The
new driver must buld and pay for the Jalopy sccording
1o the class specifications (see later). Next, they determine
their drive skill (roll DB: 1=2; 2,3,4=3; 5=4; 8« 5). They
are then ready to appesar in their first Grade C rece

Racing cars are divided by Grade and Class. Grade C s
the lowest, and ther is only one class of cer i this grade
- the Jalopy. All new drrvers must begin at Grade C. Whilst
:‘f‘:doc,vwhvv.wboomwvnnmm

Once drivers have earned enough points, they are be able
to progress to Grade B Grade B classes are Tank,

and Classic. The entry requiremeants for getting into
classes are detalled below. Most drivers sell s Jslopy before
buying a Grade B vehicla.

When they enter a Giade B class, drivers get sponsorship
This normally involves having every spare inch of the car
and the drivar’s clothing covered in advertising. Cars fitted
with VB engines in this grade get $5,000 sponsorship
money befors every race. VB cars get $10,000 per race.
This is, of coursa, in addition to any pnze money samed,

Orivers may, if they am rich enough, decide to drive in more
than one B Grade class. The reed tw buy and smelntam more
than one vehicle makes it a risky option but the rewards

can be great,

......

= A DAY AT THE RACES =

TOM SCUTT

“The engine roar is all | can hear, and we're not even moving yet. Thamadahead
shimmers in the heat rising from the hood. | hardly notice as the red light turns green...”

Drivers can advance to Grade A by two nwethods. Either
they can provide their own car and start recing once thoy
have achieved the minimum antry requirements, or they
can join & manufacturer’'s team. Since the former (s
enormously expensive, most Grade A drivers choose the
latter option.

At the end of the first, ond all subsequast races, whan
a driver has reached the entry requiremeet for Grade A,
the player should roll two dica A score of ten or more means
that they have been signed up by 8 manufacturer’s team
andmmemdeAThllmumb.MleY
race until the driver gets signed up. On the first and all
subsequent rolls, drivers who came first
allowed 10 add 3 to the score

Salvage, Rapair, and Ressle

Any car which has taken at least one Terminal Damage
roll is deemed to be 8 write-off. Drivars who write off their
car have to buy a new one from money inthe bank. Any
functioning weapona, turrets, and 80 on, may be saivaged
from write-offs at a cost of $1,000 per itam. Dnvers may
always taka salvage from ther own vehicle if they survive
the race. Salvage can naver be taken from other vehicles.

Vehicles, engines, weapons and turrets may be resold
When selling veluclas, players may strip them of weapons
and turrets. Engines and other equipmert must be left
mphm.

To determine the sale price, total up the cost of the items
to be sold. The player rolls a dice, multiplies the result by
five and adds 50. This gives a number between 656 and
80, This is the percentage of the criginal 20st for which
the rtam 18 sold, Players must accept this sam. They can't
refuss and try the roll again.

Remember It is possible just to replace an engine, so when,
for example, a driver moves from Tank V8to Tank V8, all
that is nooded is to buy and fit a VB engine, rather than
buy & whole new vehicle.

Team Membership

When drivers are signad up with a team, their financial

woninmvm’lyonr..#wdomthnm a car,

83 this is provided by the team, to the driver’'s own

specifications (within the class limits, of course). Repalr,

ammunition and salvage costs are met by the
urer. All the driver has to do s winraces and pick

up the prize money.

Dyrverrs dun’t recevve sy spursorship money whien

for a team meomlhdm@m

sach race.

in the racs are




Ampoom'onllmulomnmdmw:
winning. After sach race in which a driver comes last, the
plaryer shouid roll two dice. This is known a2 the Tesm Place
Roll. A score of 3 or less mesns that the driver has been
thrown out of the team. The only way the driver can retumn
bGndoAhmmuclngmnmanndoBVﬂ.

and get signed up to & team agein.

Drivers sren't allowed to drive in more than one
Grade A cless.

MOVING ON -
hmmmuamcmm\mm isn't enough.
Samw-mnoeoom-ndmmcwldmrmm-n
are more interested In bumning it to the ground. A driver
mwmmmcknnmy&nowhooommocaw
start up 8 .Thwludbw'dtommmcmm
csrs and any cash n the bank (remember that Grade
Avdndummdbyunmmmmmmvm.
Ex-racing drivers use whetever money and vehicles they
Own 1o 80t up In their new career. Players starting 2 gang
mmnupmsmdﬁwntorﬁuulomum
have more than one car.

HARDWARE =

Plastic Armour

In the main game, a vehicle's armour charscteristic
represents the bodywork, plus several panels of carbon
stesl armour, These csrbon steel plates, although
extremely strong, are too hesvy for racing cers, 50 most
are stripped of armour.

