








The best drivers just treat crash
barriers as another road surface.
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Cadeila

Perk Class Rutherford Miyazaki Mishkin Idris

Aggression 9 9
Badass 9 9
Daring 9
Military 9 9
Precision 9 9
Speed 9 9

Technology 9

Vehicles may purchase perks from the team’s Sponsored Perks Classes at the listed cost.
This is no limit to the number of perks each vehicle can have. Each perk may only be
purchased once for each vehicle.

AGGRESSION

Double-Barrelled (2 Cans): During the attack step, up to 3 crewmembers in this vehicle may
gain a +1 bonus to hit when shooting with a handgun.

Boarding Party (2 Cans): This vehicle ignores the distracted rule. Crewmembers in this vehicle
may attack during the attack step even if the vehicle is distracted.

Battlehammer (4 Cans): When making a smash attack, this vehicle gains +1 attack dice for each
hazard token it currently has.

Terrifying Lunatic (5 Cans): Whenever a vehicle controlled by another player ends its movement
step within short range of this vehicle, the active vehicle gains a hazard token.

Grinderman (5 Cans): Before this vehicle rolls its attack dice in a smash attack, it may choose
to add hazard tokens to the target vehicle for each damage it inflicts, instead of removing
hull points.

Murder Tractor (5 Cans): This vehicle may make piledriver attacks, like a War Rig.

BADASS
Powder Keg (1 Can): This vehicle may add +1 to its explosion check. Treat this vehicle as one
weight-class heavier when it explodes. Note: this bonus does apply during resolution of the
FIREWORKS perk.
Road Warrior (2 Cans): If this vehicle successfully causes one or more hits on an enemy vehicle
at any point during its activation, this vehicle may remove a single hazard token for free at the
end of its activation.
Cover Me (2 Cans): Once during its activation,
this vehicle may remove a hazard token and place
it on another friendly vehicle within double range.
Fist of Steel (4 Cans): This vehicle may take a
hazard token to re-roll all its attack dice during
a smash attack.
Madman (3 Cans): At the end of this vehicle’s
activation, if it has 4 or more hazard tokens,
it may remove a hazard token and place it on
another vehicle within medium range.
Crowd Pleaser (1 Cans): If this vehicle wipes out,
gain +1 audience vote.

DARING

Evasive (5 Cans): This vehicle counts a roll of a
5+ as a success during an evade attempt.
Powerslide (5 Cans): This vehicle may use any



template except the long straight template instead of the slide template when applying a slide result.
As with the movement step 1.1, you must use the first maneuver template you touch. Treat the
selected maneuver template as a slide template for purposes of finding the vehicle’s final position.
Slippery (3 Cans): Vehicles making a smash attack targeting this vehicle suffer a penalty of -2
attack dice.

Trick Driving (5 Cans): This vehicle may select a maneuver template as if its current gear
was one higher or one lower. This vehicle still uses its actual current gear during its skid
check. An otherwise unpermitted maneuver template selected using this perk counts as a
hazardous maneuver.

Stunt Driver (7 Cans): May only be taken on a Bike, Buggy, Car or Performance Car. This
vehicle may choose to ignore any number of obstructions during its movement step. After any
movement step in which this vehicle chooses to ignore any obstruction using this ability, this
vehicle immediately gains 3 hazard tokens.

Chrome-Whisperer (2 Cans): This vehicle may push it any number of times during a single skid
check, gaining +1 hazard token each time.

MILITARY

Return Fire (5 Cans): Once per gear phase, if this vehicle is the target of a shooting attack, this
vehicle may take 2 hazard tokens to immediately attack, as if it was this vehicle’s attack step.
Dead-Eye (3 Cans): During this vehicle’s attack step, up to three crewmembers in this vehicle
may gain a +1 bonus to hit if making a shooting attack at a target within double range and not
within medium range. Critical hits still occur only on the natural roll of a 6.

Rapid Fire (2 Cans): Once per turn a single crewmember in this vehicle may shoot twice with
the same weapon in a single attack step. When firing a weapon that has limited ammo in this
way, each attack removes a separate ammo token.

Headshot (4 Cans): When making a shooting attack, this vehicle’s critical hits inflict 3 hits
instead of the normal 2 hits.

Loader (2 Cans): This vehicle may assign two crewmembers to a single weapon during the
attack step to gain +1 to hit with that weapon. The second crewmember may not make a
separate attack. Critical hits still occur only on the natural roll of a 6.

