
Vehicle Combat Reference Cheat Sheet
Firer's DEX (top) vs. Target size (left side)

1     2     3     4     5     6
6�: 7- 8- 9- 10- 11- 11� 7- = Roll 2 dice. If you roll a 7 or less,
5: 6- 7- 8- 9- 10- 11- you hit. If not, you miss.
4: 5- 6- 7- 8- 9- 10- 11� = Roll 11- & Firer chooses hit location.
3: 4- 5- 6- 7- 8- 9- 3* = Roll 3- & Target chooses location.
2: 3- 4- 5- 6- 7- 8- Subtract your shooting skill from the dice.
1: 3� 3- 4- 5- 6- 7- 

The hit location (roll 1 die)
1. Weapon mount: weapon(s) destroyed. Any person in the mount takes a megahit.
2. Cargo: Some is destroyed.
3. Crew: Someone takes a mega hit. Turret operators & tail gunners are hit when their weapon

mount is (and not by crew hits).
4. Engine: the engine takes a hit. Its damage capacity is the same as the vehicle size. Max

performance with damage is normal, max with half damage is slow & sluggish. The ship cannot
move or maneuver once the engine is destroyed.

5. Power plant (or gas tank): takes 1 hit. Its damage capacity is the same as the vehicle size.
Things that need lots of power will not operate when it is destroyed. This includes engines,
overdrive, gravity, deflector, and energy weapons. Space ship power plants explode if the
disable roll is 1 (unless a player character is on board).

6. Overdrive or Wheels: The faster-than-light drive takes a hit. Its damage capacity is the same as
the vehicle size. The vehicle cannot go faster than light when it is destroyed / A wheel takes a
hit and may be impaired or destroyed.

If a non-existent or destroyed system is hit, the game master assigns or rolls a new hit, and
assigns extra damage. (Someone's footlocker, the stereo, the toilet, etc.)

Tactics (these are things you can do in a vehicle)
Attack: Most guns may fire.
Close attack: Opponent shoots first. Both ships may use short-range weapons this turn. Your tail guns
cannot fire. Fails vs. open range or disengage. Example: taking your fighter in to strafe a battleship.
Disengage: Escape, unless opponent does close attack or maneuver. Your nose guns cannot fire. Example:
running away.
Maneuver for position: Puts you behind a vehicle of equal or larger size. Make pilot skill roll to succeed.
Fails if the other guy makes his pilot skill roll. Both pilots deduct the size of their vehicle from their
skill roll. Example: trying to get on the other guy's tail.
Open range: You can only fire and be fired at with long-range weapons. Your nose guns cannot fire. This
maneuver fails vs. close attack, disengage, or maneuver. Example: trying to get farther away so you can
paste him with missiles at long range.

Vehicle combat notes
• Torpedoes and cannons do double damage.
• Normal sized vehicle weapons are the same as heavy weapons for character combat (mega damage).
• Normal vehicle weapons do 1 damage per hit. Size 2 weapons do 2 damage per hit, and so forth.
• Disable rule: Many large vehicle systems can be disabled by damage. The game master rolls a die

when they are hit. If he rolls the weapon damage or less, the system is disabled (stops
functioning) until someone fixes it by making a mechanic roll. The game master should ignore this
rule selectively to advance the plot when necessary.



Character Combat Reference Cheat Sheet
Damage classes
Wimpy: 1 point of damage. Mega: Roll 2 dice, and add them. 
Light (lt): Roll 2 dice, and the lowest one tells you the amount of damage you did. (Example: Bare fists.)
Medium (md): Roll 1 die. This is the damage. Heavy (hv): Roll 2 dice, and take the biggest.
Killing (kill): Does body damage + stun damage. Stunning (stun): Does stun damage.
Killing weapons do the same stun damage as body damage unless otherwise specified.
Autofire weapons can be used several ways.

Drill: Roll your hit die and make an extra hit for each lower number that would hit the target.
The hits combine to overcome armor.
Hose: Make one attack and treat the target as DEX 1.
Spray: Make one attack against every target in a close group. Treat your DEX as 1.

Armor subtracts damage points.
Fists usually do light stun damage. Women without any boxing-type skills do wimpy damage.

The character hit chart (This is the same as subtracting the dice from your hit roll)
Attacker DEX (top) vs. Roll 2 dice (left side)

1     2     3     4     5     6
2: 6 6 6 (6) (6) (6) Check your DEX against the die roll.
3: 5 6 6 6 (6) (6) You hit if the target has that DEX or less.
4: 4 5 6 6 6 (6) (Lots of dodging happens in pulp SciFi)
5: 3 4 5 6 6 6
6: 2 3 4 5 6 6 3 = You hit if the target has a DEX of 3 or less.
7: 1 2 3 4 5 6 (6) = You hit with the next bigger damage class.
8: (1) 1 2 3 4 5 (1) = You hit if the target has a DEX of 1 or less
9: - (1) 1 2 3 4 with the next smaller damage class.
10: - - (1) 1 2 3
11: - - - (1) 1 2 Targets that are not trying to avoid your attack
12: - - - - (1) 1 have a DEX of 1.

Add the appropriate skill to your hit roll stat, making it easier to hit.
Add the targets sizemod to your hit roll stat. Examples: Car: sizemod +2, Breadbox: sizemod -2
Add a penalty to the hit roll if the target is taking cover. Example: -2 penalty for good cover.
Example: Rex punches a bad guy and rolls a 7. Applying the bonuses (he has boxing 1) to his hit roll (11) to
make it 12. Subtract the dice from his hit roll (12): 12-7=5. Rex hits if the target has a DEX of 5 or less.

Tactics (things you can do in a fight)
Advance: Move 3m and attack with -1 penalty to your hit roll stat.
Aim: Spend a turn aiming and then you can attack at that target with +2 bonus to your hit roll.
Attack: Normal attack, you do not move an appreciable distance.
Block: Instead of attacking, make your normal hit roll to block the other guys punch.
Cover: Delay your attack until something happens with the target. Example 1: You cover a bad guy; if he tries to
draw his gun you punch him. Example 2: You cover a window; if a bad guy tries to shoot out of it, you shoot at
him first.
Dodge: Move 3m and attackers have -1 penalty to their hit roll.
Run: Move 6 meters.
Opportunity fire: If the game master allows, you can take your turn early to shoot at a moving target.

Character-on-minor-NPC: When a character attacks a minor Non-Player-Character, apply the hit roll spillover to one
damage die. Example: If you hit a DEX of three, but only needed to hit a DEX of one, add two to a damage die (six
max). If you do max damage you kill or knock out the minor NPC. The game master decides when you can do this.

NPC-on-NPC: When minor Non-Player-Characters are on both sides of a fight, do not waste time keeping records
for them. Roll a die when they shoot at each other, they incapacitate on a roll of 1-2. Good fighters or hv dmg
weapon incapacitates on 1-3, a poor fighter or lt weapon on a 1.