However, a car doesn't heve to race completaly
unprotacted, ca armour can be
added to sny of the car’s different facings In racing
vehicles. armour is ususlly added to Tanks and Ironclads
Emﬂoormoumdoomnmﬂymuﬁn!wwm
vehicles from the effects of pattern mines.

Adding vest quantities of armour to a vehicle doesn’t
ensure total safety. The armour can NEVer Cover every
mulnchdtbocu.notconnbooomndonmm
ob&yMMommﬂ&\cmehomncon
Um:dlmm.rdltﬂlonaermalmmwmuofme
amount of armour.

Engines

A recing vehicle's acceleration and maximum speed are
mmmmluimmwmmuuof
power plant, braking characteristic depends on the
wwmhmmunmammmd\mc-
are calculated using the table @ven under Power to

v

Drlvanmwwbhmbwornummnmpmm
Costs are given below. Fitting a replacement engine Into
8 cer costs an additional $5,000.

Engine Cost

ve $10,000

Ve $20,000

Vi2 $35,000
Nitride

Nmao.NOx.nmw-mudo-anmphmvolmufor
it but, one thing’s for sure - few components are as
potentially lethal, or a8 popular. Nitride Is s volatite
mwmhmbobdmmmmmnnmuy
more powerful. The nitride is held in a small armourad
mmmmmmnww.mw
on the dsshboard.

Nitride can be turned on or off using a shoot action,
Beginning with the next phase, the car’'s acceleration s
doubbdandmm:dmmcpudmoupbvmnph

Pushing an engine too far can be d At the end
of each phass in which the vehicle accalerating or
mmmmmnmdmudhmmm
taks a nitride test. The player rolls 206, On s 2 or & 12,
m.mmoduwmmtmcﬁmumupbdlng
engine critical hit. Onuwmhormumhooamohy,bm
WMMMMMNMWNM
ex000ds its ususl maximums,

lfthonitrldoummodoﬂwhmﬂnmn-bovcm
normal maximum speed, use the rules for exceeding
maximum speed, given in the rulebook (page 15),

Facing Cost

Front $5,000 20
Reer 95,000 20
Sides* $56.000 20
Floor 3,000 20
Roof $1,000 w0

Cost and weight are for one point of armour on both sides
armour must be balanced in thee way

added to the floor. This costs $15,000 snd adds 100 to the
MIMAMMMQOMWMM
Up sgwinst an smnowr mting of 9.

Cont Weight
62,000 il

Nitride Canister

”ﬁnyhnmcwndwwnwmdufdy"

R-cmt\!m.ornielpt,uupmductlcftommmm
when racing cars didn’t carry weapons payloads. Slicks
mnadofmmumeialrubbueommdmtgmmou
Muhmmm.mmu-ww
hwmmmwmmwmmmndm

Racing ::‘m can cmllyL be fitted to racing cars. The
compound stays at pea performance for onty & fow laps.
Slicks fitted to & road-going vehicle would aftar
onfy & couple of miles. Siicks cannot be fittad to

whbhhmﬂummwmmwc‘mmbouud

bvliborlmchdgmmmcmm
the weight of these vehicies.




The following rules apply to vehicles fitted with
racing tyras:

For the first 5 track sections after the start line, the
vehicle has & -1 modifier on handiing. Accelaration and
maximum spaad are as normal.

For the next § track sections, the vehicle’s handing s
normal,

Aftor the tenth track section, and for the rest of the
race, the wehicle has +1 handling,

A sot of racing tyres costs $2,000. As they roplace the
normal tyres they do not affect the weight of the car. Unliks
most equipment, racing tyres only last for one race: If &
driver wants to use racing tyres in a subseguent race, a
new set will have to be bought.

The Sleeping Gas Pedal

“There ain't any other feeling | know ke waking up betwnd
@ wheel of an autornobile moving at over two hundred miles
per hour™

Omaﬂhobtgpmuamvmhhmmlembnbminmg
conscious. This is explained under Slackouts, below The
sleaping gas pedal means the unconscious driver no longer
has to worry about their foot relaxing on the acclerstor.
Pressure Pads in the steering whese! detsct the tsli-tale
slockening of grip which comes with unconsciousness,
end the siseping ges pedal immediately apphes full
scceleration Control returns to the driver as soon a8 he
comea round.

During every phase that the driver is unconscious, the
vahicie must accelerate by the maamum amount possibie
mwmumn«mmmmbebn
the driver lost consclousness, In which case it will
romain on,

A sleeping gas pedal usually involves g pressure lock on
the vehicle's steenng, so it keeps travaliing i a straight line.

If there is o potential wheelspin (see below) while the car
Is under the control of this system, the drive skill of the
system is considered 8s 3 for the Wheelspin Effect table
only (although it cannot ba used to attempt to control the
whaealspin}, For any subsequent tests that may ocour, such
as control loss, use a temporary dnve skill of 1.

