


ROADKILL 
BEGINNER'S TRACK 

1. INTRODUCTORY VERSION 
Only the Beginner's Track version of ROADKILL uses a map 

with a pre-determined course. The full game allows each race to 
create its own course made of played Road cards as play unfolds. 
Play the Beginner's Track a few times before reading the rules to 
the rest of the game. 

2. GLOSSARY 
Learn the following terms/symbols before reading further. 

ACTIVE: The player taking his turn is the active player. 

ADJACENT: Cars are adjacent only if they are next to each other 
and on the same Section. A car can be adjacent to only two cars: 
the car in front of it and the one behind it. 

SECTION: A portion of the course represented by a Road card 
actually printed on the map. 

TRAILER: Any car on a Section behind the active car's currently 
occupied Section. 

,,. : Denotes a moving car (i.e., a car with its moving "••" side 
face-up). See 4.3. 

@ * ~ ~ : Cards are identified by the symbol in each corner 
as either Driving(@), Fate(*). Attack (~), or Supply ( ~). 

./: This symbol requires the affected car to draw a card to check 
the number in the "./" column of that card's Number Line (see 
4.4) to determine the result on the Damage Table (see 7.2). 

~ (Attack): All attacks are resolved by drawing the next card 
and checking the " ~ " column of the Number Line to determine 
the result on that Attack.card' s table. 

/ (Mechanical Problem): See 7. I. 
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3. PREPARE TO PLAY 

Exit without 
t.Aove it • and 

leading on 
own section. 

Remove the "Box Canyon" and three "Siphon Gas" cards and 
put them aside. They are not used on the Beginner's Track. 

Shuffle the remainder of the deck and place it face-down on 
the table to form a Draw pile. Place cars equal to the number of 
players in an opaque cup suitable for a random draw. Each player 
draws one car from the cup. The player drawing the lowest-num
bered car will move first, the player with the second-lowest car 
will move second, and so on. Once drawn, the cars are placed one 
behind the other with the red "Stop" -side face-up in numerical 
order and the players arrange their seats so as to be sitting in the 
order of their car numbers so that play will follow in clockwise 
order around the table. Each player is dealt seven cards to form 
his initial hand. Give each player a Control Panel and one 
"Damage" and "Time on Road" markers. Place the "Time on 
Road" marker in the "O" box of your Control Panel Road Log. 
Place the Damage marker in the "O" box of your Damage Track. 
Ignore the Fuel Gauge on the Beginner's Track. 

4. THE CARDS 
4.1 COLOR CODING: The suit symbol of each card is color
coded to determine when it can be played. Black suit cards can be 
played only during a player's own Action Phase. Red suit cards 
can be played only during an opponent' s Action Phase and only 
against the Active car. Cards with both black and red suit sym
bols can be played during any Action Phase. 

4.2 DISCARD PILE: All played and discarded cards are placed 
face-up in a Discard pile next to the Draw pile. When the Draw 
pile is empty, the Discard pile is shuffled and flipped to form a 
new Draw pile. 

4.3 MOTION: Cards with a solid black border (and a Stop Sign at 
the top center) can be played only by a stopped car. Cards with a 
dashed border (and an .. ,.. .. at the top center) can only be played 
by a moving car. Cards with no border or symbol at the top center 
can be played regardless of motion. 
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Red Card: Playable only 
during opponent's tum. 

Solid Border: Stopped Car 
use only. 

Black Card: Playable only 
during own turn. 

Dashed Border: Moving Car 
use only. 

Suit~----------------------,"'-. 

Stopped ~ Ill... ~ 
car use !AD MAP 
only 

Voids any loSI Event or 
"Changed Rood Sign" or 

"Box Canyon" effects on th.is car. 

~.t23Rl!l/78 90 1 ~ 
E~'.'.'_UJJ_ J_I_LJ_l_~.sr?.:' ... 

Damage Repair Attack Mechanical 
Check Column Column Problem 

Column Column 

4.4 NUMBER LINE: Each card contains an alpha-numeric 
Number Line of 11 columns at its bottom to generate random 
numbers. Whenever resolving anything requiring a random num
ber, the next card is drawn and the proper column of the Number 
Line is consulted to determine the outcome. That card is then dis
carded. The ti column is used to check for Damage. The R col
umn is used for Repair/Exit draws in a 4-player race. The ~ col
umn is used to resolve Attacks/Exit draws in a 5-player race. The 
I column is used to resolve Mechanical Problems/Exit draws in 
a 6-player race. 

4.5 HAND SIZE: A player's maximum Hand is seven cards. This 
maximum is immediately reduced by one card for each point of 
damage to his car. 

5. SEQUENCE OF PLAY 
At the end of each Player Turn, play passes to the next car in 

numerical sequence which then becomes "active". There are three 
phases to each Player Turn . 

5.1 ACTION PHASE: An Active player may play any number of 
black cards. Each is played one at a time so as to give adjacent 
players an opportunity to react before the next card is played. For 
each black card played, each opponent may play one red card in 
response. However, the ability to respond is limited to Adjacent 
cars actually being passed/attacked. 

5.2 DISCARD PHASE: If he played no cards during his Action 
Phase, an Active player may discard any number of cards. 

5.3 DRAW PHASE: The Active player may draw a maximum of 
three cards in his Draw Phase minus one card for each card he 
played from his hand during his Action Phase. However, he may 
never draw more than his maximum Hand Capacity. Cards drawn 
only to resolve chance situations do not count as played cards and 
are discarded immediately. 

6.MOVEMENT 
6.1 STARTING: At the start of a race, all cars are stopped. A 
stopped car must play a @ card in order to flip to its •• side. That 
@ card does not allow it to advance in any other way and is 
placed in the Discard pile. 

6.2 OVERVIEW: Cars move forward along Road Sections print
ed on the map. The race is won by the first car to cross the Finish 
Line. There are two forms of movement: 

• exit of a Section, and 

• movement within the currently-occupied Section. 

6.21 LEAVING A SECTION: Only the lead car on each Section 
can attempt to exit it and move on to the next Section. It does this 
by playing a "Move/Road" card and passing an "Exit draw" (see 
6.23). If that Exit draw (after all modification) is greater than the 
number of Trailers, the exit attempt succeeds and the Active car 
moves to the top of the next Section. 

If the Exit draw (after all modification) is not greater than the 
number of Trailers, the attempt fails. However, the Active .player 
may play another Move card to attempt the Exit draw again. 

If the Active car successfully enters a new Section, it remains 
at the top of that Section until it is passed or moves onto another 
Section. Regardless of the outcome, each played Move card used 
to attempt an exit is discarded after the attempt. 



6.22 TIME ON ROAD: Whenever an Active car enters 
a new Section, its "Time on Road" marker is played on 
the gray negative box of his Control Panel ' s Road Log 
that is equal to the value of the currently-occupied Sec

tion. Whenever an Active car ends its Player Turn 1•, advance its 
"Time on Road" marker one box to the right on the Road Log. 
The number in the Road Log box occupied by the marker is 
added to that car's draw when trying to exit its current Section. 

EXAMPLE: It is the first turn of a six-car race. Car 1 plays a @ card to 
start and a "Move 2" card to enter the first Section. His entry of the 
Section is automatic because there are no Trailers at the start of a race. 
Because it is a six-car race, he would have checked under the "/" (6) 
column (6.23) if the success of the Draw had been in doubt. His "Time on 
Road" marker is placed on the - 1 box of his Road Log because he just 
entered a "Road l" Section. If he ends his turn now, he may draw one 
card and advance his Time on Road marker to the 'O' box. However, he is 
feeling ambitious and decides to play a Landmark and a "Move I" card in 
an effort to reach the second Section. There are now five Trailers on the 
Section behind him so he must draw a '6 ' under the "/" (6) column to 
succeed, since the -I of his Road Log status and the +l of the Landmark 
negate each other. He draws a '5 ', which is not greater than the number 
of Trailers, and fails. His "Move l " is discarded. With only three cards 
left, he decides to end his turn. He may not draw any cards. Still 11• , he 
advances his "Time on Road" marker to the 'O' box. 

6.23 EXIT DRAW: Only the lead car on each Section may 
attempt to enter the next Section. To exit its current Section it 
must draw a number greater than the number of Trailers after 
playing its Move card. The column of the Number Line consulted 
is always equal to the number of cars in play. The draw result is 
modified as follows: 

• add the car's "Time on Road" status; 

• add I for each Landmark/Red Line card played; 

• subtract 1 if the car has Broken Shocks /. 

6.24 AUTOMATIC EXIT: If a car's "Time on Road" marker is in 
the "Exit Without Move" box of its Road Log, the car may enter 
the next Section at the start of its next turn without playing a 
Move card if the car is• and leading on its current Section. 

6.3 LEADING: At the start of play, car #1 is considered the 
leader, car #2 is second, and so on. Thereafter, the first car to 
enter the next Section is the leader until passed by another car. 
Later arrivals are placed behind cars already there, in the same 
order that they entered that Section, until they pass a current 
occupant of that Section. 

Until a car actually enters a Section, all cars are assumed to 
occupy an imaginary Section offboard at the Start line. A car 
must be the leader on that offboard Section before it can enter the 
first Section of the map. Attacks and movement from the Start 
Line are resolved the same as those on the map Sections. 

6.4 PASSING: An Active car can pass another car in one of four 
ways. It may: 

• play a Move card to pass one or more cars on its own Sec
tion, or 

• it may play a Shortcut card, or . 

• it may attack and pass the car directly in front of it with an 
appropriate ~ card, or 

• if already 11•, it may automatically pass stopped cars at the 
start of its turn (6.61). 

6.41 PASSING ON THE SAME SECTION: A car may pass other 
cars on its current Section by playing a Move card and exchang
ing positions with the car ahead of it. The car being passed can 
respond with an appropriate red card. The Active car can use that 
same Move card to pass as many cars on its current Section as the 
value of that Move card. A player need not reveal how many cars 
he will pass when he plays a Move card. He may wait until he has 
passed a car and then decide whether he will attempt to pass 
another with any remaining Movement value of the previously
played Move card. He may also decide to play another card in the 
interim while "saving" the unused portion of the prior Move card 
for later use in the same Action Phase. 

If a player uses a portion of a Move carci to take the lead of his 
currently occupied Section, he may use any remaining value of 
that Move card to attempt to exit the Section (as per 6.23). 

6.42 PASSING ATTACK: An Active car can pass the car imme
diately in front of it on the same Section by playing an appropri
ate ~ card against it. By attacking, it passes the target regard
less of the outcome. A counterattack played by a non-Active 
player against the passer has no passing value. 

6.43 VOIDING A PASS: A car being passed may play a red 
"Move l" card during an opponent's turn to negate his passing 
attempt. This does not stop an attack from being made, but does 
prevent the attacker from passing. A defensive "Move l" play 
cancels only one value of a Multi-value Move card. 

6.5 ATTACKS: The Active car can attack any adjacent car by 
playing an appropriate black ~ card, drawing (and discarding) 
the next card from the Draw pile to check the "~" column of 
that Number Line, and applying the resulting number to that 
card's Attack Table. A non-Active car can attack an Active car 
once each time it is passed. The passer's attack and any resulting 
counterattack is considered simultaneous and resolved regardless 
of the consequences of either attack. 
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6.51 COUNTERATTACK REACTION: The Active car may play 
a "Swerve" or "Firm Shoulders" card in reaction to a counterat
tack, but only one. 

6.6 STOPPING: Moving cars remain in motion even if they take 
no action during their turn, unless they are flipped to their back 
(stopped) side. Cars may stop voluntarily, or be forced to stop by 
attack results. If a car stops during its Action Phase, it can take no 
further action during that Action Phase. 

6.61 AUTOMATIC PASS: An already• car that starts its 
Action Phase directly behind a stopped car(s) on the same 
Section passes it automatically without playing a card. However, 
the passer is subject to normal counterattacks by each passed car 
as it passes. Once the passing car enters a new Section or moves 
behind a 11

• car, it may no longer automatically pass stopped cars 
in that turn. 

6.62 RESTING: A car that begins its Action Phase already 
stopped and takes no action in that phase may discard any num
ber of cards during its Discard Phase and refill its hand complete
ly in its Draw Phase (up to its present Hand Capacity). 

~ST STOI> 
A car that spends ilB 

enlile tum stopped on 
this Seclion refuels and 

repairs Damage 
Point or 7 per tum. 

6.7 REST STOPS: A Section containing 
a Rest Stop offers a good opportunity to 
repair. A car that stops in a Rest Stop 
Section on the FIRST turn it entered that 
Section is considered at the Rest Stop. 
Mark it with a Rest Stop marker. Every 
turn it begins and ends its turn stopped at 

the same Rest Stop, it may remove one Mechanical Problem (I) 
OR one Damage point in addition to discarding, playing and 
drawing cards normally. A car at a Rest Stop may play cards 
such as "Tool Kit" to make additional repairs in excess of the 
automatic repair benefit of the Rest Stop, but may not draw for 
additional repairs due to the "sole action" restriction of Roadside 
Repairs (7 .3). 

7. DAMAGE & REPAIRS: 

[l] 7.1 CONTROL PANEL: Each car's mechanical prob
lems are summarized on its Control Panel with the aid 
of markers. If a"/" marker is placed on a Mechanical 
Problems box on the Control Panel, those penalties 

apply to the car until it is repaired and the I marker is removed. 
On the Beginner's Track, "Fuel Leak" and "Headlights Out" have 
no effect. 

e 7.2 DAMAGE: Each point of Damage on a car imme
diately reduces its Hand Size by one and the car must 
make a draw on the .I column. Apply the resulting 
number with a - 1 modification to the Damage Table to 

check for additional problems. Further Damage caused by the 
Damage Table does not require another draw on the Damage 
Table. Record any / by placing a / marker on the proper 
Control Panel box. 

A player whose maximum Hand Size has been decreased 
beneath his current Hand Size must allow an opponent to ran
domly draw and discard the excess card(S) from his hand. 

7.3 ROADSIDE REPAIRS: Already 
stopped cars may attempt emergency 
roadside repairs without Rest Stops or 
repair cards by declaring a Re·pair 
Attempt as the only action of their 
Action Phase. This attempt does not 

inhibit Draw or Discard capabilities. Repair attempts are success
ful on a Repair draw <:: "4" on the "R" column. Each successful 
Repair corrects one I of the driver ' s choice or removes one 
Damage point. 

For each failed repair attempt, the driver is given a "Repairs 
+I" draw modifier marker which. he uses to modify subsequent 
Repair draws. If the subsequent Repair draw also fails , the 
Repairs marker is flipped to its "+2" side for the next attempt. A 
Repair draw can never be modified by more than +2, but that 
same modifier may be used any number of times. The Repairs 
marker is discarded when a repair is successfully completed or 
the car 11•. 

7.4 ELIMINATION: A car with seven Damage points is eliminat
ed. The player may continue in the race by starting over with a 
new car from the original Start Line on his next turn. 

For the ultimate in realism and strategy and a new course 
every time you play, advance from the Beginner's Track and 
try the wide open road with all of the Roadkill rules. 
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1. INTRODUCTION 
· The Twentieth Century is but a distant memory recalled only 

by the old and infirm. Unemployment is rife as corporations con
tinue retrenchment. Hunger and poverty are widespread. Terrorist 

' activities have escalated to the nuclear stage. The world has 
become a very savage place and corporate television has turned 
to more and more violent "trash" sports to boost sagging ratings. 
History is coming full circle as entertainment returns to the bar
baric spectacle of gladiatorial combats, full-contact track meets, 
and no-holds-barred wrestling matches. The pampered athletes of 
the last century have been replaced by desperate men willing to 
stake their Jives in mortal competition. One such sport is the 
Cross-Country Demolition Race in which drivers in modified 
vehicles compete for vast prizes on specially constructed courses. 
To its blood-crazed fans, it is known simply as ROADKILL. 

2. COMPONENTS 
Each game consists of: 

Two 64-card Action decks 
One rules folder 
One sheet of die-cut cars and markers 
Twelve 5" x 5 5!s" Control Panels and Damage Charts 
One "Leader" Pawn 

Replacement parts can be ordered by mail by sending a stamped, self-addressed envelope 
to The Avalon Hill Game Company. 4517 Harford Rd., Baltimore, MD 21214 and 
requesting a current Parts List, or by call.ing 1-800-999-3222 Toll Free to place an order 
with any major credit card. 

2.1 GLOSSARY: Learn the following terms/symbols before 
reading the rules. 

ACTIVE: The player whose turn is currently underway is the 
active player. 

ADJACENT: Cars are said to be adjacent only if they are next to 
each other and on the same Section. A car can be adjacent to no 
more than two cars: the car in front of it and the car behind it. 

SECTION: A Move/Road card successfully played by the leader 
to become a part of the course. See 6.21. 

TRAILER: Any car on a Section behind the active car's currently 
occupied Section. 

::>: Less than or equal to 

~: Greater than or equal to 

• : Denotes a moving car (i.e., a car with its moving " 11• " side 
face-up). See 4.3. 

@ * ~ ~ : There are four types of cards. They are identified 
by the symbol in the corner as either Driving (@), Fate (*}, 
Attack ( ~ }, or Supply ( ~) cards. When required to discard 
one of these types, any card with that symbol in its corner will 
suffice regardless of the car's present ability to play that card. 

#: The "#" symbol refers to the car in the relative position of applica
ble cars when determining the recipient of a Random Event (see 8.2). 

./: This symbol requires the affected car to draw the next card 
and check the "./" column from that card's Number Line (see 
4.4) to determine the result on the Damage Table (see 7.3). 

~ (Attack): All attacks are resolved by drawing the next card 
and checking the "~" column of the Number Line to determine 
the result on that Attack card's table. 

/ (Mechanical Problem): See 7. l . 

1 

.... 
Cll 1 2 3 4 5 6 7 c 
~ c 

&cards 5 cards 4 cards 3 cards 2 cards 1 card wreck = 

'"v I Fl ITT RE: <;t 'P! ro ... .,t 110V> ur 'I . ·-· 
3. PREPARE TO PLAY 

Shuffle the deck and place it face-down on the table to form a 
Draw pile. Place cars equal to the number of players in an 
opaque cup suitable for a random draw. Each player draws one 
car from the cup. The player drawing the lowest-numbered car 
will move first, the player with the second-lowest car will move 
second, and so on. The players now ·place their cars one behind 
the other in numerical order (lowest-number car first) and 
arrange their seats so as to be sitting in the order of their car 
numbers-so that play will follow in clockwise order around the 
table. Each player is dealt seven cards to form his initial hand. 
Give each player a Control Panel and one "Damage", "Fuel'', and 
"Time on Road" markers. Place the "Time on Road" marker in 
the "O" box of his Control Panel Road Log. Place the Fuel mark
er in the "Full" box of the Fuel Gauge and the Damage marker in 
the "O" box of the Damage Track. 

Red Carel: Playable only 
during own tum. 

Solid Border: Stopped Car 
use only. 

Damage Repair Attack 
Check Column Column 

Column 

4. THE CARDS 

Black Card: Playable only 
during opponent's tum. 

Dashed Border: Moving Car 
use only. 

Mechanical 
Problem 
Column 

Event 
Column 

4.1 COLOR CODING: The suit symbol of each card is color
coded to aid in distinguishing when it can be played. Black suit 
cards can be played only during a player's own Action Phase . 
Red suit cards can be played only during an opponent's Action 
Phase and only against the Active car. Cards with both black and 
red suit symbols can be played during any Action Phase. A card 
can be discarded regardless of its color. 

4.2 DISCARD PILE: Except for Road cards played to form a 
new section, all played and discarded cards are placed face-up in 
a Discard pile next to the Draw pile. When the Draw pile is 



empty, the Discard pile is shuffled and flipped to form a new 
Draw pile. 

4.3 MOTION: Cards with a solid black border (and a Stop Sign 
at the top center) can be played only by a stopped car. Cards with 
a dashed border (and an " 11• " at the top center) can only be 
played by a moving car. Cards with no border or symbol at the 
top center can be played regardless of motion. 

4.4 NUMBER LINE: Each card contains an alpha-numeric Num
ber Line of 11 columns at its bottom which is used to determine 
the random numbers needed in the game. Whenever resolving 
anything requiring a random number, the next card is drawn and 
the proper column of the Number Line is consulted to determine 
the outcome. That card is then discarded. The t/ column is used 
to check for Damage. The R column is used for Repair draws as 
well as for the number 4. The .f$ column is used to resolve 
Attacks as well as for the number 5. The I column is used to 
resolve Mechanical Problems as well as for the number 6. The 0 
column is used for position checks in ten-car races. The .1 col
umn is used for Event checks. 

4.5 HAND SIZE: A player's maximum Hand Size is seven cards. 
This maximum is immediately reduced by one card for each point 
of damage on his car. A player may not hold more cards than his 
maximum Hand Size, even temporarily. 

Players must keep their Control Panel and number of cards 
visible at all times. If asked, a player must reveal the number of 
cards in his hand. 

5. SEQUENCE OF PLAY 
During each player's turn, he is considered Active. At the end 

of each Player Turn, play passes to the next clockwise player 
who then becomes "active" . At the start of a race, all cars are 
stopped. There are four phases to each Player Turn. 

5.1 EVENT PHASE: If it is the leader's turn, he draws the next 
card and consults the .1 column of the Number Line. The letter 
found in that column indicates the Event to be enacted from the 
Event Chart on the back page. After announcing the Event, the 
card is discarded. 

Players who are not in the lead at the start of their turn do not 
make Event checks and must skip this phase. 

If a ........ symbol appears in the Event column, that Event has 
a continuous effect on either a car or an entire Section. Place that 
Event marker on that Section/car until its effects are removed 
(see 8.4-8.6). 

5.2 ACTION PHASE: Normally, an Active player may play any 
number of black cards. Each card is played one at a time so as to 
give all players an opportunity to react before the next card is 
played. For each black card played, each opponent may play one 
red card in response. However, the ability to respond is usually 
limited to Adjacent cars actually being passed/attacked. Cards 
drawn to resolve chance situations do not count as cards played 
by any player and are discarded immediately. 

5.3 DISCARD PHASE: If he played no cards during his Action 
Phase, an Active player may discard any number of cards. 

5.4 ORA W PHASE: The Active player may normally draw a 
maximum of three cards in his Draw Phase minus one card for 
each card (regardless of color) he played from his hand during 
his Action Phase. However, he may never draw more than his 
maximum Hand Capacity. 

6.MOVEMENT 
6.1 STARTING: A stopped car must play a@ card in order to 
flip to its ,,.. side. That @ card does not allow it to advance in 
any other way and is placed in the Discard pile. "Swerve" and 
red "Move" cards cannot be used to start since a car has to be 
already 11

• to play those cards. A "Red Line" card can be used to 
start (as well as to double Move Values) but requires a t/. 

6.2 OVERVIEW: Cars move forward along a trail of Road cards 
laid end to end during play to form the course over which the 
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race is run. Cars never move backwards. The race is won by the 
first car to enter the eighth Road Section. All cars behind the 
leader finish in their current position when the leader enters the 
final Section. The "Move/Road #" cards are considered "Move" 
cards when played to pass a car on an already-played Section, or 
to enter an existing Section. "Move/Road" cards are considered 
"Road" cards when laid to form a new extension to the course. 
There are two forms of movement: 

• entry of a new Section, and 

• movement within the currently occupied Section. 

6.21 LA YING A NEW SECTION: Only the lead car on the lead 
Section can lay a Road card to add to the course. He does this by 
playing a "Move/Road" card onto the table in front of the lead 
Section and passing an "Exit draw" (see 6.24). If that Exit draw 
(after all modification) is greater than the number of Trailers, 
that "Move/Road" card becomes a permanent Section and the 
Active car moves to the top of that Section. 

If the Exit draw (after all modification) is not greater than the 
number of Trailers, the just-placed Road card is discarded. A Road 
card with a value greater than I does not receive multiple Exit 
draws. However, the Active player may play another Move card to 
attempt the Exit draw again in the same turn. 

If the Active car successfully places a new Section in play, 
that car remains at the top of that Section until it is passed or 
moves onto another Section. Other cars which enter that Section 
are placed behind the previous car(s) on that Section in the order 
that they enter that Section to depict their order on that Section 
from first to last. 

Place a Section marker equal to the Road's place on 
the course (e. g., Road Section 1 for the first Section 
played) next to each newly placed Section. Place the 
side of the Section marker face-up which corresponds 

to the value of the Section card. Use the "Section Ill/IV" markers 
to record a Section of value 3 or 4. 

6.22 EXISTING SECTION ENTRY: A car which is not on the 
lead Section, but which is leading on its current Section, may 
move forward onto the already-placed Section ahead of it by play
ing any Move card and making an Exit draw greater than the 
number of Trailers (see 6.24). Regardless of the outcome, any 
Move card used to attempt an Exit draw to an already-laid Section 
is discarded. Any remaining "value" of that Move card is lost. 

When the last car has left a Section, place that Road card in 
the Discard pile, but leave the Section marker in place. 

