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Chassi s Damage

As vehicl es take damage from weapons and collisions in Car Wars, the arnour

val ue of relevant sections drops - but this is the only effect on the vehicle
until the arnmour is gone altogether (or is penetrated) and danage to interna
conponents starts to happen. Wilst arnmour would absorb nmuch of incidenta
damage, severe collisions and hits from heavy/expl osi ve weapons could well have
a serious effect on the overall integrity of the vehicle, causing structura
damage and affecting its handling | ong before all armour is gone. To represent
a new set of danmmge criteria needs to be introduced.

This is a new set of rules and danage points (DP' s) which take into account
driving nmechani snms, power transmni ssion, framework, etc. These are called the
Chassis DP's and are noted separately on the vehicle record sheet. As Chassis
DP's are lost so the vehicle becomes nore difficult to control, helping to
reflect the gradual |oss of handling of a vehicle as it sustains conbat and
collision damage and beconmes more beat up. These DP's are independent of the
vehi cl es Arnour.

A vehicle's initial Chassis DP's are determ ned as being equal to the tota
nunber of spaces allowed by the vehicle body type (bikes with sidecars count the
total spaces). Modifying the chassis strength alters the Chassis DP's by the
same proportion as the weight nodifier. Bikes may have a nodified chassis for
purpose only - whilst this will not affect the maximumload, it will affect the
cost and Chassis DPs. This is also true for both carriers and trailers.

Loss of Chassis DPs

Chassis DP's are | ost when the vehicle sustains danage from a nunmber of
ci rcumst ances:
1. vhen all bottom arnour has been | ost or penetrated, Chassis DP's will be
| ost. However, the maxi mum anmobunt that can be lost in one go is equal to
a quarter of the nornmal total Chassis DPs for the Vehicle.
2. When a vehicle sustains damage due to a collision to the front, rear
sides or bottom 1 Chassis DPis lost for every 10 points of tota
col l'ision damage
3. When a vehicle sustains damage to the front, rear, sides or bottomto a
weapon that does burst effect damage (ie explosive). 1 Chassis DP is |ost
for every 10 points of such damage sustai ned.

Ef fects of Loss of Chassis DP' s

When a certain nunber of Chassis DP's have been lost the handling of the vehicle
will be affected:

1. ven a vehicle's Chassis DP's drop to | ess than half the nornmal, the HC of
the vehicle drops permanently by 1.

2. When a vehicle's Chassis DP's drop to less than quarter the normal, the HC
of the vehicle drops permanently by 3.

3. When a vehicle's Chassis DP's reach zero the vehicle may no |onger be
controlled properly. Roll 1D6-2 on Crash Table 2 (Fishtails) at the start
of every phase in which the vehicle noves. A result of less than 1 neans
the vehicle can be controlled normally this phase. Every result of a
Fishtail adds the equivalent of a DI maneuver to the vehicle's Handling
Track Status.
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Power Pl ant Danage

Rat her than as the published rules, where power plant danmage and subsequent
power loss is all or nothing, these rules reflect gradual power |oss as a
vehi cl es Power Plant becones danaged. When a vehicle has sustained sufficient
damage to its power plant it will begin to | ose power.

1. A vehicle that has |less than half the DP's of its Power Plant remaining
has it's maxi num speed reduced to half normal. |If it is going faster than
this speed, the vehicle will decelerate by 10/turn until this new maxi mum
speed is reached. The vehicle can still 'Go Faster' as nornmal

2. A vehicle that has less than quarter the DP's of its Power Plant remaining
has it's acceleration reduced to half normal. For vehicles with an
initial acceleration of 5, acceleration drops to 2.5 as for |arge
vehicles. Vehicles with an initial acceleration of 2.5 ignore this as
their acceleration cannot drop further, but they nmay not accel erate any
faster than this at any tine.

Per sonnel I njury

The rules as they stand don't take into consideration the effects of injury on a
person's ability to control a vehicle, fire weapons, and generally continue to
function in an uninpaired manner, so here are sone rules that try and take this
i nto consideration.

1. Personal Body Armour will not always protect from collision damage that
gets through to vehicle occupants. Roll 1D6 for each point that would be
so sustained, on a result of 1-3 the Body Arnour does not protect. This
is reduced to 1-2 for Inproved Body Arnour

2. When an operator is wounded (suffers loss of one or nmore DP points that
are not attributable to Body Armour DP | oss) HC automatically drops by 1
permanently for any wounded Driver and simlarly thereis a -1 on all 'To
Hit' rolls when a wounded operator is firing weapons.

3. Any uncontrolled vehicle (Driver dead or unconscious)that has to nake a
Control Test will automatically fail this roll, just keep rolling unti
the roll is under the pass nunber required to generate the fail.
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