Comt Waight
Slooping Gas Pedal 81,000 ndl

Slupingoupmumovmwbormdwqumn-thw
are WWlegal in circuit racing.

Crash Suppression

Crash suppression systams combine a strengthaned frame
sround the driver, nflatable crash bags and extra padding.

A crash suppression systsm glves the driver a saving throw
sgainst any dnver critical hit resulting from a crash or roll,
Whenever such a hit is sustained, the player rolis two dice.
If the total is equal to, or more than, the vehicle's current

speed factor, the crash suppression system neutralises
the hit,

Cost Woeight

Crash Suppression #5000 0




WEAPONS -

Not only has racing led to the development of naw
equipment, it has also produced some rather dengerous
new weapons. Since their ntroduction, the napalm layer
and the wheel blade have becoms much loved by drivers
both on and off the racing cirouit.

Napalm was brough in to fil the gap left when pattern
mines were disallowed from seversl racing class
spocifications. It has remained in use, despite many calls
for it to be banned.

Wheel blades are an obvious combat accessory, In 8 sport
mnmdmom':numm-vM\mmek-m
neck at high speeds, t 18 a deadly manouevre,
The oddtmi:n of Mbdummm it mora so.

When the fire button ie pressed, @ measured volume of
napalm 12 discharged into 8 small ignition chamber where
it is set aflame before being deposited onto the road via
8 smell nozzla. The nozzle moves rapidly from side to side
ine arc, snsunng coverage of 8 wide-area When
a vehicle drives through napeim, its whesls tend to throw
the sticky, flaming substance onto the underside of the
car, where it continues 1o burn,

A napeim marker represents a pool of buming napalm. it
Is placed like any other passive marker. When & vehicle
contacts the marker, the driver must take a Napaim Hit
Test, to see if any of the stuff has sctusily stuck to the car:

Nepsim Hit Test
- Roll » DB.

— On a 1, the vehicle has takon & nopaim ha
— On 2-8, compaere the score to the vehicie’s speed factor,
The wvehicle is hit only If the score equals or exceeds ite speed

Vehicles which suffer a hit have burning napalm on the
underside and wheels - start g! As you can see,
if you must drive through napaim, it's a good idea to do
it as fast as possible,

Drivers of vehicles which have suffered a napaim hit must

Mh&pﬂnﬁmﬁnh“dmmm
in which the vehicle actually moves.

Napaim Spread Test
— Roll DS,

= Add 1 If the vahicle iz gt speed factor 3 or slower
Substract 1 i 1t Is ot speed factor § or highe.
~ Look up the result o the Mepewn Spread Tabie:

Napaim Sorsad Table

| 2 : The napsim burns itself out.

3: The napaim is 31l burning, but doesn’t do ary demage thas
- rol on this table next phase.

4: Tha nepalm spresds It is treated a8 two separate hits from
the next move on, but doesr’t couse additionel

a«mmmmummu-mmmmm
8 +1 damage bonus, and roll agein on this table naxt phass

Any criticals should be rolled on the special Napain Critica!
ngf:mcmmummmmwun
+4 damage.

‘.--»

-t

1.4
5-6 The heat causes the transmission to seize - reduce
the vehicle's accelerstion to zevo end teke an
hazord roll with 8 safoty wmt of 40mph
3 MMHMMWQMM
4 Wheesk: Roll

6 Passive: Roll on the “Weapor’’ critical hits table i thers
5 MO than one paseive weapon, roll to see whvich one
s sfforted,

resultng from the explosion a&re taken on the
rear facing.

A vehicie may take seversi napalm hits and thus have one
or more fires burning on its underside. Each hit should be
traatod separately, and a separste roll made on the Napmim
Spread Tadle,

When a vehicle hits two napalm markers in one move, trest
hsodnohmwwbmommmﬂmdmmm.

Nlpchndcm'tcanyonbumm.wyﬂma
vehicle drives through Napsim roll D8 - on an even scors
the napalm marker shouid be removed from pley; on odd
scores, It s:ays there, This roll should be made rogardiess
of whethe: the wehicle actusily takes a napsim hit.

The flip-sde of pattern mine counters make good
napalm mekers.

