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have been published for Car Wars since its release 15 years ago.

This book includes all the rules and equipment from Deluxe Car
Wars, the first four Uncle Albert’s Catalogs and Dueltrack, as well :
as vehicle and character information from Boat Wars and Midville.
(All these products, by the way, are out of print except for Deluxe Car
Wars, and the latest printings of that use this Compendium as its :
- rough world . . . and “Drive Offensively” is its motto.
This book is not a complete game; you will still need a map and :
counters to play. The Compendium is intended for the dedicated :
player, who already has these things and doesn't need to buy them :
again. [fyou are new to Gar Wars, you should put this book down and
buy Deluxe Car Wars instead . . . or else supplement this book with :

The Car Wars Compendium is a compilation of all the rules that :

rulebook. This is the aefinitive Car Wars rulebook.)
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£ 2003:

2012

- 2016:

- 2018:

2020

2023:

an expansion set, such as Midville or Muskogee Mayhem, which
has game maps and vehicle counters. Check your local game store.

Chronology

Car Wars is set 50 years in the future. The “now” of the Car Wars
world moves ahead as the real world does. It was 2031 when the game
was first published. As these words are written, it is late 2045. It's a

2000: Federal government moves to nationalize dwindling supplies
of oil and natural gas production. Legislatures in Texas,
Oklahoma and Louisiana react by seceding, and move to
nationalize these resources themselves. Pitched battles with
federal forces follow, resulting in the destruction of several
oilfield sites on both sides of the newly-established border.
U.S. forces stopped in the hills of central Texas, ending bloody
“Gulf or Bust” campaign. Rebel forces begin to retake
lost territory.

2004: Texarkana Accords are signed, ending the Second Civil War.

Oklahoma, Texas and Louisiana become three separate
sovereign nations, referred to as the Free Ol States.

Grain blight breaks out in Nebraska, spreading rapidly to
neighboring areas. A simultangous blight takes root in the
Ukraine. Accusations fly, charging deliberate biological war,
followed by nuclear warheads. To everyone’s surprise, satellite
defenses stop most of the missiles. Meanwhile, the world's stock
of grains, excluding barley and sesame, has been devastated.
Severe food shortages spring up across the globe. The U.S. is in
better short-term shape than most, since the blight apparently
has no effect on foods with preservatives in them.

The Food Riots. “Fortress” towns develop. National
government fails to keep order throughout much of the U.S.
Gangs rule most of the U.S. outside of the fortress towns.
Country real estate becomes worthless; algae farms make up
lost food production.

Many large cities totally abandoned. National government
regains authority but enforcement decentralized. Economy
weak but stable, with food rationed and unemployment at
37%.

2022: Supreme Court decision decriminalizes manslaughter in arena

games. “Death sports” become popular. Television becomes
nation’s number-two industry, just after food production.
“Crazy Joe” Harshman wins Fresno destruction derby by
mounting a surplus .50-caliber machine gun in his Chevy.
Term “autoduelling” first used by sportswriters.
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2024: Armadillo Autoduel Arena opens on site of former shopping
mall in Austin, Texas.
2025:

(AADA) is formed.
2026:

cycle gangs. AADA holds first sanctioned

gangs and other hazards, upsetting local police forces.
2027:
highway use. Informal duels increase in numbers.
2028:
nature” — very loosely defined. Duelling outside city limits
now legal in 14 states and tolerated in most others.
2029:
onall U.S. makes of cars and several imports.
2030:

enforcement officials credit vehicular weaponry of private

citizens, but most point out that “The gangs that are left are
Autoduelling now legal in :
: Computer games, online gaming — the sky’s the limit!
Autoduel Quarterly, “The Journal of the American Autoduel :
is first published. Autoduelling now legal in all
- including Car Wars — are free for everybody! Check us out at
most Ganadian provinces, the Republic of Quebec, Australia

now better armed than we are . . .
39 states, as well as the Free Oil States.
2033:
Association,”
47 states in the U.S., as well as Texas, Oklahoma, Louisiana,

and Mexico.
2036:
in popularity.

2037: People living on the coasts begin to arm and armor their boats.

