
Vehicle Construction

To build a vehicle for your Mob, choose a Chassis and a Propulsion type. These types may not be altered once bought and paid for. You can’t decide later in the campaign you want to switch out Wheels for Trakks, for example. 
The Chassis types are Bike, Buggy, Trukk and Big Rig. Chassis are ranked by heaviness. With Bikes being the lightest and Big Rigs the heaviest. This ranking will be important for calculating how much damage the vehicle will inflict and be inflicted with when Ramming, Colliding and Crashing. 
The Vehicle’s Chassis, will also have some effect on its ability to turn, thrust, the arc of its Fixed Weapon or weapons and most importantly, the number of Hard-points, or spaces for mounting Fixed Weapons and some Gubbinz.  

The Propulsion types are Wheelz, Trakks, Legz, and if you are feeling like experimentin’ Skimmaz, and Flyin’ Gizmoz. These types will affect how far the vehicle can Thrust, how it can move in Difficult Terrain, and other effects detailed in later sections. 
Unless otherwise noted in its own special rules below, all Propulsion types follow the rules as outlined in Da Roolz and ‘Uver Book. 

Hard-points
A new rule introduced here is Hard-points. You can’t just go and load up your vehicles with any gear you want. The size and strength of the vehicle’s Chassis will put limits on your imagination. When constructing your vehicle choose the facing of your allowed Hard-points. For example when building a Trukk with 4 Hard-points, you could choose to have 2 Hard-points pointing to the Front and one each on the Left and Right. Or 1 Hardpoint on each facing. Or all 4 facing the Rear! It’s up to you. The weapon or Gubbin in question will be limited to the facing. For example a Big Grabba mounted in a left side Hardpoint may only be used to attack enemy vehicles in that facing. Later in the Campaign you may switch a vehicle’s Hard-points around. The Mob’s Spannaz can easily do this, but for Mobs without Spannaz this counts as installing Gubbinz and must use their own special rules to do so. 

Here is a list of the Weapons and Gubbins that require Hard-points to mount. 

2 Hard-points-	 All Fixed Gunz except for twin-linked gunz.
  		Big Grabbaz, Wreckin’ Ballz

1 Hard Point    Boarding Planks, twin-linked gunz




Chassis types

Bikes- Usually, but not always 2 wheeled, one man vehicles, bikes are the lightest, yet fastest type of vehicle. 

Buggy- Heavier than a bike, but lighter than a Trukk or Big Rig, Buggies are often used as a support vehicle. Buggies do not have the crew capacity of heavier vehicles. Often there is only a driver and gunner, with maybe enough room on the fenders for a lad or two to hang on for dear life! 

Trukk- The main-stay vehicle for most Mobz.  Big enough to carry “lotz” (more than 5) Boyz in (relative) comfort and safety, Trukks are heavier than Buggys and Bikes. 

Big Rig- The heaviest, biggest, baddest vehicle a Mob can possible dream of running. It’s big enough to carry more Boyz than you can count using BOTH hands, and it can be turned into a veritable rolling mountain of lead-belching doom. Sure, they are a bit hard to maneuver, but as they (almost) always squash anything they hit, what’s to worry? 

And now for the fiddly details.

Bike    10 teef
Movement
	Bikes make Slow Speed and Gas Engine moves as described in Da Roolz. Bikes may make their first Thrust move for free. It is not necessary to roll the dice. Subsequent Thrusts must be rolled for starting at a 2+ on a d6 as with other vehicles. 

Hardpoints
	Bikes have only 1 Hard-point. Either the Driver or another model may be nominated as Gunner, but not both. 

Armor Values 
	Crew
	Driver
	Fixed Weapon
	Propulsion
	Gubbinz
	Engines

	0
	8
	8
	8
	8
	10



Vehicle Damage Table
	When damaged, Bikes roll on the Bikes Vehicle Damage table.
Ramming
	Bikes are the lightest type of vehicle, so if involved in a ram any other type of vehicle other than another bike, use the Bikes vs Trukks/Trakks rules on pg 37-38 of Da Roolz. 

