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The only thing better than a fast car is a fast car with a
gun.

In Car Wars, professonal autoduellists battle for glory
in the arenas. Cycle gangs haunt the roads, Fortress Towns
stand off all comers, and if you cut someone off on the
highway, you could be in a duel to the death.

Welcome to Car Wars. Drive offensively.

This book is a complete starter set for Car Wars: the
basic rules, counters and components, and two cars. There
are nine Starter Sets, with two cars each. When you get
them all (or even most of them), you’ll have enough for a
big game, giving every player his own rulebook and
Turning Key. Further supplements won’t repeat the basic
rules, but will add new weapons, gadgets, scenarios, and
special rules.

To play Car Wars, you need the rules (this book),
counters (from this book or any expansion set), and:

Table space: at least 2’ × 4’. More is better!
Masking tape or grease pencils to mark on the table,

or a large sheet of paper to draw on.
Several 6-sided dice.
Pencil and paper to make notes.
A yardstick or tape measure.

The game can be played solo, but is more fun with an
opponent. It is probably best with 4 to 6 players, but two-
player games can be very challenging. A game with over 8
players will take longer than one with fewer cars.

TAKING THE BOOK APART
This book is designed to be taken apart! The inside

front cover is the Crash Chart. The back cover has the
Vehicle Sheets. You can laminate these to mark directly on
them, if you like. (You also have permission to photocopy
the covers for your own use, if you just hate taking your
books apart.) The center sheet has the Turning Key (which
includes the Control Table) and lots of counters.

DICE
Car Wars uses 6-sided dice. You always want to roll

low . . . except, of course, when you roll damage!
In these rules, “2d” means “2 dice.” “2d-1” means “roll

2 dice and subtract 1 from the result.” “3d+2” means “roll
3 dice and add 2.” And so on.

Some rules refer to a 1/6 chance or a 50% chance. Roll
these on one die. A 1/6 chance comes up only on a 1; a
50% chance comes up on a 1-3, and so on.

BEGINNING THE GAME
Turn to p. 15 and pick a scenario. Then:
(a) Create the game map with masking tape, or use

markers and a large sheet of paper (see below).
(b) Select your vehicle (p. 16) and equip your driver 

(p. 13). Take a Vehicle Sheet for your car and a counter to
represent it.

(c) Place all vehicles in starting position – and go!

CREATING A HIGHWAY
The more tables you can put end to end, the better. Use

masking tape to mark lanes and shoulders. Each lane is 2”
(10 feet) wide. Four- or six-lane roads are best, since they
give plenty of room for maneuvers. Obstructions and pot-
holes make a road interesting.

Define what happens if a car leaves the road – does it
bounce off a mountainside, plunge over a cliff, crash
through a fence . . . ? The referee may play opposing traf-
fic which shoots impartially at all players.

When any car reaches the edge of the table, move all
the cars back the same distance. If this puts a car on, or
within its next move of, any obstruction of any kind, it
may be ignored.

DESIGNING AN ARENA
The edges of the table can represent the arena walls,

which are considered solid. Mark the starting gates or
other entry areas.

Most arenas contain walls or buildings to block lines
of sight and force the drivers to maneuver; use masking
tape or model buildings to show these. 

Define the damage that internal walls can take (unless
they are unbreakable) and the degree of hazard caused by
various obstacles. The referee may add features to surprise
the players, such as spikes or oil slicks.

For sample arenas, see p. 15 and Car Wars books to
come . . . or visit www.sjgames.com/carwars/. 

VEHICLE SELECTION
This rulebook includes specifications and rules for two

vehicles (see p. 16) . . . plus at least one variant, and some
options, for each one. More can be found in other Car
Wars books; www.sjgames.com/carwars/ shows what’s
currently available. Once you have some autoduelling
experience, you may want the Car Wars Vehicle Design
Kit to construct your own vehicles.

PHASES OF A TURN
Set speeds (p. 3)
Movement Phases 1, 2, and 3 (p. 3)
Last-chance shots – use any remaining firing actions.
Check for fire and explosion (p. 10)
Reset handling status to current HC (p. 3)
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FAST PLAY
If time is short, here are some tips to speed play.  
Don’t keep track of ammo fired. Single-shot weapons,

such as a Heavy Rocket, still have only one shot.
Instead of the regular collision rules (p. 5), pick up the

counters and drop them from 6” over the table, repeating
if they land atop some other counter. Adjust speeds after
the collision as described on p. 5.

Determine the first move by rolling a die, and con -
tinue around the table, regardless of vehicle speed.

www.sjgames.com/car-wars
www.sjgames.com/car-wars
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STUCK FOR AN ADVENTURE?

NO PROBLEM.

e23 is part of Warehouse 23, the online store at Steve Jackson Games.
Warehouse 23 is also the official Internet retailer for Atlas Games, Ninja Burger, and many other publishers.

Visit us today at www.warehouse23.com for all your game STUFF!

e23 sells high-quality game adventures
and supplements in PDF format.

● Get complete sample adventures free for
GURPS, In Nomine, and Traveller!

● PDFs from the major players in online
publishing: Ronin Arts, Ken Hite,
Atlas Games, and 01 Games.

● New gems from up-and-coming publishers,
like Atomic Sock Monkey Press and
Expeditious Retreat Press.

● Digital editions of out-of-print classics, from
Orcslayer and the complete run of ADQ
to GURPS China and GURPS Ice Age.

● Fully searchable files of GURPS Fourth Edition
supplements.

● Original material for Transhuman Space and
In Nomine, with new GURPS supplements
from Phil Masters, David Pulver,
Sean Punch, and William Stoddard!

● Buy it once, have it always. Download your
purchases again whenever you need to.
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