CAPTURE
THE FLAG v1.2
Pick up the flag from one place and move it to another. How
tough could it be?

Flag

Picking Up The Flag: If a vehicle’s maneuver template
or final position overlaps the flag, that vehicle may
pick up the flag, placing it on the vehicle’s dashboard.
Aircraft cannot pick up the flag.
Dropping The Flag: When a vehicle carrying the flag
activates, it may drop the flag. If a vehicle becomes a
wreck while carrying the flag, it must drop the flag.
When the flag is dropped, its last controller places it in
contact with the vehicle or wreck that was carrying it.
Scoring The Flag: If a vehicle or pedestrian is carrying
the flag when its maneuver template or final position
overlaps one of the red scoring zones, its team scores the
flag. When this happens, follow these steps:

Players

This scenario works best with 2-4 teams, or about 12
vehicles maximum.

1. The scoring team gains +1 goal (and +1 audience
vote, as mentioned below).
2. Pass the pole position marker clockwise.
3. Leaving all wrecks in place, players retrieve
their remaining vehicles and pedestrians and
remove them from the mat, and returns all
Crewmembers to their original seats.
4. Starting with the player with pole position and
proceeding clockwise, each player places their
entire team of vehicles in one of the unoccupied
blue starting zones.
5. Start a new turn (gear phase 1).

Pole Position

Audience Votes

Setup And Terrain

If a vehicle’s maneuver template or final position
extends beyond the edge of the play area, that team loses
all of its audience votes.

The team with the highest Team Rating gains pole
position; in case of a tie, roll off. At the end of each gear
phase, pass the pole position marker clockwise.

Place a flag (crate, barrel, etc.) in the center of the arena.
If terrain has not been laid out in advance, starting with
the player with pole position, players should take turns
placing terrain pieces throughout the yellow zones.
The edges of the game mat are treated as heavyweight
obstructions.

Deployment

Starting with the player with pole position, each player
takes a turn placing their entire team within one of the
unoccupied blue zones.

Each time a vehicle scores a goal, its gains +1 audience
vote.

Pedestrians

Crewmembers may exit vehicles. If a pedestrian model
overlaps the flag during its activation, it may pick it
up and carry it. The flag takes up 0 Hands worth of a
pedestrian’s carrying capacity.

Victory And Ending The Event

To win the race, a vehicle must pass through the gates in
order (1-2-3) in the directions indicated by the arrows.
Once a vehicle achieves this, it and all of its teammates
are removed from the play area, teleported to the
winner’s circle. Continue playing until the 2nd and 3rd
place teams are determined, removing the 2nd place
team from the play area when it passes through its final
gate.

THE
CHOKE v1.4
The competitors are rolling into this event on fumes, and must

race around the track picking up precious pints of fuel in order
to continue racing.

Deployment

Starting with the player with pole position, each player
takes a turn placing their entire team within one of the
unoccupied blue zones.

Caches

If a vehicle’s maneuver template or final position
overlaps a cache, it gains +1D6 fuel tokens and the
cache is removed from the play area. Caches are not
obstructions.

Fuel Tokens

Each vehicle begins with 3 fuel tokens. When a
vehicle activates, it must remove 1 fuel token or must
immediately stick-shift down (receiving +1 hazard token
as usual). This stick-shift down might make the vehicle
ineligible to move and attack during this gear phase, but
it must still resolve the Wipeout step.
If a vehicle in gear 1 does not spend a fuel token when
it activates, it immediately drops to gear 0 and cannot
move or attack for the remainder of the event.
Fuel tokens count as Ammo tokens during explosion
checks.

Players

This scenario works best with 2-4 teams, or about 12
vehicles maximum.

Pole Position

The team with the highest Team Rating gains pole
position; in case of a tie, roll off. At the end of each gear
phase, pass the pole position marker clockwise.