Other Roolz
 Drivers may “turn in the saddle” and fire 1-handed Gunz or throw Stickbombz in a 360* arc.
A single Spanner can maintain up to 3 bikes. 
Buggy    15 teef

Movement
	Buggies make Slow Speed and Gas Engine moves as described in Da Roolz. Buggies make Thrust test the same as Trukks/Trakks as outlined on pg. 32 of Da Roolz.  

Hardpoints
	Buggies have 2 Hard-points, and may mount any type of Fixed-Weapons or Gubbins. 

Armor Values
	Crew
	Driver
	Fixed Weapon
	Propulsion
	Gubbinz
	Engines

	0
	8
	8
	8
	8
	10



Vehicle Damage Table
	When damaged, Buggies roll on the Trukks/Trakks Vehicle Damage table.

Ramming
	Buggies are heavier than bikes, so if involved in a ram with a Bike or another Buggy, it counts as a Trukk per page 37-38 of Da Roolz. If involved in a ram with a Trukk or Big Rig, it counts as a Bike. 

Other Roolz

Wide-arc - Any Fixed Weapons or Gubbinz mounted on a Buggy have a 270° arc.

Large- Buggies are Large targets.

Spannaz- A single Spanner can maintain up to 2 Buggies. 

Trukk    20Teef
Movement
	Trukks make Slow Speed and Gas Engine moves as described in Da Roolz. Trucks make Thrust tests the same as Trukks/Trakks as outlined on pg. 32 of Da Roolz. 

Hardpoints
	Trukks have 4 Hard-points, and may mount any type of Fixed-Weapons or Gubbins. 

Armor Values 
	Crew
	Driver
	Fixed Weapon
	Propulsion
	Gubbinz
	Engines

	8
	8
	8
	8
	8
	10



Vehicle Damage Table
	When damaged, Trukks roll on the Trukks/Trakks Vehicle Damage table.

Ramming
	Trukks are heavier than Bikes and Buggies, so if involved in a ram with a Big Rig, it counts as a Bike. Otherwise, it’s a Trukk. 

Other Roolz
Spannaz-  Trukks require 1 Spanner to maintain. 
Large-  Trukks are Large Targets.

Big Rig   30 Teef
Movement
     Slow Speed Maneuvers and Thrust moves are identical to Trucks and Buggies. Gas Engine moves use the “Beware Wide Turns“ rule.  

Hardpoints
	Big Rigs have 6 Hard-points, and may mount any type of Fixed-Weapons or Gubbins. 

Armor Values 
	Crew
	Driver
	Fixed Weapon
	Propulsion
	Gubbinz
	Engines

	8
	8
	8
	8
	8
	10



Vehicle Damage Table
	When damaged, Big Rigs roll on the Trukks/Trakks Vehicle Damage table, with the “Unstoppable” special rule applied.  

Ramming
	Big Rigs are the biggest and baddest of all! Unless involved in a ram with another Big Rig, count the other vehicle as a Bike. 

Other Roolz

Squash ‘em! - Against footers, Big Rigs inflict base S4 hits. This base may be modified by Gubbins or Propulsion Type. 

Unstoppable!
The sheer size of a Big Rig makes it almost impossible to take out with a lucky shot. If damaged and the Vehicle Damage result comes up a “6”, re-roll and take the 2nd result. If the 2nd result is also a “6”, apply it as normal. (Boom!)

Beware Wide Turns
Big Rigs do not exactly turn on a dime. Big Rigs may only make a single turn of up to 45゜when making Gas Engine moves. This turn must be made between the halves of the move. If turning, move the vehicle 1-3“, turn, and then move another 1-3“ to complete the move. The vehicle may then make Thrust moves as normal.
 
It’s Komplicated like….
Due to the size and complexity of Big Rigs, these vehicles require 2 Spannerz to maintain.

Large- Big Rigs are Large targets. 

Propulsion
Once you choose and pay for your Chassis, now it’s time to get motorin’. Choose one of the below types. 

Wheels

Wheeled vehicles may make Thrust moves of up to 6”. 

