House Vehicle Rules
I. Movement

All vehicles have a Move stat which shows which type of movement they have and how far they can move.

	Movement Type
	Description
	Cost

	Ground
	Can move on the ground only.  Movement is limited by terrain obstacles greater than 1” high.  Max move is 18”.
	1CP/2” Move

	Flyer
	Can move through the air, is able to climb and descend.  Flyers have a maximum move of 36” and a minimum move of 6”.  They may switch into a VTOL mode which cuts their maximum move in half but eliminates their minimum move.    
	1CP/1” Move

	VTOL
	Can hover in place or climb/descend vertically.  Max move: 24”
	1CP/1” move

	Boat
	Can move on the water.   Max move: 12”
	1CP/2” move

	
	
	


II. Turn Radius.

Vehicles traveling at speed cannot turn on a dime.  A vehicle’s turn radius is equal to one third of the distance it moved that turn.  For each 90 degrees the vehicle turns, it moves a distance equal to its Turn Radius.  This is not mathematically accurate, but who needs pi anyway?

III. Armor

Vehicles’ armor rolls are usually made with D10s.  Each vehicle has an armor value between 1 and 5 specifying how many D10s are used in that vehicle’s armor roll.  

A vehicle’s armor value may not be greater than its size divided by two, and flyers have a maximum AV of 3.

A vehicle’s rear armor is one AV lower than the rest of its armor.  This means that fast attack vehicles or clever troopers can get behind a vehicle and dish out serious damage.  Attacks from below and behind a flyer count as attacks on the underside rather than the rear, so this modifier does not apply to antiaircraft weapons attacking flyers.

IV. Accuracy modifiers

When attacking a vehicle (or any other unit), add 1 to your skill roll for each 2” of size and subtract one for each 6” the vehicle is moving that turn.  However, your skill roll cannot be reduced to below its normal amount (usually 1D6).  

V. Siege weapons

Different types of vehicles can carry different amounts of weaponry.  A weapon’s destructive power is proportional to its size in inches.  Different types of vehicles can carry different amounts of weaponry.  Flyers can carry 3/2 as many inches of weaponry as their size, ground units and boats can carry twice as many inches of weapons as their size, and VTOLs can carry as many inches of weaponry as their size. 

This table lists the different types of siege weapons and their stats.  X refers to the size of the weapons.  Add 3cp to the weapon’s cost if it is mounted on a turret.  

All MKI weapons have a +3 damage modifier.

	Weapon
	UR
	Range 
	Damage
	CP cost

	Gun
	1+2X (+1 for auto fire)
	12+4X”
	XD6
	3X

	Rocket 
	3X
	16+4X”
	XD10
	2X

	Mass Driver
	3X (+3 for auto fire)
	16+4X” (fires in arc)
	Depends on load
	4X

	Minigun
	1+2X 
	2+4X” (2-finger cone/30 degrees)
	XD6
	4X


