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Ace Die adds to vehicle control rolls, stunt checks, vehicle appraisals, vehicle repair and LHELK PENALTY:
salvage, rundown/collision damage. ARMIOR JdiE:
Mojo Die for each point of Luck burned. Recover level in Luck each night if had 1+hour FLUMBLE diE:
behind the wheel in previous 24 hours. PIiECET (] f a
Smell fuel 100’, single pint down to 20’ with concentration.
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AC is usually 10 + Ref save + shields.

[Impervious] armor does not degrade.

f: Feeble pieces degrade on a 1-2.

a: Ablatives can be discarded to nullify a
; 1 on an armor die. Every two ablatives

increase Fumble die +1d.



