 VLCWars!  (Walker Expansion)                                                                                  Page 1


VLCWars!

Walker Expansion
(also known as MiniFig Death - VLC Edition)
Version 1.00, Nov 19, 2004

Table Of Contents

1. Walker Introduction

2. Walker Classes & Propulsion

3. Walker Stomping & Kicking

4. Walker Damage Table

5. Temporary raw stats

Section 1: Walker Introduction

Introduction:

"We love Brikwars (http://www.Brikwars.com/)!  Its loads of fun to slaughter dozens of innocent figs and to leave scattered fig parts and bricks all over the place!" -- taken from VLC!ars! rules introduction
Congratulations on your download of the first VLCWars!  Add-on!  May it bring you years of trouble-free maiming.

In the sacred pages contains the Walker at on rules.

This is in progress...

Section 2: Big Thing Walker Class & Propulsion
	Big Thing Classes
	Pts
	Additional Components
	Pts

	Walker (AT-SE, Mad Cat etc)
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	30pts
	MiniFig Sized Weapons (excluding heavy)
	5pts

	
	
	
	Big Weapons (blaster, rifle, missiles)
	15pts

	
	
	
	Additional Weapon Controls
	10pts

	
	
	
	Remote Display Systems

(additional optics are 5pts ea)
	10pts



Big Thing Propulsion Descriptions

	Big Thing
	Movement
	Conditions

	Walker
	10" per turn
	Not bothered by slopes up to 45 degrees or obstacles up to 3 brick high. If greater, roll 1d6, if you roll less than or equal to the number of bricks for the piloting roll. If it fails the the Big thing falls and takes a roll on the Damage Table.


Section 3: Stomping & Kicking
Big Thing Ramming Damage Table
When a Walker Stomps/Kicks something the victim takes damage based on the Big Thing type listed below. In the case of two Big Things ramming, stomping or kicking each other, each vehicle rolls damage according to the table below. The vehicle(s) come to a complete stop after the impact. In the case of damageable terrain, you may have to roll to see what additional damage the attacker takes if something falls on them.  The resulting damage is deducted from the Big Thing's armour.  (This may cause a roll on the critical damage table.)

	Big Thing Type
	Damage Inflicted
	Big Thing Type
	Damage Inflicted

	1.  Base Structure/Terrain
	2d10 (Variable)
	4. Treaded
	4d6

	2.  Minifig Portable/Fig
	1d4-1
	5. Wheeled, Hover
	1d10

	3.  Minifig Powered
	1d4
	6.  Flyer
	1d10 per 10"of height(*)

	
	
	7. Walker
	4d6**


(*) In the case of flyer's, they take the same damage to themselves as they inflict on their target.

(**) If Walker misses on the stomp/kick they must make a piloting roll check.

Jumping out of the way (Figs):
Facing the Big Thing: 4-6 on 1d6

Facing away from Big Thing: 6 on 1d6

If the MiniFig is unable to jump out of the way, apply the same damage as the table above, with the MiniFig causing the 1d4-1 damage on the Big Thing ramming.

Stomping Rules:

· The target that the Walker wishes to stomp must not be moving. 

· If the target is a fig and successfully moves out of the way the Walker must make a piloting roll.

Kicking Rules:
A Walker can kick pretty much anything with the following caveats.

If the target is moving you hit on a minus one (4+ on a d6).

Section 4: Big Thing Walker Damage Table

	Roll 1d6
	Result

	0 or less

Not a thing
	Chips paint or causes a little splintering etc. but future rolls on this table are at +1 (cumulative).

	1

Sparks fly, gears grind, smoke rises.
	The Walker takes a hit near its motivators. Its movement is reduced by 1/2, round down. (If the Walker is at 1/2 movement and is hit again then it's movement is reduced to 1/4 and takes a +1 on future rolls.) If it is at 1/4 speed and is hit yet  again it takes an additional +2 on future rolls and can no longer move at all until repaired.(Note: Each repair brings it to the next higher level.  Disabled to 1/4, then 1/4 to 1/2 and finally 1/2 to Full.)

The Pilot must also make a Piloting roll to keep the Walker upright.