When moving in, into, or out of difficult terrain, very difficult terrain or over/through a linear obstacle 1”high and wide or less, Wheeled vehicles may only make Slow Speed Maneuvers. If forced into these types of terrain while making, or having made a Gas Engine or Thrust move it Crashes. If forced into these types of terrain during an opponent's turn after having made a Gas Engine or Thrust move in it's previous turn it likewise Crashes.

Trakks 

Trakked vehicles may make Thrust moves of up to 5”. 

When moving in, into, or out of difficult terrain, very difficult terrain or over/through a linear obstacle 1”high and wide or less, Tracked vehicles may only use their Gas Engines or make Slow Speed Manuevers. If this movement clears them of the difficult terrain or obstacle, the vehicle may continue moving using it’s Thrusters. If forced into any of these terrain types while Thrusting it Crashes. If forced into these types of terrain during an opponent's turn after having made a Thrust move in it's previous turn it likewise Crashes.

Legz

Legged vehicles may make Thrust moves of up to 4”. 

When moving in, into, or out of difficult terrain, very difficult terrain or over/through a linear obstacle of 1” high and wide or less, Legged vehicles may only use their Gas Engines. If this movement clears them of the difficult terrain or obstacle, the vehicle may continue moving using its Thrusters. If forced into any of these terrain types while Thrusting it Crashes. If forced into these types of terrain during an opponent's turn after having made a Thrust move in it's previous turn it likewise Crashes.

Stomp, stomp, stomp- When ramming footers, Legged vehicles gain a +1 bonus to the St of the hits. 

Da RUMBLE
If using these rules, the Rumble scenario can get a bit odd. Each player may take one of the following combinations of vehicles and crew. 
2 bikes with only thier drivers or one bike it's driver and 2 other crew. 
1 buggy it's driver and 1 gunner and 1 other crew or 2 crew if no gunner.
1 Trukk it's driver and 1 gunner or 2 other crew.
1 Big Rig it's driver and 1 gunner or 1 other crew. In addition, Big Rigs take a bit of time to get rollin' after all that revvin' so may only make Thrust moves until their gas engines build pressure in an identical manner as in the Lootaz scenario.

Advanced-like Propulsion types (not fer Yoofs)

Skimmaz- These vehicles levitate or hover a few inches to a foot or two off the ground. The methods may vary, big fans, vectored jets, electro-magnetic-anti-grav-gizmos, are all examples, but all move as follows. 
Turns On a Dime
Skimmaz make Gas Engine Moves of up to 6“ and are restricted to 2 turns like other vehicles with one important difference. Due to thier high manueverability at low speeds, these vehicles can make thier turns at any point during the Gas Engine move. Thus, a single 90゜turn is even possible by combining the two turns.They are not even required to move before or after the move. Slow Speed manuevers work the same way in that the 3 turns can be made at any point in any combination. 

	Skimmaz make Thrust Moves up to “5”. 

       Skimmaz may make Gas Engine and Thrust moves over difficult, very difficult terrain and linear obstacles of up to 1” high. Skimmaz may also freely move over areas of open liquid like tar pits, septic lagoons or other otherwise impassable terrain. It will Crash only if forced into other types of impassable terrain (big rocks, other obstacles....) the same as any other vehicle.

Rammin’- Skimmaz are a bit fiddly and deleekut-like compared to other vehicles. When involved in a Ram, Skimmaz count as one Chassis type lighter than it actually is. A Skimmer Trukk, ramming or being rammed by a Wheeled Trukk would count as a Buggy. A Trakked Bike, ramming or being rammed by a Skimma Bike, would also count as a Buggy! 

Flyin’ Gizmoz
In to da wild blue yonder! Be they winged rockets, buzzin’ heli-kopptaz, floating dirigibles, or other even stranger contraptions, vehicles with Flyin’ Gizmo propulsion (usually called “Flyaz” for short, are the only type of vehicle capable of true flight.  To construct a Flya, choose a Chassis type and Propulsion type as normal. Then add the Flyin’ Gizmo Propulsion for a cost of an additional +10 Teef  to reflect the difficulty to construct and rarity of these contraptions.　