Piracy rises dramatically but drops again by the end of the year :
as more and more boats have “defensive” modifications added. :
- Jackson Games; please enclose a stamped self-addressed envelope
As jaded autoduelling fans grow tired of seeing the same old :
cars and motorcycles blow each other away in the arenas of the :
world, they start to look for new thrills. Any vehicle that can be
armed — aquabikes, hovercraft, hang gliders, dirigibles and -
- for the latest AADA news.

2038:
2040:

AADA recognizes boats and other watercraft events.

more — begins to compete for the entertainment dollar.
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Autoduelling becomes most popular TV sport, edging out
combat football and private wars. Eight more autoduel arenas
open in North America. The American Autoduel Association

Utah autoduellists form vigilante group to counter Badlands
“National :
Championship” in Austin, Texas. AADA also begins issuing
area advisories and helping duellists organize against cycle :
- 2044: Peace accords signed. Analysts estimate the U.S. and Japanese
Police admit inability to deal with duellist-armed vehicles in :

Many localities legalize vehicular weaponry of a “defensive

. System Support
A variety of weapons becomes available as “factory options” :
- years; not all of them are still in print, so you should check your local
Statistics show “smash-and-grab” cycle and car gangs much
reduced. Rural real estate begins to rise in value. Law- :
- beginning — look for Car Wars 3-D sometime soon, with greatly sim-

Gas-powered racing and duelling events begin to grow
-~ you can find the latest Car Wars and AADA news, links to other Car
- Wars pages all over the web, the latest errata and more. And you can

INTRODUC TION

2042: War between the US and the Japanese Protectorate. Qil States
remain neutral. US government issues blanket letter of
marque; many AADA members become “freelance soldiers.”
Massive insurgency backed by Texan and Japanese forces,
combined with undisciplined citizen action against suspected
targets and general looting, causes massive destruction in US.

2043: Protectorate forces in US go underground, attacking economic
and political targets. AADA and EDSEL volunteers perform
heroically as anti-terrorist patrols. Japan suffers badly from
bombing and orbital beam attacks.

rebuilding efforts have been set back by 10 to 15 years, with
smaller but significant damage to the Oil States economies.
Many once-clear roads are again owned by gangs.

Over 50 Gar Wars products have been produced in the past 17

hobby store.
But this new printing of the Car Wars Compendium is just the

plified rules and miniature vehicles and terrain, all at twice the origi-
nal Car Wars scale. Where else is the world of Car Wars going?

We also cover Car Wars in Pyramid, our online gaming magazine.
Subscriptions are only $15/year, but articles about our own games —

Www.sjgames.com/pyramid/.
There are lots of other resources for Car Wars on the Internet,
including our official web pages at www.sjgames.com/car-wars/. There

join Usenet discussion of Car Wars at rec.games.board.
Errata for Car Wars products are also available free from Steve

with your request. If you find any new errata, let us know!

And the American Autoduel Association, an international network of
official Car Wars clubs, is still going strong, running World
Championships in both duelling and racing every year. Check Pyramid

»
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Acceleration, 7; boat, 85; car, 73;
helicopter, 31, 92; hovercraft, 25-27,

27; oversized vehicle, 22, 80; trailers,
21.
Accessories, 104-116; boat, 87-88;

T74-75; gas engine, 70; power plant,
69.

Ace, 57.

Acrobatics skill, 53.

Active suspension, 110.

Airdam, 116.

Ammo, 62, 101-103; bulk box, 111;
clips, 62, 66; extended clip, 66; paint
pellet 114.

Amphibious modifications, 110.

Angles, figuring for hovercraft, 27-28.

Animal Husbandry skill, 54.

Antilock braking system, 111.

Antipersonnel ammunition, 101.

Anti-tank gun, 96.

Anti-theft system, 111.

Anti-vehicular rifle, 64, 66.

Aquabikes, 88.

Archery skill, 54.

Arcs of fire, car trailers, 78; helicopter,
49; oversized vehicles, 80;, frike, 76.

Area effect, damage, 40.

Area Knowledge skill, 54.

Armor, composite metal/plastic, 68;

reflective firgproof, 67; metal, 68;

carriers, 81; placement on cars, 73;
placement on trailers, 82; propeller,
86; radarproof, 67; sloping, 68.
Armored beer refrigerator, 108.
Armored minifridge, 108.
Armored searchlight, 116.
Armored wheel hubs, 108.
Armor-piercing rockets, 101.
Assault rifle, 64,66.
Autocannon, 96.

magazine switch, 105.
Automatic target acquisition device
(ATAD), 111,
Autopilot, 111; software, 112.

