
Drop The Clutch
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The Outskirts
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The Narrows

The Metro

Shoreline

The Port

The Heights

Bayview

Hazard Roles:
1 - Classic Moves - you pull off something straightforward and smart
2 - Too Fast - you loose control and smash up your ride
3 - New Technique - you use fancy gear or a signature move
4 - Solo Quest - you pull some excellent moves, but get seperated
(choose a seperate red street nearby, and put your car there)
5 - Cavalry Arrives - you are about to die horribly, set up how, and then 
point to another member of the pack.  It’s their job to explain how they 
interviene and save you
6 - Destruction Unlimited - you destroy so much property in the effort
7 - Launch Pad - you pull this off by getting out of your car and jumping 
from it to something else
8 - Drop The Clutch - you rocket forward, unstoppable

The new suburban life 
for the poor and 
forgotten in Lost Coast

The wealthy and 
complicit side of LC, 
where priviledge buys 
complacense

The most densly built and 
heavily populated part of 
Lost Coast, with trains, 
busses and all manner of 
causways and highways.

The old and peaceful 
coastline of the city, 
sparsely populated and 
serene, covered in sand, 
foliage and sunsets.

The Family Home:  
Where your Family 
is safe and wishes 
you farewell.  
Treated as the last 
Safehouse.Where the ship you’ve 

chartered is waiting.
Do you take your ride with 
you?  Or pass it along to 
someone worthy?

Epilogue:
If you have Green tokens equal to or more than Red 
tokens, your ride is successful.  If you have more Red 
than Green you escaped, but you are in Exile.  For each 
Green Token answer one of the last questions on a 
positive note.  If you run out, spend remaining Red 
Tokens to answer the questions in a meloncholy tone.

Captain Graves
Corrupt and brutal 
police captain for LC

Construction:  
Suburban
Cul-de-sac

Convoy of 
Dumptrucks

Funeral 
Proession

Into Oncoming 
Traffic

Officer Maloy:  
Bike Cop

Police 
Blockade

The Good 
Church

The Glass 
Sculpture

The Public 
Park

Wet 
Pavement

Smoke

Lady with a 
baby stroller

Who did Captain 
Graves Shoot in 
cold blood?

Who wants you 
to stop your war 
with Graves?

How long have 
you been gone 
in Exile because 
of Graves?

Who got 
married at the 
Good Church?

Why can’t 
Graves follow 
you once you 
escape LC?

L.C.P.D. x6

L.C.P.D. x6

Driving on the 
Train Tracks

The slowly rising 
drawbridge

The blind turn

Who will you 
miss the most?

Was justice
done?

What ride 
was the  most 
destroyed?

Who remains 
behind?

What was shocked you the most?

Who professes 
their love?

What have you finally 
done to broker safety 
for your family?

Captain Graves
x3



Symbols

About Drop The Clutch

Gear List: What You Need

What you hold in your hands is a map to Lost 
Coast City, your home, but not your final 
destination.  You are an outlaw, a thrill-seeking 
exile to the law, and an inspiring renegade to the 
streets.  Lost Coast is your home, but tonight 
you’re making one last run to the Port.  From 
there, only you know.  What it will cost you is 
anyone’s guess.

You are not alone.  With you is your Pack, the 
other members of an elite group, each with their 
own ride and their own talents.  You are all 
drivers, fast and furious, capable of building 
vehicles and pulling off stunts that only legends 
can tell about.  Tonight the Pack is going to rush 
the streets of Lost Coast one last time, in hopes 
of finally outrunning their past and their future 
in one last ride.

HOW TO PLAY:
This game is played out by following the Red 

Roads on the map.  As you pass over each 
symbol on the road each player will contribute 
answers about their characters past, 
descriptions of the city and the stunts they pull 
while driving, and solutions to the hazards that 
block their way.  In addition, you’ll each add 
ideas about the villains that hunt you.

In the end all of your actions will paint the map 
with red and green.  The more green the path 
you’ve taken, the better your ending.  The more 
red, the more consequences you’ll deal with.  You 
will make it to the Port, that is not in question.  
What is unkown is the cost to getting there.

1-4 Players
6-10 Red & Green Tokens
1 MicroMachine/Player

1 d8
This Map

a full Throttle Imagination

Drop
The 

Clutch
A Fast & Furious 

hack for

Fall of Magic

By Graypawn

How to Play

Chevron Skulls:  Enter the Enemy

When you pass over a Chevron Skull this means 
the Villain has appeared.  If there is a small x# 
next to the Skull it means the Villain has that 
many Chasers with them.  They could be corrupt 
cops, or motorcycle gangsters.  Whoever is in 
the Lead as they pass the Skull makes them up.
Crossroads:  Flashbacks and Questions

When you pass a License Plate with FLSHBK on 
it, read the question aloud and answer as a 
group.  This could be a question about the Pack, 
or a question about you, specifically.  Remember 
your Cx as you come up with the story.
Citylights:  Describing the City

Whenever you pass a symbol for a traffic 
symbol, add a detail about how the city looks.  
Take turns starting with whoever wants to be in 
the Lead.  Add little details, don’t tell whole 
stories, just make the city more alive in your 
imagination, and give the current district life.
Triple Arrows:  Finish Lines