Fully Loaded (2 Cans): When this vehicle attacks with a shooting weapon that has 2 or more
ammo tokens remaining, gain +1 attack die

PRECISION
Big Tires (2 Cans): This vehicle may ignore the penalties for being on rough or treacherous surfaces.
Moment of Glory (2 Cans): Once per game, after rolling the skid dice, but before resolving the
results, this vehicle may immediately change any number of skid dice to any results they choose.
Easy Rider (5 Cans): Once per turn, this vehicle may discard one rolled skid die result before
applying the results.

Restraint (2 Cans): When making a skid check, this vehicle does not receive hazard tokens for
stick-shifting down a gear.

Expertise (3 Cans): This vehicle adds +1 to its handling value.
Handbrake Artist (5 Cans): When applying a spin result, this vehicle
may choose to face any direction.

SPEED

Hot Start (1 Cans): Roll a D6 at the start of the game. This vehicle
starts the game in that gear.

Slipstream (2 Cans): During this vehicles’ skid check, this vehicle
gains a shift result if there is another vehicle within short range in
front of it, (measured like a front-mounted short range shooting
attack).

Force Transferal (2 Cans): If this vehicle loses one or more hull
points due to any attack with the Blast rule, this vehicle may
immediately stick-shift up.

The collapsed cities of Earth are
slums, wretched and deadly.
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Cherry “Chevy” Railer is a crowd-
pleasing Chook from down-under.
Bookies have her at 12:1 to make the
cut for the Grand Tour.
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Overload (2 Cans): When making a skid
check, this vehicle may roll one additional
skid die. If it does, it must change up at least
one gear or gain a hazard token.

Time Extended! (3 Cans): At the end of an
activation in which this vehicle passes a gate,
before checking for wipeouts, this vehicle
may immediately remove any number of
hazard tokens.

Hell For Leather (5 Cans): This vehicle
considers long straight to be permitted in
any gear. The long straight is not considered
either hazardous or trivial in any gear.

TECHNOLOGY

Rocket Thrusters (1 Cans): When this vehicle
is moved as part of a flip, it may choose to
use the long straight, veer or gentle templates
instead of the medium straight template.
Whizbang (1 Can): At the start of each game,
this vehicle gains a random SPEED PERK.
This perk is lost at the end of the game.
Gyroscope (1 Can): At the start of each game,
this vehicle gains a random PRECISION
PERK. This perk is lost at the end of the game.
Mobile Mechanic (5 Cans): Once per turn,

during the attack step, a single crewmember may be assigned to perform a FIELD REPAIR instead

of attacking with a weapon. This vehicle gains 1 hull point, which may not take the remaining

hull points above the vehicle’s hull value.

Experimental Nuclear Engine (5 Cans): Add +2 to this vehicle’s max gear, (up to a maximum of

6). This vehicle considers the long straight maneuver to be permitted in any gear. If this vehicle

ever fails a flip check, it is immediately wrecked and explodes. When this vehicle explodes, it

counts as heavyweight. This perk may not be purchased for lightweight vehicles.

Experimental Teleporter (7 Cans): At the start of this vehicle’s activation this vehicle may
choose to activate the EXPERIMENTAL TELEPORTER. Gain 3 hazard tokens, and then roll

a single skid die.

o If the skid dice result is any result other than a hazard, place this vehicle anywhere within

medium range of its current position, not touching an obstruction or terrain, and without

altering the vehicle’s facing. This cannot cause a collision.

o If the skid dice result is a hazard, the player to the left of the controller of the active vehicle

places this vehicle anywhere within long range of its current position, not touching an

obstruction or terrain, without altering its facing. This cannot cause a collision.

ADVANCED RULES: THE WARRIG

The War Rig is a massive vehicle and behaves in a couple of unique ways on the tabletop.

CAB & TRAILER

The CAB is the front part of the War Rig, also known as the tractor. The TRAILER is the rear

part of the War Rig.

MODELLING YOUR WARRIG

As you will see below, the rules surrounding the War Rig require you to treat the cab and the

trailer as somewhat separate game elements.



Because of this, it is highly recommended that you model your War Rig in such a way that
the cab and trailer can be separated and pivoted during play. You might choose to use small i )
. Maneuvering the War-Rig.
magnets or a pin or peg to connect the two halves
while allowing them to be separated and pivoted

during play. 1
°

MANEUVER TEMPLATES

When moving the War Rig:

1. Place the maneuver templates so that it is
touching the centre of the front edge of the cab
Place the cab at the far end of the
maneuver template
Place the trailer so that it is reconnected with
the pin of the cab, centred on the maneuver
template and covering as much of the surface
area of the maneuver template as possible.
The trailer should follow the path of the

cab as closely as possible during this vehicle’s

movement. This is enforced by ensuring that the
trailer is covering as much of the surface area of
the maneuver template as possible.