B

Backing up, 11; trailers, 21.
Backpack, 62, 66.

Banked curves, 13.

Battery, /aser, 106.

(NGEX

i Battle vest, 62, 66.
i Bayonet, 64.

i Bazooka, 64, 66.

. ¢ Beacon mines, 101.
89; hovercraft template and protractor, - Bend, 10; see also Maneuvers
: Blades, body, 104; cycle, 75; fake, 104.
: Blade skill, 54.

. o , ¢ Blended body armor, 62, 66.
helicopter, 93-94; hovercraft, 91; cycle, - Blended improved body armor, 62, 66,
. Blow-through concealment, 104.

. Blueprinting, 70.

. Bilge pump, 87.

. Blast points, 113.

. Blast cannon, 96.

. Blue-green laser, 99.

. Boarding vehicles, 61-62.

¢ Boat Pilot skill, 54.

. Boat, 85-88; acceleration, 85;

accessories, 87-88; Crash Table, 15;
deceleration, 29; deck, 87; hazaras,
29; losing control, 31; movement, 28-
29; power factors, 85; power plants,
85; propellers and jet drives, 86;
running aground, 29-30; sample
vehicles, 123; sinking, 85; fargeting,

40; fop and half top, 87, top Speed, 85;
i Climbing skill, 54.

. Cloud bomb, 99.

¢ Cluster bomb, 96.

i Coaxial counter-rotating blade system,

twin hull, 88; types, 85; wake rule, 30-
31; weapons, 86-87.

- Body armor, 62, 66.
. Body blades, 104.

© Bodybuilding skill, 54.
© Bollix, 111.

fireproof, 67; faser-reflective, 67 laser- . D 93, 96 bomb bay, 33 bomb

racks, 104; kamibombs, 113.

Dplacement on boats, 85; placement on Boosters, mmf'”‘r".
i Bootlegger reverse, 11; see also

Maneuvers.

. Bowie knife, 64, 66.

i Brakes, antilock, 111; heavy-duty, 112.
i Breaches, 47.

i Brotherhood, 79.

¢ Brushcutter, 105. :
i Buildings, 47-48; collapse, 47; targeting,
: : Computer Tech skill, 54.

. Goncealment (weapon), 107.
¢ Concussion, grenade, 46; from rams, 18. :
¢ Confetti, 45.

¢ Controlled skid, 10; see also Maneuvers.
¢ Control Table, 8.

. Cover, buildings, 48.

¢ Convertible hardtop, 112.

¢ Crash Table, modifiers, 13; results, 13.

¢ Crash Tables, 14-16.

¢ Crawling, 60.

¢ Cruiser, see Boat

¢ Cupola, 104, 105.

* Curves, banked, 13.

40.

.~ Bulkammo box, 111,
g . . © Bumper spikes, 105.
Automatic fire, 43; dropped weapons, 44; . Bumpertrigger 111,
: Burst effect, damage, 40.

. Bus, 83; sample vehicles, 122; targeting,

40.

C

. Cabover, 60, 62.

i Camera, portable, 63, 66; vehicular, 116.
¢ Camouflage netting, 111.

i Can-Am, 95; sample vehicle, 124.

* Car, 67-73; acceleration, 73; armor, 67,

@®

armor placement, 73; body types, 67,
cargo, 72; chassis, 68; Crash Tables,
14: gas engines, 69; gas engine

accessories, 70; off-road penalties, 13;

power plants, 68; power plant
accessories, 69; range, 69; record

sheet, 126; sample vehicles, 117-120;
- Cyclist skill, 54.

0D

¢ Damage, 40; collision, 42; recording, 41.
¢ Damage location, car, 41; helicopter; 48.

. Debris, 19; hazara, 12.

¢ Deceleration, 7, 11; boat, 29; helicopter,

suspension, 68; targeting, 39; tires,
71; top speed, 73; weapon placement,
73.

¢ Carbon-aluminum frame, 68.

. Carburetor, 70; multibarrel, 70.

. Cargo, car, 72; safe, 108.

: Carrier, car-top, 111; ten-wheeler, 80.
¢ Car-top carrier, 111.