6.23 TIME ON ROAD: Whenever an Active car enters 
a new Section (including Side Roads), its owner 
places his "Time on Road" marker on the gray nega
tive box of his Control Panel's Road Log that is equal 

to the value of the car's current Section. Whenever an Active car 
ends its Player Turn 11• , advance its "Time on Road" marker one 
box to the right on the Road Log. The number in the Road Log 
box occupied by the marker is added to that car's draw when try
ing to exit its current Section. Events may move a "Time on 
Road" marker backwards on the Road Log, but a car's Road Log 
status may never be less than -4. 
EXAMPLE: It is 1he firs1 1urn of a six-car race. Car 1 plays a @ card 10 s1ar1 and a 
"Move 2" card 10 enler !he firs! Seclion. His en1ry of 1he Section is automatic 
because 1here are no Trailers a1 1he s1ar1 of a race. However, he mus1 s1ill draw a 
card 10 check for 1he Exil simply because doing so removes a card from 1he Draw 
pile. Because it is a six-car race, he would check under 1he" / " (6) column (6.24) if 
1he success of the Draw was in doubr. His "Time on Road" ma.rker is placed on 1he 
- 2 box of his Road Log. If he ends his 1urn now. he may draw one card and advance 
hi s Time on Road marker 10 1he -1 box. However, he is feeling ambirious and 
decides 10 play two Landmark cards and a "Move l" card in an effort to reach 1he 
second Secrion. There are now five Trailers on 1he Sec1ion behind him so he must 
draw a 6 under 1he " / " (6) column to succeed, since lhe -2 of his Road Log status 
and !he +2 of the Landmarks negale each olher. He draws a "5'', which is not 
greater 1han 1he number of Trailers, and fails. His "Move 1 ·· is placed in 1he Discard 
pile. If he had anorher Move card he could play ii now and a11emp1 anorher Exit 
draw while 1he Landmarks are still in play. Wilh only 1wo cards lefl, he ends his 
!urn. He may not draw any cards. S1ill • , he advances his 'Time on Road" marker 
10 1he - I box. 

6.24 EXIT ORA W: Only the lead car on each Section may 
attempt to enter the next Section. To exit its current Section it 



must draw a number greater than the number of Trailers after 
playing its Move card. The column of the Number Line consulted 
is always equal to the number of cars in play. The draw result is 
modified as follows: 

• add the car's "Time on Road" status; 

• add I for each Landmark/Red Line card played; 

• minus any modifiers for applicable Weather/ I conditions. 

A player attempting an Exit draw must first declare any Land
mark/Red Line card that he will play to modify the draw. 

6.25 AUTOMATIC EXIT: If a car's "Time on Road" marker is 
in the "Automatic Exit" box of its Road Log, the car may enter 
the next previously-laid Section at the start of its next turn with
out playing a Move card if the car is 1• and leading on its current 
Section. If the car is leading the race, it may exit automatically 
but only if it has a Road card to Jay as the new Section. 

6.3 LEADING: At the start of play before any Section is laid, car 
#I is considered the leader, car #2 is second, and so on. There
after, the first car to play and enter the foremost Section is the 
leader. That car is placed at the top of that Section until passed 
by another car, which then becomes the new leader. Later 
arrivals are placed behind cars already there, in the same order 
that they entered that Section, until they pass a current occupant 
of that Section. 

Until a player actually plays a Section, all cars are assumed to 
occupy an imaginary "Road O" Section at the starting line which 
can be affected by Events. A car must be the leader on the Road 
0 Section before it can lay the first Section of the race. Attacks 
and movement on the Road 0 Section are resolved in the same 
manner as those on other Sections. 

6.4 PASSING: An Active car can pass another car in one of four 
ways. It may: 

• play a Move card to pass one or more cars on its own Sec
tion, or 

• it may play a Shortcut card or be the recipient of certain ben
eficial Events, or 

• it may attack and pass (or just pass) the car directly in front 
of it with an appropriate ~ card, or 

• if already 11• , it may automatically pass stopped cars at the 
start of its turn (6.61). 

6.41 PASSING ON THE SAME SECTION: A car may move for
ward on its current Section by playing a Move card and exchang
ing positions with the car ahead of it. The car being passed can 
respond with an appropriate red card. The Active car can use that 
same Move card to pass as many cars on its current Section as 
the value of that Move card. However, if any attack made by or 
against the passer forces it to stop, its Action Phase is over. A 
player need not immediately reveal how many cars he will pass 
when he plays a Move card. He may wait until he has successful
ly passed a car and then decide whether he will attempt to pass 
another with any remaining Movement value of the previously
played Move card. He may also decide to play another card in the 
interim while "saving" the unused portion of the prior Move card 
for later use in the same Action Phase. 

If a player uses a portion of a Move card to take the lead of 
his currently occupied Section, he may use any remaining value 
of that Move card to attempt to enter the next Section (as per 
6.24). If currently the overall leader, he must place that same 
Move/Road card as the next permanent portion of the course. 

6.42 PASSING ATTACK: An Active car can pass the car imme
diately in front of it on the same Section by playing an appropri
ate ~ card against it. By attacking, it passes the target regard
less of the outcome. An attack played against a camouflaged tar
get has no effect on either car but still allows the Active car to 
pass and the "target" to counterattack. A counterattack played by 
a non-Active player has no passing value. 

6.43 NON-ATTACK PASSES: An Active car may play an eligi
ble attack card solely to pass without resolving the attack. This is 
the only way a Ram or Sideswipe can be used to pass a stopped 
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car because a stopped car cannot be attacked by those cards. 
Ignoring an attack opportunity does not prevent the passed car 
from using that opportunity to counterattack. The passing car 
must declare whether it will attack before passing and may not 
change that action even if the passed car decides to counterat
tack. Players may make agreements not to attack one another, but 
such pacts are unenforceable. 

6.44 VOIDING A PASS: A car being passed may play a red 
"Move I" card during an opponent's turn to negate the oppo
nent's passing attempt. This does not stop a passing attack from 
being made, but does prevent the attacker from passing as a 
direct result of that attack. A defensive "Move I" play cancels 
only one value of a Multi-value Move card. 

6.5 ATTACKS: The Active car can attack any adjacent car by 
playing an appropriate black ~ card, drawing (and discarding) 
the next card from the Draw pile to check the "~" column of 
that Number Line, and applying the resulting number to that 
card's Attack Table. A non-Active car can attack an Active car 
only while being passed (or attacked), and only once for each 
card (Move or attack) played by the Active car. The passer's 
attack is resolved first, but that attack and any resulting counter
attack is considered simultaneous and resolved regardless of the 
consequences of either attack. 

6.51 COUNTERATTACK REACTION: The Active car may play 
a "Swerve" or "Firm Shoulders" card in reaction to a counterat
tack, but only one. The passer's response to a counterattack does 
not allow the passed car to play another card in return. 

6.6 STOPPING: Cars may stop voluntarily, or be forced to stop by 
Events or attack results. Moving cars remain in motion even if 
they take no action during their turn, unless they are flipped to 
their back (stopped) side. Stopping is not an action and does not 
inhibit discard or draw capabilities. If a car stops during its Action 
Phase, it can take no further action during that Action Phase. A car 
that stops during the Event Phase may still camouflage itself 
(Event J), siphon gas (Event A), or make repairs (Event R) during 
that Event Phase. A car that stops during the Event Phase may start 
and/or take other actions in its Action Phase. 

6.61 AUTO MA TIC PASS: An already 11
• car that starts its 

Action Phase directly behind a stopped car(s) on the same Sec
tion passes it without a Move or Attack (even if on a Narrow 
Road) unless it stops or opts to pass with an Attack card instead 
at the start of its Action Phase. However, the passer is subject to 
normal counterattacks by each passed car as it passes. Once the 
passing car enters a new Section or moves behind a 11• car, it 
may no longer automatically pass stopped cars in that turn. 

6.62 RESTING: A car that begins its Action Phase already 
stopped and takes no action in that phase (including the automat
ic repair/refuel of a Rest Stop) may discard any number of cards 
during its Discard Phase and refill its hand completely in its 
Draw Phase (up to its present Hand Capacity). 

6.63 OUT OF GAS: A car which runs out of fuel must stop. On 
the next turn it may rest (6.62), discard, forage (6.72), or play a 
Siphon Gas card. It may not move forward without fuel. To for
age, it must first play a @ card to restart. 

6.7 REST STOPS: A Section containing 
a Rest Stop offers an opportunity to refu
el and repair. A car that stops in a Rest 
Stop Section on the FIRST turn it 
entered that Section is considered at the 
Rest Stop. Mark it with a Rest Stop 

marker. Every turn it begins and ends its turn stopped at the 
same Rest Stop, it may remove one Mechanical problem ( /) 
OR one Damage point in addition to discarding, playing and 
drawing cards normally, and completely refueling. A car at a 
Rest Stop may play cards such as "Tool Kit" to make additional 
repairs in excess of the automatic repair benefit of the Rest Stop, 
but may not draw for additional repairs due to the "sole action" 
restriction of Roadside Repairs (7.4). The automatic repair/refu
el functions of a Rest Stop do not reduce the number of cards a 
player may draw in his Draw Phase. A car at a Rest Stop can 



attack and be attacked normally. All Side Roads, including Box 
Canyons, contain Rest Stops. 

6.71 SIDE ROADS: No Exit draw is required to enter a Side 
Road, but a successful Exit draw is required to leave one. A car 
must play a Move card to attempt re-entry of the main Section, 
and if successful will expend fuel normally. Normal "Time-on
Road" modifiers for the Road Log will accrue for turns spent • 
on a Side Road, but are usable only to exit that Side Road back 
onto the main Section. 

A Side Road is returned to the Discard pile as soon as its 
occupant returns to the main course. Only the car that played a 
Side Road may enter it. Cars on Side Roads may not attack or be 
attacked. 

A Side Road is an extension of the Section to which it is con
nected. A car on a Side Road is behind all cars on the Section to 
which that Side Road is connected, but is not considered a Trail
er to them. If all cars on a Section are on Side Roads, the leader 
on that Section is the car with the most "Time on Road" on its 
Side Road. If still tied, the leader is the lowest-numbered car on 
that Section's Side Roads. 

6.72 FORAGING: A player in need of fuel and/or repairs who 
does not wish to follow the existing course to reach the next Rest 
Stop may play a "Move/Road" card from his hand to automati
cally form and enter a Side Road perpendicular to the currently 
occupied Section. There is no fuel cost to enter a Side Road (see 
7.2). The car then stops and refuels/repairs normally as if it were 
at a Rest Stop. 

DAMAGE TABLE 

Damage incurred on the Damage Table does not require additional 
draws on the "./" column. Each time a car is required to "./", it must 
draw a card and check the "./" column of its Number Line to find a 
number to apply to the Damage Table. If the ./ was caused by taking 
Damage, subtract one from the"./" column number. 

7. DAMAGE & REPAIRS: 

[l] 7.1 CONTROL PANEL: Each car's mechanical prob
lems are summarized on its Control Panel with the aid 
of markers. If a" / " marker is placed on a Mechanical 
Problems box on the Control Panel, those penalties 

apply to the car until it is repaired and the / marker is removed. 

11 7.2 FUEL USAGE: Fuel use is recorded by moving 
each car's Fuel Gauge marker down the corresponding 
column one box for each value of the Section just exit
ed (one, two, three or four). When a car runs out of 

fuel, it stops. On subsequent turns it must rest, siphon gas, dis
card, or forage for fuel (as per 6.72). A car that cannot expend all 
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the fuel required to exit a Section may not leave it except by for
aging on a Side Road. 

m 7.3 DAMAGE: For each point of Damage a car suf
fers, its Hand Size is immediately reduced by one and 
the car must make a draw on the ./ column and apply 
the resulting number with a -1 modification to the 

Damage Table to check for additional problems. Further Damage 
caused by the Damage Table does not require another draw on 
the Damage Table. Record any / by placing a / marker on the 
proper Control Panel box. If a car already with a Mechanical 
Problem draws an identical /, it must draw again until it obtains 
a different /. 

A player whose maximum Hand Size has been decreased 
beneath his current Hand Size must immediately have an oppo
nent randomly draw and discard the excess card(s) from his hand. 

7.4 ROADSIDE REPAIRS: Already 
stopped cars may attempt emergency 
roadside repairs without Rest Stops or 
repair cards by declaring a Repair 
Attempt as the only action of their 
Action Phase. This attempt does not 

inhibit Draw or Discard capabilities. Repair attempts are success
ful on a Repair draw ~ "4" on the "R" column. Each successful 
Repair corrects one / of the driver's choice or removes one 
Damage point. 

For each failed repair attempt, the driver is given a "Repairs 
+ l" draw modifier marker which he uses to modify subsequent 
Repair draws. If the subsequent Repair draw also fails, the 
Repairs marker is flipped to its "+2" side for the next attempt. A 
Repair draw can never be modified by more than +2, but that 
same modifier may be used any number of times. The Repairs 
marker is discarded when a repair is successfully completed or 
the car •. A Repairs marker does not have to be used on the 
same Repair job for which it was obtained. 

7.5 ELIMINATION: A car with seven Damage points is elimi
nated. The player may continue in the race by starting over with 
a new car from the original start line on his next tum. 

8. EVENTS: 

l 
8.1 LEADER PAWN: Once each player has taken a turn, 
there is an Event draw (5.1) at the start of the current lead
er's turn and that player places--the pawn at the top of his 

Control Panel to mark his status as the current leader. The pawn 
is passed to whoever passes him to become the new leader. The 
pawn is a visible reminder of the leader's responsibility to check 
the Event draw. If the leader takes his complete turn without 
making the Event draw, there is no Event. However, if any play
er calls for the missed Event draw before the leader finishes his 
turn, the Event must be drawn and applied immediately after the 
leader finishes his turn. 

8.2 APPLICABILITY: If an Event is listed as being applicable to 
"• car in # position", a subsequent draw is often required to 
determine the 1• car to which it applies. Determine how many 1• 

cars are in play and consult that column on the Number Line of 
the next draw to determine which of the • cars is affected. The 
draw refers to the current position of the car relative to the other 
• cars-not to its printed number or overall position in the race. 

8.3 NIGHT: Night rules apply once any 
player draws a card from the third deck. 
Daylight returns once any player draws a 
card from the fourth deck. Thereafter, 
Night rules apply during every third deck 
played. During Night Draw Phases, an 

Active• car can normally draw a maximum of two cards per tum 
(stopped cars may still normally draw up to three cards per tum or 
fill their hands if resting; 6.62). All attack draws except Tire 
Spikes are modified by subtracting one at night. Landmarks do not 
modify Exit draws at night. Place the properly numbered Deck 
marker next to the Draw pile as a reminder of the current deck. 
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8.4 WEATHER (•): If a Weather 
Event is drawn, place the appropriate 
Weather Event marker to the left of the 
leader's current Section until cleared. 
That Weather condition remains in 
effect on the stated Section (only) until 

another Weather Event is drawn or that Section is removed due 
to having been passed by all cars. If any Weather Event is 
drawn while another Weather Event is already in effect, the 
new Weather Event cancels the original Weather without going 
into effect itself! 

_. Narrow Road 8.5 NARROW ROAD: This Event occurs 
only to a 11

• car. It means that the listed 
car finds itself on a portion of its current 
Section that limits maneuverability. 
Mark that car with a "Narrow Road" 
marker. To attempt to pass a ,,.. car (or to 

Doubles passing require
meni 6y7against this• 

car. Adds "I" to any Hub
cap-Blade/fire-Spikes 

attack by/against lhis car. 

be passed while 11•) on a Narrow Road requires an extra Move 
value or attack. For example, passing on a Narrow Road would 
require the play of two "Move l" cards, or both values of a 
"Move 2" card, or an Attack card and a Move value, or two 
Attacks. A car passing with two Attacks resolves both, unless the 
first causes either car to stop. 

The passed car can respond with a reaction card of its own to 
each card played to pass it. Therefore, if playing two cards, the 
passer should play them separately so that the passed car can 
respond to each individually. Pass attempts are not cumulative 
from turn to turn. A red "Move l" play would cancel the passing 
effect of only one passing attempt-leaving the second to be 
combined with yet another passing attempt that turn to complete 
the pass. 

Hubcap Blades and Tire Spikes attacks occurring on a Narrow 
Road add one to their attack draw by/against the car. A car with a 
"Narrow Road" marker passing another car with a "Narrow 
Road" marker does not incur additional penalties. 

..- Wide Road 8.6 WIDE ROAD: This Event occurs 
only to a 11• car. It means that the listed 
car finds itself on a portion of its current 
Section that has split into a divided high
way so that the car can pass or be passed 
without being seen. Mark that car with a 

This car can pass or be 
passed without allowing 

any counterattack opportu
nity as long as lhe passer 

does not attack. 

"Wide Road" marker. A car can pass on a Wide Road in the nor
mal manner, at the option of the passer. However, if the passer 
opts to pass without attacking (whether with a Move or Attack 
card) he cannot be counterattacked as a result of that pass as he is 
assumed to have passed out of the other car's sight on the other 
side of the divided highway. If the passer elects to attack on a 
Wide Road, he may be counterattacked normally. 

8.7 NARROW/WIDE ROAD DURATION: A car remains 
marked with a "Narrow/Wide Road" marker until: 

•another "Narrow/Wide Road" Event is drawn for that car; or 
• the car is passed while • (but not via a Shortcut); or 
• the car passes another• car (not via a Shortcut); or 
• the car enters a new Section. 

"Narrow/Wide Road" Events act as toggle switches. Any car 
on a Narrow or Wide Road which is affected by either Event 
returns to a normal road by removal of its previous 
"Narrow/Wide Road" marker. Similiarly, if a "Narrow Road" car 
attempts to pass a "Wide Road" car (or vice-versa), both Road 
markers are removed before the pass attempt. 

8.8 FIRST-CHOICE EVENTS: The "Abandoned Car", "Repair 
Truck", "Shortcut" and "Hiding Place" Events can be used by only 
one car during each occurence. If the first eligible car declines the 
opportunity offered by the Event, that opportunity passes to the next 
eligible car. A car could stop to use the "Abandoned Car" or "Repair 
Truck" even if it does not need to refuel/repair, so as to deprive the 
next car of the opportunity to do so. ~ . ' 

; 1 ~ 
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9. MISCELLANEOUS 
CamQlegea 
Remove when car• or 

•

May notbe_.... 
ay be subjecw> 

a11a3can-
not be d . 

9.1 CAMOUFLAGE: This marker pro
tects a car from all attacks (including 
Theft, Siphon Gas, and Sabotage) . It 
may be placed in the same Action Phase 
after a car has voluntarily stopped. If a 
camouflaged car attacks, it los~s its cam

ouflage after voiding any counterattack prompted by its attack. 

9.2 SMOKE SCREEN/MULTIPLE MOVES: When a Smoke 
Screen is played in reaction to an attack/passing attempt, that 
attack/passing attempt fails automatically and both cards (even a 
Multi-Value Move card) are discarded. However, this does not 
prevent the passer from attempting to pass again in the same turn 
with another Attack/Move card. 

9.3 FATE: The Fate card must be played before any applicable 
draw or play of a subsequent card. However, on occasion, a play
er will play cards in combinations that affect each other (e.g., a 
Move card with a Landmark card); if a Fate card is then played 
to negate the Move card, the Landmark card must be returned to 
the owner's hand as if it had never been played. 

9.4 SIDESWIPE: If unable to "lose one random card" because he has 
none, the defender must take one Damage instead 

9.5 PURPOSE OF ACTION: Each card played must attempt to fulfill 
its function. A card cannot be played in the Action Phase solely to 
remove it from the hand. For example, a player cannot play a Swerve 
card without being attacked (or dodging some Event road hazard). 

9.6 SIPHON GAS: If a "Siphon Gas" card is played against an adja
cent stopped car, that car loses an amount of gas equal to that gained 
by the siphoning car. If the siphoned car has only one fuel box left, 
the siphoning car can gain only one fuel box. A "Siphon Gas" card 
can be played without affecting an adjacent car, in which case it is 
assumed to be used against an abandoned car not belonging to one of 
the players. 

9.7 TRADING: Any two Adjacent stopped cars may trade cards dur
ing one of their Action Phases. Trades do not have to involve an even 
exchange of cards and can include future considerations such as 
promises of safe passage for a certain number of Sections. However, 
such agreements can be violated at any time without penalty. 

9.8 LANDMARK: A Landmark cannot modify Exit draws at night, 
but may modify as many Exit draws as a car can attempt in its turn. 

I 

OPTIONAL RULES 
10. CAR UPGRADES 

~ 
10.1 DRAFTING UPGRADES: Modifica-

0 tions can be made to cars. No Upgrade can = be owned by more than one player at a 
time. Once selected, it is no longer avail

able to be chosen by another player in that race. Players take 
turns "drafting" Upgrades in reverse order of their car's number 
before play begins. 

10.2 REVERSE DRAFT: If all players wish to start with two 
Upgrades, each player selects one item and then the order of the 
draft is reversed with the player who got first choice of the initial 
Upgrade getting last choice of the second Upgrade. Thus, in a 
six-player draft the player selecting last (car #1) would have the 
sixth and seventh selections; the player picking second (car #5) 
would have the second and eleventh choices, etc. Players have a 
total of five points to spend on their Upgrades in a Reverse Draft. 

10.3 VALUE: The number listed on the back of each Upgrade 
marker and in brackets "(2]" in the following description is the 
relative worth and cost in Victory Points of each Upgrade when 
purchased in a Campaign Game (see 11.2) or Reverse Draft. 

A. COMPUTER GUIDANCE SYSTEM (4): This device increas
es a car's normal Hand Capacity by one. 

B. HOMING BEACON (2): This device voids "Box Canyon", 
"Changed Road Sign", and "Lost" Events. 



C. AUTO PILOT RADAR [I]: This device voids "Fog" effects 
and any opposing "Smoke Screen". 

D. BURGLAR ALARM [!]: This device negates all "Theft", 
"Siphon Gas", and "Sabotage" cards played against this car. 

E. POWER RAM [3]: This electronically powered battering ram 
adds + 1 to all "Ram" and "Sideswipe" attacks by this car. 

F. CRUISE CONTROL [3]: This device allows a car to use each 
of the remaining values of a Multi-value Move card for an Exit 
draw instead of the normal one Exit draw per Move card. 

G. RESERVE TANK [l]: This vehicle contains a reserve fuel tank 
which allows it to reset its Fuel Gauge at 1h when it reaches empty 
for the first time. Flip the marker to the reverse side once this reserve 
tank has been used. The marker can be flipped back to its front side 
once the vehicle is fully refueled normally. A Fuel Leak has no effect 
on the Reserve Tank unless the Reserve Tank marker is already 
flipped to its reverse side. 

H. SUPERCHARGER [3]: This Engine accessory allows an 
increase of one Move Value to any Move card it plays and/or 
Exit draw it takes, but costs one additional fuel per turn it is 
used. To claim the +I benefit, its use must be declared before 
attempting an Exit draw. 

I. ROTOR (2]: This device converts the car into a mini-copter 
capable of short-distance flight. It negates all "Narrow Road" 
restrictions hindering its own passing attempts, the "Drawbridge" 
event, and opposing "Tire Spikes" attacks. 

J. CLOAKING DEVICE [3]: This car may use an extra Move 
value to pass free of counterattack. The extra "Move value" used 
to activate the Cloaking Device may not be an Attack card. A 
cloaked pass must be declared before the passed car reacts. 

K. CONTINUER [2]: This Upgrade allows a car to continue its 
Action Phase even after it stops. A @ card is required to start 
again. 

L. JUMP START (1): This device allows a stopped car to use one 
value of a Multi-Move card to start and retain the remaining val
ues of that card for passing and/or an Exit draw during that turn. 

M. AUTO ST ART [2]: A stopped car with this device may start 
automatically without playing a @ card. 

N. 4-WHEEL DRIVE [2]: This vehicle may add 1 to its Exit 
draw when exiting a Road 3/4 Section or one affected by Snow. 
It does not "ti" for Shortcuts. 

0 . INFRA-RED GOGGLES [2]: Improved Night Vision voids 
the - 1 Night penalty for attacks by this car and the reduced maxi
mum Draw limit for • cars. It also voids the "Headlights Out" 
I effect for this car. 

P. POWER BRAKES [2]: This accessory doubles the "Swerve" 
modification to opposing attacks to -2 and ignores "Roadkill" 
Events without discarding a "Swerve", provided its car does not 
have "Worn Brakes / ". 

Q. AMPHIBIAN [2]: This quickly transforms the vehicle into a 
boat capable of crossing rivers. It uses one less fuel when exiting 
a Road 2 Section and adds one to the Exit draw when leaving a 
Road 2 section. It also ignores the "Flooded Road" and "Draw
bridge" Events. 

R. STABILIZER [4]: This car may draw one extra card per Draw 
Phase so long as it does not exceed its Hand Capacity. 

S. REPAIR KIT [2]: This car has a permanent +I Repair marker. 
If it fails its first repair draw, the marker flips to the +2 modifier 
side where it remains until a repair is completed or the car 
moves. It gets a total modifier of +2 for a Tire Change on the 
first try and, if unsuccessful, +3 (automatic) on its second Tire 
Change attempt. No other I repair modifier ever exceeds +2. 

T. MORTAR (2]: This modified Grenade Launcher allows Hand 
Grenade attacks by stopped cars as well as • ones, and also 
allows attacks vs the Adjacent car ahead of the firer-thereby 
making it useful as a Passing card. 

U. 20mm TURRET [2]: This improved weaponry adds +l to all 
Machine Gun attacks by its owner. It also allows Machine Gun 
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attacks to be made while stopped against any Adjacent target. 

V. TRACTION TIRES [l]: This vehicle ignores "Ice Patch" and 
"Oil Spill" Events as well as all "Spinouts". 

W. RUN-FLAT TIRES [3]: These puncture-proof tires void all 
Flat Tire results. 

X. ASSISTANT DRIVER [2]: This car does not suffer the 
reduced Maximum Draw limit for 11

• cars at night (8.3), and may 
use Assault Rifle cards while • . 

Y. ARMOR [4]: This radically enhanced body design subtracts 
one from all "Assault Rifle", "Machine Gun", "Hand Grenade", 
"Sideswipe" and "Ram" attacks against it. 

Z. NUCLEAR FUEL CELL [4] : This allows a car to ignore all 
fuel requirements. However, if a "Fuel Leak / "develops. the car 
suffers one Damage point per turn at the end of each turn until it 
is repaired, starting with the turn after the Fuel Leak occurs. 