———

Cost  Weight  Shon

Napaim Layer $56,000 100 8

Wheel Bisdes

Whoo! blades are largs, sharp chrome-plated biades wivch
mmum-mmamnmm
when the vehicle 18 ;m motion. Wheel blades come into
offect whetever the vehicle is invoived in s sideswipe,
made eithe’ by you or against you. Any effects from the
wheel bladss occur sfter damage and hazard rolls for the
sideswipe itself. Roll on the Whee! Blade Effect Table below
and add 1 1o your roll i you won the sideswipe test:

Note: The “‘1"* result on the table below affects the vehicle
with the whee! blades; any other result affects the
opponant’s vehicle,

Whoa! Blade Effect Table

1 Wheel biades on tws side are destroyed, end cannot be
usod again Roll @ die.
k%guw'wmw1
8 Wheal Criticsl at bess demage. '

2.3 No additional sffect.

4 Thoww.hnn+2dmonhowofm

§4 Whesl Crical

If it ' not obvious which wheel is hit, roll D8.

1-3 front wheel, 4-8 rear whee!

Aol or. the Wheal ortical tabls in the bese rules
Vehicles fittad with wheel blades lose 5mph from their
maximum speed.

Comt Waight
Whool Blodes $3,000 80
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VEHICLE CLASSES «

Information and class specifications are given below.
Where two classes differ only in engme size (is Classic
V6 and Classic VB) information which is commeon to bath
ciasses 12 given {irst, along with a general description of
the vehicle. Information which differs with engine size is
g'ven in the specific class detsils. Cost and weight valuss
are for the basic vehicle including the engine. Tora/
Equipped Waight and Cost are the class limits for the fully
equipped vehicle. Base Prire Money i3 used to calculste
how much the winning driver eams (see Circuit and Drag
Racing, below). The rest of the categories are self

axplanatory,
GRADE C -

Jaloples

The humbie Jalopy is the starting point of aimost every
racing driver’s caroer. These cars are usually insurance
write-offs or ex-company cars which heve been rebuilt and
fitted with for wespons. Jalopeas are fairly siow,
poorly armoured and handle badly, but they’re cheap!

Sustably converted die-cast models of modam cars make
best Jalopees, although Renegade modsls will do.

Jalopy ’
Class Entry
Requirernents; ;Jgge
Werght:
Damage: 18 (incremental d
61 12, 8 and 4)
Handling:
Wesapon Mounts: Hood, wings, ons passive
Usable Weapons:  All medium weapons apart from

Combat Lasers; all passives
Usable Equipment:  All except turret Plastic armour
may be added, up to a meximum
of B pts on any one facing
Engine: ve
Cost: $10,000
Total Equipped
750 < ’.250

Werght
Total Equipped Cost: $25,000 or less
Base Prize Money: $7,500

GRADE B —~y

Tanks

A ‘“Tenk" is, unfortunately, nor actunlly a tank at all, but
the next bast thing Cars in the Tank Classes are actuaily
Renagades that have been strengthened by having steel
struts welded across the weak points of the car such as
the doors, wheel arches end windshield. While this does
not increase the armour value, it moans that the vehicle
can teke more damage before It starts to fall apart.
However, It does have the drawback of making the car
rather heavy, and reducee its handiing. There's nothing
qumnludﬂvinqvowwryownhnk-thqmaymtoo
100 fast, but they have got lots of weapons.

Tanks cen be represented by converted dis-casts or
Renegadsa. Renegades can be converted by the addition
of struts that strengthen the body work (bits of stretched
sprue can be used for the struts).

mmmmummmmdnm

Weight: 1,250

Damage: 24 (incremental damage at
18, 12 and 6)

Armour 3

Handling: 3

Wespon Mounts, Hood, Wings, Roof or Turret,
one Passive

Usable Weapons: All woapons permitted

Usable Equipment.  All except racing tyres. Plastic
armour may be added, up to a
maxamum of 10 points on any

one facing
Tank (V8) Tank (V8)
Class Entry 4 or more pts 4 or more pts

Requirements: eamed in Jalopy eamed n Tank (V8)

class class
Engine: Vé Ve
Cost: $26,000 $40,000
Total
Woight. 1,250-3,000 1,250-3,.200
Total Eauipped ~
Cost: $60,000 0r less  $75,000 or less
Base Prize
Morey. $15,000 $20,000




The Renegades used for racing are stripped-down versions
of the normal road combat vehicle. Strpping the armour
mwmmwtmwm«m
panels all reduces a vohicle’s weight. Reducing the weight
makes the car go faster,

The drawback s, of course, that the car is now totally
unarmoured. Most drivers get round this problem with the
addition of a few paints of plastic armour to the rear of
the car mw-.mammmmm
too much to the waght.

The following information is common to both types
Renegade

500
18 (incremental damage at
52, B and 4)

All except turrat. Plastic armour
may be added, up to 8 maximum
of € points on any ons facing.

Ranegade (V8)

4 or more pts
eamed m Renegade
(V6] class

V8

$35,000

500-1,000
$665,000 or less

Money: $12,500 $17,600

Classics

For sheer style you cannot beat the Classic car. Any
Pre-1976 vehicle counts es a Clagsic At a typical race you
might witness & 19652 Studebaker Coupe lining up against
o Minor, or & Ford Prefect alongside a Volkswagen
Beetle from the late §0's.