. Cartrailers, 77-78; acceleration, 21;

backing up, 21; chassis, 77; Crash
Table, 15; deceleration, 21; in
collisions, 22; jackknifing, 21; loose,
22; sample vehicles, 121; tires, 77,
weapon placement, 78.

. Chaff dispenser, 101.

. Characters, 52-66.

i Chassis, aquabike, 88; bus, 83; car, 68; :
©cyele 74; helicopter, 92; hover, 89; RV,
. Dragster, 95; sample vehicle, 124.

- Drift, 10; see also Maneuvers.

. Driver, 54; extra controls, 112; injury, 12,

83; sidecar, 74; tractor, 81.

93.

© Collapsing buildings, 47.
. Collision, 16; damage, 42; with fixed

objects, 18; head-on, 17; hovercraft
91; procedure, 16; rear-end 17; T-
bone, 17; trailers in, 18.

¢ Collision Damage Table, 7.

. Combat, 38-51; hand-to-hand, 60.

: Communications skill, 54.

¢ Component armor, 108.

. Computer, 107; autopilot software, 112;

gunner, 112; gunner software, 112;
navigator, 112.

¢ Cyberlink, 105.
i Cycle, 74-75; accessories, 74-75;

chassis, 74; off-road penalties, 19;
power plants, 74; record sheet, 127;
sample vehicles, 120-121;
suspension, 74; targeting, 39; tires,
74: weapon placement, 74.

31; oversized vehicles, 22; trailers, 21;
see also Maneuvers.

. Depth finder, 87.

. Derringer, 66.

. Detector, racar, 114.
. Detonator, radio, 114.
. Dinghy, see Boat.

¢ Dischargers, 108.

¢ Ditches, 20.

. Diving, helicopter, 32.

Double-barreled shotgun, 64.

42; skill, 8,13.

. Dropped weapons, 44, 99.

. Drop-spike plate, 101.

¢ Dual-weapon magazine, 105.
¢ Duelling, off-road, 19.

¢ Dumper, 77, 80, 82.

¢ Dusting, 49.

E

¢ Ejection seat, 108; targeting, 40.
© Encoded remote ignition system (ERIS),

112.

Encumbrance, 60; alternate rules, 65.
- Engine, Critical Damage Table, 71;

camage, 70; pushing, 71.

Engineering skill, 54.
. ERIS (Encoded Remote Ignition System),

112.

: Espionage skill, 54.

¢ Evening-out, 11.

. Explosion, 42.

. Explosive, grenade, 65; hitches, 78,

kingpin, 83; rounds, 101; spikes, 102;
Skill, 55; see also Plastique.

External weapon pod, 104, 105; rocket

EWR106.

Extra driver controls, 112; magazine, 106;

power cells, 69.
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Fake armored hubs and wheelguards,
109; blades, 75; car-top carrier, 112,
arop-spike plate, 101; grenade, 65;
mines, 102; passengers, 112; ram
Dplate, 106; turret, 106; weapons, 109.

Falling, 34.

Fans, 90; fargeting, 29.

Fast-Talk skill, 55.

Fifth wheel, 81; fargeting, 40.

Fire, 42; buildings, 48.

Fire extinguisher, 109; portable, 63, 66.

Fireproofing, tires, 72.

Fireproof suit, 62, 66.

Fire-retardant insulators, 109.

Firing penalties, 39.

Fishtail, 12; Crash Table, 14.

Flame cloud discharger, 108; gjector,
100; gas streamer, 100; see also
Vehicular Fire Table.

Flamethrower, 99; poriable, 64, 66; see
also Vehicular Fire Table.

Flaming oil ammo, 102; discharger, 108;
grenade, 65; jet, 100; see also
Vehicular Fire Table.

Flare launcher, hand-held, 66; AL flare
round, 103.

Flash grenade, 65.

Flatbed, 82.

Flechette gun, 96; discharger, 108;
grenade, 65.

Foam grenade, 65.

Folding stock, 62, 66.

Formula One, 95; sample vehicle, 124.

Fuel, 70.

Funny car, 95; sample vehicle, 124.

G

Galley, 112.

Gas, engines, 69; engine accessories, 70;

mask, 62, 66; shortage, 2; tanks, 69.