Setup And Terrain

Pedestrians

Crewmembers may exit vehicles. If a pedestrian model
overlaps a cache during its activation, it may pick it up
and carry it. A cache counts as an Oil Can (see Personal
Gear). If a pedestrian carrying a cache touches a friendly
vehicle, that vehicle may immediately consume the
cache and roll to extract fuel tokens from it.

Victory And Ending The Event

Place 1 cache of fuel (use crates, barrels, or similar
items) in the center of the arena. Starting with the
player with pole position and proceeding clockwise, each
player takes a turn placing 2 caches of fuel. Each cache
must be placed at least Medium distance range from any
other caches, and must be placed within the red zone.

The last team with fuel tokens on any of its vehicles
takes first place, ending the scenario. Second and third
place are taken by the next teams two teams that lasted
the longest. If there is a tie for any of these finishes,
the team with the greatest total number of Hull points
remaining at the end of the scenario breaks the tie. If
this still does not break the tie, roll off.

If terrain has not been laid out in advance, starting with
the player with pole position, players should take turns
placing terrain pieces throughout the yellow zones.

Aircraft in this scenario are equipped with lines and
hooks so that they may pick up caches and use them as
other vehicles do, but Aircraft cannot win this race.

The edges of the game mat are treated as heavyweight
obstructions.

THE
CLASSIC v1.4
And now for our main event, a regulation death race. It’s the
ultimate test of automotive prowess and teamwork — who
knows, we might even see a vehicle cross the finish line
tonight!

Players

This scenario works best with 2-3 teams, or about 10
vehicles maximum.

Pole Position

The team with the highest Team Rating gains pole
position; in case of a tie, roll off. At the end of each gear
phase, pass the pole position marker clockwise.

Setup And Terrain

Place gate markers in the indicated positions, with
heavyweight obstructions on either end of each gate.
If terrain has not been laid out in advance, starting with
the player with pole position, players should take turns
placing terrain pieces throughout the yellow zones.
The edges of the game mat are treated as heavyweight
obstructions.

Deployment

Starting with the player with pole position and
proceeding clockwise, each player places 1 of their
vehicles following all of these rules, skipping players
that have no vehicles left to place.
• On the starting grid in an open slot in a rank that is
nearest the starting line
• Front face perpendicular to the starting line

Audience Votes

Each time a vehicle crosses a gate in the proper sequence
and direction, its team gains +1 audience vote.
If a vehicle’s maneuver template or final position
extends beyond the edge of the play area, that team loses
all of its audience votes.

Pedestrians

Crewmembers cannot exit vehicles.

Victory

To win the race, a vehicle must pass through the gates in
order (1-2-3) in the directions indicated by the arrows.

If there are no open slots remaining, start a new rank at
the back of the starting grid.

Once a vehicle achieves this, it and all of its teammates
are removed from the play area, teleported to the
winner’s circle.

Weapons Deactivated

Aircraft cannot win this race.

All shooting weapons, dropped weapons, and Explosive
Rams are deactivated until the first vehicle passes
through Gate 1.

Ending The Event

Continue playing until the 2nd and 3rd place teams are
determined, removing the 2nd place team from the play
area when it passes through its final gate.

CROSSBONES
v1.4
A modified death race layout with a treacherous crossover and
an extra tight curve toward the finish line.

Players

This scenario works best with 2-4 teams, or about 12
vehicles maximum.

Pole Position

The team with the highest Team Rating gains pole
position; in case of a tie, roll off. At the end of each gear
phase, pass the pole position marker clockwise.

Setup And Terrain

Place gate markers in the indicated positions, with
heavyweight obstructions on either end of each gate.
If terrain has not been laid out in advance, starting with
the player with pole position, players should take turns
placing terrain pieces throughout the off-track sections
of the map — especially in the spaces between the gates.
Off-track sections of the map are rough surfaces.

