
Flickin' Cars With Guns
Overview

Flickin' Cars With Guns (or just Flickin' Cars) is a tabletop 
dexterity game created by Carlo Guglielmin.
The game is played on any flat surface (generally a 
kitchen table). Each player will drive one or more armed 
cars that battle each other. Victory goes to the player 
who is the last survivor.

Components to Play
As a bare minimum players need:

• Toy cars
• Measuring tape (in inches)
• At least 2 six-sided dice 

(referred to as D6s)
◦ Preferably 1 additional 

die per car
• Playing surface

Generally toy cars that are 3" long and 1" wide work
best, such as Hot Wheels or Matchbox.

Setup
1. Drivers setup the playing surface.
Obstacles can be added from common household 
items like books, mugs, bowls, homemade ramps, 
etc. Similarly rougher patches of ground can be 
represented by putting down napkins, table cloths, 
old shirts, etc.
2.  Drivers choose one or more cars.
3.  Drivers place a D6 in front of them for each car. 
Put the number 6 facing up on each die. This 
represents the car's Armor.
4. Place each car with the back touching the 
nearest edge of the playing surface to the driver.

Start Your Engines
One player counts down from three then says "Go!"
All drivers simultaneously flick their car of choice 
(Crashing rules do not apply).
Whichever car finishes closest to the center of the 
playing surface starts the first Turn.

Game Turns
Each Turn a driver performs the following Actions 
for each of their cars:

• Flick the car twice
• Shoot once, after either flick is finished.

Once a Turn is complete, play passes in a clockwise 
direction. So the driver to their left goes next.

The Flick
Drivers move their vehicles by physically flicking the
toy car to push it across the playing surface.

Which Hand: If your car is touching an obstacle or
other car at the start of your flick you must use 
your off/weak hand. Otherwise use your 
primary/strong hand when flicking.
Any Angle:  Cars can be flicked from any angle, not
just the back of the toy.
Must Move:  For a flick to be valid the car has to 
move. 
Cannot Skip:  Drivers cannot pass or skip a flick.
Complete Stop:  A car must come to a complete 
stop before a flick is considered finished.

Shooting
Shooting Arc:  Cars can shoot 180° in front of 
them. Targets outside this arc cannot be shot at.
Measuring:  Measure the closest point on the 
shooter to the closest point on the target.
The number of inches is your To-Hit Value (rounded
down).
Maximum Range:  Cannot shoot further than 12".
Roll ing to Hit:  Roll 2D6. If the total is greater 
than or equal to the To-Hit Value the shot has hit.
On a hit reduce the target's Armor by 1. There is no
effect on a miss.
For example a target 8" away would be hit on an 8 
or higher.
Fail  and Critical :  A roll of double 1s will always 
miss. A roll of double 6s reduce target's Armor by 
an additional 1 point (for a total of 2).

Above: Orange car at 8" and would hit on 8 or higher.



Flickin' Cars With Guns
Armor and Death

Starting Armor:  All cars start with 6 Armor.
Tracking Armor:  Keep track of the current Armor
amount by using the D6 in front of you. For 
example when you are at 4 Armor have the number
4 facing up.
Death:  A car reduced to 0 or less Armor is 
destroyed. Remove the car from the game.

Dangerous Driving
Exiting the Playing Surface:  A car is considered
to have Exited if they move (or are pushed) off the 
playing surface. An example would be accidentally 
flicking the car off the table.
The owner of the car nearest the Exited car places 
the Exited car anywhere they want on the playing 
surface. The Exited car cannot perform anymore 
Actions this Turn.
Upside Down: If one or more of the wheels of the
car are not touching the playing surface the car is 
considered Upside Down (for example a car flipped 
over or on it's side).
During the Upside Down driver's next Turn they 
correct the car's position so that all wheels are 
touching the playing surface. Then that car cannot 
perform anymore Actions this Turn.

Crashing
A Crash happens when a car is flicked or pushed 
into a solid obstacle or another car. Even if the car 
rebounds they still suffer the effects of the Crash.

Obstacle Crash: The car reduces Armor by 1.
Car Crash: Both cars reduce their Armor by 1.
Shooting After a Crash: The car cannot shoot 
for the rest of the Turn.

Advanced Rules
Droppables: Cars can try to slow down 
opponents by dropping dangerous items like oil, 
boulders, smoke screens, etc.
Before a flick a car can use a single Droppable. The 
Droppable must be placed so it is touching the back
of the car.
Example Droppables would be crumpled pieces of 
paper for oil or debris, or garden rocks for 
boulders. A good Droppable is anything would 
physically inhibit the movement of a toy car.

Variants
A few fun options to change how the game plays.

First Turn:  Whichever player drove the furthest 
(or fastest!) to get to the game starts the first Turn.

Starting Armor:  Players can decide to use a 
higher starting Armor amount instead of the 
normal amount of 6. For example 12 or even 20 
Armor would provide a longer game.

Defensive Driving:  The target of a shot rolls 
1D6. If they roll greater than or equal to the 
shooter's 2D6 the shot is considered a miss.

To the Death:  If a car Exits the Playing Surface 
they are reduced to 0 Armor and considered dead.

Demolition Derby:  In a Crash with Car both cars 
roll 1D6 and reduce the opponent's Armor by that 
amount.

Stunt Bonus:  If a finished flick puts a car within 
one car length (generally 3") of an edge of the 
playing surface, that car can recover 1 Armor (up to
the maximum starting value).

Casual Variants
Changes for those extra relaxed games.

Gambling:  Instead of tracking current Armor 
using dice, players use real world currency. For 
example six 25-cent pieces of money.
If an opponent successfully shoots the car, give the 
shooter 1 piece of money per Armor lost. Similarly 
money would be exchanged on a Crash with Car.
If a car has a Crash with Obstacle, put the money 
into a "victory pot", which is claimed by the winner 
of the game.

Drinking Game:  Instead of tracking current 
Armor using dice, players use shotglasses full of 
hard alcohol. The number of shotglasses equals 
their starting Armor. Losing Armor means drinking 
a shot.