Gas streamer, 100.

Gauss gun, 96; pistol, 64, 66; rifle, 64,
66.

Glow-in-the-dark paint, 102.

Gold Cross, 58-59.

Goggles, 62, 66.

Grasshopper, 94.

Grenade launcher, 64, 66, 97; under-rifle,

64, 66.
Grenades, 46, 65.
Ground, fargeting, 40.
Gullies, 20.
Gunner, computer, 112; skill, 55.
Gyroslugger, 64, 66; under-rifle, 64, 66.

H

Handgunner skill, 55.

Handling class, 7, 22.

Hand weapons, 64.

Hang glider, 109.

Hazards, 12; boat, 29; helicopter, 33;
hovercraft, 28.

Head-on collisions, 17.

Heavy anti-vehicular rifle, 64, 66.

Heavy-duty, brakes, 112; transmission,
113.

Heavy-duty flame cloud ejector, 100; see

also Vehicular Fire Table.

Heavy-duty flamethrower, 99; see also

Vehicular Fire Table.

Heavy flaming oil jet, 100; see also

Vehicular Fire Table.

Heavy pistol, 64, 66.
© Height modifications, 48.
Helicopters, 92-94; acceleration, 31, 92,

accessories, 93; arcs of fire, 49; body
types, 92; climbing, 32; cloud
dispersal, 49; crashing, 33; Crash
Table, 15; aamage location, 48;
deceleration, 31; diving, 32; dusting,
49; Free-Fall Damage Table, 33;
grasshoppers, 94; hazards, 33;
maneuvers, 32; movement, 31; pilot
Skill, 55; power plants, 92; record
sheet, 132; rotor failure, 33; sample
vehicles, 123-124; side door, 116
targeting, 40; top speed, 92; weapons,
93

High-.density ammunition, 102.
: High-explosive anti-tank (HEAT)

warheads, 102.

High-explosive squash-head (HESH)

warheads, 102.

¢ High-temperature ammunition, 102.

. Hi-res computer, 107.

- Hitches, 78-79; fargeting, 40.

. Hobbies skill, 55.

. Hollow-point ammo, 62.

¢ Homing anti-radar missile, 106.

¢ Homing torpedo, 98.

¢ Hovercraft, 89-91; acceleration, 25, 89-

90; acceleration template, 26;
accessories, 91; angle figuring, 27,
Crash Table, 16; fans, 90; hazards, 28;
losing control, 28; movement, 23-28;
power plants, 89; record sheet, 131,
sample vehicles, 123; skirts, 90; top
speed, 89; types, 89; targeting, 40,
Vector Arrow, 23-28; weapons, 91.

* Hover Pilt skill, 55.
. Hydrofoils, 87.

|/

- loe ammunition, 102; discharger, 108;

hazard, 13.

- Ice dropper, 101; in water, 87.

- |dentification friend or foe (IFF), 113.

o IFF (Identification Friend or Fog), 113.
¢ Impact, armor, 62; fuse, 65.

¢ Improved body armor, 62, 66.

. Improved supercharger capacitors, 69.
¢ Incendiary ammunition, 102; see also

Vehicular Fire Table.

Indy racer (Formula One), 95; sample

vehicle, 124.

Infrared, goggles, 62; laser, 99; sighting

system, 113.

Injury, driver, 42.
- Installation, 56.
- IRSS (Infrared sighting system), 113.

- J

& J-tu, 1.

¢ Jackknifing, 21.

¢ Jammer, radar 114.
¢ Jet drives, 86.

- Jettison joining, 75.

¢ Journalism skill, 55.

i Jumping, 34; out of vehicles, 61.
¢ Jump jets, 37, 113.

© Junk dropper, 101.

¢ Jury-rigging, 56.

© Kamibombs, 113.
: Keel, weighted, 88.
: Kingpin, 83.

Landing gear, 93.
¢ Large-bore projectile weapons, 96.
Laser, 99; anti-tank weapon, 64, 66;

battery, 106; blue-green, 99; infrared,
99; pulse, 99; rifle, 64, 66; rifle
backpack, 66; targeting scope, 62, 66;
very light anti-tank weapon, 64, 66; X-
1ay, 99; see also Vehicular Fire Table.

i Laser guidance link, 106.

i Laser-reactive web, 109.

