


ABOMINABLE SNOWMAN

Abominable’s “Avalanche Slushy” may be his
signature move, but it’s not the only trick
up his sleeve. He may take a while to get up
to speed, but when the Snowball gets rolling
there’s no stopping it!

Car: Ice cream truck named “Snowball”
Maneuvering: Good

Acceleration: Mediocre

Speed: Superb

Hurting: Great

Perk: Avalanche Slushy (You may Cause a
Complication with a base Difficulty of Great
(+2); only usable once every three rounds.)

Quirk: Easily Overheats (-1 additional pen-
alty to Speed if he fails a Maneuvering check
versus a Complication or Terrain Effect.)

Abominable Snowman is thought to be an
ape-like person similar to Big Foot, but
he resides in the cold Himalayan Moun-
tains in Asia. He is said to be tall and

furry, and supposedly carries a large rock
as a weapon. Our Abominable Snowman
is somewhat friendlier and sells delicious
ice cream.
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When it comes to putting the pedal to the
metal, Big Foot’s one of the best in the busi-
ness. He excels at accelerating and knows
just when to let the fur fly. His only weak-
ness is his fear of sharp turns.

Car: 6-cylender sedan with sun roof
Maneuvering: Mediocre

Acceleration:
Speed: Good
Hurting: Great

Superb

Perk: Furball Frenzy (You may reduce
your Speed by one level for two rounds
to increase Hurting by two levels for one
round.)

Quirk: Sharpturnphobia (Big Foot
takes an additional -1 penalty to his Ma-
neuvering Trait whenever his Maneuver-
ing Trait would be reduced for any other
reason.)

Legends tell of giant ape-men who wan-

der the forests and steal from fisher-
man or hunters. These creatures, known
as Sasquatch or Big Foot, have never
been proven to actually exist, although
several people have reported seeing them
over the years.
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Locals call her the Loch Ness Monster, but
her friends call her Nessie. She’s a bit of a
recluse, but when it’s time for a Monster
Mash you can count on Nessie’s presence
presents.

Car: Semi-truck filled with gift boxes
Maneuvering: Fair

Acceleration: Mediocre

Speed: Superb

Hurting: Superb

PerkPresent Bombs (You may delay the
effects of a Hurt Someone action for up to
two rounds; make the check normally, but
choose when the effect takes place; usable
once every three rounds.)

Nessie is sometimes known as the Loch
Ness Monster, but she prefers to be thought
of as a friendly gal. When not racing her big
rig, she makes her home in Loch Ness, a
deep lake in the highlands of Scotland. Sev-

eral humans say they have seen her on one
of her nightly swims, but none of them are
able to prove it.

Quirk: Recluse (-1 to Speed when within 1
Space of another racer.)



€1, CHUPACABRA

A relative newcomer to the Monster Mash
scene, El Chupacabra is fast making a name
for himself. He seems to be good at just
about everything, but it’s his personality
that really shines.

Car: El Camino
Maneuvering: Good
Acceleration: Good
Speed: Good
Hurting: Good

Perk: Nice Guy (All creatures other than
goats have a -1 penalty to their Hurting trait
when attacking E1 Chupacabra.)

Quirk: Rookie (E1 Chupacabra has only four
free levels given to Traits, most characters
get five.)

El Chupacabra, which means “goat
sucker” in Spanish, is a relatively new
legend that comes from Puerto Rico.
Some say it is a bear-like creature with

spines on its back and that it drinks the
blood of livestock, especially goats. He
may not sound like a very nice guy, but
he’s friendly to other Transylvanians!

FRANKIE

Frankenstein’s Monster doesn’t appreciate
that name anymore, and nowadays just goes
by Frankie. He’s a Great driver, but has a
tendency to fall apart when things get tense.

Car: Monster Truck
Maneuvering: Good
Acceleration: Great
Speed: Good
Hurting: Great

Perk:Greater than the sum of his parts (+1
free Trait level, already included.)

Quirk: Goes to pieces when stressed (-1 pen-
alty to Maneuvering checks when Frankie is
the target of a Complication.)

Frankie was originally known as Fran-
kenstein’s Monster after Doctor Fran-
kenstein, a mad scientist who built him
out of the used parts of other people.
Frankie resents being called a monster

though and insists the doctor was the
true villain. He was first written about
by author Mary Shelley in the year
1818.