MWMNWlMM’.M
tosuchy sbuse s not obvious; but the Classic race
is always a real favourte with the crowds. Some of the
cars involved have been repaired so many times that there
len’t a single insi component left, but the owners
always seem to new sources for spare parts.

You will have to use converted die-casts for Clessic car
models It is fairly saty to find models of cars from the
60°s and sarly 70's, and the addition of a couple of wing
mounted machine guns can only enhance therr appearance.

The following information is common to both types
of Classic:
: 750

16 lincremental damage at
;Z.Omdﬂ

1

Hood, Wings, one Passive

All medium wesapons and Chain
Guns. All passivas.

All except turret. Plastic armour
may bo added, up to a maximum
of 6 points on any one facing.

P

Classic (V8)
Class Entry 4 ot more pts
Requirerents. eamed in Jalopy

Engine: Ve
Cost: $20,000

Total
75041,260

Tots) Equipped
$45,000 or less
$12,500

Classic (VB)
4 or more

camed n

(V8) class

V8

$35,000
750,250
$60,000 or less

$17,500

Cost
Base Pnze
Money:

GRADE A

lronclads

Anlvmdadukuth.conoomohho'lhnkdnamsmgo
further, consisting of an Interceptor that has been

-

Use Intercaptor modals for lronclads. For extra reakiam add
bars acrose doors, windshisld and whee! arches.

The following details are common toboth types of Ironclad:

1,500
32 (incremente! damage at
34. 16 and 8)

4
Hood, Wings, Sides, Roof or
mmt. 2 Passives

All except racing tyres. Plastic
armour may be added, up to a
maximum of 10 points on any
one facing.

Ironciad (V12)
4 or more pty
sarmed i kronclad
(V8) class

vi2

$100,000
1,600-3,600

$175,000 or less

-
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Sports Cars
mmc«upmﬁnmmmﬁodm
racing. For real fame this is the car to drive The vid and
mmdmmldmlmtmmhmpSpom
Crdmﬂwmpopduh«oummm league
as the bast Ops,

ASpochrcmlnmehubnnwippod
ofmmdom.mlungttmvlidnndht.Mutm
mwhmommam.mmodwm
at least o littie protection. Sports Cars are fant and
mwwwbnhommhmddym
the same can be said of those who drive them.

Use Interceptor models for Sports Cars.
mnlbwhgbmwboﬂ\mdtmw:
Weight: 500
Damage: 24 (incrementsl damage at
18, 12 and 6)
Weapon Mounts: Hood, Wings, Sides, Roof or
Turret, 2 Pagsives
Usadle Weapons: All medium weapons. All
pessives excapt mines.
Equipment AN permitted. Plastic Armour
mngbccddod.upwammm
of points on eny one facing.
Sports Cer (VB) Sports Car (V12)
Class Entry 4 or more pts in 4 or more pts
Requirements' Renegade (V8) or earnad in
) Ve ve) %Em’m
%:Ir $70,000 $90,000
mht. 500-1,000 500-1,000
Cost: $120,000 or less  $150,000 or less
Bese Prize
Money: $25,000 $30,000
POWER-TO-WEIGHT -
Characteristics

Tlnwciﬁmofndnofﬂnhm%hodbcmgim
hﬂnclmmciﬂmbm.mmmhmmmﬂn
weight of the engine itself Al the driver needs to do is
addvnmmdawmmmmdnmtumod

Waght Accalension Mumer Speed  Baung®
w wwm W ow owm Tope [ Bpa X
WOorless 30 35 33 W6 WO ™ 38 45
40500 O | 1282 50 W M @
801-300 X » n W W " 3 2
O 2 38 M 14 %0 28 3
YHX0 B 2% 2 06 U 10 M 2
T0LH00 % M4 2 M 20 W 2 %
W0IHN W n M Mm% W » a
W60 13 20 n N w2 N0 »
w000 12 18 N B0 ¥ 2 w 2
W20 1 W 2 BB 104 1M | .
2h0 0 B w #$ 00 W B N
MOLI0 8 M ¥ B 9 8 LI 1
WOLC & N2 B 822 2 w © =B
BNI0 7 N u 82 80 & W %
0013200 - & 12 < B8 W 2 W
RNOVME - . 0 - B0 8 1
Mo - - 8 BE 6 0
h—
Avcmmmamdmtmm
mmuAVOcmmcmenmmw

*Nots, I Jalopees, Classics, Renegada, Tanks
and szzn“#p.:l’l cars arv [ronclads and Sports Cars

Goodblwmoddncmbtmumwﬁsd.butthoy
are around so keep looking. The results of 8 good
conmbbmmmmunmmhmyﬂw
hmom-obwﬁumrdaﬂunmd.modd)

Dmmwomum.mmmmrﬂm
Mmmmtﬂ:.mdmmnbm

ORAGSTER TARGET MATRIX
REAR

1 Bodywark

2,34 Raur Wheels

56 Engine - Ro¥ sgain:
1.2 Pasuiva Weopon
34 Fuel 56
5.6 Drivar

i

12
34

2

i
i

5’
i

g

i

?
gga
§§

{

Btz RS
ST
it

0 & maximum of 5 pts on the
rear and 2 p's on any other
facing.