When you pass a Finish Line your Villain and 
their henchman will temporarily loose you.  In 
thi smoment you can slow down and catch your 
breath.  If a Safehouse comes next, pull over.
Crossed Wrenches:  Safehouses

Your characters may be Outlaws, but they’re 
also good people, with friends and familly 
throughout Lost Coast.  On this last ride 
together you’re going to seek them out; for aid, 
for safety, for farewell.
When you come to a Safehouse the chase ceases 
momentarily.  Your characters get out of their 
awesom machines, and refuel their bodies and 
their vehicles.  During these scenes, much like 
Flashbacks, you need to answer the questions 
associated with the Safehouse.  Start by coming 
up with the important person or people that 
reside there, describing them in detail.  
Remember:  just because they are your ally now 
does not mean they always were.  Feel free to 
make these characters the enemy of your 
enemy if that makes it more interesting.
When it feels right, load up, and ride out.

Start:  The Outskirts

The game begins with your characters arriving 
at the Outskirts of their home city, Lost Coast.  
Why you’ve been away and for how long is up to 
you, but you might want to keep it vague and 
make it up as the story unfolds.
To begin you need to pick first what kind of 
story you want to play.  If you want to be 
street-level criminals on the run from a corrupt 
and cruel local law enforcement regime, go West 
into the North End.  If you want to play a game 
of over-the-top action in defiance of a violent 
crimelord, go East into Old Town.  If you want to 
play an inconcievably ridiculous game of 
world-record-breaking exxxtreme street racers 
working for a mysterious federal agent, facing 
off against the most powerful assassin in the 
world, go straight into Downtown.
Passing Symbols:  Telling the Tale

The game unfolds by driving from the Starting 
Point toward the Port.  You can only travel the 
Red Streets - though other roads appear, this is 
just to simulate the look of a map.  To keep track 
of where you are on this route, place your Micro 
Machine on the map.  Make vrooming noises as 
you ride into the streets.
The route you pick is up to you, but it will go 
through four districts.  The first defines your 
enemy, the second defines what you’re going to 
do about the enemy, and the third is one long 
chase scene to get away.  The last District, the 
Shoreline, is where you finally meet with your 
family one last time before moving on to the 
Port and narrating an ending.
As you travel you can stay in a Pack or you can 
split up.  While you’re in the Pack you can switch 
up who is in the Lead whenever you want.  You 
can also split up, but when you do split up each 
player not in the Pack is considered to be in the 
Lead on their own.  Even if the Pack splits in 
perfectly into two groups, whoever was in the 
Lead before the split is considered the true Pack.

NO2:  Stunts

When you pass a NO2 symbol, there will be a 
short descriptor of the immediate situation.  Use 
this to describe an awesome car-stunt.  Then 
roll a d8.  If you get an Even number you barely 
manage to survive the Stunt and your ride gets 
smashed up.  If you get an Odd number you ace 
the Stunt and look super cool doing it.
If at least one of you aces the Stunt, place a 
Green Token on that NO2.  If you all fail the 
Stunt, place a Red Token there.
Caution Signs:  Hazards

When you pass a Caution Sign whoever is in the 
Lead must read the description of the scene.  
This is a brief setup for some kind of road 
hazard, roadblock, or otherwise dangerous area 
to drive through.  They will set up the situation, 
then roll a d8.
For each number there is a different theme to 
the outcome.  This table is found on the South 
edge of the Map.  Generally, Evens are bad, Odds 
are good.  When you narrate how you get 
through the Hazard be creative with the roll 
outcomes, use them as springboards for your 
imagination.  Once you describe your result, 
pass the die to whoever wants it next in the 
Pack to pass the Hazard.
If you all roll Odd numbers on the Hazard, place 
a Green Token there.  If you all roll Even 
through the Hazard, place a Red Token instead. 
If you roll Evens and Odds, place no Token.

Building your Character

1 : Handle
Step one is to pick a Handle - this is the cool 

street name you go by when you’re with the 
Pack, or on missions.  You have a real name, too, 
but worry about that later.  Come up with a cool 
name and write that down on your Lisence.

2: Cx
Your Cx is your Connection - the bonds 

between you and your Pack, and the reason why 
you’re on the run.  Your Cx is about why you’re 
running, but this reason is measured against 
the mileage you have with the people you trust 
the most.  It’s also a direct Connection with the 
Villain in some ways, partially defined by what 
you’re running from, as much as who you’re 
running with.  Pick from these archetypes, or 
make one of your own, and write that down.

Martyr:  You should be a hero, instead, you’re 
an outlaw, wrongfully or unjustly so
Jaeger:  You have a goal, and that goal cannot 
be met until you cross the finish line
Avenger:  You ride for justice, to set wrong 
what was done to your Pack
Believer:  You ride because you believe in this 
Pack, be that for love or idealism
Jester:  You are here for the fun, the laughs 
and the beers and the adventure
Genius:  You are here to build the best 
machines the streets have ever seen - and no 
one else deserves that kind of fortune

3: Ride
Write down the Make, Model, Color and 

Paintjob of your Ride.  This is so we know what 
your awesome car looks like.

4: Warrants
You are hunted and haunted for your past.  

Write down one or more Warrants for what 
you’ve done.  This should not tell us what really 
happened, just what your Villain thinks of you.