10.4 LOSING UPGRADES: A car with an existing / problem 
(other than a Flat Tire) which incurs the same / problem again must 
lose an Upgrade if it has one. If it has no Upgrade to lose, it draws 
again on the / Column to determine a new / problem. A car with 
more than one Upgrade must lose the Upgrade with the lowest alpha
ID (i.e., a car with any other Upgrade and the Nuclear Fuel Cell (Z) 
must lose the other Upgrade before losing the Fuel Cell). 

Upgrades cannot be repaired. Once lost, they are returned to the 
pool of available Upgrades to be bought/drafted before the next race. 

11. CAMPAIGN CIRCUIT 
11.1 DURATION: A Campaign Game consists of multiple races 
by the same group of drivers. A player earns one Victory Point 
for each Section it has entered minus one Victory Point for each 
car that finishes ahead of it. The Campaign Game lasts until a 
player wins the last race and has at least 20 Victory Points. 
EXAMPLE: The winner of an 8-Section race would always receive eight Victory 
Points. If there were two other cars on each of the sixth and seventh Sections, and a 
sixth car on the fifth Section, the score would be: 8, 6, 5, 3, 2, and 0. 

11.2 CAR UPGRADES: After each race, each driver - begin
ning with the player who finished last in that race - may declare 
expenditure of as many of his Victory Points as he wishes to buy 
one Upgrade for his car. The player finishing next-to-last pur
chases next, and so on. Purchase prices are listed on the back of 
each Upgrade marker. No Upgrade may be owned simultaneously 
by more than one car. A driver may purchase one additional 
Upgrade after each race if he has enough Victory Points to spend. 
Once purchased, car Upgrades can be voluntarily returned for 
half value (fractions rounded down). Victory Points gained for 
the return of Upgrades count toward victory totals. Regardless of 
penalties, a player's Campaign Game total can never be less than 
zero. However, a car can be forced to return Upgrades to pay for 
negative Victory Point totals incurred in the last race if it has 
insufficient unspent Victory Points remaining to pay the penalty. 

11.3 POLE POSITION: Between races, drivers can not change 
cars or starting positions regardless of their finish in each race or 
their place in the overall standings. However, the first race of a 
Circuit does start with a possible purchase of one Upgrade by 
each car, with cars selecting in reverse order of their car num
bers. Each car begins the Circuit with two Victory Points to 
spend. 

12. TEAMS 
12.1 COMPOSITION: If there is an even number of players, they 
may form teams of two players per car. The Driver keeps the 
Control Panel in front of him and records the current status of the 
car. The other player becomes the Assistant Driver. Players may 
discuss their strategy but may not actually show the cards in their 
hands to one another unless· passing cards or changing drivers 
( 12.4-.5). 

12.2 SEA TING: All Drivers are seated in clockwise order 
around the table in order of their car's printed number (from 
lowest to highest). All Assistant Drivers are then seated in 



clockwise order around the remainder of the table, again in the 
order of their car number. 

12.3 ROLES: Both partners control their car and move it normal
ly in their respective individual turns with the following excep
tions: 

12.31 REACTIONS: When a car is passed or attacked, only the 
player of the passed/attacked car closest to the passer in clock
wise direction around the table may play cards in defense .. Any 
player may play a "Fate" or "Box Canyon" card at any time. 

12.32 ASSISTANT DRIVER: The Assistant Driver may play the 
Assault Rifle card even while the car is moving. 

12.4 PASS/ORA W: Partners may substitute the ability to draw a 
card for the ability to pass a card to their partner. Players may 
use any combination of draws/passes that does not exceed their 
Draw capabilities or Hand Capacities. 
EXAMPLE: Player X has six cards. He plays no cards during his Action Phase. He 
is allowed to draw th.ree cards, but due to a Hand Capacity of 7 can draw only one 
unless he passes one to his partner (assuming his partner·s hand is not already full). 
So, he draws a card to fill his hand, passes one of 1he seven 10 his partner. and then 
draws another card to fill his hand-using all three of his Draw/Pass options. 

12.5 CHANGING DRIVERS: Partners may switch roles if their 
car begins its turn stopped and the Active player first plays a @ 
card to get the car started again. The previous Driver gives the 
Control Panel to his partner and becomes the Assistant Driver. 
The Active player then takes their combined hands, keeps as 
many cards as he wishes (up to the maximum Hand Capacity of 
their car), and returns the rest to his partner. 

i2.6 EVENTS: Only the player with the Pawn draws for Random 
Events. When the leader is passed, he gives the Pawn to the 
Active player who passed him. Only that player, not his partner, 
can draw the next Random Event-even if they switch drivers. 

DECK INVENTORY 
One Roadkill game should contain 

the following number of each card type: 

12 Black Move/Road I 4 Spare Tire 
7 Black Move/Road 2 2 Camouflage 
3 Black Move/Road 3 8 Landmark 
l Black Move/Road 4 3 Red Line 
3 Reststop Move/Road I 12 Swerve 
2 Reststop Move/Road 2 5 Sideswipe 
1 Reststop Move/Road 3 5 Ram 
7 Black/Red Move/Road 1 4 Hubcap Blades 
I Changed Road Sign 5 Grenade 
2 Theft I Fate 
2 Sabotage 5 Machine Gun 
3 No Doze 4 Firm Shoulder 
3 Tool Kit 5 Smoke Screen 
3 Spare Parts 3 Tire Spikes 
2 Road Map 1 Box Canyon 
2 Shortcut 3 Assault Rifle 
3 Siphon Gas I Great Reflexes 
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COVER ART: C. Brent Ferguson 
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THE GENERAL 
Now that you know how to play the game, the next problem is 
probably who to play. We can help you with that only through 
your subscription to our bimonthly gaming journal. In THE 
GENERAL you'll not only discover all there is to know about 
this game, but will also learn about our dozens of other exciting 
simulation games. Every full-color issue is filled with 64 pages 
of the best strategy and tactics articles on Avalon Hill and Vic
tory Games. Look at all THE GENERAL offers: 

SERIES REPLAYS: Follow the course of an entire game 
played out move-by-move in our pages-amply illustrated and 
accompanied by commentary by a recognized expert. 

HISTORY: Curious about the events portrayed in the game? 
GENERAL articles are the only way to see inside the heads of 
our designers to see what parallels they've drawn to real life 
events. 

VARIANTS: Tired of the same old game? Chances are that 
we've printed numerous variations on this game, as well as many 
others in the pages of THE GENERAL. Many are accompanied by 
a sheet of die-cut counters-all FREE to subscribers-to enhance 
your enjoyment. Many of our games have had more scenarios 
printed in THE GENERAL than in the game itself. 

WHAT'S HAPPENING: Each issue is your vantage point on 
the broader spectrum of simulation games as we discuss devel
opments in the hobby. Regional game conventions are listed 
regularly along with news of interest to Avalon Hill gamers. 
And, of course, no one hears about the new games from A val on 
Hill faster than a subscriber who sees them coming and going 
with details on upcoming games in our Previews column. full 
page advertisements when they're ready for release. and feature 
coverage a year later. 

QUESTIONS & ANSWERS: In our Question Box column 
you'll find the only official source of commonly asked ques
tions and answers about Avalon Hill games. Be sure to get the 
issue featuring this game for answers to any questions that have 
been generated to date. 

PRODUCT REVIEWS: If you're interested in other games, 
you can check them out in the READER's BUYERS GUIDE. 
The RBG is a game review compiled by our combined reader
ship-the people who actually play the games-not a self
appointed critic. Realism, complexity, components, play bal
ance and playing time are only a few of the categories rated in 
the RBG. 

VALUE: Each issue contains a coupon good for $1.00 off the 
postage charges of mail order purchases. Since its inception in 
J 964, THE GENERAL bas stood the test of time. It remains by 
far the oldest and most stable periodical devoted to simulation 
gaming. And its subscription rates remain the best value. 
Increase your enjoyment of this and our other games with a sub
scription. See the Parts List enclosed with your new game for 
prices or call Toll Free 1-800-999-3222 to place an order with 
any major credit card; or FAX it to: 410-254-0991. 

AVALONCON is the National boardgaming championships 
for Avalon Hill games. Tournament competition can be gru
eling and rewarding, but there are also less intense gaming 
events and demonstration games suitable for every age and 
skill level. The latest information updates and event details 
are included in the AVALONCON bulletin, which is sent with 
every subscriber issue of THE GENERAL magazine, along 
with player ratings, championship match reports and details 
of postal matches played around the world. To find out more, 
subscribe to THE GENERAL or, for a sample bulletin, send a 
stamped, self-addressed envelope with a request for the latest 
AVALONCON bulletin. 



J. EVENT: APPLIES TO: CONSEQUENCES: 
A Abandoned Car 11

• Car in # Position 
The indicated• car may stop now and siphon enough gas to advance its 
Fuel Gauge four spaces. If declined, the next • car may do so, and so on. 

B Blond Hitchhiker Lead Car The lead car must stop and move its Road Log marker one box to the left. 

c Spinout 11• Car in # Position 
The indicated 1• car must stop and move its Road Log marker one box 

to the left, unless it discards a@ card. 

D Drawbridge Up 11• Car in # Position 
The indicated car must either stop and move its Road Log marker one box to 
the left, or jump the Drawbridge. To jump, check ./ column with a -2 modifier. 

E Flooded Road All Cars Any cars on the lead "2" Section must stop and move their 
on Lead "2" Section Road Log marker one box to the left while a detour is created. 

F Flat Tire 11• Car in # Position The indicated • car must stop. It may not move again until repaired. 

G Fog .- Lead Section 
Remove any existing Weather condition anywhere on the course. 

If none, place the Fog marker on the lead Section. 

H Head Winds All 11• Cars All • cars must move their Road Log marker one box to the left. 

I Ice Patch 
11•Cars All 1• cars on the lead Section unable to discard a @ card 

on Lead Section must check the ./ column with a -1 modifier. 

J Hiding Place 11• Car in # Position 
The indicated• car spots a hiding place and may stop now and receive a 
free Camouflage marker. If declined, the next• car may do so, and so on. 

K Rockslide All Cars on Lead "3" Each car on the lead "3" or "4" Section (if any) 
or "4" Section must take one Damage unless it discards a * card. 

L Lost 11
• Car in # Position 

The indicated ·• car must discard cards equal to a draw on the / column. 
If unable to do so, lose all cards, one fuel, and stop. 

M I Problem 11• Car in # Position 
The indicated 1• car must draw on the / column and find the result 

on its Control Panel to determine the nature of its Mechanical Problem. 

N Narrow Road • 11• Car in # Position 
Place a "Narrow Road" marker on the indicated • car, 

or remove any "Narrow Road" or "Wide Road" marker already on it. 

0 Oil Spill All 11• Cars Each • car on the lead Section unable to discard a @ card 
on Lead Section must check the ./ column with a -1 modifier. 

p Slipstreaming 11• Car in # Position 
The indicated • car may now pass the Adjacent • car in front of it free of attack. 
If not directly behind a • car, the opportunity passes to the next eligible car. 

Q Heavy Rain• Lead Section 
Remove any existing Weather condition anywhere on the course. 

If none, place the Heavy Rain marker on the lead Section. 

R Repair Truck 11• Car in # Position 
The indicated• car may stop now and repair one Damage or / automatically. 

If declined, the next~ car may do so, and so on. 

s Shortcut 11
• Car in # Position 

The indicated 1• car may pass cars equal to the value of its current Section 
after making a ./. If declined, the next• car may do so, and so on. 

T Tail Winds All 11• Cars All • cars move their "Road Log" marker one space to the right. 

u Snow• Lead Section 
Remove any existing Weather condition anywhere on the course. 

If none, place the Snow marker on the lead Section. 

v TV Interview Lone Lead Car 
If the lead car is alone on its Section, it must stop and move 

its Road Log status one box to the left. 

w WideRoad c ... 11• Car in # Position 
Place a "Wide Road" marker on the indicated • car, 

or remove any "Narrow Road" or "Wide Road" marker already on it. 

x Large Roadkill 
11
• Cars The first • car (starting with the leader and working backwards) 

on Lead Section unable to discard a "Swerve" must ./ with a -1 modifier. 

y Roadkill 
11
• Cars The first • car (starting with the leader and working backwards) 

on Lead Section unable to discard a "Swerve" must ./. 

z Small Roadkill 
11

• Cars The first 1• car (starting with the leader and working backwards) 

on Lead Section unable to discard a "Swerve" must ./ with a + l modifier. 

,.. Toggle Switch: Cancels previous related effects without creating any of its own. This is a Continuous-Effect Event; place appropriate marker on affected car or Section. 

© 1992 •The Avalon Hill Game Company• DIVISION OF MONARCH AVALON, INC• 6440001 
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OPTIONAL CAR UPGRADES 
A. Computer Guidance System: Increases 
Hand Capacity by one. 
B. Homing Beacon: Voids .. Box Canyon". 
··changed Road Sign". and .. Lost'" Events. 
C. Auto Pilot: Voids Fog & Smoke Screens. 
D. Burglar Alarm: Voids all Theft. Siphon 
Gas. and Sabotage attempts versus thi s car. 
E. Power Ram: Adds + I to all Ram and 
Sideswipe attacks by this car. 
F. Cruise Control: Allows one draw for 
each Move value played to exit Section. 
G. Reserve Tank: Adds 1h tank of fuel 
when tank is empty. Refill when car refuels. 
H. Supercharger: Increases all Move 
Value & Exit draws by o ne. at cost of one 
ex tra fuel per turn used. 
I. Rotor: Voids Tire Spikes attacks. as well 
as ··Drawbridge'" and .. Narrow Road .. Events. 
J . Cloaking Device: May pass without 
counterattack by using extra Move value. 
K. Continuer: Cominues Action Phase 
after stopping. 
L. Jump Start: Multi-value Move cards 
can be used to both start and move. 
M. Auto Start: Starts car without a @ card. 
N. Four-Wheel Drive: Adds one to Section 
3. 4. or Snow Exit draw. Voids Shortcut .I. 
0. Infra-Red Goggles: Voids Night penalties 
for attacks. draws, and Headlight /. 
P. Power Brakes: Swerves modify opposing 
attacks by - 2. Voids all Roadkill Events. 
Q. Amphibian: Adds one to Section 2 Exit 
draws. Uses one less fuel ex iting Section 2. 
Voids "'Flooded Road" and ··Drawbridge .. 
Events. 
R. Stabilizer: May draw one more card/turn. 
S. Repair Kit: Extra+ I Repair modifier. 
T. Mortar: Allows Grenade attacks by 
stopped car and vs adjacent car ahead. 

::;: co ~ co = ? 5.-

ROADKILL DAMAGE TABLE 
Result Consequences 

Applicable only to• car. Stop, take one 
~1 Crash Damage and draw for / on Control Panel 

unless you discard "Great Reflexes". 

Car must stop. 
2 Flat Tire Place a / marker on the Flat Tire box. 

Car may not move again until repaired. 

I Draw on the I column and check Control 

3 Probl~m Panel for effect. Place a / marker on that 
Control Panel box until repaired. 

Applicable only to• car. Stop and take 
4 Ditched one Damage unless you discard 

"Firm Shoulders" or "Great Reflexes". 

Applicable only to • car. Stop and move 
5 Spin out Road Log marker one box to the left 

unless you discard a "@" card. 

;::: 6 No Effect 
Damage incurred on the Damage Table does not require additional 
draws on the '',/" column. Each time a car is required to "./ .. , it must 
draw a card and check the "./" column of its Number Lint:: to find a 
number to apply to the Damage Table. If the ./ was caused by taking 
Damage, subtract one from the"./" column number. 

U. 20mm Turret : Adds +I to Machine Gun attacks. May attack while stopped. 
V. Traction Tires: Voids Ice Patch. Oil Spill. and Spinouts. 
W. Run-Flat Tires: Voids all Flat Tire results. 
X. Assistant Driver: Voids Night Draw penalty and allows use of Assault Rifle while ... 
Y. Armor: - 1 to opposing Machine Gun. Grenade. Rifle. Ram and Sideswipe attacks. 
Z. Nuclear Fuel Cell : Needs no fuel, but Fuel Leak causes one Damage/tum till repaired. 
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yr_;r - Y'..:(J 
ASSAULT RIFLE 

Attack any adjacent, active car. 
1,2: No effect 

3: Target .I 
4,5: Target takes one Damage 

Voids Theft. Sabotage & Siphon Gas 

::f-A .t23R~/7 s 90 .l :K4 
>"..:(J 8 l 2 3 4 5 7 7 2 9 0 Y'..:(J 
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yrjr - yr_;r 
ASSAULT RIFLE 

Attack any adjacent, active car. 
1.2: No effect 

3: Target .I 
4,5: Target takes one Damage 

Voids Theft, Sabotage & Siphon Gas 

:iQ:;t .12 3 R~ /7 8 9 0 .l :iQ:;t 
Y'..:(J 8 I 3 I 2 3 5 5 9 7 0 ~ 

r ~ · ~ Y ~ · ~ 
CAMOUFLAGE CAMOUFLAGE 

. ( 

May be placed in same phase 
following a voluntary stop. May not 

be attacked. Keep Camouflage 
marker until you move/attack. 

~ .t2 3 R'9J /7 8 9 0 .l 6iilt 
W s 1 13s161 1s1W 

* • * SABOTAGE 

Place Sabotage marker 
on adjacent stopped car. 

.t2 3 R~ /7 8 90 .l 
8224224852M 

May be placed in same phase 
following a voluntary stop. May not 

be attacked. Keep Camouflage 
marker until you move/attack. 

~.t2 3 R'IJ/7 8 90 .l ~ 
Ws232465694J W 

* • * SABOTAGE 

Place Sabotage marker 
on adjacent stopped car. * .t23R ~ /7 8 90 .l * 

~ 81 ! 3113741M ~ 

r 
:K4 • ** Y'..:(J - yr_;r 
ASSAULT RIFLE 

Attack any adjacent, active car. 
1,2: No effect 

3: Target .I 
4,5: Target takes one Damage 

Voids Theft, Sabotage & Siphon Gas 

:Kfk .t23R ~ /7 8 90 .l :iQ:;t 
Y'.;f' 8 2 I 2 3 4 6 6 I 8 0 Y'.;f' 

* • * CHANGED 
ROAD SIGN 

Place "Changed Road Sign" marker 
on current section. 

~ .t23R~ /7890 .l ~ 
~ 72 14347418L ~ 

~ • ~ 
SIPHON GAS 

Raise Fuel Gauge two spaces. 
Lower opponent's if played 

vs adjacent stopped car. 

6iilt .1 2 3 R~ /7 8 9 0 .l ~ 
CJ/' 4222521250A c::J/" 
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~ • ~ 
SIPHON GAS 

Raise Fuel Gauge two spaces. 
Lower opponent" s if played 

vs adjacent stopped car. 

~1'23 R~ /7 890 J.~ 
CJ/' 3123255727ACJ/' 

r-
~ • ~ 

SPARE PARTS 

Repair any one I . 
~/'23R f? /7 8 90 J. ~ 
Ws2 2232362s 1·W. 

~ • ~ 
SPARE TIRE 

Replace Flat Tire automatically. 

~1'23R~/7890 J.~ 
W s 121354583FW 

~ • ~ 
SIPHON GAS 

Raise Fuel Gauge two spaces. 
Lower opponent's if played 

vs adjacent stopped car. 

~1'2 3 R~ /7 8 90 J.~ 
W4t33 1 3236tAW 

Repair any one I . 
~1'23R~ /7 8 90 J. ~ 
Ws1211s61s11W 

~ • ~ 
SPARE TIRE 

Replace Flat Tire automatically. 

~1'2 3 R~ /789 0 J.~ 
c::I/' 3234366838FW 

~ • ~ 
SPARE PARTS 

Repair any one I . 
~1'23R 'tJ /7 8 90 J. ~ 
Ws1 1 1212s111W 

\ 

~ 

~ • ~ 
SPARE TIRE 

Replace Flat Tire automatically. 

~1'2 3 R 'tJ /7 890 J.~ 
c::I/'4 111 4 17 1 49pl:J/' 

~ • ~ 
SPARE TIRE 

Replace Flat Tire automatically. 

~1'2 3 R ~ /78 90 J.~ 
W 42t4243472Fc:v' 



• THEFT 

Playable vs adjacent stopped car. 
Inspect target's Hand. Take all 

cards or any one other card. discarding 
any (including your original cards) in 

excess of your Hand Capacity. 
~ /23R~/7890 J. ~ 
~ 8121451529R ~ 

r--
-:fl-/< - *4 0'.,;r - 0'-*' 

TIRE SPIKES 

Playable only against passing car. 
I: No effect 

2,3: Target .I 
4,5: Target Flat Tire; .I 

+I on Narrow Road: +I in Fog. Rain. Night 

:k~J23R~/7 8 90 J. 'k4 
0'-*' 8 2 3 2 4 6 2 2 6 4 0 yr~ 

~ • ~ 
TOOLKIT 

Repair one Damage. 

~/23R~/7 8 90 J. ~ 
Ws133434739MW 

r 

l 

• THEFT 

Playable vs adjacent stopped car. 
Inspect target's Hand. Take all @ 

cards or any one other card, discarding 
any (including your original cards) in 

excess of your Hand Capacity. 
~ / 23Rl$/7890 J. ~ 
~ 8232562630R ~ 

Playable only against passing car. 
I: No effect 

2,3: Target .I 
4,5: Target Flat Tire; .I 

+I on Narrow Road: +I in Fog. Rain, Night 

:k:~/23R~/7 8 90 J. :K-4: 
0'-*' 8 I I 3 5 I 3 3 7 5 0 0'-*' 

~ • ~ 
TOOLKIT 

Repair one Damage. 

~/23 R~ /7 8 90 J. ~ 
W s21454584oMW 

*4 - -:fl-/< 
0'-*' - 0'7 

TIRE SPIKES 

Playable only against passing car. 
I: No effect 

2,3: Target .I 
4,5: Target Flat Tire; .I 

+ l on Narrow Road; +I in Fog, Rain. Night 

W;-4: 12 3 R~ /7 8 9 0 J. :K4 
yr-*' 8 I 2 I 3 5 1 1 5 3 0 0'-*' 

~ • ~ 
TOOLKIT 

Repair one Damage. 

.4iPi / 2 3 R~ /7 8 9 0 J. ,4., 
(!/'823416 1496M(!/' 

,--
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I .... I :* 1111.,..- *: I I 

: FIRM SHOULDER I 
I 
I 
I 
I 
I 
I 

Voids "Ditched". Subtracts two from 
"Hubcap Blade"/"Tire Spikes" attack. * /23 R ~ /7 8 90 J. 
~~--111}_1~_2-~~J-~_~J 

-
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I ....._ I :* 1111.,.. * : I ~ I 
FIRM SHOULDER I 

+ Nol a Passing Card + 
Playable vs passer. or by active car 

agains1 adjacent car to lhe rear. 
1,2: No effecl 

I 
I 
I 
I 
I 
I 
I 

3.4: Targe1 ./ : 
5: Targe1 lakes one Damage 1 

1 .:k-4: ,/ 2 3 R t9 / 7 8 9 0 .1 *:t : 
I YJ'...:t' 5 2 2 2 3 2 7 2 8 8 N YJ'...:t' I L----------------------J 

r~~----~~~~-----~~l 
I 

HAND GRENADE : 

+ Nol a Passing Card + 
Playable vs passer, or by active car 

againsl adjacent car to lhe rear. 
1.2: No cffec1 
3.4: Targe1 ./ 

5: Targel lakes one Damage 

I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 

l 

1 .:k-4:.12 3 R t9 /7 8 9 0 .1 *:t 
1 Y!:f> 5 I I I 2 I 6 I 7 7 N Yl'...:t' L----------------------J 

' r----------------------, 
I ....._ I :* 11 11.,.. *: 
FIRM SHOULDER: 

Voids "Di1ched". Subtracts lwo from 
1 "Hubcap Blade"f'Tire Spikes" anack. 1 

:~ ./2 3 R ~ /7 8 9 0 .1 : 

L~--7-~JJ_ L~-'-~ 1_6_~-*J 

+ Nol a Passing Card + 
Playable vs passer, or by ac1ive car 

against adjacent car to the rear. 
1,2: No effec1 
3.4: Targe1 ./ 

5: Targe1 takes one Damage 

1.:k-4: .12 3Rr9 /7 8 9 0 .1 .:k4, 
I Yl'...:t' 5 I 2 3 5 5 4 7 5 5 N Yl'...:t' I L----------------------J 

r~~----~~~~-----~~l 
I 

HAND GRENADE : 
I 
I 
I 
I 
I 
I 
I 
I 
I 

+ Not a Passing Card + 
Playable vs passer, or by ac1ive car 

against adjacent car to the rear. 
1,2: No effect 
3,4: Target ./ 

5: Target takes one Damage 1 

*4.1 2 3 Rt$ /7 8 9 0 .1 .:k4: 
YJ'...:t' 5 2 3 4 I 6 5 8 6 6 N YJ'...:t' I L----------------------J 

r----------------------, 
!* 1111• *' 
: FIRM SHOULDER : 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
: rti;;t;::;;~::.,; 
I 
I 
I 
I 

Voids "Dilched". Sub1rac1s two from 
"Hubcap Blade"f'Tire Spikes" anack. 1 * ./23 Rt$ /78 90 .1 l 
L~--7_~]_:1_;L_§J_!J_8_~-*J 

r----------------------, 
:t$ 1111• :t$! 