Dragster (V8) Dragster (V12)

4 ormore pts in 4 or more pts in
X (V8] or Dragster (V8) class
Classic (V8)
ve
$70,000 $90,000
300-800 300-800
$120,000 or less  $150,000 or less

$25,000 $30,000

Racuremans:

vi2






NEW RULES

Speed Factor 7+

In the basic rules the fastest any vehicle can travel is speed
factor 8 - glving & maximum of six phases per turn, The
new power-to-weight ratio tables permit vehicles which
have speed factors of 7 or more.

Drivers of vehicies st epeed factors of 7+ start taking
double moves, as shown on the following tabla. In phases
'3 whare a driver takes a double move the car modal Is moved
g twice but the driver stiil only gots one ection This action
' may be used in either the first or the second move, but
not both.

g When there are two or more vehicles a double move
. in the same phase they should both take their first moves,
b, In descending order of speed, and then take their socond
o moves, again in descending order of speed.

-

| £ L

; -. " p '"A.t
SPEED
' B MPH Factom | ¢ 3 4 5 &
T 121140 mph 7 MmN e -x x %
141160 mph 8 AX X ¥ ¥ ¥ ~
161-180 mph 3 XX XX XX x X x
- 181-200 mph 10 XX XX XX XX X x
. 201-220 mph " XX XX XX XX Xn X
15 221240 mph 12 XM XX Xx XXk XN XX
l ;{ x - ordinery move, xx - doubls move
| »
|
X HIGH ACCELERATION —
v Thore are two sffects that the high acceleration of the

1P racing car may produce. These are wheelspins and
1 P blackouts. Both can range In effect from minor
( . inconvenience to bad news. Wheelspins can occur in all
T forms of racing as well as on the road. Blackouts, on the
Ny other hand, normally only occur in drag racing: aithough
Vi you can use the rules in circult races if you wish Be warned
| Lok though - a blsckout on a winding road is usually fatsl

Move Sequence

Tests for blackouts and wheelspins should be taken
immediately sfter the player has declared an sccelerate
action which forces a test, Wheeispin tests should be taken
before blackout tests. Drivers who don't accelerate by
40mph or more don’t have to test for a blackout.

Drivers who lose control as a result of a wheelspin test,
roli for control loss immediately Drivers who black out as
& result of hugh accelerstion don't teet for control loss until
the start of the next move,

The full move sequence for a drag racer is thersfore

Tost to regsin consciousness
Wheelspin Tests

Blackout Tests

Control Loss Tests

Forward Move

Speod Track Adjustment
Hazard Rolls

{Shooting

WHEELSPINS -

it Is, of courss, perfectly natural to expect that when you
Mthooupodsllothoﬂoormc«w‘tpoodmy.
leaving only a cloud of dust and exhaust fumes in its wake
Thangs are not always thes simple, however, for no matter
mmammnmwmmmw
of 8 wheelspin - something which is embarmrassing at the
best of times, and fatal at the worst.

Wheelspin Test

1. Roll 206

2. Subtrect sdverse comtrol.

3, Curgnuummwmwumm
by 10 troundsd down),

4. |fthe total onthe dice is graatsr, no wheelspin occurred:
scceleration & a8 normal Otharwise the whoels have
spun, and the drivor must roll for Wheelspin Effsct

Wheelspin Effect

7. Roll 208,

2. Add sccelermmon divided by 10 (round down).
3. Subtract drive skill,

4. Then refor to the Wheelspin Effect Table bolow.

Wheelspin Effect Table

No Effect: the wheelspin Is negligible. The car
sccelerstes as nocmsl,

27 Half Accelemstion: the vetucie only accelorstss by hatt
fround down) the amount attempted.

8.8 Sidd: the cor skide end regeine control Refer tu the
Control Los: Results tabie in the rulebook The cor
:occlorltu by helf the amount attempted {round

own)

10-11 Hazard Rok. the vehicle scoelorates by hel? the intendod
amount, s tbove The driver must take @ hezasd roll
ogemat a salety limet of 80moh.