Now fings get a bit complicated like.
 Flyin’ vehicles have two movement modes. On da Ground and In da Air. On da Ground means that the vehicle is slowly maneuvering about on the sand, using its gas engines. Most likely it is trying to take off and get In Da Air, where it is not a sitting duck. In Da Air, is when the vehicle is well and truly flyin’, free as a buzzin’, face-eatin’, vulcha squig. While In da Air, the vehicle is assumed to be traveling at approximately 6” in elevation at most at any time. You get any higher and you might miss out on da fight! 

On Da Ground
When On da Ground, these vehicles may make only Slow Speed or Gas Engine moves according to its Propulsion type. It may make additional Thrust moves likewise, but these Thrust moves may only be made in an attempt to get In Da Air. No turn attempts may be made after completing a Thrust move. While On da Ground, the vehicle may be Rammed, Boarded, Chased and otherwise attacked and abused as any other vehicle. 

[bookmark: _GoBack]Lightweight- Like Skimmaz, Flyaz are a bit fiddly and deleekut-like compared to other vehicles. When involved in a Ram, Flyaz count as one Chassis type lighter than they actually are. A Flya’ Trukk, ramming or being rammed by a Wheeled Trukk would count as a Buggy. A Trakked Bike, ramming or being rammed by a Flya’ Bike, would count as a Buggy too! If the Flya is also a Skimmer it is extra squishy. When invoved in any ram, crash or collision, it suffers an additional hit over and above the die result.

Taking off
To get In Da Air, the vehicle must complete a full 12” of thrust in a straight line in a single movement phase without busting.  Should it have to roll on the Thrusta Busta table or discover there is an obstacle in the way, the vehicle will remain On da Ground this turn. If it successfully completes the 12“ Thrust moves, it has taken-off and is In da Air! Zoom! The Flya must take off at this point. You may not make Thrust moves indefinitely while On da Ground.  From this point on it may continue Thrusting but and may make turn attempts as normal after these Thrust moves In da Air. 

In Da Air
While In Da Air, the vehicle crosses over all intervening terrain, models and other obstacles up to a height of 6”.  It makes Gas and Thrust moves like a Wheeled vehicle, regardless of it's propulsion type On Da Ground but may not ever make Slow Speed maneuvers. Flyaz’ need to keep up a certain velocity to stay in the air, so must complete at least 6“ of movement, Gas Engine and\or Thrust each turn. They may not be Rammed, Chased or Boarded except by or from another Flya, and in that case it is resolved identically as the normal rules with a few exceptions noted below. Flyaz may always elect to move “Ovah” or “Unda” another Flying vehicle to avoid ramming them while making Gas or Thrust moves.  But may not if Swerving or moving due to Thrusta Busta results or damage results. In those cases, resolve the collision as normal.  

Jumpin' and Fallin’ off
Initiative tests are required even when jumping off a flyer that is In Da Air, even one that did not use it's Thrusters. If the test if failed, the fighter falls and takes a d3 S3 hits. Ouch!

Boarding from Flyaz’. 
While footers or fighters riding a vehicle on the ground cannot attempt to Board Flyaz that are In da Air, this is not true for the typically unhinged ladz who take to the skies. If a Flya can get within 2” of a vehicle on the ground, fighters may attempt to leap off and board the enemy below. Initiative tests are required even when jumping off a flyer that did not use it's Thrusters. If the test if failed, the fighter falls and takes a d3 S3 hits. 

Gotcha- Fighters with the “Gotcha ”skill, may use it from In Da Air, but must pass an In test. If passed the target model takes a D3 S3 hits. If failed, both the charger and target take a D3 S3 hits. 