Deployment

Starting with the player with pole position and
proceeding clockwise, each player places 1 of their
vehicles following all of these rules, skipping players
that have no vehicles left to place.
• On the starting grid in a rank that is nearest the
starting line
• Leaving room for 3 other Cars in that rank with a
finger’s width between each
• Front face perpendicular to the starting line
Next, continue taking turns placing any vehicles that
could not be placed because they are too large. Start a
new rank at the back of the starting grid, and place thofollowing these rules:
• In a rank that is nearest the starting line
• Leaving room finger’s width between other vehicles
in that rank
• Front face perpendicular to the starting line

Weapons Deactivated

All shooting weapons, dropped weapons, and Explosive
Rams are deactivated until the first vehicle passes
through Gate 1.

Audience Votes

Each time a vehicle crosses a gate in the proper sequence
and direction, its team gains +1 audience vote.

Pedestrians

Crewmembers cannot exit vehicles.

Victory

To win the race, a vehicle must pass through the gates in
order (1-2-3-4) in the directions indicated by the arrows.
Once a vehicle achieves this, it and all of its teammates
are removed from the play area, teleported to the
winner’s circle.
Aircraft cannot win this race.

Ending The Event

Continue playing until the 2nd and 3rd place teams are
determined, removing the 2nd place team from the play
area when it passes through its final gate.

FOUR
CORNERS v1.2
No other event seems to bring out drivers’ ruthlessness — or
should we say “competitive spirit” — like Four Corners. The
objective is simple, but of course surviving the other teams
makes everything complicated, and explosive.

Players

This scenario works best with 2-4 teams, or about 12
vehicles maximum.

Pole Position

The team with the highest Team Rating gains pole
position; in case of a tie, roll off. At the end of each gear
phase, pass the pole position marker clockwise.

Setup And Terrain

If terrain has not been laid out in advance, starting with
the player with pole position, players should take turns
placing terrain pieces throughout the yellow zones.
The edges of the game mat are treated as heavyweight
obstructions.

Deployment

Starting with the player with pole position, each player
takes a turn placing their entire team within one of the
unoccupied blue zones.

Corners

There are four distinct corners of the arena indicated
by red zones -- northwest, northeast, southwest, and
southeast. Each time a vehicle’s maneuver template or
final position overlaps one of these corner zones, write
the corner’s name on the vehicle’s dashboard.

Audience Votes

Each time a vehicle passes through a corner for the first
time and records it on its dashboard, its team gains +1
audience vote.

Pedestrians

Crewmembers cannot exit vehicles.

Victory

To win the race, a vehicle must drive onto or through
each of the 4 red corner zones in any order. Once a
vehicle achieves this, it and all of its teammates are
removed from the play area, teleported to the winner’s
circle.
Aircraft cannot win this race.

Ending The Event

Continue playing until the 2nd and 3rd place teams are
determined, removing the 2nd place team from the play
area when one of its vehicles the victory condition.

MUTANT
MASH v1.1
Hordes of starving wretches roam the wasteland, poor souls

infected with an unknown disease that has robbed them
of their minds and warped their bodies. Like zombies, they
wander ravenously, seeking uninfected meat. The popular
Mutant Mash Thursday TV program gathers up these hopeless
creatures into an arena where racing teams can mow them
down for points.

Players

This scenario works best with 2-4 teams, or about 12
vehicles maximum.

Pole Position

The team with the highest Team Rating gains pole
position; in case of a tie, roll off. At the end of each gear
phase, pass the pole position marker clockwise.

Setup And Terrain

Starting with the player with pole position, players take
turns rolling 1D6+3 and placing that number of mutant
models in the red zone. A player may not place more
than 1 of their mutants in a space.
Starting with the player with pole position, players
should take turns placing terrain pieces in the yellow
zones.
The edges of the game mat are treated as heavyweight
obstructions.

Deployment

Starting with the player with pole position, each player
takes a turn placing their entire team within one of the
unoccupied blue zones.

Pedestrians

Crewmembers cannot exit vehicles.

Mutants

Mutants follow the same rules as large animals, but do
not activate unless there is a pedestrian Crewmember
within Long range.

Ending The Event

The scenario ends immediately after the final mutant is
removed from the arena.