I 

HAND GRENADE : 

+ Not a Passing Card + 
Playable vs passer. or by ac1ive car 

agains1 adjaccnl car 10 the rear. 
1,2: No effec1 
3.4: Targe1 ./ 

I 
I 
I 
I 
I 
I 
I 
I 
I 
1 5: Targe1 lakes one Damage 

I 
I 
I 
I 
I 
I 
I 
I 
I 
I 

i*4./2 3 R ~ /7 8 9 0 .1 *:t 
1 Yl'...:t' 4 2 I 2 4 4 3 6 4 4 N YJ'...:t' L----------------------J 

r----------------------, 
I ~\.:k • ~\.;k I 

I~--= 1111 ~--= I 
: '!:t' '!:t' : 

: HUBCAP BLADES: 
I 

: ~ 

Playable only by/versus passing car 
1,2 : No effecl 
3,4: Flat Tire and ./ 

5: Fial Tire and one Damage 
+I on Narrow Road 

,.t4 ./ 2 3 Rt?) /7 8 9 0 .1 *:t 1 
' r'!;t' 4 I I 3 I I 7 3 I I I Yl'...:t' 1 L----------------------J 



{ 

I 
I 

Playable only by/versus passing car 1 

1.2: No effect : 
3,4: Flai Tire and ./ : 

5: Flat Tire and one Damage : 
+ I on Narrow Road 1 

i<:_:!s._ ./ 2 3 R "1J /7 8 9 0 J. ~\:k : 
I i ;r--= ..r,;-i:: I 
I T'..:i;' 4 2 2 4 2 2 I 4 2 2 I T~ I 

L----------------------~ 

r----------------------, 
tJ 1111• ~.$= 

MACHINE GUN 

Playable by/against passing car. 
I: No effect 

2,3: Target ./ 
4,5: Target takes one Damage 

~\:k ./2 3 Rt/J /7 8 9 0 J. ~\:k 
1..r,;-i:: ..r,;-i:: I 
I T'.:i? 6 2 I 4 5 4 2 4 I 0 x T'-*' I 
L----------------------~ 

Playable by/against passing car. 
I: No effect 

2,3: Target ./ 
4,5: Target takes one Damage 

, 'F:_.;t ./ 23R~/7 8 90 J. .:K-4: 1 
I Y".:i;' 6 2 3 2 2 6 4 6 3 2 X Y".:i;' I 
L----------------------~ 

r----------------------, ** 1111.t... ** : yr_;r ..,... yr_;r 

HUBCAP BLADES 

~ 

Playable only by/versus passing car 
1,2: No effect 
3,4: Flat Tire and ./ 

5: Flat T ire and one Damage 
+I on Narrow Road 

, _:F;~J2 3 Rt.:1 /7 890 J. i<:.4, 
' >".:i? 4 I 3 I 3 3 2 5 3 3 I Y"..;f' I 
L----------------------~ 

r~j----1~11·-----~;, 

HUBCAP BLADES 

~ 

Playable only by/versus passing car 
1,2: No effect 
3,4: Flat Tire and ./ 

5: Flat Tire and one Damage 
+I on Narrow Road 

,.:f,;4 ./2 3 R ~ /7 8 9 0 J. 'F:.-4: 1 
I T~ 3 2 3 2 5 6 6 2 9 0 l Y"..;f' 1 
L----------------------~ 

r- ----------------------~r _;__ 
r :k 'F:_.-k l r----------------------1 t.;r 1111• yr_;r : ~.$= 1111• tj I 

MACHINE GUN ! MACHINE GUN 

Playable by/against passing car. 
I: No effect 

2,3: Target ./ · 
1 4,5: Target takes one Damage 

!i<:.-4:.12 3 R~ /7 8 9 0 J. 'F:_.;t 
' Y"..;f' 6 I 2 I I 5 3 5 2 I X Y"..;f' 
L---------------- ------~ 

Playable by/against passing car. 
I: No effect 

2 .3: Target ./ 1 
4,5: Target takes one Damage 1 

,'F:_.;t .12 3 R~ /7 8 9 0 J. 'F:.-4: ! 
I Y".:i? 6 I I 3 3 I 5 7 4 3 X Y"..;f' 1 

L----------------------~ 

I 
I 
I 
I 
I 
I 

: ~ 6>~6' 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 

Playable by/against passing car. 
I: No effect 

2,3: Target ./ 
1 

4,5: Target takes one Damage 1 

.:K-4: .1 2 3 R ~ I 7 8 9 0 J. i<:.-4: l 
Y"..;f' 6 2 2 4 4 2 6 8 5 4 X yr-*' I 

L----------------------~ 

;----------------- - ~-1 

@ 1111• @: 
I MOVE/ROAD 1 
: Void one Pass Anempt, or 

I 
I 
I 
I 

Pass one car on current section. 

rI\ ./ 23R~ / 7890 J. rI\ 
~ 8 1 11112141N '61 
L----------------------~ 

\ 



~--------i:.:.---- --(i\l 

:'6' 1111.,,.. '6' : 
MOVE/ROAD 1 ! 

Void one Pass A1tempt, or : 

I 
I ., 

Pass one car on current section. 

I 
I 
I 
I 
I 
I 
I 
I 
I 

:({\ 1 2 3 R ~ /7 8 9 0 J. fl\ 
1~ 8 2 2 2 2 2 3 2 5 2 N ~ L---------- ------------j 

r----------------------, 
!@ 1111• @ 

MOVE/ROADl 
Void one Pass A1tempt, or 

Pass one car on current section. 

(!\ /23 R~ /7890 J. fl\ 
~ 8232167696N ~ L----------------------j 

r~~----,~;·-----~jf:, 

RAM 

Attacks only passing/passed • car 
I : Rammer suffers one Damage 

2,3: Both cars ./ 
4,5: Target suffers one Damage 

1*.4:1 23 RU /7 8 90 J. *4= 1 
I yr$' 2 2 2 2 I 2 2 6 5 6 P yr$' 1 

L----------------------j 

( 

r------------------ ----, 
!@ 1111• @ 

MOVE/ROAD 1 
Void one Pass Attempt, or 

Pass one car on current section. 

(!\ /23R~ /7890 J. fl\ 
~ 8113211717 ~ L----------------------j 

' { 

@-----,~;·---- - -@1 

MOVE/ROAD l 
Void one Pass Auempt, or 

Pass one car on current sec tion. 

(!\ / 23 R'IJ /7890 J. fl\ 
~ 8 121556585 ~ L--------------- -------j 

r-
@-----,~l;·------@l 

MOVE/ROADl 
Void one Pass Anempt. or 

Pass one car on current section. 

(!\ 1 23R 'IJ /7890 J. fl\ 
~ 8133334363N ~ L----------------------j 

I . 

/ -- ~ 

r~~----,~;·-----~jf:1 

RAM 

Attacks only passing/passed - car 
I: Rammer suffers one Damage 

2.3: Both cars ./ 
4.5: Target suffers one Damage 

,*.4: / 2 3 R'IJ /7 8 9 0 J. *i 1 
1 yr$' 3 2 I 4 3 4 4 8 7 8 p yr$' I 
L----------------------j 

@----- ,~;·------@l 

MOVE/ROADl 
Void one Pass A11empt, or 

I 
I 

Pass one car on current 1 
I I 

:({\ 1 2 3 R ~ /7 8 9 0 J. fl\: 
1~ 8 2 I 4 4 4 5 4 7 4 N ~I L----------------------j 

r----------------------, 
: *.4 lllf..... ** I : yr--*' .,,.. ;.q : 
: RAM 

-~~ 

Attacks only passing/passed • car 
I: Rammer suffers one Damage 

2,3: Both cars ./ 
4,5: Target suffers one Damage 

1~~J2 3 R~ /7 8 9 0 J. *~ 
I '!::f' I I l I 5 I I 5 4 5 P yr$' 
L----------------------j 

\ 



i~.-k------1-1 1-.~-- ---~'*'l 
I yr_;r .,... yr_;r : 

RAM I 

-~~ 

Attacks only passing/passed mot car 
I: Rammer suffers one Damage 

2.3: Both cars ./ 
4,5: Target suffers one Damage 

-;k-1<. ./2 3 R~ /7 8 9 0 .1 ~ 
: yr_;r 2 133233767P '!::f' 
L----------------------~ 

y 

Attacks only passing/passed •• car 
I : Rammer suffers one Damage 

2.3: Both cars ./ 
4,5: Target suffers ohe Damage 

1 ~_...:4: .,12 3R~ / 7 8 9 0 .1 *4 1 
I )II"'*' 3 I 2 I 4 5 5 I 8 9 p yr"'*' I 
L----------------------~ 

~/ ""\ r----------------------, r----------------------; 
!~ 1111• ~ ! hir 1111• *! 
! ROAD MAP : SHORTCUT ! 

Voids any Lost Event or 
"Changed Road Sign .. or 

.. Box Canyon .. effects on this car. 

~./23 R'{>J/7 8 90 .1 ~: w 11 1 3 3 I I 3 7 3 L Wj L----------------------

fr------·--------------~, 
: :tj 1111• :t}F ! 

SIDESWIPE : 
I 
I 
I 
I 
I 
I 
I 
I 

\ . \ 
Attacks only passing/passed • car 
1.2: Both cars ./ 

3: Target loses one random card 
1 

4,5: Target ./ 1 

*4./2 3 R~ 7890 ..l. ~i! 
: yr"'*' 8 2 I 2 2 4 5 2 I 2 T T'!;f' I 
L----------------------~ 

I 
I 

Pass as many cars on your current 
section as the strength of that section 1 

without being attacked. : 
Must ./ before playing this card. : 

~ ./23R$/7890 .1 *: 
1~ 3212 1446 1 6S J L----------------------

r ------------------ :_\.~ l : *4 1111.t.... .J,<,,"-.:; I 
I yr"'*' .,... T'!;f' : 

SIDESWIPE : 
I 
I 
I 
I 
I 

Attacks only passing/passed • car 
1.2: Both cars ./ 

3: Target loses one random card 
4,5: Target ./ 

*4./23 R'{>J 7890 ..l. ~i , 
yr"'*' 8 I 2 3 3 5 6 3 2 3 T '!::f' 1 

L----------------------~ 

r----------------------, 
!~ 1111• ~ ! 

ROAD MAP 

Voids any Lost Event or 
"Changed Road Sign .. or 

.. Box Canyon" effects on this car. 

,, 
I 
I 

~./23R~/7 8 90 .1 ~1 
L~-~~1J_~§J_~§J_~ ____ J 

r----------------------, 
I ...... I :* 1111.,..- * ! 

SHORTCUT 

Pass as many cars on your current 
section as the strength of that section 

without being attacked. 
Must I before playing this card. * ./23 RYJ /7 8 90 .1 * L ____ ~!]J_~1)_~2J_~---- ~ 

!tj----~~I~.---- -~;, 

! SIDESWIPE 
I 
I 
I 

: ~;::::.:;~ .... 

\ . \ 
Attacks only passing/passed • car 
1,2: Both cars ./ 

3: Target loses one random card 
1 4,5: Target ./ 

! *4 ./ 2 3 R ~ I 7 8 9 0 .1 ~i I 
I yr"'*' 8 I 3 I I 3 4 I 9 I T T'!;f' I 
L----------------- -----~ 



I 

Attacks only passing/passed 
1,2: Both cars .I 

: 3: Target loses one random card 
1 4,5: Target .I 

! *-~ .12 3 R ~ /7 8 9 0 J. *~ 
I Y"..*1 8 2 3 4 4 6 7 4 3 4 T Y"..*1 
L----------------------~ 

\{ 

\ . \ 
Attacks only passing/passed 
1,2: Both cars .I 

3: Target loses one random card 
4,5: Target .I 

•*4.r2 3 Rtij /7 8 9 0 J. *~ 
I YJ'..*1 8 2 2 4 5 2 3 8 8 0 T YJ'..*1 1 

L-------------- --------~ 

~r------------- ---------~,~ r--------------~----- - -, 
! ~j: 1111• :Wj : ! :w;: 1111• ~j: 
I I 

: SMOKE SCREEN : SMOKE SCREEN 
I I 
I 

Cancels one Move or Attack card 
by a passing car. 

•*~ .12 3 R~ /7 8 9 0 J. *~ 
I Y"..*1 7 I I I 4 I 4 5 1 9 H Y"..*1 I 
L----------------------~ 

r----------------------, 
:** 1111..... ** I YJ'j:f .,.. YJ'j:f 
I 

I 
I 

SMOKE SCREEN 

: ~, 
I 
I 
I 
I 
I 
I 

. I 
1 Cancels one Move or Attack card 
: by a passing car. 

!*-~ .12 3 R$ /7 8 9 0 J. *4 
I YJ'..*1 72 2 2 5 2 5 6 2 0 H YJ'..*1 I 
L----------------------~ 

I 
I 
I 
I 
I 
I 
I 

: . '. 

~, 

1 Cancels one Move or Attack card 
: by a passing car. 1 

!*4 .12 3 R ~ /7 8 9 0 J. W:4 ! 
I YJ'..*1 8 2 3 4 5 6 I 8 3 0 H yr..*1 I 
L----------------------~ 

r----------------------, 
!@ 1111• @ 

SWERVE-1 

I 
: Deducts one 
: from any opposing Attack vs your car 
1(!\ .t2 3 R'/J /7 8 9 0 J. (!\ 
:~ 8222424224Y ~ 
L---------- ------------~ 

( 

r----------------------, 
.Y/< 11 11..... ** 

I 
I 

yr_;r .,.. yr_;r 
SMOKE SCREEN 

~, 

: Cancels one Move or Attack card 
1 by a passing car. 

!*41 2 3 Rt$ / 7 8 9 0 J. *~ 
1 Y"..*1 7 I 3 3 I 3 6 7 3 I H Y"..*1 
L----------------------~ 

r----------------------, 
:*-* 1111..... ** : yr_;r .,.. yr_;r 
! SMOKE SCREEN 

Cancels one Move or Attack card 
by a passing car. 

•*4/ 23 R$ /7 8 90 .1. *~ 
I YJ'..*1 7 2 I 4 2 4 7 8 4 2 H YJ'..*1 I 
L----------------------~ 

f (i\--------.:.:_------(i\l 
:~ 1111.,.. ~: 

SWERVE-1 

Deducts one 

1 
from any opposing Attack vs your car 

:ffi /23R~/7 8 90 .1. ff\ 
·~ 8 2 3 4 2 6 2 8 9 2 y ~ 
L----------------------~ 

\ 



\ 

rri\------~-.;;.:_---------1 

:'61 1111..,.. @ : 
SWERVE-1 

Deducts one 

1 
from any opposing Attack vs your car.

1 

VI\ /'23R~ /7890 .1 ffi: 
!'61 8 12315178JY '61 1 

L----------------------~ 

f r----------------------, 
I i@ 1111• @ ! 

SWERVE-1 : 

Deducts one 

I 
I 
I 
1 

from any opposing Attack vs your car. 
I I 

VI\ /'23R~ /7 8 90 .1 ffi: 
!\Cl 7131436569Y '6J1 
L----------------------~ 

r----------------------, 
i@ 1111.. @ i 

SWERVE-1 

' 1 

: Deducts one 
: from any opposing Attack vs your car.

1 

:f[\ I' 2 3 R ~ I T 8 9 0 .1 fI\ : 
1'0' 8 2 I 4 I 4 6 4 4 6 y 'O' I 
L----------------------~ 

r----------------------, 
i@ 1111.. ~ i 
I '0' 1 

SWERVE-1 : 

Deducts one 
from any opposing Attack vs your car. 

I 

V!\ .12 3R ~ /7890 .1 (!\ 1 
!\Cl 7212547670Y '6J: 
L----------------------~ 

rri\--------.;;.:_------(i\i 
:'61 11 11..,.. '61 : 

SWERVE-1 

1 Deducts one 
: from any opposing Attack vs your car.

1 

:f[\ I' 2 3 R \'$ /7 8 9 0 .1 fI\ : 
1'0' 8 2 3 2 3 6 I 6 6 8 y 'O' I 
L----------------------~ 

r----------------------, 
i@ 1111.. @ i 

SWERVE-1 

Deducts one 

1 
from any opposing Attack vs your car.

1 

@ .123R 'M /7 8 90 .1 @' • I 
7224325458Y ~~, 

L----------------------~ 

rri\--------.;;.:_------(i\i 
:'61 1111..,.. '61 : 

SWERVE-1 

Deducts one 

1 
from any opposing Attack vs your car.

1 

:f[\ .12 3 R \'$ /7 8 9 0 .1 fI\ : 
1'0' 8 I I 3 4 I 2 7 7 9 Y 'O' I 
L----------------- -----~ 

rri\--------.;;.:_------(i\i 
:'61 1111..,.. '61 : 

SWERVE-1 

Deducts one 
from any opposing Attack vs your car. 

I I 

:f[\ .12 3 R \'$ / 7 8 9 0 .1 (!\ : 
1'0' 8 I 2 I 2 5 7 5 5 7 Y '6J I 
L----- -----------------~ 

r----------------------, 
i@ 1111.. @ i 

SWERVE-1 

I 
I 
I 
I 

J?educts one : 
from any opposing Attack vs your car. I 

I I 

:f[\ .123R~ /789 0 .1 ffi: 
~ 8111313113Y '6J 1 

----------------------~ 

\ 



r----------------------, 
'ffi ..... ffi ' :'6' 11 11.,..- '61 

SWERVE - 1 

I 
I 
I 
I 
I 

Deduc1s one : 

1 
from any opposing Anack vs your car. : 

VI\ 1'2 3 R~ /7 8 90 .1 fl\: 
~ 8 133535335 Y'CJ 1 

L----------------------J 

@ @ 
LANDMARK 

Modifies Exi1 draw resull by +I 
excepl al Nigh1. 

ffi / 23Rti,;/7 8 90 .1 ~ 
'Cl 6133337793 0 'Cl 

@ @ 
LANDMARK 

Modifies Exit draw result by +I 
except at Night. 

@ ~7 ; ~~{~~~~;@ 

r 

FATE 

Negates any card or Event if played 
before subsequem check or card play. 

..A,. /23 R~ /7 890 .1 + 
W 5133431399U W 

@ @ 
LANDMARK 

Modifies Exi1 draw result by +I 
excep1 at Nigh1. 

ffi /23 R~ /78 90 .1 ~ 
'CJ 6234564460R 'CJ 

@ @ 
LANDMARK 

Modifies Exit draw result by+ I 
excep1 at Nigh!. 

(!\ /23 R~ /789 0 .1 ~ 
'Cl 612345335 90 'Cl 

\ ! 

GREAT REFLEXES 

Cancels any one ./ requiremen1. or 
voids "Crash .. , "Ditched" or "Spinouc·. 

~ / 23 R"t;; /7890 .1fl\ 
'CJ 8224322828P 'CJ 

@ @ 
LANDMARK 

Modifies Exit draw result by+ I 
except ai Nigh1. 

(!\ /23 R ~ /7 8 90 .1 ~ 
'CJ 6 1111 15571E 'C/ 

@ @ 
LANDMARK 

Modifies Exit draw result by+ I 
except at Nigh1. 

ffi / 23 Rti,; /7890 .1 ~ 
'CJ 5224 127826V 'CJ 



( 

@ @ 
LANDMARK 

,/-
'• 

Modifies Exi1 draw resuh by +I 
excepl al ight. 

f1\ 123 R~ /7 8 90 .l. tJ\ 
"O 6222226682C "O 

Pass one car on curren1 sec1ion. 

f1\ ./2 3RU/7 8 90 .l. f1\ 
"O 321444 4 444W '6' 

Pass one car on current section. 

f1\ 1 23 R:t$ /7890 .l.ffi 
'6' 42 125432IOW '6' 

( 

@ @ 
LANDMARK 

Modifies Exit draw result by +I 
except at Night 

f1\ ./2 3 R~/7890 .l. ~ 
"O 6212342248K "O 

Pass one car on current section. 

f1\ ./23R ~ /7 8 90 .l. f1\ 
'6' 2133333333W '6' 

Pass one car on current section. 

f1\ ./23R r9 /7 890 .l. f1\ 
"O 3232 166666W '6' 

Pass one car on current scc1ion. 

f1\ ./23Rr.1/7890 .l.ffi 
'6' 4 2 2 4 3 2 I 8 8 SW '6' 

@ @ 
MOVE/ROADl 

Pass one car on current section. 

f1\ 1 23Rt.>/7890 .l.ffi 
'6' 5234265432W '6' 

Pass one car on currenl section. 

f1\ /23 R~ /7 8 90 .l. f1\ 
"O 41 132 1 7777W '6' 

\ 



I 

@ @ 
MOVE/ROADl 

Pass one car on current section. 

(!'\ 1'2 3 R~ /7 8 9 0 J.. (!'\ 
~ 4 I 3 I 4 3 2 I 9 9W '6 

Pass one car on current section. 

(!'\ 1'23RU / 7890 J.. (!'\ 
~ 11 1 1 II II 1 IW '6 

Pass ~ two cars on current section. 

(!'\ 1'2 3R~ /7 8 90 .J.. (!'\ 
~ 2224422484E '6 

( 

@ @ 
MOVE/ROADl 

Pass one car on current section. 

(!'\ 1'2 3 R~ /7890J.. (!'\ 
~ 5123 15432IW'6 

Pass one car on current section. 

(!'\ 1'23R ~ /7 8 90 .J.. (!'\ 
'6 312 1555555W'6 

(!'\ fT\ 
~ '6 

MOVE/ROAD2 

Pass ~ two cars on current section. 

(!'\ 1'2 3 R'!J /7 8 90 .J.. (!'\ 
'6 6214142876D'6 

Pass one car on current section. 

(!'\ 1'2 3 R~ /7890J..ffi 
~ 2222222222w '6 

Pass ~two cars on current section. 

(!'\ ./23 R'fJ /7 8 90 .J.. (!'\ 
'6 513353 1 765D '6 

Pass ~ two cars on current section. 

(!'\ ./23 RU /7 8 90 .J.. (!'\ 
~ 52224276540'6 

\ 



Pass S two cars on current section. 

ffi 1'2 3 R ~ /7890 .1.ffi 

~ 6232364298E '6' 

@ @ 
MOVE/ROAD3 

.. 
"·~.~· .. . 

'~ ... i~~ . 

Pass S three cars on current section. 

ffi 1 23Ri» /7 890 .1. ffi 
'61 7234463864 K '61 

@ @ 
MOVE/ROAD4 

ffi l23R~/7 8 90 .1. ffi 
'61 7113214347 K'6' 

I 

Pass S two cars on current section. 

ffi l'2 3Ri» / 7 8 9 0 .1. ffi 
'6' 5111316543D '6' 

Pass S three cars on current section. 

ffi /23R~/7890 .1.ffi 

'61 611341 5319K '61 

\ 

@ @ 
MOVE/ROAD2 

Pass S two cars on current section. 

ffi /23 R ~ /7 8 90 .1. ffi 
~ 6121253187E '6' 

Pass S 1hree cars on curren1 section. 

ffi /23 R ~ /7890 .1.ffi 

'61 6224526420K '61 

\ 

r ~,--- \ 
~ cf) ~ ~ 
NO DOZE PILLS NO DOZE PILLS 

Draw up to three cards during your 
own Action Phase. They may be 

played immediately. 

~123R~/7890 .1. rf) 
Cl/8212446274Q 

Draw up to three cards during your 
own Action Phase. They may be 

played immediately. 

~/23 R i» /7890 .1. rt3 
Cl/813133516 3 Q 



NO DOZE PILLS 

Draw up to three cards during your 
own Action Phase. They may be 

played immediately. 

~.123 R~ /7 8 90 .1 ~ 
8123557385Q 

@ @ 
REDLINE 

Adds+ I to any Exit draw result 
and doubles the Move strength 
of any Move card(s) played. 
.I before playing this card. 

tl:' ./2 3 R~ /7 8 90 .1 tl:' 
'O 7214441814C 'O 

f 

@ @ 
REDLINE 

Adds +I to any Exit draw result 
and doubles the Move strength 
of any Move card(s) played. 
.I before playing this card. 

ffi .1 23 R~ /7 8 90 .1 'l\ 
'O 7232 I 632 36C 'O 

@RESTSTOP @ 
MOVE/ROADl 

Pass one car on current section. 

(!\ ./ 2 3 R 'tJ /7 8 9 0 .1 (!\ 
'61 7 11 1 5 14175V '6' 

\( 

@ @ 
REDLINE 

Adds+ I to any Exi t draw result 
and doubles the Move sircngth 

of any Move card(s) played . 
./ before playing this card. 

ffi ./2 3 R~/7 8 90 .1 tl:' 
'O 1 12155 2125c 'O 

~ 

@REST STOP@ 
MOVE/ROADl 

Pass one car on current section . 

(!\ ./23 Rr9 /7890 .1ffi 
'61 7222 I 252 86V ~ 

,---- ~ ,---- ~r-

1 @ REST STOP @ @ REST STOP @ @ REST STOP @ 
MOVE/ROAD 1 MOVE/ROAD 2 MOVE/ROAD 2 

Pass one car on current section. 

(!\ .12 3R r9 /7 8 9 0 .1 (!\ 
'O 7133236397V '6' 

Pass S two cars on current section. 

(!\ ./2 3 R-rJ /7 8 9 0 .1 (!\ 
'O 71233527538 '6' 

Pass S two cars on current section. 

ffi ./2 3 R-t; /7 8 9 0 .1 (!\ 
'O 721224 1 6428 '61 
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MOVE/ROAD3 

Pass ~ Lhree cars on current section. 
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* * BOX CANYON 

The leader's j ust-played section 
becomes a Side Road 

on the section he exited. 
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DoublcS passing require- Doubles passing require- Doubles passing require- Doubles passing require- Doubles passing require- Deduct three 
ment by/against lhis • men1 by/against th.is • ment by/against lhis • ment by/against lhis • mcnt by/against lhis • from all Exit draws 

car. Adds "I" 10 any c.u. Adds ··1" 10 any car. Adds ··r to any car. Adds ··1" 10 any car. Adds ··r· 10 any w)lile leaving lhis Section. 
Hubcai>-Bladcsff'irc..Spikes Hubcai>-Blades/Tire..Spikes Hubcai>-Bladcslim:-Spikes Hubc3i>-Bladcsffire-Spikes Hubc3i>-Bladcsflire-Spikes Sublraet two from attacks 
auack by/against this car. auaek by/against lhis car. auack by/against lhis car. attack by/against this car. attack by/against this car. in.Fog except Tire Spikes. 
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Changed Road Sign 
New arrivals make a "Lost" 
draw on the"/ " column 

and discard that many cruds. 
lf unable to do so, stop. 

discard everything. 
and use one fuel. 