¢ Law skill, 55.

: Leadership skill, 55.

¢ Life jacket, 66.

: Life raft, 88.

 Light anti-tank weapon, 64.

- Light flamethrower, 99; see also

Vehicular Fire Table.

: Light intensifier goggles, 62.

: Light pistol, 64, 66.

¢ Limpet, beacons, 66; mines, 62, 66.
. Line of fire, 38.

- Link, 106; smart link, 107.

. Linked weapons, 45, 106.

. LOF, see Line of Fire.

: Longnose, 79, 81.

¢ Luck skill, 55.

Machine gun, 96.
i Machine pistol, 64, 66.
i Magazine, 106; dual-weapon, 105;

rocket, 106; rotary, 107; switch, 106.

Maneuver foils, 93.
. Maneuvers, 6, 9-12; helicopter, 32;

oversized vehicles, 22; trailers, 21.

. Martial Arts skill, 55.
. Mechanical Memory Storage Device

(MMSD), 58, 59.

: Mechanic skill, 55.

: Metal armor, collision damage, 42.

. Medikit, 63, 66.

¢ Micromissile launcher, 97; incendiary

ammo, 102; portable, 64, 66.

Minedropper, 101; in water, 87.
Mine, 44; beacon, 101; fake, 102; limpet,

62, 66; napalm, 102; spider, 103.

¢ Mine-flinger, 97.

: Minibus, 83.

: Mini-mechanic, 63, 66.

i Mini-safe, 109.

i Missiles, 98.

¢ Missing, 48.

 MMSD (Mechanical Memory Storage

Device), 58-59.

Modifiers, height, 48, movement, 39;

range, 39; targeting, 39-40.

P

© Paint, 45; ammunition, 100, 101;

- Movement, 6-33; boat, 28-31;

conforming, 17; helicopter, 31-33;
hovercraft, 23-28; modifiers, 39,
pedestrian, 20; trailer, 20-22; ultra-
Slow, 22.

© Movement Chart, 7.
- Multi-fire rocket pod, 97.

N

Napalm, 102; see also Vehicular Fire

Table.

¢ Navigation skill, 56.

i Navigator, computer, 112.

¢ Nitrous oxide, 70.

i No-paint windshield, 113.

¢ Nuclear/biological/chemical shielding,

13.

QOars, 88.
- Obstacles, 19.
Off-road, duelling, 19-20; penalfies, 19;

rolling, 20, suspension, 68; tires, 72;
terrain, 20; vehicles, 19.

. Oil, 44; dlischarger, 108; hazard, 13.
Qil gun, 97; flaming ammo, 100-101; ice

ammo, 101.

Ol jot, 99; on boats, 87.
¢ Qverdrive, 114.
¢ Qversized vehicles, 22, 79-84;

acceleration, 22; airfoils, 84; chassis,
79; collisions, 23; Crash Tables, 15;
debris, 23; deceleration, 22; handling
class, 22; maneuvers, 22; obstacles,
23; off-road penalties, 20;, fires, 79;
ultra-slow movement, 22.

discharger, 108; dispersed by
helicopters, 93; glow-in-the-dark, 102;
grenade, 67; pellet ammunition, 114;
underwater, 87.

: Paint gun, 97.

¢ Paint spray, 100.

: Parachute, 93.

. Paramedic skill, 55.

. Passengers, 60, 72; accommodations,

114; fake, 112.

Pedestrians, 60-61; equipment, 62-63;

hazard, 12; movement, 20; targeting,
40.

PES (Portable earth station), 114.
Pilot skill, see Boat pilot, Helicopter

pilot over pilot.

¢ Pintle mount, 106.

i Pistols, 64, 66.

i Pivot, 11; see also Maneuvers.

- Plasticore tires, 72.

: Plastique, 63, 66.

¢ Platinum catalysts, 69.

¢ Plunger and contact wire, 63, 66.

¢ Politics skill, 56.

: Pontoon, 93; targeting, 40.

: Pop-up cupolas, 105; turrets, 104, 107.
. Portable earth station (PES), 114.

¢ Portable flamsthrower, 64, 66; see also

Vehicular Fire Table.

© Power plants, car, 68; cycle, 74;

@B
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helicopter, 92; hovercratft, 89; pushing,
71; tractor, 81; truck, 80.