COUNT DRACULA

Though he has the home town advantage,
Count Dracula always plays fair. Of course,
fair is relative when you’re the lord of mon-
sters.

Car: Hearse with coffin
Maneuvering: Great
Acceleration: Good
Speed: Great

Hurting: Fair

Count Dracula is the vampire written
about in Bram Stoker’s 1897 novel. He
can turn into bats, wolves, and other

creatures and he is very strong, but he
finds garlic highly offensive.

Perk: Home advantage (You may move
through Dracula’s Castle without a Draw-
bridge Remote.)

Quirk: Garlic Allergy (-2 to all checks when
affected by garlic.)




her Speed by one level to Great (+2). Be-
cause she was driving faster than Great, her
Pace is reduced as well. She cannot acceler-
ate beyond Great (+2) until she leaves the
Quicksandy Beaches.

Q: In what order do actions take effect?

A: Unless otherwise noted, negative actions
occur before positive actions. Negative ac-
tions are ones that reduce a Trait or other-
wise hinder a racer’s actions, while positive
actions are those which increase a Trait or
improve a character’s ability.

Frankie throws a Mud Pie at Nessie which
reduces her Pace to Terrible. Last round
though, Nessie picked up a Speed BOOst
and her Speed is going to increase as soon
as her next turn starts.

When Nessie’s turn begins, her Pace is re-
duced to Terrible from the Mud Pie, but then
immediately increases to Legendary thanks
to the Speed BOOst.

Count Dracula launches piranha at Nessie,
which will reduce her Speed Trait by one
level to Great (+2). However, she picked up
the Speed BOOst last round which will in-
crease her Speed on her next turn.

When Nessie’s turn arrives, the piranha
decrease her maximum Speed to Great (+2).
Then the Speed BOOst improves her Speed
by one level to Superb (+3) and she acceler-
ates to that Speed.

Q: What happens if I roll the same Power-Up
twice in a row?

A: If you are under the effects of a Power-
Up with a duration, such as the Invisibility
Cloak which lasts two rounds, and you roll
the same Power-Up next round, simply add
the Power-Up’s duration to the number of
rounds you have remaining.

If the Power-Up has no duration, you gain a
second use of that Power-Up. If the Power-

Up is a Pass (any of those in the right-hand
column on the chart) you may re-roll and
take the second result.

Nessie picks up the Invisibility Cloak and
enjoys two rounds of invisibility. Next round
she decides to roll for a Power-Up again and
rolls the same result; she picks up a second
Invisibility Cloak. Instead of re-rolling, she
simply adds two more rounds to her dura-
tion, meaning she now has 3 rounds re-
maining.

If Nessie instead had rolled a Piranha
Launcher for her first Power-Up and then
rolled for a second Piranha Launcher, she
would simply gain two uses of the weapon.
However, if she rolled for a Drawbridge Re-
mote and then rolled for a second Draw-
bridge Remote, she would be permitted to
re-roll and take the second result.

Q: When do I need to check for Terrain Ef-
fects?

A: Terrain Effects—such as the complica-
tions caused by the Rolling Hills or the
Freaky Forest—take place at the beginning
of your turn. Each turn you begin at a par-
ticular location you must roll again for that
Terrain Effect.

Frankie begins his turn at the Rolling Hills
and must make a Mediocre Maneuvering
check to avoid being slowed down. He suc-
ceeds and advances into the Cliffs of Insan-
ity where he will begin his next turn. Since
the Cliffs of Insanity do not require a check
at the beginning of your turn he does not
need to make one, but if someone attacks
him (or otherwise forces him to make a Ma-
neuvering check during this round) he will
suffer the -2 penalty to his roll.




APPEND!X !: FUDGE DICE

Monster Kart Mayhem uses “Fudge Dice” for
determining rolls and checks made in the
game. These are dice specifically designed
for the FUDGE Roleplaying Engine and can
be found online or at many Friendly Local
Gaming Stores (FLGSs).

If you do not have a set of Fudge Dice, you
can substitute them for four six-sided dice
(4d6) which are commonly found in board
games and used for a wide variety of other
roleplaying games.

When rolling 4d6, simply use the following
conversion chart to determine whether or
not a roll was a [-] Minus, a [ | Blank or a[+]
Plus.

For example, Aaron rolls 4d6 and gets the
following result: 3, 6, 4, 1. By comparing
his results to this chart, he notes the follow-
ing:

3=[],6=[+],4=[], 1 =[] Adding it all
up, Aaron’s overall result is O.