12 Control Lows. the vehicle accelerstes, oe above, and
ends the méve out of control

13+  Spit Tyre: seo Whae! Critical, n the nulsbock.

=

~—

Controlling Wheealspins

Once the potentiel effects of the wheeelspin have been
seen, the driver may erther comply with the result, or try
to control it. Drivers attempting to control a wheelspin roll
D8 and subtract ther drive skill This gives 8 modkfier which
must be applied to their ongnal roll on the Wheeispin Effect
Tabla, to give the final effect.

ASpﬁmMecl\mrbomodﬁod.omw'rom
tocontrel o sccidenta
o s e sy ol

Onlymnmmmbomodowoomulwmhpin.
Drivers with low drive skills are ususlly better off

nding
with the wheelspin, as fighting against it will probably
make things worse.

Example: Danny “Dragmaster’”’ with & drive skill
of 3, has just scored o total of 10, and suffered & hazard
roll result on the Whaelspin Effects table He decides that
he cannot nisk the hazard roll, so elects to try to control
the wheelspin - he mils a six! After subtracting Danny's
drive skill of 3, ho i still left with a +3 modifier whsch
mustbe appded 10 - 3 - 13 -8 spht tyra Looks like Danny
should hsve ridden with the wheelspin and gone for the
hazard roll, but 1t's 10o late to change things now...

BLACKOUTS -

“Every rece I say to nyself, “This tims I'm not going to pass
out,” and 1t always happens, just the same.”

Omoftmmond-wsapomofdmnmobm
tondency for dnvers 1 black out due to excessive g-forces
generated by high acceleration. Whenever drivers succeed

in accelerating by 4Omph or more, they must take a
blackout test,




6
I

7,

Blackout Tost

1.  Rall 20¢.

2. Add drive siofl,

3. Add 2 if the driver has already suffered & ‘hurt’ or
‘wounded' Crtical,

4. Onmonotlau.dnmbbckmommm
are unafiscted

A roll of 2, befora modification, alweys results in the driver
blacking out, regardiess of drive akill.

Blacked Out Drivers

Drivers who black out have their drive skill reduced to O
and the vehicle is treated 33 having no driver. This mokes
the vehicle lose control, as described in the main rulebook
(p34). The driver doesn’t have 1o taks the control loss test
until the start of the next move, after they’ve tested to
regain consciouaness,

Drivars regein consciousnees if they roll their drive skill
or less on a D6 The test to regain consciousness is taken
before the control loss test,

Drivers who fsil to rogain m“ on &:‘:‘m
asttempt, automatically recover on second of
vahicles with o sleeping gas pedal may be forced to taks
8 blackout tast in the same move as they regain
consciousness These drivers subtract 2 from the black
out test,

CIRCUIT RACING =

The term “"Circult Racing’” really covers oaverything that
isn’t drag racing All races of this type, from Jalopies to
Sports Cars, are held according to the same rules over the
samo distance - three laps. This may seem rather short;
but few races make it to this distance, and some
commentators have suggested that the circuit Is
outmoded, and that all vehicle combata should be held in
an srena.

CIRCUITS .-

There are quite 3 number of combat circuits in America
- & few of the more famous layouts are shown hera. Prioe
eottnnoo.nmkm-ybochounnmdmn,orpm
may agree on atother layout altogether

Each player then throws two dice end adda their driver's
ammll-umummommmu
hp&Tho&iwmhhhMWMunm
poomm.folmdbymodrhmumhmommghon
total, and s0 on...

' p 'fp\,‘ “
& \%ﬁ o R N
£\ > 5 '?d,;v ’ ' ,.'21
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Stant

/

Ras e g
Start

& v, -~ ~
e S T L s L
Start

Stant
Cicults ars found et: EUREXA, .:“"!.".‘M(l'
CALIFORNIA, BOULDER, COLARADO R
B\ COLUMBIA. SOUTH CAROLINA C cuw' ¥

Racing circults are well maintained, not cluttered with
m,muum,mmmmmgma
strasght track is increased to 120 mph,

The Start
Once the last vehicle is in place, the can begin. Drivers
with nitride can turn it on just the race begins, if

Mwich.Alvd\ichclbrtoﬂmm-y.

Dmm’tdlomwmwwummm
MMMMmmmmmmsm
known informally as the ““two minuts truce’”, a so applies
to sidewipea. Any driver violating thas ruls is disqualified,
and the race is restarted. Once a car is onto s second
lap, anything goes

The Finish

Anacmhmnhmmmmmmhmu
any of these conditions is fulfilled the race is over

1. Ammwumu&nnwmmuu
of the vack.

2. A dnver wins by having the only operstive
vehics left. A vehicie is only olsssed as inogerative if
it con nesthar move nov firm

3. Adnver wins by lspping sll other vehicles A sshicls 18
mwmmwumMa»nMG
of it at the end of a phase.

Thonunb«afpumodnvormtmwlnmnam
is equal to the number of drivers who started it 2 points
for winning a two car race, 3 for winning a thres car racs,
and so on, To find the amount of monay the driver sams,
multiply the number of points won 1n the racs by the base
prize money of the vehicle's class.