	2

KerPing
	Go to each functioning Special Adornment on the Walker (that are on the side(s) that were hit) and roll 1d6, on a 1-2, the Adornment is destroyed, falls off, or is otherwise disabled. If nothing is affected or the Walker doesn't have any functioning adornments or is already disabled, there's no effect, but future rolls on this table are at +1 (cumulative). If a supporting leg is affected the Pilot must make a Piloting roll to keep the Walker upright (the leg is unaffected after the roll). If both supporting legs are affected roll on the Piloting table at the next level down.

	3

Kerthunk
	Go to each functioning weapon on the Walker and roll 1d6, on a 1-2, the weapon is destroyed, falls off, or is otherwise disabled.

For each weapon that is affected, the Walker takes an additional 3 points of damage on it's base armour (roll as normal on the Damage Table if the base armour is defeated). If nothing is affected or the Walker doesn't have any functioning weapons or the Walker is already disabled, there's no effect, but future rolls on this table are at +1 (cumulative).

Note: All mounted Fig weapons count as a single weapon for this result.

	4

Kersplat
	Each Fig that is a Crew member (manning a Walker Control system) must roll a 1d6 to determine if they are killed from the armour  breach. On a 1-2 the Fig is killed (On a 1 only for an advanced Trooper).  If nothing happens then future damage rolls are at +2 (cumulative).

	5

Sparks fly, gears grind, smoke rises.
	(See item 1)

	6

Kerthunk
	(See item 3)

	7

KerPing
	(See item 2)

	8

BLAM!
	The Walker is reduced to a smoldering heap. It can't move, it can't shoot, and it can't do anything other than annoy things moving through it. It no longer provides any protection for Figs inside (tho they are still in cover). Shrapnel and electrical arcing from the wreck will do 1d6 damage to everything within 5". Any future roll on this table are at +2 (Cumulative).

Note: This unit cannot be repaired but it can still Bloomm!!!! or better.

	9

BLOOMM!!!!
	The Walker blows up in a huge fireball! Everything within 5" of the Walker takes 1d20 damage, within 10" of the Walker take 1d10 damage & within 20" of the Walker take 1d6 damage.

	10 or more

KABLOWIE!
	Like a BLOOMM! Result, but much more so! Everything within 10" of the Walker takes 1d20 damage, within 20" of the Walker take 1d10 damage & within 30" of the Walker take 1d6 damage. Any figs inside are considered dead by Incendiary.


Here's the proposed Walker Rules in a condensed format. 

Walker (Mech etc) 30pts cost (Plus 10 base) 
Can move 10" per turn (no turn penalty) 
Can step on/over 3 bricks high 


If it takes motivator damage or a leg is hit via a special adornment roll on the following table: 

Piloting roll chart: 
Full power, roll 2d6, if dice equal same number it falls over. 
1/2 power, 1 on a 1d6, it falls over.
1/4 power, 1-2 on a 1d6, it falls over.
disabled, 1-3 it on a 1d6, it falls over.

RAMMING. It can't ram but can stomp/kick. 
Stomping/Kicking DAMAGE: Same as a tank. 
BUT, it if it misses the stomp/kick it has to roll to see if it falls over. 
It does TANK damage if RAMMED. 

If it falls on something it does Flyer damage to item and it's self. 
If it just falls over it does flyer crash damage to it's self. 


To get up again it has to roll again at rate below for it's level (unless disabled). 
Full power, 1-5 it gets up 
1/2 power, 1-4 it gets up 
1/4 power, 1-2 it gets up 
disabled, Can't get up at all. 

Owner rolls at the start of the players next turn see if it gets up that turn. 

Good: 
-Can step on hills/debris 3 bricks high. 
-Has no special adornments in relation to mobility (Like treads or wheels) 
-Can step around most rubble 
-Can stomp/kick items at TANK damage (takes no damage to self with kick unless it misses) 
- Can walk though water 
- Has no turn movement penalty

Bad: 
-Moves 10 inches 
-Costs 35 points 
-Can fall down 
-Can only kick if at full power 
-Must end movement after kick. 
-If it misses a kick it has to roll to see if it falls down. If at full power roll as 1/2 power)