.-Heavy Rain 
Deduct one fl'Qm all Exit 
draws while leaving this 

Section. Deduct one from 
all Attack draws except 

Ti.re Spikes. 
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.- wide Road .- wide Road • Wide Road 
This car can pass or be This car can pass or be This car can pass or be 
passed without allowing passed without allowing passed wilhout allowing 

any oountcrauack any counterattack any counterauack 
opponunity as long as the opponunity as long as the opponunity as long as the 

passer does not attack. passer does DOI attack. passer does not auack. 

Camoua.ged Camoua.ged Camou~ed 
Remove when car• or Remove when car• or Remove when car•• or 
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·inga~t ioga~ singa~t 
cannot be d. cannot be ~ cannot be . 
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• Wide Road 
This car can p:iss or be 

passed without allowing 
any oountcrattack 

opponunity as long as the 
passer does not attack. 

SABOTAGED! 
Once•. this car must 

l'QU a die to discover which 
/ applies to it. Cannot be 

repaired prior to discovery. 
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roll a die to discover which 
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repalled prior to discovery. 
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Upon successfu l entry. 

@ move your "Time on 
Road" marker to the - 3 
space of your Road Log. 
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MOVE/ROADl 

Upon successful entry. 
move your 'Time on 

Road" marker to the - I 
space of your Road Log. 
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@REST STOP@ 
MOVE/ROADl 

(!\ Upon successfu l entry. (!\ 
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Upon successful entry. 
move your "Time on 

Road" marker to the - 2 
space of your Road Log. 
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!Jf The"'A ~alon Hill Game Company 
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Easy-to-Get-Into 
Games of Great 

Social Interaction! 

GAME OF GOOD COOKING $20 ... Two to 4 players 
compete in the preparation of complete meals; game 
includes hints on gourmet cooking from the kitchens of 
McCormick Spice Company. 
OR. RUTH'S GAME OF GOOD SEX $24.95 .. .Dr. Ruth 
Westheimer's unique brand of frank, down-to-earth 
responses to questions on sexuality are now in a 
"boxed" format for 1 to 4 couples. 
AUCTION $18 ... Two to 4 players bid on rare items to 
obtain the greatest wealth. But not all "rare items" are 
genuine; players must avoid outbidding opponents for the 
fakes. Great game of social interaction . 
CLASS STRUGGLE $25 .. . lt's worker against capitalist in 
this satire of varying economic and political lifestyles. 
Designed by author and New York University Political 
Science professor Bert Oiiman. 
DILEMMAS $8 ... An ideal party game for 2 or more 
players. Each player, in turn, reads a real life situation 
with a problem to solve; remaining players must develop 
what they think is the best solution. comparing it to the 
real life solution revealed at the end. 
DINOSAURS OF THE LOST WORLD $20 ... A re-creation 
of the classic work of fiction by Sir Arthur Conan Doyle. 
Actually 3 games in one; a kid's version, a solitaire 
version, and an adult adventure game. Object is to outwit 
opponents and avoid dinosaurs to bring home treasure. 
FEUDAL $30 ... A classic abstract strategy game, but for 
as many as 6 players. Players move armies in chess-like 
fashion to maneuver kings, princes, dukes. knights. 
squires, sergeants, archers. and pikemen represented by 
3-D molded plastic pieces. 
TWIXT $30 .. .The very first bookcase game ever 
published: a 2 to 4 player strategy game that has stood 
the test of time. Object is to connect an uninterrupted 
chain of pegs across the entire length of the board while 
preventing opponents from doing so. 
TYCOON $20 ... The setting is Manhatten where real 
estate is at a premium. Object is to out-trump the likes of 
a Donald Trump in this high stakes money game where 
up to 6 players vie for choice real estate. 

I The Av!~~! 0~.~~!!, ,~ompany 
~:.M:,·.~~ 4517 Harford Road * Baltimore, MD 21214 

New Games 
Just Released! 

TYRANNO EX $35 ... a 2 to 4 player game of survival in a 
prehistoric age. Each player controls several prehistoric animals 
whose population he attempts to increase by making favorable 
changes to the environment. However, opponents' environmental 
needs may differ rendering your animals extinct. If environmental 
changes aren't enough to ruin your day, fellow predators might do 
the trick as each animal stakes its claim for the top of the food 
chain in this 3-hour game of skill for ages 10 & up. 
CANDIDATE $25 ... A simple game for two to six players vying for 
their party 's nomination for President. Players manage financial 
and endorsement resources while touring the country to engage in 
state primaries. In the process they must adroitly sidestep 
damaging rumors and dirty tricks. Guesswork and bluffing are 
required to complement an overall resource allocation strategy 
that is constantly changing due to the fall of the cards. Although 
strategy is rewarded, even the weakest candidate can emerge 
from the convention triumphant in a game packed with more 
surprises than Dan Quayle's resume. For ages ten and up. Playing 
time: two hours-just the thing to wile away the hours waiting for 
election night returns. 
GANGSTERS $29.95 ... An authentic re-creation of the 
underworld's role during Prohibition. Designed for 2 to 5 players, 
the object is to put together a crime syndicate to rule Chicago. 
Each player heads up a gang. Rival gangs fight for control of mob 
activities while the police try to stem the tide of lawlessness. 
While intended for the serious gamer, frivolity is not forgotten. 
Shootouts are brought vividly to life, as each time a player loses a 
gangster he gets a drenching from an opponent using the 
Gangster Gun. a harmless water pistol included in the game. A 
nice touch ... wet, but cools you off! 

I The Av!~~.,!'}~,!~~ £ompany 
~:::,·.~~ 4517 Harford Road * Baltimore, MD 21214 

Coming Soon! 

We have been fortunate over the past decade to 
have developed a reputation for game quality. We 
pride ourselves in publishing games that are unique 
in design and not your everyday board games. We 
look for exceptional and interactive play value in 
new games. The following new games that meet 
this criteria will be released between Fall '92 and 
Spring '93. Specific information will automatically 
be sent you upon your request to be added to our 
mailing list. 

ROADKILL.. .A fast-paced game for 2 to 6 players 
that depicts the futuristic spectacle of cross
country demolition racing. Winning requires 
strategy similar to that portrayed in the cult movie 
Oeathrace 2000 on which the game is loosely 
based. Anticipated release date is November '92! 

GIMME 5 ... A youngsters version of the classic 
Facts in Five! Any number can play in this game 
which requires players to recall information in 
predetermined categories, the first letter of which 
must be the same for all categories. 

ACQUIRE 11. .. A mass-market version of the 
legendary game of hotel investment first released 
in 1964 and now played around the world in many 
foreign languages. 

SLANG ... A clever game of recognition and recall of 
everyday phrases used by young and old. 

AFRO AMERICAN HISTORY ... A trivia-based game 
that focuses on the trials, tribulations, and 
successes of the African American race. 

fl The Av!,!~ "'H~""~~!!, ,~ompany 
ft.MN.~~ 4517 Harford Road * Baltimore. MD 21214 

Games 
More Enjoyable 
Than a Night 
On the Town 

The Avalon Hill Game Company offers a wide variety of 
boardgames to satisfy all gaming tastes ... from the one-on-one 
challenge of 2-player games to the many multi-player 
games which foster great social interaction among friends 
and family. We present here, with pride, games for a !un
filled evening. 

ADEL VERPFLICHTET (By Hook or Cr,..ok) $25 ... a game of deception for 
3 to 5 players ages 10 and up. It is an easily·learned game of logic. In 
each turn, each player has his choice of three options: to bid for objects of 
&rt at auction, or to send thieves to steal the art, or to employ detectives to 
catch opponents' thieves trying to steal the art. This is a subtle scissors
rock·paper game in which the player who is best at deducing when 10 bid 
at auction, when to steal, and when to catch opponents in the act of 
thievery will end up with the most valuable art collection, which is the 
object of the game. Voted "Best Game of the Year" in Germany. 

ACQUIRE $25 ... Now enshrined in Games Magazine's Hall of Fame. 
ACQUIRE has stood the test of time. For 2 to 6 players; YOU become a 
hotel magnate, building and expanding to become the largest chain 
stockholder. Luck will play its part. but YOUR strategy will determine the 
final winner-the person with the most money at the end afler all mergers 
have been consumated. A typical game lasts 2 hours, and is one of the few 
American games enjoyed throughout the world; even translated into many 
languages. 

$GREED $14.95 (Tube). $7.50 (Box-nor shown) ... Answer to the gambler"s 
prayer. Now you can bet on the dice roll in the economic safety of your 
home. You get to roll 6 specially imprinted dice; you keep rolling the dice as 
long as you build on to your score. But anytime a roll does not give 
you a scoring count, you lose everylhlng you've scored up to that point. 
That's why it's called $GREED! Some people can't stop rolling the dice. The 
tube version also includes felt playing surface. Forget about 
Las Vegas and Atlantic City; $GREED offers you the same gambling 
excitement as lhe casinos. 

1111 The Avalon Hill Game Company llllJ DIVISION OF MONARCH AVALON. INC. 
::::,·.~~ 4517 Harford Road * Baltimore, MD 21214 



The Most Fun You'll Ever Have With Your Shoes On! 

FACTS IN FIVE $20 ... combines the elegance of simplicity and 
the excitement of competit ion with memory, general knowledge 
and an interest in trivia. For 2 or more players of any age, it pits 
players against time. themselves and each other. In each round, 
players select categories and subjects from over 1,000 choices. 
Five letters are chosen; a five-minute time period then begins. 
Within this time period, players must write on their scoresheet 
in as many of their 25 blank spaces as possible with words 
that begin with the letters in the subject classes and categories 
chosen. Special rules allow children of all ages to compete 
on an even basis with adults. Truly the original trivia game! 

SHAKESPEARE $20 ... As both a game and a Primer of the great 
bard's entire literary works, the Shakespeare game combines 
knowledge, luck and a bit of bluffing for an enjoyable evening 
for 2 to 4 persons, ages 12 and up. Played in Parchesi-l ike 
fashion, there are three levels of play: the basic game requires 
no knowledge of Shakespeare's works whatever; a middle version 
asks one to identify famous quotes; the advanced version rewards 
those who know all about everything that was ever published 
by this li terary giant. The Primer includes synopses of all 37 plays, 
plus a biography of the great bard himself- itself worth the price 
of the game. 

WORD POWER $20 ... 2 to 4 persons must be able to identify 
synonyms and antonyms in a multiple-choice format. Similar 
in scope to the Reader's Digest column, "It Pays to Increase 
Your Word Power." WORD POWER rewards those who identify 
the words correctly with "published" books. The Person 
who publishes the most books earns the most money. As in most 
money games, there is great interaction among players, all vying 
to out-guess. out-bluff and out-maneuver opponents in the quest 
to become the most erudite player on the block. 
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SHOWBIZ $20 ... A simple, last-paced game of logic. Players are 
top Las Vegas theatrical agents. each required to predict future 
demand for a variety of show business acts. Given that certain 
acts are more in abundance than others, players attempt to 
deduce how long each act will remain popular and bet 
accordingly. SHOWBIZ will delight 2 to 6 players for two hours 
each time it goes on stage. The more accurately a player predicts 
the demand for talent, the greater his chance of winning. The 
efficiency with which players have signed their acts and 
forecasted future demand will determine who gets rich and who 
goes broke. But that's Showbiz... 

PAST LIVES $35 ... A boardgame so beautiful it should hang 
in the Louvre. It includes hundreds of art reproductions by David 
Edward Byrd. whose art does hang in the Louvre. This is a game 
for 2 to 8 players that fulfills everybody's fantasy about who they 
might have been in a past life. You Start play in the lowest of 4 
karmic levels, as " Scum of the Earth." By shrewd play and good 
deeds you may rise to the ultimate karmic level, the "Great & 
Saintly." At game's end, points earned determine who you were in 
a past life. Were you a prince or a scoundrel? A poet or a 
strumpet? Find out after reading the Book of Past Lives included 
in the game. 

BLIND JUSTICE $25 ... For 3 or more players fed up with 
ridiculous lawsuit payouts. Actual, real-l ife civil cases become the 
subject as players act as both plaintiff and jury to decide how 
they should be settled. Object is to earn the highest amount 
of money in settlements and/or jury awards. If you are a bit of 
a con-artist, this game will provide hours of hilarious entertainment 
for 3 or more players. A Case Book is included showing results 
of the actual cases. You will either be delirious with joy or 
vehemently upset at the results, depending upon your view of the 
legal profession. 

TV WARS $15 ... A spoof of the wheeling and dealing that goes on 
behind closed network doors. Players assume the role of 
programming executives as they try to steer their networks to the 
top of the prime-time ratings heap. What shows will be the hits? 
Lifestyles of the Poor and Obscure? All in the Family Way? 
Charlie's Devils? The Clone Ranger? And who do you think will be 
most in demand: Larry Kinky, Carol Burnut, Milton Boil, Larry 
Hangman? It 's up to you in this fast-paced battle of wits to see 
who can schedule the best TV shows. Great fun for 2 or more 
couch potatoes, ages 12 and up. 

LEGENDS OF ROBIN HOOD $13.95 ... Long the stuff of screen 
legend. Robin Hood lives again in a game format for the entire 
family. It is a simple design with but one sheet of rules. Yet. 
lacking in sophistication it is not. Playable by the whole family, its 
clever card game design offers plenty of subtleties of strategy to 
hold the interest of the most avid gamer. Each player assumes the 
role of an outlaw clad in Lincoln green and tries to outdo his 
fellows in amassing the most gold by winning archery contests. 
recruiting stout yeomen, or robbing wealthy travellers. Using a 
combination of outstanding graphics on board, cards, and stand-up 
pieces, the game is a delight to behold and a challenge to play at 
any level. For two to five players, ages 10 and up. 

SPICES OF THE WORLD $22.95 ... To commemorate 
the 1 OOth anniversary of McCormick Spice Company, 
the game takes 2 to 6 players to all corners of the world 
in search of exotic spices. Object: to bring the most spices 
back to Baltimore. Opponents will resort to devious ways 
to prevent you from doing so, including piracy. Includes large 
mapboard of the world showing spice sources, plus special 
recipe book prepared by McCormick Spice Company as a 
bonus. 

BALI $6 .. . This new 4th edition combines Scrabble-like word 
formations with the appeal of card playing. Players score 
by forming words using individual word-cards. Clever players may 
steal opponents' cards to form large words; the larger the word 
the higher the score. BALI, so named because of its origin among 
the Polynesians, has universal appeal for people enamored by the 
derivation and use of words. A great gift item for the literate
minded gamer. 

RAIL BARON $25 ... A deceptively simple looking game. requiring 
strategy and cunning. YOU must outwit all others as they attempt 
to build rail empires across the U.S. Patterned after actual routes. 
the game recaptures the flavor of railroading's heyday. A huge 
full-color mapboard depicts the entire U.S. with 28 different rail 
lines in all. Here's YOUR chance to be a railroad mogul like Jay 
Gould or Cornelius Vanderbilt, building your own empire while 
scuttl ing those of your opponents. An absorbing strategy game for 
3 to 6 players, ages 12 and up. 
Winner "Best Creativity in Gaming", Strategists Club. 
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Want to Know More? 
We publish hundreds of different products designed for all 
entertainment tastes. Please check off the areas you are 
particularly interested in. 

0 Battle Games 
0 Solitaire Games 
O Strategy Games 
0 Fantasy/SF Games 

D Sports Games 
0 Leisure Time Games 
0 Microcomputer Games 

0 Check here for the full-line, full-color, Game Catalog-$1 

0 information on where you can see and buy our games in your 
neighborho~d 

If there aren't any stores in your area carrying our games. 
feel free to order them on this coupon. Please enclose a 
check or money-order to cover the reta il prices shown plus 
postage and handling. 

HOW TO COMPUTE SHIPPING 
(For USA, APO. FPO ldd $1.00 lor SAM or PAL} 
II order totets: ADD CANADA ADD FOREIGN ORDERS ADD 
up to s10.oo S3.00 up to s 10.oo $6.00 up 10 $10.00 $9.00 
10.01 10 $25.00 $4.00 10.01 10 $25.00 $8.00 10.01 10 $25.00 $12.00 
25.01 10 S35.00 S5.00 25.01 10 $35.00 $10 00 25.01 10 $35.00 $15.00 
35.01 10 $50.00 SS.00 35.01 10 $50.00 $12.00 35.01 10 $50.00 $18.00 
50.01 10 $75.00 $7.00 50.01 10 $75.00 $14.00 50.01 10 $75.00 $21.00 
75.0 1 10 $100.00 $8.00 75.01 10 $100.00 S16.00 75.01 10 $100.00 $24.00 
100.01 10 $125.00 S9.00 100.01 10 $125.00 $18.00 100.01 10 $125.00 $27.00 
$125.00 & Ove• $10.00 $125.00 & Ov•• $20.00 $ 125.00 & Ove• $30.00 

INSURE YOUR ORDER. $.25 per $10.00 order for postage USA Guaranteed 
Delivery. Canada & Mexico S.50 per $10.00. Foreign $.75 per $10.00. 

O Acquire $25 0 Gangsters $29.95 
O Adel Verpflichtet $25 0 $Greed (tube) $14.95 
O Auction $18 0 $Greed (box) $7.50 
O Bali $6 0 Legends of Robin Hood $13.95 
o Blind Justice $25 O Past Lives $35 
0 Candidate $25 0 Rail Baron $25 
O Class Struggle $25 0 Shakespeare $20 
O Dilemmas $8 0 Showbiz $20 
O Dinosaurs of The Lost World $20 0 Spices of the World $22.95 
O Dr. Ruth Game of Good Sex $24.95 0 TV Wars $15 
0 Facts in Five $20 0 Twixt $30 
0 Feudal $30 0 Tycoon $20 
O Game of Good Cooking $20 0 Tyranno Ex $35 

0 Word Power $20 

CITY ------- --------------

STATE _ ___________ _ ZIP ______ _ 

PLEASE INDICATE METHOD OF PAYMENT 0 American Express 0 VISA 

0 CHECK 0 MONEY ORDER 0 CHARGE 0 MasterCard 

ACCOUNT NUMBER lnte1Bank Number - ------

' I I I I I I I I I I I I I I I !Exp. Date _ _ _ 

Signature 

m 
Im 
GUllSO, 
SlAATfCY 

For quick credit card purchasing 
call TOLL FREE 1-800-999-3222 

The Avalon Hill Game Company 
DIVISION OF MONARCH AVALON. INC. 

4517 Harford Road * Baltimore, MD 21214 * 410-254-9200 
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n. /4517 Harford Road 
A ¥A.I.ON Bl.1..1. Baltimore, MO 21214 
...... c..,,... (410) 254·9200 

®@ 
NAME (FIRST) (LAST) 

PLEASE INDICATE METHOD OF PAYMENT 

~- oo.o:oei= OCHARGE 

·-
STREET/APT. I I I I I I I I I 11 TI I I I I 

ACCOUNT NUMBER 

CITY 
Exp. Date----

STATE ZIP SIGNATURE 

FOB OUICI Cll£DfT CARD PUBCHISll8 OILY, Clll TOL1 FBU 801H8N222 
DELIVERY CHA 
(For USA, APO, FPO ldd $1.00 lor SAM or PAL) 
II order totals: ADD ----'T"------------------................................ ._.,_.,_.,_.,_ ______ ...,,_.._...,.,__.upto $5.00 $2.00 

t QTY MERCHANDISE PRICE ~i~1 :~~g5~ ~:: 
25.01 ·to $35.00 $5.00 

WHEN ORDERING PARTS, PLEASE SPECIFY 35 01 to $50 00 $6 00 
NAME OF THE GAME PART BELONGS TO! 50:01 to $75:00 s1:00 

75.01 to $100.00 $8.00 ~ 
100.01 to $125.00 $9.00 ---t----------------------------11-----t $125.01 & Over $10.00 
CANADA 

~--t---------------------------...,.----1uptos10.oo 

i;'.!~-;;; So tware orders must state -computers stem. ~~:g: :~~:: 
G> ~ .= g fi:fm 35.01 to $50.00 

$6.00 
$8.00 

$10.00 
$12.00 
$14.00 
$16.00 
$18.00 
$20.00 

"Q o ~ o.. @ 50.01 to $75.00 
g' ~ ·- ~ ' 75.01 to $100.00 
·a~ ~ ;: 100.01 to $125.oo 
.~-o co o $125.01 & Over 
~~£; FOREIGN ORDERS 
-o ~ .,; :V up to $5.00 $6.00 
'(5 co "' "' 5.01 to $10.00 $9.00 
~ "'.= ~ 10.01 to $25.00 $12.00 
0 !ij -;;; ~ 25.01 to $35.00 $15.00 
- c ~ -E' 35.01 to $50.00 $18.00 
g ~ -6 o 50.01 to $75.00 $21.00 
-;:: o -o ~ 75.01 to $100.00 $24.00 
:C >-< -o 100.01 to $125.00 $27.00 

FOLD 
HERE 

~ w 
z 

~ !Z E :S _ $125.01 & Over $60.00 
.._ii: => >-.-i The GENERAL: All sub& are malled post-paid. • 
=> ~ - "' - lf-Oomestlc--tlS-tst-etasa- rs- des1r00-8illd 

~ 
Ill 

3 
" 

>-S ~ co -· $15.00/yr. INSURE YOUR ORDER: S.25 per 
:¥ .., ~ ::: $10.00 order for postage USA Gu811111teed 
~~co :S.5 Oellv81)1. Canada & Mexico $.50 per $10.00. 
~ "' .., :¥ ;; Foreign $.75 per $10.00. 
cb ~ ~ ~ o A.R.E.A. RATING SERVICE 
:g ....; co "5 ~ Avalon Hill offer11 a llfetlm~ ser'vlce whereby 
g e ..J I II) playera are rated In relatl_onshlp to other game 
-g li> o;: ~ players. Re1um coupon NOW, along with the 
«> 0 .5 "' :S $10.00 lifetime service fee for complete details 
~ - 8: E - on the Avalon Hill Rellablllty Experience & 
.!! ~ :C i;' .!? Ability Rating. 
a..~ V> o..o 0 I don't object to having my name and 

w 
a: . 
o::>~ &&.ou w -aa~..1 

--+------------------------------.... ._----f address prlnled In The General with the rating 
fists. 

---'--------------------------------.... ...,1o-.... ---t I realize that my rating may change according to how welt I fera agalna1 others. F« now, 
ee-TOTAL please send me c_omplete details and member· 
_,_ .... -. .......... .-.+------t ship card-h8T8's my ,,o.oo. 

Maryland Residents Add&% Sales Tax NAME - ---------

FOR OFFICE USE ONLY Post See Chart on RI ht) ADDRESS ___ _____ _ 
Do not write here 

TOTAL MONEY RECEIVED 
Refund 

0 Check 0 M.O. 0 Voucher 
Add $~00 for Special Processing I I CITY 

J GRAND TOTAL STATr.__ _ ___ _ ZIP __ _ 

PAYMENT 10 BE IN U.S. FUNDS ON U.S. BANK ONLY 

~A£oN •ILL/"""""""'" <19 ,..... c..,,... Baltilllort. Md. 21214 . 

SHW~-------~~-~ 
TO: 

PLEASE PRINT LEGIBLY IN BALL POINT PEN 

~A.I.ON BIU /'517HarloldRoad. ®Ii\ 
&lat•~ Baltimore. Md.21214 \!J 

SHIP-------------
TO: 

JF TKE POSTMAN CAN'T READ IT, YOU WON'T GET IT! 

FOLD. 
HERE 0. 
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Dear Avalon Hiii/Victory Games: 

I 'm sending you this REG CARD from your --------
game. In return I automatically get on your malling list which means 
I'll get new product info before the general public does. 

1. Game is 
0 Too Simple 0 Just Right 0 Too Complicated 

2. I enioyed playing this game: 
0 a) 0 b) 0 c) 0 d) 0 e) 
(a means you enjoyed it very much; e means not at all) 

3. I heard about the game through: (check a/I that apply) 
0 AH/VG Literature 0 Magazine Ad 0 Newspaper Ad 
O Friend's Recommendation 0 Happened to see it in a store 0 Gift 0 Other: _ ______________ _ 

4. Point of purchase of this game: (check one only) 
0 Direct AH/VG 0 Department Store 
0 Hobby Store 0 Book Store 0 Toy Store 0 Game Store 
O Military Outlet (PX, Co<>p, Book, etc.) 0 Discount Store 
0 Stationery Store 0 Gift/Card Store 0 Other _ ___ _ 

5. I subscribe to The General 0 yes 0 no 

6. I play computer games D yes 0 no, and own a, ___ _ 

------------ computer. 

7. My favorite AH/VG game is--------------

8. Any comments? -----------------

0 I am enclosing $2.00 for your large full-<;olor catalog. 

Oateol BoM 

Name __ ---------------- ----
~· 

Street Address - - -----------------

City - ---------Occupation --------

State 
_______ _ _____ Zip 

DO A FRIEND A FAVOR: 
Now that you are registering for our mailing list, why not recommend some
one you know who will also enjoy our products! 