Hittin’ da Ground
Should a Flya become immobilized, be unable to fly it's minimum 6“ movement distance, suffer a　　　　　　　　　　　　　　　“Fuel Explodes“ damage result, or be in the unlikely situation of being restricted to making a Slow Speed maneuver (due to colliding with a really, really tall rock for example) the vehicle will hit the ground. Roll the scatter dice and a d6. A hit means the vehicle stays in place. If an arrow, move the Flya that direction in as many inches as the d6 result. Once the vehicle is moved, resolve a Front-end crash as it hits the ground. Or if it hits another vehicle, resolve a Collision. All collisions counts as a Front-to-Front no matter what the facing actually is. Footers may make an In test to dodge, taking a D3 S3 hits if they fail. 
In the case of the aforementioned “Fuel Explodes“ result, any fighters who survive the initial S4 hit will scatter and take an additional d3 S3 hits upon landing. Most likely not walking away from that landing mate.
Landin’
Sometimes you’ll want to land your vehicle. Perhaps to let off some ladz to grab some scrap or some other cunning purpose. To land, merely move the required 6“ minimum, declare you are landing and place the vehicle on the table top. If the Flya only made a Gas Engine move while landing, the Driver takes an Ld test. If successful, move the vehicle straight forward a d6 inches On da Ground and end its movement. This counts as a Gas Engine move for purposes of jumpin' off. If the test is failed, roll once on the Thrusta Busta table, and any fighters jumpin' off will have to make In tests or suffer a S3 hit on a 4+.
If trying to land while using Thrusters, the Driver takes an Ld test. If successful, roll once on the Thrusta Busta table. If the roll is failed, roll once on the Thrusta Busta table, move the vehicle On Da Ground accordingly, and then roll again! Naturally, fighters jumpin' off will ave to make In tests or suffer a S3 hit on a 4+ in either case, but hey, any landing you can walk away from……

Shootin’ at Flyin’ Vehicles 
When shooting at vehicles In Da Air from the ground, there is an additional -1 to hit penalty on top of any other modifiers. Measure LOS and range from the shooter to either the hull or base of the Flying Vehicle. Vehicles that are In Da Air shooting at other vehicles In Da Air or at target On Da Ground are not subject to this penalty. Dogfight!!! Strafing Run!!!  Vrooom! Dakkadakkadakka….
A model on the ground may shoot at a vehicle In Da Air, if any part of the target vehicle is in the model's fire arc, even if the Flya is directly overhead! This includes fixed weapon fire arcs. It’s assumed that the firer got off a shot at some point beforehand. 

Shootin' from Flyaz
Vehicles that are In Da Air shooting at other vehicles In Da Air or at target On Da Ground are not subject to the  -1 penalty. Dogfight!!! Strafing Run!!!  Vrooom! Dakkadakkadakka...
Flyaz may also measure thier LOS within any allowed fire arcs from up to 6 “ above the table surface. In this case, enemy models in their following shooting phase may also draw LOS to this point above the surface to return fire in addition to drawing LOS to the base or hull as described earlier. 

Droppin' Stickbombz
Vertical distances do not count towards the range of thrown weapons or stickbombz, but if the combined vertical and horizontal distances are more than 8“, there is an additional -1 shooting to hit penalty. It's tough making those hook shots.


Flying Vehicles and scenarios
If the Attacker, or if deployed off the board, the Flyin’ Vehicle starts In Da Air. If the Defender and the Flyin’ Vehicle is deployed on the board, it must start the game On Da Ground. If neither, the owning player may choose. 

Flying Bases and measuring. 

Measuring and checking LOS with flying vehicles can be a bit tricky. Flying vehicles are often built with a “flying base” of some sort, to support it in the air. Often it will be impractical to place the vehicle on the table, as it is flying directly above another vehicle or piece of terrain. It’s perfectly acceptable to mark the vehicle location with a die or other marker and guess ranges and distances as best you can. 

Engine Damage
Any damage results to the Engines location effects both movement modes. For example a, “-1“ to movement “ damage result will efect both movement On da Ground and In da Air. 

Flyaz and Gubbinz
Naturally the unique movement capability of Flyaz’ affect how Gubbinz are used. To make it simple, no Gubbin from a vehicle On da Ground can affect Flyaz that are In da Air and vice versa. You may not swing a Wrecking Ball at a Flyin’ Trukk that is In da Air, nor may it attack an enemy vehicle On da Ground with its Big Grabba, but may use it against another Flya that is In da Air. Especially if using some of the experimental Gubbin from the Mad Meks articles, it is important to discuss how your vehicles Gubbinz might be affected by Flyaz. 

Naturally, Flyaz lend themselves to all sorts of special Flyaz-only Gubbins, (Bombs!) but that will have (Parachutes!) to wait (more Bombz) for a later article. (Vertical Take-Off-Gizmo!) 