Unarticulated

Articulated

War-Rig articulation.

War-Rig piledriver attack.

ARTICULATION DURING MOVEMENT
If the trailer is dead straight in relation to the cab, the War Rig
is said to be UNARTICULATED. If the trailer is pivoted in
relation to the cab, the War Rig is said to be ARTICULATED.

If a War Rig begins its movement step unarticulated and
becomes articulated at any point during its movement step, it gains
+1 hazard token.

If a War Rig begins its movement step articulated, it must end
its movement step unarticulated, or gain +1 hazard token.

This essentially means that turning a corner generates a hazard
token, whereas driving in a straight line does not.

TANKER ANCHOR

At the start of its activation, this vehicle may gain +1 hazard
token to skip its movement step. This vehicle may then increase
its current gear by 1.

PILEDRIVER ATTACK

During this vehicle’s movement step, when this vehicle collides with another vehicle of a lighter
weight-class, it may declare a PILEDRIVER ATTACK as its reaction.
If a vehicle is targeted with a piledriver attack, after resolving the collision, the controller of

the vehicle that made the piledriver attack may place the target vehicle anywhere within short

range of the target vehicle’s original position. The target vehicle is rotated to face any direction,

such that it does not collide with the active vehicle again.

|
| R-EENY

SHOOTING

When purchasing a weapon for a War
Rig, the player must declare whether that
weapons is installed on the cab or the trailer.
When measuring range, place the shooting
template touching either the cab or the trailer,
depending on where the weapon is mounted.

|
EEETN
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SPIN RESULTS

Spin the whole model as a single object,
ensuring that an articulated war rig is moved
as a fixed object. Ensure that the cab and

g trailer end the spin in the same orientation

relative to each other.

WIPING OUT

When a War Rig suffers a wipeout, ignore
Step 4. Le. do not rotate the War Rig.

JACKKNIFE

If a War Rig fails a flip check, do not resolving
a flip and instead resolve a JACKKNIFE.
The player to the left of the active player
articulates the War Rig as they like, and
then rotates the articulated cab and trailer
as a single fixed object up to 90 degrees in
either direction.

COLLISION WINDOW

The War Rig performs a 4D6 attack against
itself that cannot be evaded.



ADVANCED RULES: SEASONS

While Gaslands can be used to play one-off wasteland scraps or death races, many players will
find it a more satisfying experience to play a series of games as a campaign. A SEASON allows
you and your friends to play out a whole Gaslands racing season, punctuated with fights over
the resources needed to fund the next race.

Playing a Gaslands season requires two or more players who want to play a series of linked
games with the same vehicles, growing and progressing their teams. A typical Gaslands season
will feature between two and six players across five to ten games. However, there is nothing
stopping you and your group playing with many more players or across a much larger number
of games.

Gaslands provides two simple systems for playing a season of linked games. The first is
a method for growing and expanding your teams over time, and the second is a method to
adjudicate a winner for the season. You may choose to use either or both rules.

ESCALATING SEASONS

If you want to grow and improve your teams over many games, play an ESCALATING SEASON.

In an escalating season, each team starts with an agreed number of cans, (50 cans is
recommended). Before each game after the first, each team receives an agreed number of
BONUS Cans, (10 cans is recommended), to spend as they please on their team. In this way,
players will have roughly evenly-matched veteran teams by the end of the season.

If a player joins partway through the season, simply give that player a starting number of
cans equal to the number everyone else has spent so far in this season. For example, if you are
playing a season in which players begin with 50 cans to spend and add 10 cans before the start
of every game after the first, and a player wishes to join just before the fourth game, give that

player (50 + 10 + 10 + 10) 80 cans to hire their team and let them get stuck in.

Some teams take pride in their
vehicles. Some teams treat them as
ammunition.
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CHAMPIONSHIP SEASONS
If you want to adjudicate a final victor at the conclusion of your season, play a
CHAMPIONSHIP SEASON.

It is entirely possible (and highly recommended) to play an ESCALATING
CHAMPIONSHIP SEASON.

In a championship season, players are awarded CHAMPIONSHIP POINTS at the end of
each game, according to how well they performed in that game.

Championship Points are awarded for the position the player came in the game:

POSITION CHAMPIONSHIP POINTS
st 5
2nd 3
3rd 1
4th and below 0

EVENTS

If you want to play an organised Gaslands event with friends, the simplest format
is three games of 50 cans with random scenarios, with a winner determined using
Championship Points.

