Alternative Vehicle Rules for Armies of Arcana

This is an alternative method for building and running vehicles in Armies of Arcana. The normal rules are complex to allow flexibility in what gets fielded. But most of the time players will field the same kind of vehicle for their army, and don't need so much flexibility. Also, when run in large units, tracking damage between vehicles can get complicated.

This alternative system uses the normal rules for constructing vehicles. However, once the vehicle is constructed, its stats are merged to make the vehicle a single entity on the field. Damage does not have to be tracked separately for the body, crew and beasts, and there is no point where the vehicle is slowed. The vehicle can be imagined as a single monster. 

This change in stats does change the abilities from the normal rules. Vehicles are generally more vulnerable to missile fire. For that reason, the points for the vehicle are recalculated. 

The construction thus is a bit more complicated, but they play a lot easier once they are built and fielded.

Characters ride on vehicles like they ride on monsters, except the vehicles wounds and the characters wounds are separated even when the vehicle has 3 or fewer wounds.  A single single-based character can be placed on what should be a "full" vehicle without affecting the abilities of the vehicle, for the sake of keeping the rules simple and a unit of vehicles consistent in stats. Characters on vehicles take hits just like when riding 6+ wound monsters (1's hit characters), even if the vehicle has fewer wounds. 

Vehicles hit by multihit weapons or multiwound weapons take the full damage from these weapons. A Ballista hit on a vehicle will cause d3 hits (no matter the formation) and each hit will cause d3 wounds if not saved by armor.

Stat Compression

Wounds: A vehicle has wounds equal to the wounds of its crew + 1/2 of the vehicle (rounded down) + 1/2 of each pulling creature (rounded down).

A Light Chariot (normally 2 wounds) adds one wound, a Medium Chariot (3 wounds) adds 1 wound, and a Heavy Chariot (normally 4 wounds) adds two wounds.

A vehicle pulled by Horses (1 wound each) gets no additional wounds for the compressed stats, as each horse has its wounds halved and rounded down. A vehicle pulled by Unicorns (2 wounds each) or Bears (3 wounds each) would get 1 wound per beast. A vehicle pulled by Minotaurs (4 wounds each) or Giant Spiders (5 wounds each) will add 2 wounds for each pulling creature.

Armor: Chariots and Light Howdas have an armor of 3 fixed. Wagons and larger Howdas have an armor of 4 fixed. Players can add or subtract 1 from the armor for significantly improved or shoddy vehicles, for instance, a goblin wagon could be given a 3 fixed if the player wanted. The armor should not go to 5 fixed, as it will cost a fortune.

Vehicles do not get arrow immunity, unless every member of the crew and the beasts are also arrow immune. Skeletons in a chariot pulled by Skeletal Horses get arrow immunity, but not if they are pulled by Nightmares, or if the crew were instead Elves.

Vehicles never get evasion, even Howdas on evasive creatures. Howdas on Slow creatures are considered Slow.

Magic Resistance: The magic resistance of a vehicle equals the best magic resistance of the crew or the beasts pulling it. Immunities and sensitivites apply only if the crew and beasts all have that ability.

Morale: Morale equals the best of the crew's morale.

Melee Attacks: All crew and beast attacks are used.

Missile Attacks: All crew and beast attacks are used. Missile attacks from the crew become Natural.

Special Abilities: Vehicles never Infiltrate. The Ramming attacks of vehicles and any pulling beasts are used

After the stats are compressed, recalculate the points as if the vehicle were now a single creature.

Sample vehicles can be found here.