In races involving 4 or more cars, the driver who came
second receives prize money squalling one-third of
whatever was paid to the winner, A
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DRAG RACING -

“Top of the world, Ma.”

- Danny Dragmaster’ McCarthy to his mother, on winning
the 1993 Drag Finals at Memphis.

Drivers who just want to go really fast get nto Sports Cars,
Drag Racing is for those who not want to go really
Mbuhmnhobl;ﬂwwﬂltolnltuboom
type of 1o dnve a virtually unarmoured car at
MMMMMMwm
you unconscious for most of the race.

Combast |s secondary In drag racing, and is usually used
only as o last msort, when a race would otherwise be lost
Most of the time, drag racers are gambling with possible
seif-destruction in order 10 find that littie extra spesd which
will grve them the over their opponent. In drag racing,
more lives ore lost orror than through combat.

THE TRACK -
The drag racing track is always the same, one road section
for the starting grid followed by 16 straight road sections,
to do thes, you have to “roll”” track, as explained in the
rulebook (p75).

The starting gnd, and the next two track sections, have
& chan knk fence running down the middle, to separate
the cors. This serves a similar purpose to the '“two minute
truce’’ in circuit racing. It may be useful to place 8 piece
of chain or string down the middie of these track sections
to remind the drivers that thers is 8 fence thera

If a cer runs nto the fence, treat it as o shunt ram against
& stationery vehicle (p57). The fence is very strong. It

Drag race tracks sre kept in perfect condition. Because
of this, drifts n drag racing are taken sgainst a safty imit
of 120mph.

Cars should now be placed on the starting grid, as shown
in the diagram. Drag races are always between two cars,
never more. All drag races begin with the “‘burn’...
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THE BURN -

Drag races can be won or lost before cars ever cross the
start ine. Drivers purposely spin the back wheals whilst
kseping the front brakes on. This process, known ss *‘the
burn’’, gets the engine and tyres hot, to increase handling,
sccelerstion and top speeod.

There are dangers involved, however; keep the burn going
for too long and the drwver runs the risk of d the
tyres of blowing the engine. Latting the cer tick over may
cool the engine and the tyres down, but dong so might
iose all the benefits gained Needioss to say, it's all 8 matter
of expenence

T e

The bum is spiit into pheses. These are not “'normal’’
and the cars don’t actusily move. One driver should

a record of the number of burn phases played. Every
starting with the driver with the lowest drive skill,
must erther “‘bumn’’ or let the car tick over.

If the engine is left idie, roll two dice and refer to the Tick
Over Table. Players who choose to burn should roll two
dice, and add the cer's heat factor, and refer to the

i
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1. Roll 206

2. Addthe vehicie’s heat factor (number of trmes slirsady
rolled on this tble).

3. Consult the table below.

28 Add 1 w0 Hendling (up to a maximum of 2 above
original valus),

Add 2 to Accelaration (up to a maximum of 6 sbove

original value),

Add 3 to Top Speed up 10 & meximum of 8 sbove

originsl value).

Add 1 to Handling, 2 to Accaloration and 3 to

Spoeed (up to meximums shown abovs). -

Owerheating. odd 1 to the hest fector

Serious Ovarheating: add 2 to tha heat factor

Immediataly.

Bokad rubber: the 1yres overheet - subtract 2 from
Handling, 4 from sccelerstion, and 6 from Top Speed
«this may reduce thess characteriatios 1o bedow their
ociginal velues.

14 Tyre damage. during the race, roll two dics st the end
of sech tum If the weal is less than the vehicle's speed
factor, the tym s destroyed See the ““Wheels'’ Critical
Hit Table for the effects (p34) If you get snother Tyre
Damage or Baked rubber result on this table, the tyre
shreds before tha car even crossss the stant ine. You
lose the race,

Blown Gashet: reduce Acoelerstion by 10 and Top
Speed by 20 Roll 208 a1 the end of sach tum - #
the total is loss than your spead factor, the engine
sees and it disabled.

18+ Engine axplodes” the engine (s disabled Tha explosion
cousos @ +8HE hit Neadiass to asy, the race is loat

4. Incresse the heat factor by ona

3 82332 °®
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The Final Bum Phase

The final bum phase fis the one after the red light has
appeared) is important for two reasons Firaty, one system
-4 cmbotwndudonnthomddmphu‘hpncmq
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