To add an escalation element, try an event of 3 games where the scenarios are not
announced prior to the games. Before game 1, the scenario is announced, and players are
given 50 cans to build their initial teams. Before game 2, the scenario is announced, and then
players are given 20 Bonus Cans to improve their teams. Again for game 3, the scenario is
announced, and then players are given a further 20 Bonus Cans to improve their teams. In
this way, the teams evolve over the day, and can’t be too optimised in advance. The winner
is determined using Championship Points.

ADVANCED RULES: AUDIENCE VOTES

Gaslands is a televised death-sport and the organisers want to ensure that the audience
stays on the edge of their seats. In recent years, David Logan has started to introduce
ways for the viewers at home to participate in the carnage. This is represented by
AUDIENCE VOTES.

As you’ll see, audience votes are used as a positive in-game handicap system, to allow
players to get back into the game or to cause general mayhem.

GAINING AUDIENCE VOTES

Players gain audience votes when certain conditions are met. The player, not any specific
vehicle, gains audience votes. A player may have any number of audience votes.

Condition Audience Votes

One of your vehicles is wrecked Gain 1 audience vote
Start a turn without any active vehicles. | Gain 2 audience votes

(Death Race only) A gate is passed for the
first time that none of your vehicles have
passed yet

Gain 1 audience vote on a 5+ if one gate behind, 4+ if two gates
behind, etc.

Each sponsor also provides teams with additional conditions to gain audience votes which
reward actions that that sponsor’s fans want to see on their TV.
Use counters, coins, dice, gems or bottle caps to track how many audience votes you have.

SPENDING AUDIENCE VOTES

When a player has a chance to activate a vehicle, before the player declares which vehicle he
or she is going to activate, he or she may announce that they are spending audience votes. A
player may use audience votes in this way even if they have no active vehicles.



At the end of every gear phase, each player has one last opportunity to spend audience votes

before the gear phase ends and the next one begins.

When a player has an opportunity to spend audience votes, that player may spend any
number of audience votes to declare any number of effects.

Burn Rubber (1 Audience Vote): Select any vehicle you control. Immediately stick-shift up or
down with that vehicle. This will cause that vehicle to gain 1 hazard token. Use of this effect
can allow you to declare an activation with a vehicle that was previously unable to activate in
this gear phase.

Thunderous Applause (1 Audience Vote): Select a vehicle you control. Immediately remove D6
hazard tokens from that vehicle.

Executive Intervention (2 Audience Votes): Select a vehicle you do not control. The selected
vehicle immediately gains hazard tokens until it has 5 hazard tokens.

Re-Load (2 Audience Votes): Select a single weapon on a vehicle you control. The selected
weapon immediately gains +1 ammo token.

Carpe Diem (2 Audience Votes): Give pole position to a player of your choice or stop its next
move from occurring.

Re-Spawn (3 Audience Votes): You may only use this effect if you have no vehicles currently
in play. Select a vehicle that you controlled that has been wrecked during this game and either,
resurrect it by turning its wreck back over to become a vehicle or re-spawn it.

To re-spawn a vehicle in a Death Race scenario, place the vehicle so that it is touching the
line of the last gate that it had passed prior to being wrecked (or the starting line if it had passed
no gates). To re-spawn a vehicle in other scenarios, place the vehicle so that it is touching your
table edge. The vehicle regains hull points equal to half its hull value (rounded down), discards
all hazard tokens and is in Gear 1.
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AFTERTHOUGHTS

ORGANISED PLAY

Current rules and guidelines for organised play for Gaslands are available at Gaslands.com.
We love it when people run events, so make sure to let us know and we’ll do what we can to
let others know about it.

TEMPLATES & DICE

You can get hold of high-quality Gaslands plastic templates, tokens and skid dice directly from
Gaslands.com

RACETRACK LAYOUTS

The layout you choose for your Gaslands Death Race can make a big difference to the length
of the game and the amount of interaction between the lead vehicles and the laggards. Visit
Gaslands.com to see layouts that other players have submitted, and to submit your own.

CHANGING THE SCALE

For the standard “toy cars™ scale, which is very roughly 20mm, the long straight template is
18cm long and 3.5cm wide and we play on a 4°x4’ table. To play Gaslands with 28mm scale

vehicles, photocopy the templates at 130% original size (i.e. from A4 to A3) and use a 6’x4’



http://Gaslands.com
http://Gaslands.com
http://Gaslands.com

or 8’x4’ table. To play Gaslands with 10mm, 15mm or “micro” scale vehicles, photocopy the
templates at 70% original size (i.e. from A4 to AS) and use a 3°x3’ table

CHANGING THE SETTING

The Gaslands rules are perfectly suited to a range of settings outside of the post-apocalyptic
one we provide.