Name - ---------------------

Street ----------------------

City _ _ _____ State ______ Zip ------

t610 
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* MILITARY SIMULATIONS * FANTASY GAMES * 

GAMES and PARTS PRICE LIST 
EFFECTIVE DECEMBER 15, 1992 

[cHARGEI Ordering Information 2 

~- . 
Role-Playing Games I ~ 3 

• Fantasy and Science Fiction Games I 3 

[I] Military Simulations ~ 4 

~ Strategy/Wargames I 5 

~ The General Magazine I 8 

~ . Miscellaneous Merchandise I 8 

11 Sports Games featuring Statis Pro I 9 

~ Leisure Time/Family/General Interest I 11-12 

w Microcomputer Games 10 

Jc. Jigsaw Puzzles I 12 

~ Classic Games I Parts List I 12 

A 
'\rl AVALONCON August 12-15, 1993 Inside Cover 

~ How to Compute Shipping 16 

• Telephone Ordering I Customer Service 16 

I 
For Credit Card Orders in U.S.A. & Canada Call 24 Hours a Day 

TOLL FREE 1 ·800-999-3222 
The Avalon Hill Game Company 

Victory Games 



<D Numbered circles represent wargame complexity rating on a scale of 1 to 10: 10 being the most complex. 

Adventure in a box! Avalon Hill has been producing HOW TO COMPUTE SHIPPING: 
all types of games for adults since 1958. Games that See the last page of this booklet. 
offer more than you could ever hope to experience 
through less active media such as books or movies. 
There is something for everybody here ... welcome to 
the wonderful world of Avalon Hill Games. 
THIS IS a complete listing of all current and discontin
ued games and their parts listed in group classifi
cations. Parts which are shaded do not come with the 
game, but are variants and/or aocessories to the game. 
Discontinued games and parts are listed on the last 
pages of this booklet. 
Complete AVALON HILL & VICTORY GAMES are 
available wherever good games are sold. Please check 
with your favorite games store before ordering direct. 
HOW TO ORDER: Using the enclosed postage-paid 
Order Envelope, list the specific item(s) and price(s) in 
the spaces provided. If you are ordering an entire 
game, ignore the costs of the parts. If you do not have 
an Order Envelope, a blank piece of paper will suffice. 
In each case, please add up your order for a total cost 
figure. (Please: no questions should be written on 

• orders to be processed.) All orders are subject to final 
sale. No merchandise can be shipped on a C.0.0. 
basis, so you must pay in one of the following ways: 
a) CREDIT CARD: give us your credit card number, 

expiration date, and name of the cardholder, for 
AMERICAN EXPRESS, MASTERCARD, or VISA. 
No other credit cards are accepted. The order 
envelope provides spaces for you to write in this 
information.• 

b) TOLL FREE PHONE: Normal Operating Hours: 
M·F 8:30 AM-5:00 PM; Sat. 10:00 AM-2:00 PM 
(EST). The Avalon Hill Game Company will accept 
charges against the above three credit cards on a 
phone-in order. This call is FREE. In U.S.A. & 
Canada call: 1-800-999-3222, Operator #1. This 
TOLL FREE number is provided for your c red it 
card purchases only.• We are sorry, but our oper
ators cannot supply you with other information. For 
your convenience an answering machine is avail
able to take your orders before and alter working 
hours. There is a $7.50 minimum for phone orders. 

c) PAYMENT and SHIPPING INFORMATION: Pay
ment must be in U.S. funds drawn on a U.S. bank. 
Please send us a check, money order or credit 
card authorization plus the applicable postage and 
handling as indicated on the enclosed order form 
and the last page of this booklet. 

FILL OUT ORDER ENVELOPE: Be sure to include 
your name and shipping address, including apartment 
number and zip code in all appropriate places. Use an 
indelible ball-point pen. 
HOW WE SHIP: We normally ship within 4-7 days of 
receipt of your order, however, this will vary depending 
upon the time and season of the year. United Parcel 
Service (UPS) will be used whenever possible, so be 
sure someone is home to sign for your package, other
wise request your order by Parcel Post (PP). Third 
Class Mail is used on all packages less than one 
pound. (APO, FPO, and P.O. Box Addresses will be 
sent by Parcel Post. If you should have a preference 
for one method of shipment, please state this on your 
order. Be sure to add proper postage charges shown 
on the Postage Chart to your payment (such charges 
are added automatically to credit card purchases). 

IN A RUSH? We can cut the red tape and handle your 
credit card purchase on a SPECIAL basis, with minimal 
delay. This IN HOUSE service will cost $3.00 extra and 
guarantees that your order will be given priority. Simply 
ask for our "SPECIAL SERVICE". For an even faster 
service, we can send by Priority. These additional 
charges will be added to your charge slip. Ask for 
"SPECIAL SERVICE". 

THE AVALON HILL AND VICTORY GAMES FULL 
COLOR CATA LOG featuring Strategy Wargames, 
Science Fiction and Fantasy Games, Sports Games, 
Leisure Time Games, and Microcomputer Games. 

Includes $2.00 coupon towards next game. 

CHANGING YOUR ADDRESS? 

$2.00 

If you are moving in the period for which you expect 
delivery of this merchandise, please specify an alter
nate mailing address as we may have to delay ship
ments when items are temporarily out of stock. 

WE WILL PHOTOSTAT OUT OF PRINT MAGAZINE 
ARTICLES: Specify issues and page numbers on sep
a rate sheet or order envelope, include $1.00 per 
page-$5.00 minimum per photostatic order. Postage 
rates apply. 'The Avalon Hill General and Company 
Index' will assist you in finding out what has been avail
able in the past. Please see page 8. 

POSTAGE COUPONS: Subscribers to The General 
receive FREE in each issue a postage coupon good for 
$1.00 toward the postage required with every mail order 
for game purchases only. 

THE ELITE CLUB: Members earn 10% discount FOR 
LIFE on mail order purchases of any of The Avalon Hill 
Game Company's, Victory Games or Microcomputer 
Games products. Includes games, play-by-mail equip
ment, magazines, parts ... you get a 10% discount on 
everything we sell! 

YOU BECOME A MEMBER BY making a one-time 
$120 minimum purchase by mail. (Store purchases do 
not qualify). Be sure to enclose a check or money-order 
plus postage (see Page 16) (or postage coupons you 
get as a subscriber to THE GENERAL). We are not 
responsible for cash lost in transit. 

WHAT YOU GET: when you receive your $120 order, 
you will receive an ELITE CLUB Coupon Ticket which 
allows you, for life, to make an annual one-time pur
chase of as many products as desired by mail. This 
Coupon Ticket gives you 10% off on the cost of the 
entire purchase. (Elite Club discount purchases are 
good only on mail order purchases.) 

BECOME AN ELITE CLUB MEMBER TODAY
REAP THE DISCOUNT FOR A LIFETIME. 
QUESTIONS: Kindly send a self-addressed, stamped 
envelope when sending letters to us on game questions 
requiring a reply. 

*A $7.50 minimum applies to all credit card orders. 
**Please have c redit card Info available when 

plac ing your calll 

Prices subject t o change without notice. 
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- - --ROLE PLAYING GAMES----

*"8591 RIVER OF CRADLES .................. .... 19.95 
Glorantha Campaign Supplement 

~94 SHADOWS ON THE 
BORDERLAND....................... .. ...... 18.95 

8579 Standard RUNEQUEST .................. 15.00 
Books: Rules, Spells... .. ...... EA . .. 6.00 
4 multi-sided dice ........ .. .......... EA . .. 6.00 

857 DELUXE RUNEQUEST ................... 29.95 
Books: Players, Magic, Creatures, 
Gamemaster. Game Aids. 
Player Notes ........ EA .. 6.00 

lnlro to Glorantha ......... .. 5.00 
8·20 sided dice ................................ EA . .. 1.00 
Fantasy Europe Map ..... ..... 10.00 

RUNEQUEST SUPPLEMENTS & MODULES 
85717 DAUGHTERS OF DARKNESS ....... 13.95 
Rules .... ...... . 10.00 
Mapsheel ... .............................................. . 8.00 

8585 GLORANTHA .................................. 24.00 
Books: Genertela, Players, 
Glorantha ...... ....... ........................... EA. .. 6.00 

Mapsheet.......... .. ....................... 8.00 

LUDICROUS ADVENTURES IN A 
UNIVERSE WHOSE NATURAL LAWS 

ARE OUT TO LUNCH! 

*Runeauest and Modules 
85715 TROLL REALMS. ..... 10.00 

85714 RUNEQUEST CITIES... .. ... 11.00 

85711 GLORANTHAN BESTIARY ........... 9.00 

85712 APPLE LANE .................. .............. 10.00 

85713 SNAKEPIPE HOLLOW ........... ....... 11.00 

8573 MONSTER COLISEUM ...... ............. 16.00 
Books: Monster. Coliseum ................ EA . .. 6.00 
Player Aid Set (Game Sheets Bk .• 
Tracks. Rangestick. Map) ........... ............. 6.00 

8574/ 75 HUMAN/ NON-HUMAN 
ADVENTURE ...................................... EA ... 10.00 

8576 VIKINGS ............................ .. ..21.00 
Books: Players, GM. Scenario 
Digest. ........................................ ... EA . . 6.00 

Advenlure $heels Book............ ... 4.00 
Mapsheet................................ .. .... 5.00 

8577 GOOS OF GLORANTHA .. 18.00 
Books: Cults, Prosopaedia, 
Priest Say. .. ............................ EA ... 6.00 

Calendar ....................... ............................ 4.00 

9000 TALES FROM 
THE FLOATING VAGABOND .. 13.95 

VAGABOND MODULES 

9001 BAR WARS .... 13.95 

9002 THE REICH STUFF . ............. ......... 13.95 

9003 ADVENTURE WITH NO NAME ....... 13.95 

9004 HYPERCAD 54. 
WHERE ARE YOU? .............. ................. 15.95 

#"'9005 WEIRDER TALES ••• 
A SPACE OPERA .................................. 15.95 

#"'9006 COSMIC PATERNITY SUIT.... .. 15.95 

~008 WHERE'S GEORGE? ..................... 15.95 

8587 TROLL GOOS ................................. 20.00 
Glorantha Primary Troll 
Regions Mapsheet .................... 8.00 

Troll Culls Book ....... ................................ 6.00 
Jonslown Compendium Book . .. ......... 6.00 
What's in this Box Sheel ........................... 1.00 

8586 TROLL PAK.... .. ...................... 20.00 
Mapsheets (2)... . .......... ......... 8.00 
Books 11,2,3. .. ........ ........ EA ... 6.00 
Menu Card/GM Log... .. ......... EA . .. 2.00 
Troll Character Pad ........................... EA ... 3.00 

8588 ELDER SECRETS ........................... 20.00 
One 18 x 20 Mapsheet.... ... 6.00 
One 52-page Secrets Book .. .. .. .. 6.00 
One 124-page Elder Races Book .............. 10.00 

85716 HAUNTED RUINS ......................... 10.00 

8589 ELOARAD: THE LOST CITY ........... 16.95 
Books (Adventure. Cily, Map ............. EA . .. 6.00 
Mapsheel... .......... EA ... 8.00 
Aid Card.................... . .......... 1.00 
Overwra.p .... .. ............... 3.00 

8590 SUN COUNTY. 

9010 LIVE & LET SPY 

T·Shirts 
Sm. Med .• Lg .. X-Lg 
XXL. XXXL or XXXXL 

Posler .......... . 
Floating Vagabond Plaslic 

.. .............. 18.95 

........ 14.95 

........ 8.00 
.... ............ 12.00 

. ... 3.00 

Pany Glasses (100) ....................... ........ 10.00 

COMING SOON! 
9007 SHTICKS & STONES 
9012 VAGABOND TOY KIT 

JAMES BOND oo.,,,.- ROLE PLAYING GAMES ... $14.95 ... (SEE PAGE 13) 

- FANTASY and SCIENCE FICTION GAMES-
~ *AVALON HILL 

6440 ROADKILL @ .............................. 29.95 
Rules .......................................... .............. 5.00 
Counters ...................... ............................. 4.00 
Deck of (64) Cards (2) ...................... EA. .. 8.00 
Sel ol 12 Control Panels ........................... 6.00 

8931 ALPHA OMEGA @ ..................... 25.00 
Mapboard ................................... ....... ........ 10.00 
Rules 2nd Edition .... 5.00 
Counters: 
ldenlification .................. 4.00 
Ship .......................... .............................. 4.00 

Log Pad .................................................... 3.00 
Game Tables Card .................................... 1.00 

DUNE MODULES. You must own the pme 
DUNE to UM """ moclu .... 
8242 THE DUEL (Dune Module) @ ...... 5.00 
8241 SPICE HARVEST ............................. 5.00 

717 MAGIC REALM @ .............. .......... 30.00 Play Money.................... ........ .. 3.00 
Boards: Specify Elf, Fabulous, 
Myriad, Wilch ........... ......... EA . .. 4.00 

Major Counters ......................................... 4.00 

Pawns (6) ........ ......................................... 1.00 
Quick Play Rules............................ 2.00 
Vol. 26, 13 General Var. Ctrs .................... 4.00 

Minor Counters ......................................... 4.00 
Treasure Spell Cards ................................ 2.00 
Personal History Pad ................................ 3.00 
Treasure Sel-Up Card. .. ...... 1.00 
Characier Cards Deck .................... ........... 2.50 
NEW! THE LONG LOST 2nd Edllion 
RULES BOOK ..................... 6.00 

859 STELLAR CONQUEST @ ............ 25.00 
Rules................ .. ............................. 5.00 
Mapboard ....................... ........................... 10.00 
Counters 11.12 ................................. EA . .• 4.00 
Record Pad.......... .. .. ............ 3.00 
Siar Cards Set (2) ..................................... 2.00 
Task Force Cards (4). .. ............ 2.00 

876 MERCHANT OF VENUS @ ........... 30.00 825 WIZARD'S QUEST @ ................... 22.00 
Mapboard .................................... 10.00 Mapboard.................. .. ...... 10.00 
Counters (2) ..................................... EA . .. 4.00 
Rules .... .. ........ 5.00 

Rules 3rd Edilion. .. ............. 5.00 
Counters ................................................... 4.00 

Reference Cards Set... .. ..... 3.00 Petilion Cards Set... ........ .......................... 4.00 

Ship Cards Set..... .. .......................... 3.00 
Oeed Cards Set... ........ 3.00 

3 



MILITARY SIMULATIONS---
, © 

30035 ACROSS FIVE APRILS ......... 30.00 
Rules ........................................................ 5.00 
Scenario Book ........................................... 5.00 
Player Aid Cards ......................... (2) EA . .. 3.00 
Cont./ Union Counters .................... EA ... 4.00 
Mapsheets.................. . ........ (2) EA. .. 7.00 

300t6 AEGEAN STRIKE @ .................. 25.00 
Mapsheet .................................................. 7 .00 
Rules Booklet......... .......... . ............. 5.00 
C-Ounters 11,2,4 .......... .............. ... ... EA. .. 4.00 
Charts/Tables Book........... . .......... 3.00 
Airbase Display (3) .......................... . EA. .. t .00 

30001 AMBUSH @ ............................... 35.00 
Mapsheets A&B .......... . ... .. EA . .. 5.00 
Rules ...... . ............................ 5.00 
Paragraph Booklet ............ ........................ 4.00 
Char.Neh. Cards (82) .. . .............. 4.00 
Mission Cards (19) .................................... 10.00 
Cartridge View Sleeve ............................... 3.00 

• Player Aid Cards ... ...... 2.00 
Squad Rec. Pad ........................................ 3.00 
Counters t&2 .................................... EA. .. 4.00 

AMBUSH FOLLOW ON MODULES 
(You must own Amlxrsh lo play) 

30007 llOVE OUT @ ...................... 15.00 
Paragraph/Mission Booldel ........................ 5.00 
Character Cards (60) ............... .............. ... 5.00 
MissionCards(11) .................................... 6.00 

30010 PURPLE HEART @ ............. 22.00 
Paragraph/Mission Booklet........................ 5.00 
Character Cards (60) ..................... ........... 4.00 
Mission Cards (13) ............ ,. ...................... 7.00 
Counter Sheet ......... .................................. 4.00 
Mapsheet c .............................................. 4.00 
Mapsheets D&E ................................ EA ... 5.00 

30021 SILVER STAR @ ................. 20.00 
Char .Neh. Cards (70) .......................... ..... 4.00 
Mission Cards (9) ...................................... 6.00 
Counter Sheet ........................................... 4.00 
Paragraph/Mission Booldet........................ 5.00 
Mapsheet F ............................................... 5.00 
Mapsheets G&H ................................ EA ... 4.00 

30015 BATTLE HYMN @ ..................... 30.00 
Rules ......................... ........................ .... 5.00 
Paragraph Booklel ..... .. 4.00 
Counters t & 2 .................................. EA ... 4.00 
Mapsheets A,B,C ........................ ...... EA . .. 5.00 
Char.Neh. Cards (90) ................. .............. 5.00 
Mission Cards (17) .................................... tO.OO 
View Screen ................... 3.00 
Squad Record Pad ....... ............................. 4.00 
Player Aid Card ......................... .............. .. 2.00 

30022 LEATHERNECK @ .................... 20.00 
(llatlle Hymn Module) 
Paragraph/Mission Booklet........................ 5.00 
Char.Nell. Cards (50) ............................... 4.00 
Mission Cartlidge$ (t 1) ............................. 6.00 
Counter Sheet ........................................... 4.00 
Mapsheets D&E ................................ EA ... 5.00 

Coming Soon: BLOOD & SAND 

30033 CARRIER ([) .............................. 35.00 
Rules... . ................... 5.00 
Player Aid Card (2) ........................... EA . .. 3.00 
Player Aid Screen (2) ...... . .. ........ EA. .. 3.00 
Mapsheet ... .... ................................. .......... 7 .oo 
C-Ounters (1,2,3) ................................ EA . .. 4.00 

30024 CENTRAL AMERICA @ ............ 30.00 
Mapsheet ....... 7 .00 
Rule Books: Conv .. lnterv ................. EA . •. 5.00 
C-Ounters 11,2,3 ................................ EA . .. 4.00 
Charts/Tables BookS (2) ................... EA . .. 2.00 
Player Display Cards (2) .......... ......... EA. .. 1.00 
Scenario Booklet..................... .................. 5.00 

30003 CIVIL WAR ([) ....... 25.00 
Mapsheets (2)...... . ....... EA .. 7.00 
Rules Booklet ............................................ 5.00 
Counter Sheets 11,2 ......................... EA . .. 4.00 
Player Aid Cards (2) ......................... EA . .. 2.00 

30030 FIFTH FLEET ([) ........................ 36.00 
Mapsheets A,B,C .................. EA . .. 7.00 
Counters t ,2,3,4 ........... .................... EA. .. 4.00 
Rules .............. ....... ............ ....................... 5.00 
Air Display Cards (2). . .......... EA. .. 3.00 
Charts/Tables Booklets (2) .......................... 2.00 
Logistics Pads (2) ............................... EA. .. 3.00 
Scenario Cards (3) ............................. EA ... t .00 

30032 FLASHPOINT: GOLAN © ........... 40.00 
Rules................................. . .......... 5.00 
Counters 1,2,3 ....................... EA ... 4.00 
Mapslleet 1,2 ...................................... EA ... 10.00 
Player Aid Card........................................... 3.00 
Scenario Booklet......................................... 5.00 

30019 FRANCE 1944 @ ......................... 15.00 
Rules ........................................................... 5.00 
Mapslleel. ..................................... ............ 7 .oo 
Counter Sheet............................................. 4.00 

30040 GULF STRIKE-3rd Edttion@ ....... 40.00 
Mapsheets A,B,C,D ............................ EA. .. 7.00 
Rules Booklet-2nd Edition .......................... 5.00 
Counter Sheets I t Arab, 12 Russian 

13 USA/Marker, 14&5 Misc. 
Markers .............................................. EA ... 4.00 
Tables/Charts Booklet.. ............................... 2.00 
Special Die .................................................. t .00 
Scenario Booklet........... . . ... ......... 5.00 

GULF~Shleldllodult ............ 8.00 
Rules ........................................................... 5.00 
Coun1er 16 ..... ._........................................... 4.00 

(Note: The parts shaded above are included with 
the 3rd Edition Gulf Strike Game) 

Vol. 26, 16 General Desert Stonn 
Update. ...................................... . .... 4.00 

30002 HELL'S HIGHWAY @ ....... 24.00 
Mapsheets A&B ................................. EA ... 7.00 
Rules Booklet ................................... .......... 5.00 
Chart Cards (2)... . ... . ...... EA ... 2.00 
Counter Sheets: #1 Allied 

12 German/Misc ....... EA ... 4.00 

30017 THE KOREAN WAR ([) ................ 24.00 
Rules Booklet.............................................. 5.00 
Mapsheets A&B .................................. EA . .. 7.00 
Counters (2) .. . ................................. EA ... 4.00 
Player Aid Card .......................................... 2.00 

30027 LEE vs. GRANT @ ... 21.00 
Rules Booklet ........................... ................. 5.00 
Mapsheet ........................... . .... 1.00 
C-Ounters 11,2 ..................................... EA ... 4.00 
Charts/Tables Card ..................................... 2.00 
Display Card ............................................... 2.00 
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300t4 MOSBY'S RAIDERS @ ............... 20.00 
Mapsheet .................................................... 7 .00 
Rules Booklet.............................................. 5.00 
Counter Sheet. .......................................... 4.00 
Plastic Stand............................................... .50 
Random Events Cards (60) ......................... 5.00 
Action Cards (60) ...................................... 5.00 

30004 NATO @ ................................ ..... 20.00 
Mapsheet ............................................ ....... 7.00 
Rules Booklet ............................................ 5.00 
Display Cards (2) ........................................ 3.00 
C-Ounter Sheets (2)...... . .. ... .. 6.00 

30023 OMAHA BEACHHEAD @ ............ 18.00 
Mapsheet ............................ ....................... 7.00 
T raek Display.............................................. 1.00 
C-Ounter Sheets 11,2 ........................... EA . .. 4.00 
U$/German Chart Card ..................... EA . .. 1.00 
Rules Booklet.............................................. 5.00 

30025 OPEN FIRE @ ............................. 32.00 
Mapslleel............. ...................................... 7 .00 
Counters...... ... . ............. ................ 4.00 
Rules Booklel. ..................................... ...... 5.00 
Paragraph Booklet ..................... . 
4.00Unit/Char. Cards (80) .. ...................... 7.00 
Vehicle Data Cards (16) .... ...... 6.00 
Mission Cartridge ........... ........................... 2.00 
View Sleeve...... . ................. 3.00 
Record Sheet Pad ..................................... 3.00 
Display Sheet............................................ 3.00 

30013 PACIFIC WAR @ ·@ (depending 
on scenario played) .............................. . 49.00 

Mapslleets A&B ........... ..................... EA . .. 7.00 
Counter Sheets 
#1 Hit Markers, #2 Airlields. 13 Force 

markers, 14 Allied Naval/Air, 
15 Allied Markers, 16 Allied 
Air/Ground, 17 Japanese NavaVAir, 
#8 Japanese Air/Ground. #9 Japanese 
Ground/Misc. Markers ................... EA . .. 4.00 

Rules Booklet ............................................ 5.00 
Scenarios Booklet ............................... ...... 5.00 
Record Sheet Pad ............................... ...... 3.00 
Screens (2) ....................................... EA ... 3.00 
Display Sheets (2) ...... . .... EA . .. 3.00 
Operational Display.......... . .... . 2.00 
Force Displays (8)........... ..EA. .. t.00 

30011 PAX BRITTANICA @ ................. 24.00 
Mapsheets A&B ............................... . EA . .. 7.00 
Rules Booklet............................ ................ 5.00 
Counter Sheets l t ,2,3 ....... .............. . EA ... 4.00 
Admin. Record Sheet Pad......................... 4.00 
Reference Sheets (8) ................................ 4.00 

30034 PELOPONNESIAN WAR (J) ......... 35.00 
Rules ........................................................ 5.00 
Historical Manual ...................................... 5.00 
Charts & Tables Booklet... ............ ............. 3.00 
Counter ..................................................... 4.00 
Mapsheet .................................................. t 0.00 
Strategy Matrix Display (2) ................ EA. .. 3.00 
Victory Point Pad .......................... ............ 3.00 
Player Aid Card ......................................... 1.00 

30018 SECOND FLEET @ ........... . 31.00 
Mapslleets A&B ..... EA . .. 7.00 
C-Ounter Sheets l t ,2,3 ...................... EA . .. 4.00 
Rules Booklet.. ............. 5.00 
Charts/Tables Booklet (2) .......... EA ... 2.00 
Logistics Roster Pad ..... . ................... 3.00 
Scenario Set-Up Cards (2) ................ EA •.. 1.00 

30026 SEVENTH FLEET ([) ..... . .... 35.00 300t2 SIXTH FLEET @ ........................ 30.00 30028 TOKYO EXPRESS ([) ................ 36.00 
Mapsheets A,B,C .............................. EA . .. 7.00 
Counters 1,2,3&4 .............................. EA . .. 4.00 
Rules .................... ..... 5.00 
Air Display Cards (2) .... ... EA ... 3.00 
Charts/Tables Booklets (2).. . .... EA . .. 2.00 
Logistics Pads (2) ...... EA . .. 3.00 
Scenario Cards (3) .............. EA . .. 1.00 

30029 SHELL SHOCK @ ......... 36.00 
Mapsheet (22'x32')................... . .. 7.00 
Counters t ,2,3 .................................. EA . .. 4.00 
Map Sections (8'x22') A,B,C,D ......... EA . .. 4.00 
Rules Booklet. .... ..... 5.00 
Mission Booklet.. ........................... ....... ..... 4.00 
Cards Sets (120) ....................................... 10.00 
Germ./ Allied Veh. Display (2) .. .......... EA ... 3.00 

Mapsheets A&B ........... EA . .. 7.00 
Rules Booklet................ .... .. 5.00 
Counter Sheets 1,2,3....... . ......... EA . .. 4.00 
Roster Pads (2) ................................ EA. .. 3.00 
Player Aids Cards (3) ............. ................... 5.00 

30031 THIRD FLEET (J) ................... 36.00 
Mapsheet (Atlantic, N. Pac., 

Caribbean)............... ......... . ... EA .. 7.00 
Counters 1,2,3,4 ................. ... . .. EA . .. 4.00 
Rules ........................... ............................. 5.00 
Air Display Card (2). . ........ EA ... 3.00 
Allied/Soviet Display Card ................. EA. .. 1.00 
Allied/Soviet Squad Pad .................... EA. .. 3.00 
Chart & Table Booklet (2). . ......... EA . .. 2.00 

C-Ounters 1,2,3 .................. ...... .......... EA ... 4.00 
Info. Markers..... . ................ .... 4.00 
Mapsheet. ...................... ........... 8.00 
Basic Rules....... . ....... 4.00 
Standard Rut es ...... .... ......... ............... 5.00 
Gunnery Cards (120) ... .............................. 10.00 
Battle Movement Disp. ... . ...... 3.00 
Charts/Tables Cds. ( tO) ............................ 1 o.oo 
Ship log Pads (2) ................ . .. .. EA . .. 3.00 

30005 VIETNAM: 1965-1975 @ ............ 24.00 
Mapsheets A&B ........... EA . .. 7.00 
Rules Booklet..................... ... . ... .. 5.00 
C-Ounter Sheets #1 , 12, 13 .. .............. EA . .. 4.00 

German/Allied Squad Pads (2) .......... EA ... 3.00 

I ~t!~~Tw:?a! o~~~~~ts ~Xve~~~~?a~ e~!1Les are available. 
See Miscellaneous Merchandise Section (p.8) for more information. 