<table>

<th>Fudge Dice Conversion Chart

Rolled on 1d6 Fudge Dice Equivalent
5 or 6[+] Plus

3 or 4[] Blank

1 or 2[-] Minus

</table>

This is a simple way to convert Terrible d6s
into Legendary Fudge Dice “on the fly.”



APPENDIX . OPEN GAME
LICENSE VERSION 1.0A

The following text is the property of Wizards of the Coast, Inc. and

is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a)”’Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)"Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
“Distribute” means to reproduce, license, rent, lease, sell, broad-
cast, publicly display, transmit or otherwise distribute; (d)”Open
Game Content” means the game mechanic and includes the meth-
ods, procedures, processes and routines to the extent such content
does not embody the Product Identity and is an enhancement over
the prior art and any additional content clearly identified as Open
Game Content by the Contributor, and means any work covered
by this License, including translations and derivative works under
copyright law, but specifically excludes Product Identity. (e) “Prod-
uct Identity” means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures char-
acters; stories, storylines, plots, thematic elements, dialogue, inci-
dents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes the
Open Game Content; (f) “Trademark” means the logos, names,
mark, sign, motto, designs that are used by a Contributor to iden-
tify itself or its products or the associated products contributed

to the Open Game License by the Contributor (g) “Use”, “Used”

or “Using” means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content may
only be Used under and in terms of this License. You must affix
such a notice to any Open Game Content that you Use. No terms
may be added to or subtracted from this License except as de-
scribed by the License itself. No other terms or conditions may be
applied to any Open Game Content distributed using this License.

3.0Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contribut-
ing original material as Open Game Content, You represent that
Your Contributions are Your original creation and/or You have
sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright
date, and the copyright holder’s name to the COPYRIGHT NOTICE
of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to

indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, indepen-
dent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content
does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that
Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distribut-
ing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any au-
thorized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of
this License.

10 Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmen-
tal regulation then You may not Use any Open Game Material so
affected.

13 Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be un-
enforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast,
Inc.

Fudge System Reference Document Copyright 2005, Grey Ghost
Press, Inc.; Authors Steffan O’Sullivan and Ann Dupuis, with
additional material by Peter Bonney, Deird’Re Brooks, Reimer
Behrends, Shawn Garbett, Steven Hammond, Ed Heil, Bernard
Hsiung, Sedge Lewis, Gordon McCormick, Kent Matthewson, Peter
Mikelsons, Anthony Roberson, Andy Skinner, Stephan Szabo, John
Ughrin., Dmitri Zagidulin.

Monster Kart Mayhem Copyright 2013 Accessible Games; Author
Jacob Wood

In accordance with the Open Game License Section 8 “Identifica-
tion” the following designate Open Game Content and Product
Identity:

OPEN GAME CONTENT

The contents of this document are declared Open Game Content
except for the portions specifically declared as Product Identity (see
below).

PRODUCT IDENTITY

All artwork, logos, symbols, designs, depictions, illustrations, maps
and cartography, likenesses, and other graphics, unless specifi-
cally identified as Open Game Content, are considered Product
Identity.



CHARACTER SHEET

Name:

Maneuvering:
Acceleration:
Speed:
Handling:

Car:

Perk:

Quirk

Pace

Level

# Spaces

Current

Legendary

Superb

Great

Good

Fair

Mediocre

Poor

Terrible

—RINW[R[UT[OY[|00

Power-up / Effect Tracker

Time Left

OO0

OO0

00O

Trait Ladder

Adjective | Bonus
Legendary +4
Superb +3
Great +2
Good +1
Fair 0
Mediocre -1
Poor -2
Terrible -3




[t is easy to use glass beads, coins, or other small objects to rep-
resent your racer and help you keep track of your position in the
race. You may also cut out the squares below and use them to

represent your racer.

QuICK REFERENCE
Rolling Hills: Mediocre Maneuvering
check or -2 to Speed for this turn.
Cliffs of Insanity: -2 to Maneuvering
while in this area.
Quicksandy Beaches: -1 to Speed while
in this area.
Freaky Forest: Good Maneuvering
check or Speed reduced to Mediocre.
Scary Swamp: Great Hurting check or
-2 Speed for this turn.
Dracula’s Castle: Only SOkm long if you
have the Drawbridge Remote.
Finnish Line: First to cross wins! Sec-
ond place is first loser.
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