Prestige, 57-58.

Prone, 60.

Propellers, 86.

Proximity fuse, 102.

Pulse laser, 99.

Quick-release hitches, 78.

R

Racing cars, 95; sample vehicles, 124.

Racing slick tires, 72; off-road penalties,
20.

Radar, 114; detector, 114; jammer, 114;
long-range, 113.

Radar-guided missile, 98; fargeting, 40.

Radar shield (StealthKote), 110.

Radial tires, 72.

Radio, detonator, 114; long-distance,
113; portable field, 63, 66.

Ramps, 34; assault, 83.

Ramplate, 106.

Rams, concussion from, 18; into fixed
objects, 18.

Range (combat); modifiers, 39.

Range (travel), 69; boats, 85; hovercraff,
89.

Rate of fire, 38.

Rear-end collisions, 17.

Reefer, 82.

Reflexes, 7.

Remote-control guidance system, 114.

Repair, 73; difficulty of, 56.

Retractable wheelguards, 109.

Reverse movement, 11; trailers, 21.

Rifle, 64.

Riot shield, 63, 66.

Road conditions, 13.

Rockets, 97; boosters, 115; external
weapon pod, 105; incendiary, 102,
laser guidance link, 106; magazine,
106; platform, 104, 107; smoke, 103;
tear gas, 103.

Rocket launcher, 98; man-portable, 64,
66; special ammo, 102, 103.

Roll cage, 109.

Rolls, 14, 20.

Rotary magazine, 107.

Rotor, 92; failure, 33; targeting, 40.

Rowboat, see Boat.

- Running aground, 29.
. Running skill, 56; weight penalty, 66.
- RV, see Bus.

Safety seat, 109.
. Salvage, 56, 73.
Sample vehicles, 117-124; boats, 123,

cars, 117; cycles, 120; helicopters,
123; hovercraft, 123; ten-wheelers,
121; trikes, 121.

© Science skill, 56.
: Seaanchor, 88.
- Searchlight, 115-116; armored, 116;

portable, 63, 66; targeting, 40.

© Security skill, 56.
- Semi-trailer, 82; Crash Table, 15.
- Shielding, nuclear/biological/chemical,

13.

¢ Shock absorbers, 109.

¢ Shop, portable, 114.

¢ Shotgun, 64, 66.

. Sidecars, 74; chassis, 74; suspension,

74 tires, 74; weapon placement, 74.

. Side door, 116.

. Sideswipes, 18.

i Silencer/flash suppressor, 64.

i Single-weapon computer, 107.

¢ Sinking boats, 86.

i Six-Shooter, 98.

- Skids, 94; Crash Table, 14; stretchers,

94; targeting, 40.

- Skills, 52-57.

- Skirts, 90; targeting, 40.

. Sleeper cabs, 81.

: Small-bore projectile weapons, 96.

: Smart link, 107.

. Smoke, 40, 45; discharger; 108; d/spersa/

by helicopters, 93; grenade, 65; rocket,
103; underwater, 87.

¢ Smokescreen, 100; cloud bomb, 99.

¢ Solar panel, 116.

¢ Sonar, 88.

. Sound, enhancement, 116; system, 116.
¢ Spear minedropper, 101.

i Speargun, 63, 66.

¢ Speedboat, see Boat.

¢ Speed changes, 6.

© Spider mines, 103.

. Spiked body armor, 62.

. Spikes, 44; bumper, 105; explosive, 102.
© Spike gun, 97.

Spikedropper, 101; on boats, 87.

Spoiler, 116.

- Sprint racecar, 95; sample vehicle, 124.
: Stairs, 59.

. Starshell launcher, 97.

¢ Stealth, 116; skill 57.

. Steamrollering, 23; hazard, 12.

. Steelbelting, 72.

- Streetwise skill, 57.

. Stinger, 64.

. Streamlining, 68.

¢ Submachine gun, 64.

¢ Substitute, drivers, 42.

¢ Sunroof, 116.

i Supercharger, 70.

i Superconductors, 69.

i Surface-to-air missile, 98.

i Surge protector, 116.

- Survival skill, 57.

- Suspension, active, 110; cars, 68; cycles,

74; off-road, 68; sidecars, 74; ten-
wheelers, 79; trike, 75.