870 ADV. SQUAD LEADER @ ........ ........ 49.95 
Binder .. ....... 10.00 
Rules ooly (Chap a,b.c,d.h IJlp. t-30},j) .. EA .... t0.00 
Chap. Dividers (a,b.c,d.h.j) ............... EA . .. 3.00 
QRDC (Quick Reference Data Card) .... ..... 3.00 
ASL Annual '89, '90, '91, '92 ...................... 15.00 

ASL Annual '93 ............. Coming Soon! 
64 pages of articles, tips and new scenarios 

ASL GAP-Computer Assist Program 
for the 64K Apple ll+,C,E.GS ................. 25.00 

IBM Coming Soon! 

8225 BEYOND VALOR 
(1st ASL module) @ ... ....... 40.00 

Mapsheets (#20,2t .22 or 23) ............ EA .. 5.00 
Counters (spec. by name) ................. EA. .. 4.00 

Ger/Finn Crew/H$/SMC; Ger/Finn 
Squads; SWntRuss SMC; Russ MMC; 

t/2' Info Ctrs; Ger Veh & Ulil; 
Ger Tanks; Ger TD, AG & ht; 
Russ Tanks; Russ/Ger Veh; 
Ger & Russ Ordn; 518' lnlo Ctrs 

Scenario Pad...... . ..... 5.00 
8232 CODE OF BUSHIDO 

(8th ASL module) © ........................ 40.00 
Mapboards (#34,35.36,37) ................ EA •.. 5.00 
C-Ounters (Japan Int; SW; Misc. 

Vehicle & Ordnance .. . ........... EA .. 4.00 
Chapter G (Sec. 1-t 0) ..... t 0.00 
Chapter G Divider ................. . .. 3.00 
Terrain OvMay Pad ..... . ..... 7.00 
Scenario Pad .. ...... ....... 5.00 

-#. "8234 CROIX DE GUERRE 
(10th ASL module) @I . . .... ....... ... 35.00 

Rules (Chapter N) ...... ............................... 10.00 
Chapter N Divider ..................................... 3.00 

Scenario Pad .... ..... . ... 5.00 
Counters (1, 2, 3) ..................... ........ EA . .. 4.00 
Mapboards (40, 41). . ............... EA . .. 5.00 

8233GUNG HO 
(9th ASL module) @I .......... 5000 

Rules, Chapter G, (Sec. t 1-18) ................... 10.00 
Chapter G Divider ..................................... 3.00 
Mapboards (2) .................................. EA . .. 5.00 
Countersheets (5) ........ EA ... 4.00 
Scenario Pad .......... 5.00 
Overtay Pad...................... . .. 7.00 

8702 HEDGEROW HELL 
(2nd Deluxe ASL module) @ ........... 20.00 

Mapboards (e,f,g,h) ... . ... ..... EA .. 6.00 
Scenario Pad ................ ....................... ... 5.00 
AFV Data Card Counters.............. ... . .. 3.00 
U.S. AFV Data Cards ................................ 5.00 

8229 HOLLOW LEGIONS 
(7th ASL module) © ....... ................ 25.00 

Chapter H Addition .......... 5.00 
Counters (Italian ordn., 

MMC/SMC, or Ital. veh) ................. EA . .. 4.00 
Mapboards (130,3t) ..................... ..... EA ... 5.00 
Scenario Pad.......... . ... 5.00 

8230 LAST HURRAH 
(6th ASL module) @ ... 18.00 

Mapboards (t t ,33) ............................ EA . .. 5.00 
C-Ounters (Allied Minor lnl./SW) ................. 4.00 
Scenario Pad ......... 5.00 

8226 PARATROOPER 
(2nd ASL module) @I .. 19.00 

Mapboard (#24) ........ . .. 5.00 
Counters (spec. 1/2' or 518') ............ EA. .. 4.00 
ASL Chapter K. . ........ t0.00 
Chapter K Divider. . .......... ....... 3.00 
Scenario Pad... . ... 5.00 

8227 PARTISAN 
(4th ASL module) @ .... 19.00 

Mapboards (lt0,32) .......................... EA ... 5.00 

Counters (Axis Minor lnfJSW) .. . ....... 4.00 
Scenario Pad................................... 5.00 

823t RED BARRICADES 
(1St Historical ASL module) @ .......... 25.00 

North Mapsheet ........................................ 7.00 
South Mapsheet... ..................................... 7.00 
German/Russian Counters ........................ 4.00 
Marker Counters ....................................... 4.00 
ASL Chapter 0 .......................................... 10.00 
Chapter 0 Divider ...................................... 3.00 
Scenario Pad ............................................ 5.00 

870t STREETS OF FIRE 
(1s1 Deluxe ASL module) @I ....... 20.00 

Mapboards (a,b,c.d).... . ..... EA ... 6.00 
Ger/Russ AFV Data Cards.. . ...... 5.00 
Scenario Pad ............... . .... ....... ... 5.00 
8224 YANKS 

(3rd ASL module) @I 
Mapboards 

... ......... 35.00 

(116,1 7.t8.t9) ... . .... EA ... 5.00 
Counters: U.S. Armor: Ordnance; 

MMC; SMC/SW; Boats/Aircratt .. ... EA . .. 4.00 
Scenario Pad .. .............. 5.00 
ASL Chapter E ............ . ..... EA . .. 10.00 
Chapter E Divider.... . ... .. 3.00 

8228 WEST OF ALAMEIN 
1 (5th ASL Module) @I ... ...... 49.00 

Mapboards 
(125,26.27.28,29) .... EA . .. 5.00 

Counters: (British MMC; SMC/SW/Marker; 
Tanks; TD/AC/SP; 
Transport; Ordnance). 

ASL Chapler F . 
Chapter F Divider ... . 
Scenario Pad ....... . .. 
Escarpment Ove~ay 
Terrain Overtay Pad. 
British AFV Dala Cards .. 

Coming Soon! 

..EA . .. 4.00 
........... t0.00 

.... . 3.00 
............ 5.00 
.... ........ 3.00 
............ 7.00 

. ... 5.00 

ARMIES OF OBLIVION 

The nature of game publishing dictates that we prepare adverlising literature (sueh as consumer ads and new product releases) 
many, many months in advance of scneduted release dates. Occasionally we aren't able to complete a new game by that aelverlised 
release date. Unforeseen design and production problems dictate a choice: rush into production anyhow. or hold off until the prob
lems are corrected. We always choose the tatter. We have been in business for more than 30 years and intend staying in business 
selling only the highest qualify products. If you still have doubts, simply hold off ordering. If you order anyhow, please understand 
your doing so releases us from the Federal guidelines covering mail-order delays. 
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600 AFRIKA KORPS @ ........ ...16.00 
Mapboard. .. ......... 10.00 
Coun1ers .... .. ................ 4.00 
Rules (3rd Edition) ............................ ....... 5.00 
Time Record Card..................................... 1.00 
Situation Card ........................................... 1.00 
Combat Results Table............................... 1.00 

8928 AIR FORCE @ ............................. 30.00 
Mapboard ............................ ...................... 10.00 
Rules .............................................. .......... 5.00 
Airplane Oata Card Set... .. .. 8.00 
Counters... .. .... 4.00 
log Pad ... .... .............. ...... .......... 3.00 

8926 DAUNTLESS 
(Air Force Module) ® ...... 20.00 

Rules ........................................................ 5.00 
Airplane Data Cards Set........................... 6.00 
Counters (spec. Allied, Japan) .......... EA . .. 4.00 
Log Pad .................................. .................. 3.00 
704 ANZIO @ 1hru @ .................... .... 25.00 
Mapboard 1,2 ................................... EA . .. 10.00 
Rules ..................................... .............. ..... 5.00 
Counlers (Ger .. Allied) ...... EA . .. 4.00 
Player Aid Cards (6) .. 3.00 
886 ATTACK SUB @ .............. 25.00 

• Rules ... 5.00 
Counter. .. .. 6.00 
Deck of 64 Action Cards .... ..... 6.00 
Set of 24 Ship Cards... .. ......... 8.00 

732 BATTLE OF THE BULGE ® .......... 21.00 
{Smithsonian American History Series) 

Rules ........... .. ...................... ........ 2.00 
Manual. ..... 5.00 
Counter ... 4.00 
Mapboard .................................................. 10.00 
Allied/German Cards (2) ................... EA. .. 2.00 

887 BLACKBEARO @ ............................ 35.00 
Rules ....... ........................... ....... ............... 5.00 
Counter 1,2 ....................................... EA . .. 4.00 
Mapboard 1,2 ................................... EA . .. 10.00 
Ship Log .... .. 3.00 
Action/Pirate Cards (64 Card Deck) ........... 6.00 

873 BRITANNIA @ ................ ............... 25.00 
Mapboard.............. ................ .. .......... 10.00 
Counters (spec. set I, II) . .. ... EA . .. 4.00 
Rules. .. ........ .... 5.00 
Victory Poin1 Cards Set..... .. ... 3.00 

851 B· 17 @ . .. ..... 23.00 
Mapboard. .. ..... 10.00 
Rules ... 5.00 
Counters.. .. ...... 4.00 
Airplane Cards Set.. .................................. 6.00 
Mission Pad .............................................. 3.00 
Chans & Tables Pad ................................. 3.00 

8939 CIRCUS MAXIMUS @ ................. 14.00 
Boards (spec. 11,2,3) .................... .... EA . .. 5.00 
Counters .................................. 4.00 
Rules-2nd Edition. .. ....... 5.00 
Chariot Racing Pad ........ NIA 
837 CIVILIZATION @ .... ..... 38.00 
Mapboard..... .. .. 10.00 
Rules.... 5.00 
Counters: (specify) 

Italian/Asian ............... .................... ....... 4.00 
Allyrian/Egyptian ........................ ... 4.00 
Thracian/Babylonian..... .. ......... 4.00 
Alrican/Assyrian ..... .. .. 4.00 
Cretian ............... ............................ .... 4.00 

Archeological Succession Table Card .. ...... 1.00 
Set of Trade Cards ......... ........................... 5.00 
Set of Civilization Cards ............................ 5.00 
Set ol Player Mats ..................................... 3.00 
Expansion Trade Cards ............................. 4.00 
West em Extention Map Kit........................ 8.00 

Crescendo of Doom, Cross of Iron, 
G.I. Anvil of Victory-See Squad Leader 

8372 ADVANCED CIVILIZATION @ ... 30.00 871 FLIGHTLEADER ~ - @ ........... 28.00 
(Civilizallon Module) Mapboard .................................................. 10.00 

Rules ............................................ ............ 5.00 Basic Rules... .. .......................... 2.00 
AST Track Card ........................................ 3.00 Pilot's Manual {Adv. Rules). 
Calamity Effect Sheet.. ............ .................. 1.00 5.00Counters (specify# 1,2) .............. EA . .. 4.00 
Trade Cards .. ................................ ............ 5.00 Set of Aircraft Status Cards (6) .................. 3.00 
Civilization Cards {3) ......................... EA . .. 6.00 Aircrew Aid Cards (2).. .. ..... EA . .. 1.00 
733 D·OAY {Smithsonian)~ ................ 21 .00 Cloud Card ................................................ 1.00 
Rulebook . . .. .................... 5.00 Vol. 26, 13 General Var. Ctrs . ................... 4.00 
Manual............ .. .. ...... 5.00 731 GEmSBURG (Smi1hsonian) ~ .. 20.00 
Coun1ers ................................................... 4.00 Mapboard ............................... l0.00 

~~~~~~'iia;d· ... ............ ::·:::::··:::::e;;:·:: 1~:~ Troop Counters ... 4.00 

862 
DEVIL'S OEN "5°' Rules Shee1-5th Edition' .... .. ............ 5.00 

'ill .. 25.00 Bame Manual .... ............................ ............ 5.00 
Mapboards (specify Little Round OA Card (Union. Cont.) .............. EA .. 2 oo 

Top. Devil's Oen) .................... ..... EA.· 600 #735 GUADALCAN~ 

~~~~~ry Counters . ! ~ {Smithsonian) ..... ... .... ... 35.00 
Marker Counters ....................................... 4.00 Rules ........................................................ 2.00 
Ammo Display Card ... 1.00 Manual. .... ................. ....................... 5.00 

Chans & Tables Card ................................ 1.00 ~~~~:~~a~::~~~~;~'.~·: .... .' .'.'.'. ~~: : ! ~ 
819 DIPLOMACY @ .... ...... 25.00 Ship Counter .... ......................................... 4.00 
Mapboard .......... ........................................ 10.00 Searchboard Screen................ .. 3.00 
Rules- 2nd Edi1ion ........... .............. 5.00 Battleboard. .. .. 7.00 
Basic Rules Sheet ........... 2.00 US/Japan Searchboard ............. ....... EA .. 5.00 
Fleets & Armies {complete se1s only) ........ 5.00 861 HITLER'S WAR © .. .. ....... 20.00 
Set of 7 Conference Maps. . .. 3.00 Mapboard .. ................................................ 10.00 
New Revised Gamefs Guide ..................... f0.00 Rules............................ ... .. ........ 5.00 

8191 DELUXE DIPLOMACY @ ............ 55.00 
Rules ........................... ............. ....... ....... .. 10.00 
Mapboard ......... ......................................... 15.00 
Flag Labels . .. ... 10.00 
Conference Map Pad ................................ 5.00 

8691830: RAILROADS & ROBBER 
BARONS @ ................ ...................... 26.00 

Mapboard............. . ........ .............. .. 10.00 
Rules ............................................... ......... 5.00 
Oie·cut Tokens ................................. ......... 4.00 
Oie·cut Track Tiles (specify A,B.C) .... EA ... 4.00 
Stock Cenilicates ..... .. .. ....... .. 4.00 
Play Money............................... ................ 3.00 
Railroad Chans Cards 

(specify name of railroad) .............. EA ... 1.00 
Train Cards ... ..................... .. .. 3.00 

864 EMPIRES IN ARMS @ .... 35.00 
Mapsheet ...... ....... ... .. .. ................. 10.00 
Rules ........................................................ 5.00 
Counters: (specify #t,2,3,4,5) .. ....... .. EA . .. 4.00 
Set of National Cards (7)..... .. ............ 5.00 
Pol~ical Status Display Card ..................... 1.00 
Game Card .. .. .. ...... 1.00 
Vol. 25. t2 General Var. Clrs . ................... 4.00 

877 ENEMY IN SIGHT @ .......... ........... 15.00 
Coun1ers ....................... ................... 4.00 
Rules Booklet.. .......................................... 5.00 
Deck of Ship Cards (56) .......... .................. 5.00 
Deck of Action Cards (t 20) . . ............. 8.00 

860 FIRE POWER @ - © ... . ....... 30.00 
Mapboard (specify 11,2,3.4) ...... ....... EA ... 5.00 
Rules .. .. ................ .......... 5.00 
Scenario Manual ......... .. ........ 5.00 
Counters ........................ ........................... 4.00 
Playing Aids Cards Set...... .. ........ 3.00 

8930 FLAT TOP © . 
Mapboard ....................... .. .. 
Rules .............. ...... .. 
Counters: (specify) 

......... 40.00 
.. ...... 10.00 

5.00 

Allied, Japan, Info ........................ EA ... 4.00 
Ammuni1ion Pad.......... 3.00 
Air Record Pad............ .. ...................... ..... 3.00 
Playing Aids Card Set .. 4.00 
Air Operations Chan ................................. 4.00 
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Coun1ers (speci1y #1,2) ..................... EA. .. 4.00 
Record Card (specify Allied. 

Axis, Soviet). .. .. EA. .. 1.00 
Coming Soon: IDF {Israeli Defense Force) 

Modern Middle East Simulation Game 

818 KINGMAKER (!) .............. .............. 25.00 
Mapboard... .. ........... 10.00 
Rules-2nd Edi1ion ............................. ........ 5.00 
Coun1ers ................................................... 4.00 
Crown Cards Deck.. .................................. 3.00 
Even1 Cards Deck .. ................................... 3.00 
Varian1 Event Cards .................................. 4.00 

867 KNIGHTS OF THE AIR @ .............. 25.00 
Mapboard ....... ....... ....... .............. ............... 1 o.oo 
Rules ................................ 5.00 
Counters .. ............ ....... .................... .. ...... 4.00 
Pad of Aircralt Cards .................. ............... 12.00 
Set of Maneuver Cards .............. ............... 5.00 

878 KREMLIN @ .................................. 20.00 
Mapboard...... .. .............................. 10.00 
Counters......... .. ........ .......... 4.00 
Rules Booklet ............................................ 5.00 
Politboro Pad... ............. 3.00 
Set of Poli1ician/lntrigue Cards .... .. ..... 6.00 
8780 Revolution Variant Cards .................. 8.00 

721 THE LONGEST DAY @ .... ... 85.00 
Mapboards (specify Saint Lo, 

Cherbourg, Countenances, Caen 
Cabourg, Avranches, Argentan .... EA . .. 8.00 

Counters (specify U1ility Half·Sheel 
Utility Round. American. British. 
German #1, German #2) ............... EA . .. 4.00 

Allied Landing Schedule/ 
Scenario #1 Card ............................. ..... 2.00 

Allied En1ry Track/ 
Scenario #2 Card ........ ............. ....... ..... 2.00 

German Entry Schedule/ 
Scenario #3 Card .................................. 2.00 

Cherbourg/Scenario #4 Card ..................... 2.00 
Combat Results Tables Cards Set.. ... .. ... 5.00 
Terrain Effects Chan Cards Set.. ............... 5.00 
Rules ................ .............. .......................... 10.00 

809 LUFTWAFFE @ . .. ....... ..... 30.00 
Mapboard ............................................ ...... 10.00 
Rules ......... .............. ................................. 5.00 
Counters (spec. Ger .. Amer.) ............ EA. .. 4.00 
Order of Battle Card Set. ........................... 2.00 
Aerial Combat Results Sheet 2.00 
Target Pad.... . .. 4.00 

882 MAIN BATTLE TANK @ ................ 31.00 
Rules .... ............ 5.00 
Coun1ers (specify #1,2) .... ... EA . .. 4.00 
Mapb<>ards #1,2,3,4 ..... .. .... EA . .. 5.00 
Game Card .......................................... ..... 2.00 
Information Card. .. .. ..... 1.00 
Unit Data Card Set (28). .. .. ..... 3.00 

#']34 MIDWAY {Smithsonian) @ .......... 26.00 
Rules .................................................... ... 2.00 
Manual ...................................................... 5.00 
US/Japan Operation Card. .. ...... EA ... 2.00 
Aircrah/Marker Counter...... .. ...... 4.00 
Ship Counter............... ... 4.00 
Searchboard Screen ................................. 3.00 
Battleboard .............. ................................. 7.00 
US/Japan Searchboard ................. .... EA ... 5.00 

883 NAPOLEON'S BATTLES @ .......... 30.00 
French Coun1ers .. . .. 5.00 
Allied Counters ................. .. ....... 5.00 
Terrain Cards (2). Info Cards (12), 

Template Cards (2), Game 
Cards ......... SET . 9.00 

Booklets (3) 
Scenario, Rules. Intro .................. EA ... 5.00 

8831 NAPOLEON'S BATTLES EXP. KIT ....... 15.00 

203 NAVAL WAR @ ............................. 12.00 
Rules ........................................................ 5.00 
Set ol Ship Cards (black) . .. ............... 3.00 
Red Playing Cards (2 sets) .. EA . .. 3.00 

884 NEW WORLD @ ... .. .. 25.00 
Rules .......... . .......... 5.00 
Card Set .......................... .. ........ 3.00 
Hextile (specify A.B) ......................... EA . .. 4.00 
Pad. .. ........................................... 3.00 
Play Money. . .. ........ 3.00 
Mapboard .................................................. t0.00 
Counters (spec. 11,2,3) .................... EA . .. 4.00 

807 PANZERBLITZ @ .......................... 25.00 
Mapboards (specify 11,2,3) .. ............. EA . .. 5.00 
Rules ........................................................ 5.00 
Counters (specify Ger .. Rus.) ............ EA . .. 4.00 
Campaign Analysis Manual ....................... 5.00 
Scenario Pad ........... 3.00 

822 SQUAD LEADER @ .......... . 30.00 
Mapboards (spec. 11,2,3,4) .......... ... EA .. 5.00 
Rules-4th Edition..... .. .... 5.00 
Allied Counters ......................................... 4.00 
German Counters ...... 4.00 
Vehicle & Fon Coun1ers ............................ 4.00 
Scenario Cards Set................................... 5.00 
Expansion Mapboards {specify by 

number) 51hru 33 ......................... EA ... 5.00 
Scenarios: Series 300 .... ....... ............. 5.00 

Rogue ...................................... 5.00 
Series A·O ............................... 4.00 
Series E·I ................................. 4.00 

The General Magazine Scenarios 
(specify J[Vol. 18, 12 
K·Vol. 18, #3, L·Vol. 18, 14 
M·Vol. t8, 15 ................................ EA ... 4.00 

Squad Leader Expansion Modules 

8222 CRESCENDO OF DOOM @) ......... 28.00 
Mapboard 16. #7. .. ...... EA . .. 5.00 
Counters 

French infan1ry. . .. .... 4.00 
British inlantry ... ................................... 4.00 
Neutrals Armor & Ordnance.... .. ..... 4.00 
French Armor & Ordnance .............. ...... 4.00 
British Armor & Ordnance .. ................. 4.00 
British Armor................ .. ........ 4.00 

Combat Chan Sheet.............. ...... 1.00 
Wargamefs Guide .... ................................ 8.00 

718 RUSSIAN CAMPAIGN @ ........ 22.00 
Mapboard. .. ...... 10.00 

812 PANZER LEADER (!) .................... 30.00 Rules-3rd Edition ...................................... 5.00 
Mapboard (spec. A,B,C.O) ................ EA . .. 5.00 
Rules .......... ......... .................................... 5.00 

Counters ....................................... ............ 4.00 
German: Russian 0/B Chan .... ... EA . .. 2.00 

Counters (spec. Allied, Ger.) ............. EA . .. 4.00 865 RUSSIAN FRONT @ ..................... 27.00 
Scenario/CRT/TEC Card Set. .................... 3.00 
Panzerieader 1940 Varian1 Kil includes 

Vol. 15, f2 of The General w/counters ... 5.50 

Mapboard (spec. A,B,C,O). .. ..... EA . .. 5.00 
Counters (specify #1,2) .... ................. EA ... 4.00 
Rules.. .. .............. ....... ................... 5.00 

868 PATTON'S BEST @ ................ ..... 26.00 
Mapboard... . ..... I 0.00 
Rules .................... .................... ...... .......... 5.00 
Counters .. ................................................. 4.00 
Aller Action Repon Pad... .......... .. 3.00 
Set of 9 Tank Cards .................................. 7.00 
Set ol Chans & Tables Cards (4)... .. ... 5.00 

Card Set ............................ .... ... .. 5.00 

8171776 <'V .......................................... 30.00 
Mapboard (specify 1,2,3,4)...... .. .. ... 5.00 
Rules .............. .. .. .................. 5.00 
Counters {specify Amer .. Brit.) .......... EA ... 4.00 
Scenario/CRT Card Set............................. 3.00 
Terrain Effects Sheet .. .............................. 1.00 
Tactical Cards Set.. ................................... 2.00 

730 PLATOON @ ... .. 20.00 Vol. 25. #2 Gen. Variant C1rs ................... .. 4.00 

Mapboard .................................................. 10.00 879 SIEGE OF JERUSALEM ® ........... 35.00 
Rules.. .. .................. 5.00 One Rules Book ........................................ 6.00 
Counters ................................................... 4.00 One 48 x 33 Mapsheet .............................. 10.00 
Battle Manual............................................ 5.00 One set Roman Counters ..... 6.00 
Substitution Card ...................................... 1.00 gne set ~udean ~~nters /S • C ........... 6.00 
Plastic Counter Holders ............................. 1.00 ,$: ne set scafad avafry e1ge ard©s ..... 8.00 

~ 889STONEWALL JACKSON'S WAY 4 .. 35.00 
874 RAID ON ST. NAZAIRE @ ............ 26.00 Rules .......... .. .... 5.00 
Mapboard (1,2,3) ................. EA ... 5.00 Combat Results Tables... . ................ 3.00 
Rules ........................................................ 5.00 County/Union/Cont. Pad. .. ................. 4.00 
Counters ... .. .. .. 4.00 NMh Mapsheet .................... 8.00 
Pad........................................................... 3.00 South Mapsheet ........... ....... ...................... 8.00 