You might use these rules to play games based on 1970s cop shows, wacky races, sci-fi
anti-grav or pod racing, space-orc buggy battles, Hollywood action chase sequences, NASCAR,
Formula One, caveman car racing, powerboat racing, a robotic rally on a factory floor, a
breakfast-table micro-machines race, skateboards or hover-boards, skiing, bicycle racing, zero-
gravity EVA or jetpack combat, banger racing, demolition derby, motor-X, monster truck
shows, and (maybe) even chariot racing.

Gaslands should suit most any kind of vehicle racing situation, or any situation where you
need to simulate the competitors having momentum rather than be able to change direction
at will.

Find out more at Gaslands.com

QUICK REFERENCE

Each Turn proceeds through gear phases 1 through 6.

GEAR PHASE

In each gear phase, activate each vehicle in that gear or higher, starting with the player in pole
position and proceeding clockwise.

FULL ACTIVATION TIMING STEPS

MOVEMENT STEP

1.1 Select a maneuver template

1.2 Place the maneuver template

1.3 Make a skid check

1.4 Apply SHIFT results. Discard a SHIFT result to:

e Discard one HAZARD, SLIDE or SPIN result

e Stick-shift up: +1 current gear, +1 hazard token

o Stick-shift down: -1 current gear, +1 hazard token
e Discard one hazard token from this vehicle

e Discard without effect.

1.5 Gain hazard token from HAZARD, SLIDE and SPIN results
1.6 Resolve slide: place slide template

1.7 Move the vehicle into its final position
COLLISION WINDOW

1.8 Resolve spin: up to 90 degrees, either direction.

COLLISION WINDOW

ATTACK STEP

2.1 Check if you are distracted

2.2 Assign crewmembers to weapons

2.3 Declare targets

2.4 Check range, line of sight and cover

2.5 Roll to attack (4+ is a hit, 6 is a critical hit)

COLLISION WINDOW

2.6 Defender rolls to evade (roll number of evade dice equal to current gear, 6+ to cancel a hit)
2.7 Remove hull points


http://Gaslands.com
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WIPEOUT STEP

3.1 Make a flip check: roll equal to or over the vehicle’s current gear to succeed

3.2 If the flip check is failed suffer 2 hits

3.3 If the flip check is failed move medium straight

COLLISION WINDOW

3.4 Reduce current gear to 1

3.5 Remove all hazard tokens from the vehicle

3.6 The player clockwise of the player controlling the active vehicle rotates the vehicle about

its centre point to any facing
COLLISION WINDOW

COLLISIONS

Collisions interrupt the normal flow of play, and must be resolved as soon as they occur.

1 Active vehicle declares either smash attack or evade

2 Obstruction declares either smash attack or evade. (Obstacles always declare smash attack).
3 Roll all smash attacks

4 Roll all evades

5 Apply un-cancelled hits

6 Each vehicle involved in the collision gains +2 hazard tokens (or +1 if both evaded)

Orientation Smash Attack Dice
Head On = Attacker’s current gear plus Defender’s current gear
T-bone or Sideswipe = Attacker’s current gear
Tailgate = Attacker’s current gear minus Defender’s current gear
Bonus Bonus Smash Attack Dice
1/ 2 Classes Heavier +2/ +4 attack dice
1/ 2 Classes Lighter -1/-2 attack dice
WRECKED
1 Short straight move forward
COLLISION WINDOW

2 Become a wreck
3 Explosion check: Roll Dé+ammo tokens, explodes on 6+

If vehicle explodes: attack everything within medium range with explosion attack with Blast:

WEIGHT EXPLOSION ATTACK DICE
Lightweight 2D6
Middleweight 4D6
Heavyweight 6D6

SPENDING AUDIENCE VOTES

1 Vote: BURN RUBBER: Change gear.

e THUNDEROUS APPLAUSE: Remove D6 hazard tokens from that vehicle.

2 Votes: EXECUTIVE INTERVENTION: Put enemy vehicle on 5 hazard tokens.

e RE-LOAD: +1 ammo token.

e CARPE DIEM: Take pole position, or prevent its next move.

3 Votes: RE-SPAWN: If you have no vehicles currently in play, re-spawn one vehicle which
suffers damage equal to half its hull value, rounded up.
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