Swerve, 10; see also Maneuvers.
- Swim fins, 63, 66.
- Swimming skill, 57.

T

Tank gun, 97.
© Tanker, 82.
Targeting, cars, 39; computer, 107,

cycles, 39; modifiers, 39-40; laser; 98;
sidecars, 39; trikes, 39.

. T-bone collisions, 17.

: TDX mines, 103.

- Teaching skill, 57.

: Tear gas, discharger, 108; grenade, 65;

rocket, 103.

Temporary Speed Chart, 18.
¢ Ten-wheelers, cabs, 79; record sheet,

129; sample vehicles, 121; targeting,
40; tires, 79; top speed, 80.

: . Theft skill, 57.

© Thermite grenade, 65.

 Time line, 2.

- Timer, weapon, 116.

- Tinted goggles, 63; windows, 116.

- Tires, blowouts, 12; car, 71; cycle, 74;

fireproofing, 72; sidecar, 74; targeting,
40; tractor and trailer, 82; truck, 79.

. Tongues, 78; targeting, 40.

. Tool kit, 63, 66.

. Top speed, boat, 85; car, 73; cycle, 74;

© helicopter, 92; hover, 89; ten-wheelers,

80.

. Torpedoes, 98; proximity fuse, 103.

. Tow bar, 116.

¢ Tracer ammunition, 103.

¢ Tractors, 81; chassis, 81; Crash Table,

15; personnel, 81; power plants, 81;
targeting, 81; tires, 81.

Trailers, 82-83; acceleration, 21; armor,

82; backing up, 21; Crash Table, 15;
deceleration, 21; in collisions, 22;
jackknifing, 21; kingpin, 83;
movement, 20-21; personnel, 83,
ramps, 83; tires, 82; weapons, 83; see
also Car Trailers.

Transmission, heavy-duty, 113.
- Trikes, 75; chassis, 76; combat, 76; off-

road penalties, 19; record sheet, 128;
reversed, 76; sample vehicles, 121;

targeting, 39.

¢ Triphibian, 94: sample vehicle, 124.

¢ Tripod, gunshield, 63; weapons, 63, 66.

¢ Truck cabs, 81; sample vehicles, 122.

- Trucker, Skill, 57.

. T-stop, 11; see also Maneuvers.

. Two-dimensional explosive (TDX) mines,

103.

Tubular headers, 70.
¢ Turbocharger, 70.
¢ Turrets, 104, 107; fake, 107; on carriers,

82; targeting, 40; underwater, 88;
universal, 107; zero-space, 107.

 Turret sidecar, 75.
¢ Twin laser, 99; see also Vehicular Fire

Table.

Uncontrolled vehicles, 42.
. Under-rifle, grenade launcher, 64;

gyroslugger, 64.

- Universal turrets, cupolas and rocket

platforms, 107.

4

¢ Van trailer, 77, 80, 82.

¢ Variable-fire rocket pod, 98.

- Vector arrow, 23-28.

¢ Vehicle record shegts, 126-132, sample,

5.

. Vehicle selection, 4.

- Vehicular, camera, 116; shotgun, 96.
¢ Vehicular Fire Table, 43.

© Very light anti-tank weapon, 64.

: Visibility, fargeting modifications, 40.
¢ Vulcan machine gun, 96.

w

- Wake rule, 30.

- Walkie-talkie, 63.

- Warheads, 101.

 Water, 20.

¢ Wealth, 58.

. Weapons, 96-103; boats, 86; cars, 73;

car trailers, 83; cycles, 74; helicopters,
93: hovercraft 91; location restriction,
73; sidecars, 74; timer, 116; frailers,
83; truck cabs, 81. waterproofed, 88.

Weapon Charts, 50-51.
. Weather, 31.
Wheeglguards, 110; cycle, 74; retractable,

109.

¢ Wheel hubs, armored, 108.

. White phosphorus grenade, 64.

i Winch, 94; cable targeting, 40, 94.

¢ Windows tinted, 116.

i Windshell cycls, 75.

¢ Windshield no-paint, 113.

- Wire-guided missile, 98; targeting, 40.
¢ Wire-guided torpedo, 98.

X

- X-ray laser, 99.

Y

Yacht, see Boat.

Z

i Zero-space turret, 107.