Victory

The finishing order is determined by ranking teams by
the number of mutants they knocked out, from highest
to lowest. In case of a tie, roll off.

WASTED
EIGHT v1.6
A murderous figure-8-like course giving competitors some

options for how to get around the track, but there’s almost no
way to avoid some head-on collisions!

Players

This scenario works best with 4-6 teams, or about 16
vehicles maximum.

Pole Position

The team with the highest Team Rating gains pole
position; in case of a tie, roll off. At the end of each gear
phase, pass the pole position marker clockwise.

Setup And Terrain

Place gate markers in the indicated positions, with
heavyweight obstructions on either end of each gate.
If terrain has not been laid out in advance, starting with
the player with pole position, players should take turns
placing terrain pieces throughout the off-track sections
of the map — especially in the spaces between the gates.

Audience Votes

Off-track sections of the map are rough surfaces.

Each time a vehicle is involved in a head-on collision
with an opponent’s vehicle, its team gains +1 audience
vote.

Deployment

Pedestrians

Starting with the player with pole position and
proceeding clockwise, each player places their entire
team following all of these rules:
• Touching the outer border of the track
• Within Short range of your first vehicle placed or
another teammate
• Further than Double range from any opponent’s
vehicle

Weapons Deactivated

All shooting weapons, dropped weapons, and Explosive
Rams are deactivated until the first vehicle passes
through Gate 1.

Crewmembers cannot exit vehicles.

Victory

To win the race, a vehicle must pass through Gate 1
first, and then must pass through both Gate 2 and Gate
3 in either order. That is, a vehicle may win the race by
passing through the gates in either 1-2-3 or 1-3-2 order.
A vehicle may pass through any gate in either direction.
Once a vehicle achieves this, it and all of its teammates
are removed from the play area, teleported to the
winner’s circle.
Aircraft cannot win this race.

Ending The Event

Continue playing until the 2nd and 3rd place teams are
determined, removing the 2nd place team from the play
area when it passes through its final gate.

THE
WRINGER v1.4
Just surviving this twised course is something to brag about!

The infield sections have been covered with tire-bursting
spikes, sure to keep the competitors on the track (yeah right).

Players

This scenario works best with 4-6 teams, or about 16
vehicles maximum.

Pole Position

The team with the highest Team Rating gains pole
position; in case of a tie, roll off. At the end of each gear
phase, pass the pole position marker clockwise.

Setup And Terrain

Place gate markers in the indicated positions, with
heavyweight obstructions on either end of each gate.
If terrain has not been laid out in advance, starting with
the player with pole position, players should take turns
placing terrain pieces throughout the off-track sections
of the map — especially in the spaces between the gates.

Audience Votes

Each time a vehicle crosses a gate in the proper sequence
and direction, its team gains +1 audience vote.

Off-track sections of the map have the same effect as
caltrop templates.

Pedestrians

Deployment

Victory

Starting with the player with pole position and
proceeding clockwise, each player places 1 of their
vehicles following all of these rules, skipping any players
that have no vehicles left to place.
• Touching the outer border of the track
• Further than a finger’s width from any other vehicle
• Further than Medium range from any opponent’s
vehicle, unless this vehicle is within Short range
of a teammate
Note that vehicles may be placed for the purposes of
running interference.

Weapons Deactivated

All shooting weapons, dropped weapons, and Explosive
Rams are deactivated until the first vehicle passes
through Gate 1.

Crewmembers cannot exit vehicles.

To win the race, a vehicle must pass through the gates in
this sequence:
1. Gate 1 in the direction indicated by the arrow
2. Gate 2 in either direction
3. Gate 3 in the direction indicated by the arrow
4. Gate 4 in either direction (finish line)
Once a vehicle achieves this, it and all of its teammates
are removed from the play area, teleported to the
winner’s circle.
Aircraft cannot win this race.

Ending The Event

Continue playing until the 2nd and 3rd place teams are
determined, removing the 2nd place team from the play
area when it passes through its final gate.