<'V Unit/Strength Counter ....................... EA. .. 4.00 
~~~e=EPUBLIC OF ROME ............... 3~.~~ 872 TAC AIR @ .................................... 26.00 

~=~~f ::£.::~i~:::i~i~i::.:.'.·::::::::::::::::e~::: 1 ~:~ ~~fe~'.~ .~s.~~:.~~:~>. .'.'.'.'.'.'.'.'.'. .......... ~~:. : : ;~ 
Seq ence Cards (6) 3 00 PACT Counters................ .. .. ............. 4.00 

u ........... ..... · NATO Counters... .. 4.00 
Counters (1,2,3) ................................ EA. .. 4.00 Battle Manual ..... . ......... 5.00 

8t l RICHTHOFEN'S WAR @ ............... 25.00 Player Card .. .. .............. 1.00 
Mapboard ............................... .................. l0.00 Game Card . .. ............................. 1.00 
Rules .. .. ........................................... 5.00 PA~6 grgani.zati.on ~ard ........................... 1.00 
Counters........................ .. .......... 4.00 NA rgan1zal1on ard .......................... 1.00 
Briefing Manual ........................................ . 2.00 Vol. 25, 12 Gen. Variant Ctrs ..................... 4.00 
Scenario Cards Set... ........... 3.00 502 TACTICS If @ ................................ 15.00 
Target Damage Table Sheet.. ................... 1.00 Mapboard................................... .. .. 10.00 
Maneuver cards Set comes with rules- ' Rules .. ..................................... ... 5.00 

see The General Vol. 14, #4........ . .. 4.00 Counters.................... .. ... ...... ...... 4.00 
Weather/Time Record Card 1.00 

Rules ..................................... 5.00 
Scenario/CRT Card Set.. ........................... 5.00 
Rogue Scenatios, Pad of 12 ...................... 5.00 

8221 CROSS OF IRON @ ................... 25.00 
(Back by Popular Demand!) 

Mapboard #5.... ........................ .. ....... 5.00 
Counters: Specify Infantry A, B. 

M iilery, German Vehicle 
Russian Vehicle ............................ EA . .. 4.00 

Rules-4th Edition ........................... .. 5.00 
Scenario Cards Set.. ...... ........................... 5.00 

8223 G.I. ANVIL OF VICTORY @) ......... 37.00 
Mapboards8.12.13,14&15 ................ EA . .. 5.00 
Rules (2nd Edition) .................................. 5.00 
Counters: 

U.S. Army .......... 4.00 
U.S. Ordnance ... 4.00 

British Armor ............................................. 4.00 
U.S. Infantry .............................................. 4.00 
U.S. & German SW: French HS ................. 4.00 
British HS: SS & Unarmored Inf ................. 4.00 
German Infantry ........................................ 4.00 
Scenario/Player Aid Card/Terrain 

Overtay (12 cards total) (2nd Ed.) 
Additional Scenario~ Series 
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5.00 
.. 5.00 

Combat Resulls Table Card .............. 1.00 
813 THIRD REICH © ........ 26.00 
Mapboards (spec. Ger.,USSR) ......... EA . .. 5.00 
Rules-4th Edition ........................ 5.00 
British Counters ... .. ........ ..... 4.00 
US/Russian Counters ...... .......................... 4.00 
German/Italian Counters .................... .. 4.00 
Set of Situation Cards ........ .. .. .... 3.00 
Gamefs Guide .......................................... 8.00 

~888 ADVANCED THIRD REICH @ ....... 49.95 
Rules.. ... 5.00 
Appendices .............. ................................. 5.00 
Ultra Book................. ........ 3.00 
West Mapsheet.... ........ 7 .00 
East Mapsheet.. .......... ....... ....................... 7 .00 
Ger.IAxis Counter.... .... .. .............. 4.00 
Brit./Miners Counter.... .. ............. 4.00 
Russ./French Counter ............................... 4.00 
US/Italy Counter .......... .. ..... 4.00 
Scenario Card Pad .......................... .......... 4.00 
Player Aid Card ......................................... 4.00 
Unmounted Coun1er Sheets .. . 
Same Price As Above 

839 TITAN @ ... ................................... 30.00 
Mapboard...... .. .......................... 10.00 
Rules........................... .. ..... 5.00 
Hit Markel Counters ... .. .. ......... 4.00 
Titan Coun1ers (spec. 1 thru 8) ....... .. EA . .. 4.00 
Battleland Displays Set ............ 3.00 



875 THUNDER AT CASSINO @ ..... .... 25.00 853 UP FRONT @ ................ ......... 25.00 Rules-2nd Edition ..................................... 5.00 
Mapboard .................................................. 10.00 
Rules.... . .. 5.00 

Rules-2nd Edition........................ .... 5.00 
Counters ...................... ............. 4.00 

Counters........ ...... ........ 6.00 
Japanese 018 Card ................................... 1.00 

Allied Infantry Counters....... 4.00 Action Cards Decks (specify American O/B Card ............ 1.00 
Vehicles, German Inf. & 

Marker Counters ............. .. 4.00 
Scenario Cards Set ........ .............. .. 5.00 

1·54, 55·108, 109·162) ................. EA ... 
5.00Personality Cards Decks ..... EA . .. 5.00 
Set ol AFV Cards...................................... 5.00 

827 WAR AND PEACE @ ............ ......... 30.00 
Mapboard............................. . ...... 10.00 
Rules-2nd Edition. 

881 TURNING POINT-
STALINGRAD @ ............................. 25.00 

Rules ..................... 2.00 

Discard Tray ............ ..... ....... 3.00 

8531 BANZAI 
(Up Front module) @ ..................... 15.00 

5.00Counters (specify #1,2,3,4) ........ EA ... 4.00 
Campaign Game Card.... . ..... 1.00 
Player Aid Card...... ... .... 1.00 

Counters (German/Russian Troops, 
Russian/Markers) ......................... EA. . 4.00 

Mapboards (North, South). . ... ..... EA .. 8.00 
German Set·up Card ................................. 1.00 
Russian Set·up Card. . .. 1.00 

8811 TURNING POINT Eljllntion Kit ..... 6.00 

#'390 TYRANNO EX @ ........................... 30.00 
Rules. . ..... 5.00 
Counter..................................................... 5.00 
Mapboard ....... .......................................... t 2.00 
Animal Cards .. ...... ................. ......... 8.00 

Counters....................... . ..... 4.00 
Rules ........................................................ 5.00 
Infantry Card Set (60) .. : ............................. 5.00 
Armored Card Set (30) ................. ............. 3.00 

8532 DESERT WAR 
(Up Front module) © ..................... 12.00 

Ru!G6 ................... ..................................... 5.00 
Counters ................................................. 4.00 
Armored Card Set (10) .............................. 5.00 
Personality Card Set (60) .......................... 5.00 

715 VICTORY IN THE PACIFIC @ ......... 22.00 

705 WAR AT SEA ~ ................. . ..... 15.00 
Mapboard. . ............. 10.00 
Rules-2nd Edition.. ........ 5.00 
Counters ................................................... 4.00 
7051 WIR AT SEA II Ktt. . .......... 9.50 

709 WOODEN SHIPS @ . . ...... 25.00 
Mapboard ......... ....... ..... 10.00 
Rules-2nd Edition....... . .. ................. 5.00 
Counters ................................................... 6.00 
Log Pad. . .............. 3.00 
Advanced Game Combat 

Player Screen ........................................... 6.00 Mapboard ......................... ........................ 10.00 Results Table Card. 1.00 

*AVALON HILL'S®~ MAGAZINE 
Every bi-monthly issue is jammed full of articles 
on Avalon Hill games. Written by the AH slaH of 
war-gaming experts and enthusiasts, articles 
range from historical tie·ins and background 
events to strategy and tactics. Each issue usual
ly has a SERIES REPLAY; a move by move 
recreation of a game between the two expert 
players. There are also new product announce
ments, producl reviews, and a contest that gives 
away over $150 ol merchandise each issue. In 
recent issues, there have been professional 

variants to certain games with special inserts con· 
taining new maps or counters. Finally, there is 
also a postage coupon in every issue, good for 
helping to pay the cost of a mail order. 
No real hobby member can afford to be without a 
subscription to THE GENERAL. Bui ii you're still 
not convinced, order a sample issue first (see 
current Parts List for cost). One look should be 
enough. 

1 Yr. Subscription ..... 
2 Yr. Subscription .. 

..$15.00 (posl·paid) 
. ......... $24.00 (post-paid) 

Domestic 1st Class ............. Add $15.00 Yr. 
Sample Of Back Issue......... . ..... $4.00 
Best of the General. ........................... $5.00 

The General-(Canada & Mexico) 
1 Yr. Subscription .•....................• $30.00 (post·paid) 
2 Yr. Subscription ........ $54.00 (post·paid) 
The Gene<al-(Overseas) 
1 Yr. Subscription ....................... $40.00 (post·paid) 
2 Yr. Subscription ....................... $72.00 (post·paid) 

Prices subject to change 
without notice. 

*AVALON HILL MISCELLANEOUS MERCHANDISE 
BINDERS for The General 

(holds 6 issues)..... . ......... ....... ...... 7.00 

BOXES (Empty) 
Slandard Bookcase or flat box (specify game 

size ... . ........................ .. ..... 4.00 
All·Purpose Bookcase size (for out·of·stock 

boxes) ... . . ......... ....... ........ 3.00 

CAPS (black corduroy w/AH logo) .......... 12.00 

COUNTERS, BLANK 
(a) BLANK WHITE, suitable for coloring with 

felt tipped pens. Specify. 112' (D·Day size) 
or 518' (Panzer). 

(b) PRE-PRINTED with standard unit notations 
112' (D·Day) size onty. Specify: White. 
Beige, Blue, Yellow, Gray, Green 

Approx. 190+ per sheet... .................. each 3.00 
6.00 for 10.00 

12lor15.00 

DICE (set ol 6) specify wMe and/or red ......... 1.00 
10 Sided Die (t) .... ........... 1.00 

HEX PADS Approx. 30 sheets per pad each 
8 x t 0 printed both sides. 216 hexes one side 
1,584 hexes on reverse side ... .... 3.00 

HEX SHEETS 
White, unmounted cardboard shipped in mailing 
tube to prevent creasing. Specily D·Day type 
(5/8' hex across 22' x 28', OR Panzer type 
(13116' hex) across 22' x 24', Squad Leader 
type 13/16' across a· x 22' ............... each 2.00 

4 lor 6.00 
12 lor 13.00 

INDEX-THE AVALON HILL GENERAL INDEX 
and COMPANY HISTORY (1952-1980) ........ 4.50 
Catch up on your hobby's history. Within this 
booklet you will be able to follow the growth of 
The Avalon Hill Game Company, who started it all 

t -Player Kit (specify game) 
(Rules included) 

Fortress Europa PBM Kit: 

.... 5.00 

2·Player Kit.................... . .......... t0.00 
t ·Player Kit .......... .......... . ... 6.00 

the way back in 1952. 
INDEX (1964-1989) 

NOTE: Rules included. Kits are of no value 
············ 5.00 unless players also own the game. 

MAGNETIC Strips for Counters STORAGE TRAYS ........................... EA .... 2.00 
Ten It. lenglhs. ······· ······ ·········· ............. 7.5o Holds counters separate in 16 dillerent recepta· 
One h. ......... ··· ···· 1.00 cles-includes plastic lids. 
MAPBOARDS, BLANK RIGID #', . . 
Finished folding boards minus the printed map· AH Logo Tie Clop ...................................... 5.00 
sheet itself. Specify: 22' x 24', OR (PzBlitz Size) 003 AH Trading Cards (Set I) (10) .50 
8' x 22· ................. ............................ each 4.00 T-SHIRTS: 

6for t2.00 
t2 lor 20.00 Squad Leader box cover 

MAPBOARDS CLIPS (Set ol 4) 
Holds isomorphic mapboards in position ...... 1.00 

MAPSHEETS UNMOUNTED Specify name of 
game. Price same as mounted game board. Great 
for mounting on any surface including metal. 

PLAY-BY-MAIL KITS 
The lollowing games can be played by mail: 
PBM Kits: 
Alrika Korps, D-Day ('77 Edition), Panzerblitz, 
Stalingrad, and Waterloo. 
2-Player Kil (specify game) 
!·Player Kit (specify game) 

PBM Kits for: 
Bl itzkrieg, Batlle of the Bulge ('St Edition), 
Russian Campaign. 
2-Player Kit (specity game). . ...... 8.00 
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Small only ........................... .............. ..... 8.00 

The Avalon Hill Game Co. 
Med., Lg. or X-Lg. 
(call for availability) 

XX-lg., XXX-Lg. or XXXX-Lg 
............. 8.00 
.... ......... 12.00 

Tales From The Floating Vagabond 
Sm .. Med., Lg. or X-Lg. . ............... ... 8.00 
XX-Lg .. XXX-Lg. or XXXX-Lg .. ....... ......... 12.00 

Avalon Hill " "Tank Eating Tiger" 
Specify Sm .. Med., Lg., or X-Lg.. . .... 8.00 
XX·Lg .. XXX-Lg. or XXXX-lg .................. 12.00 

Wargames Construction Kit... ................. 7.00 
Includes t hex, 2 blank counter sheets, 
2·t0 sided die, generic box 
(specify map & counter types) 

814 BASEBALL STRATEGY .................... 20.00 
Gameboard ............................................... t0.00 
Rules........... . ..... 5.00 
Red/Blue Roster Cards ..... . .. 2.00 
7 Red Pitch Cards... .......... . .. 1.00 
Score Pad ................................................. 3.00 
Set ol 6 Pawns .......................................... 1.00 
Xtta Roster Cards (Blanks) ........................ 4.00 

9100 BOWL BOUND (Revised '89 Ed.) ..... 20.00 
Gameboard .. ............. ........................... ..... 5.00 
Rules.. . ......................... 5.00 
Team Charts Set 111 ................................... 12.00 
Team Charts Set 11 .................................... 12.00 
Team Charts Sel 1... .................................. 12.00 
tO Yd. Marker/Football Sel... . . .. .. t.00 
Number Dice Set.................. . ...... 1.00 
Score Pad....... .......................................... 3.00 

9950 DECATHLON ................................... 16.00 
Score Pad.. . ................ 3.00 

815 FOOTBALL STRATEGY .................... 16.00 
Gameboard .................... ...... 5.00 
Rules ...... . .... ....... ....... ....... .......... 5.00 
Delense Cards Set. ....... 1.50 
Ball ControVAeriat Game Chart ................. 2.00 
Pro Style Offense Play Chart ..................... 1.00 
Score Pad .................. ....... ....... ... 3.00 
10 Yard Marker/Football Set ...... 1.00 
Widow's Handbook ....... 2.00 

9265 MARCH MADNESS 
(College Basketball). . ....... 25.00 

Gameboard ............... 10.00 
Team Counters ......................................... 4.00 
Rules ........................................................ 5.00 
Set ol 60 Team Cards ............................... 6.00 
Set ol 60 Strategy Cards ................ 6.00 
Strategy Display Card ............... 2.50 
Set ol Sell·Adhesive Labels ................. ..... 3.00 

9t50 PAYDIRT ......................................... 25.00 
New team charts available each Fall 

Gameboard ............................................... 5.00 
Rules ......................... . .. .. 5.00 
Team Charts Sel-specity t991 ................ t2.00 
Past Season Teams Available: 76,.79,82, 
83,84,86,87,88,89,90 .................... · .. EA • .. 12.00 

FootbalV10-yd. marker .............................. 1.00 
Number Dice Set..... . .. .. t.00 
Score Pad ... .......................... .. ....... ......... 3.00 
Priority Chart ......... ............. ....................... 2.00 
Power Rating Chart ................................. .. 2.00 
1958 NY Giants vs. Balto. Colts ................ 2.75 
Team charts (n,80,81)......... . ... EA ... 5.00 

9600 PRO GOLF.. . .... ....... ... 15.00 
Pebble Beach Course Book.. . ..... 6.00 
Rules .... ....................... . ....... 5.00 
Set of Gotter Cards (81,84,86,88) ..... EA ... 2.50 
Score Pad ........................... ...... 3.00 
Addendum Rules ............ ....... ... 3.00 

*AVALON HILL 
SPORTS GAMES 

Featuring STATIS PRO 
9320 REGATIA ........................................ 25.00 
Gameboard ... .. . ....... 10.00 
Rules ........................................... .......... 5.00 
Wind Indicator. ......................................... t .00 
Spinnaker Cards Set .............. 2.00 
Set of Metal Boats/Buoys .......................... 6.00 

SC2 SPEED CIRCUIT... . ............... 25.00 
Mapboard ......................... ....... .................. 15.00 
Rules .... 6.00 
Plastic Cars Set (6) ..................... 5.00 
Performance Pad... . ... ..... 4.00 
Exira tracks: 
Grand Prix of: 

Britain, Belgium, South Africa 
France & Detroit .............................. EA. ... 3.00 

or 2/5.00 

GRAND PRIX 
Accessory Pack Ill (8 tracks) ....... ............. 12.00 
Accessory Pack IV ... ..... 12.00 

(entirely new tracks for Speed Circuit) 

9240 DELUXE STATUS PRO BASEBALL40.00 
New player cards available each Spring 

(Includes 1991 Player Cards) 
92401A AMERICAN LEAGUE VERSION ... 25.00 

(Includes '91 American league onty) 
92401N NATIONAL LEAGUE VERSION ... 25.00 

(Includes '91 National league only) 
9240004 t99t Player Cards ...................... 16.00 

(Includes both leagues) 
Gameboard (1990 version only) ................ 10.00 

(pre·1990 board not available) 
Rules (1990 version only) .......................... 5.00 
(pre-t990 rules not available) 

Fast Action Dec,k ....................................... 5.00 
Score Pad ................................. ... 3.00 
Baserunners Set ....... ............... . ........ 2.00 
Out Charts Cards Set.. ............................. :- 2.00 
(1990 version ~nly) 
(pre· t 990 charts not available) 

Revision Bookie! ('87) ............................... 3.00 
Player Card Envelopes ....................... ....... 2.50 
Player Stat Sheets Pad........ 3.00 
Blank Player Card Sel ............................... 5.00 
1955 Wortd Series Player Cards................ 2.00 
1962 Player Card Set................................ 3.00 
Player Cards (both leagues) 
(t983,84,85,87) ...... . .. EA. .. 5.00 

Player Cards (both leagues) 
(1979,88,89,90) ...... . ...... EA ... t0.00 

9260 STATIS·PRO BASKETBALL ............ 28.00 
New player cards available each Summer 

Gameboard ........................................... t 0.00 
Rules ............................................... ......... 2.00 
Player Cards Sel 1991·92 ......................... t2.00 

(Re-creating the 199t-92 Season) 
Fast Action Cards Deck ............................. 5.00 
Score Pad. ...... 3.00 
Blank Player Cards Set............................. 4.00 
Lal<ers vs. Knicks 1970 
NBA Championship Cards..... . ... 2.00 

Player Cards (78-79,79-60,80-81 
81 ·82,82-83,83-84,84-85,85·86,87 ·88, 
89·90,90-91) (specify season) ......... EA ... 5.00 

9250 STATIS·PRO FOOTBALL ................ 40.00 
New player cards available each Fall 

Gameboard ........................................... 5.00 
Rules (5th Edilion) ............ 5.00 
Fast Action Cards Deck ............................. 5.00 
9250004 t99t Player Cards ...................... t7.00 
Lineup Displays 
Ollensive (2) .... . ... EA .. 1.00 
Defensive (2) .................................. EA . .. 1.00 

Score Pads ......... ........ 3.00 
Football/tO-yd. Marker...... . ... ....... 1.00 
Player Cards Set (83,85,86 
87 ,88,89) (specify) .......................... EA. .. t 6.00 
1957, 81, 90 .................................... EA ... 15.00 

9245 STATIS PRO GREAT 
TEAMS BASEBALL .............................. 25.00 

Gameboard 
Rules ............................. .. 
Scorepad .................. . 
Fast Action Cards ...... . 
A,B,C, Out Charts .... . 
Player Card Set... ...... . 
Pawns (3) ................. . 

... 10.00 
... ....... . 5.00 
. .......... 3.00 

... 5.00 
. ........ 2.00 

... 10.00 
.... 2.00 

9t40 SUPERSTAR BASEBALL ............... 20.00 
Gameboard ............................................ .. 10.00 
R~es- 1.00 
Player Cards Set.............. . ........ 8.00 
Score Pad ........... . .. 3.00 
Number Dice Set... .................................... 1.00 
Pawns Set... . . .................................... t.00 
Player Cards Set 11 .................................... 7.00 

9420 TITLE BOUT ..... . ........ 25.00 
Gameboard ........................... .............. ...... 10.00 
Boxer Card Set (specify 90·9t) ......... EA ... 12.00 
Boxer Cards Sets .............................. EA ... 12.00 
(specify 82,83184,86187) 

Rules.. ...................... . .. 2.00 
Score Pad ...... ....... ... 3.00 

WP2 WIN, PLACE & SHOW ..................... 20.00 
Gameboard. . .......... 10.00 
Rutes ........................................................ 5.00 
Race Forms. . ......... EA. .. 1.00 
Betting Pad Set... .................. ............ 3 lor. 3.00 
Plastic Racehorse Set (6) .......................... 3.00 
Pack ol Money ............... ......... ................ 3.00 
Great Thoroughbreds 

t860's-1910's..... . ...... 1.25 
t920's·1970's .......................................... 1.25 

9450 WRASSLIN' ..................................... 20.00 
Rules .............. ....... ................. ................ 5.00 
Deck of 60 Action Cards (A) 
All 4·color 

Deck of 60 Action Cards (B) 
Mixed 4·color & B&W ............ ... .............. 6.00 

Set ot 24 Wresller Cards ............. . ..... 4.00 

ITEMS printed on a shaded area do not come with the game, 
they are accessories and/or variants. 
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GAME 
TITlE 

microcomputer ;ames 01v1s10N 

The Avalon Hill Game Company 
A MONARCH AVALON, INC. COMPANY 

VERSION GAME RETAIL GAME VERSION 
0-0ISKETTE NO. PRICE TITlE O-OISKETTE 

ADVENTURE/LEISURE/SCI-Fl STRATEGY 

0-Apple 46252 29.95 0-IBM 

Police Blotter 0-IBM 46254 29.95 
Computer *D-C-64 

D-Mac 46256 29.95 Diplomacy *D-Amiga 

Legends of !he LOGI Room D-Mac 49056 39.95 *D-Atari ST 

Wilderlands *D-Mac 49056A Coming *D-IBM 

Computer Acquire *D-IBM 49354 24.95 Third Reich *D-Amiga 

lnnovictor *D-IBM 49654 Coming *D-Atarl ST 

SPORTS Com bots D-C-64 

0-Apple 44852 19.99 0-Apple (64K) 
NBA 

0-IBM 44854 19.99 (Includes Mapmaker) 

0-IBM 44854T 
Team Builder 

15.00 Under Fire 0-IBM 

D-C-64 44855T 15.00 D-C-64 

GAME RETAIL 
NO. PRICE 

43054 34.95 

43055 34.95 

43057 34.95 

43058 34.95 

45954 Coming 

45957 39.95 

45958 39.95 

48055 24.95 

48352 34.95 

48354 34.95 

48355 34.95 

0-Apple 48852 19.99 UNDER FlRE EXPANSION DISKS 

Super Sunday 0-IBM 48854 19.99 Mapmaker D-C-64 48355A 25.00 

D-C-64 48855 19.99 Campaign 0-Apple 48352F 25.00 

Team Maker D-C-64 48855T 15.00 woooen Ships D-C-64 48455 25.00 

•New Games and Versions for 1992 In BOLD 

Please Al WAYS specify the type of computer on the A 30-day warranty applies to all software purchases. 
order form. If you are unsure as to whether a particu
lar game is compatible with your hardware. PLEASE 
call us at 410-254-9200, or better yet send your 
question(s) along with a self-addressed, stamped 
envelope to: Ogie Pincikowski, Customer Service. 

Replacements and/or Updates: Return disk with 
$12.00 plus appropriate postage and handling. 

Call or write for our list of Discontinued Software. 

COMING SOON: COMPUTER CIVILIZATION 

Prices subject to change 
without notice. 
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--*AVALON HILL Leisure Time I Family Games--
6400 AUCTION... . .......... 18.00 
Rules ....................... ....... ............ .. 2.00 
Gameboard .............................................. 8.00 
Rare Item Cards (40) ........ . ............... 4.00 
Special Value Cards (12) .. . ......... 1.50 
Pac,k ol Money.......... ......... .. 3.00 

GA· 140 ACQUIRE .... . ....... .. 25.00 
Gameboard ............ .. . ........................ 10.00 
Set ol Tiles...................... ... ............. ......... 5.00 
Pack ol Money. .......... 3.00 
Stock Cert., Set of 7 packs ....................... 4.00 
Info. Cards Set.. .......... ........... . .......... t.00 
Rules .......... ....... ......... . .. ... 5.00 

9700 BALI ....... .... .......... .. ... .... ... 6.00 
Blue. Brown Card Deck ............. ....... . EA . .. 5.00 
Rules .....•.............•................... ................. 3.00 

6385 BLIND JUSTICE •.•...........•••..........•.. 25.00 
Playing Board •....... ....•.. ........... ................. 8.00 
Rules •.....................................•........•........ 3.00 
Verdict Book ............................ ................. 5.00 
Chance Cards (40) ................... ................. 4.00 
Court Case Cards (168) ....... . ..... 10.00 
Pack ol Play Money............. . ..... 3.00 
Pawn Set (4) ....... . ............... 1.00 

6415 BY HOOK OR CROOK ...... ,25.00 
(AOEL VERPFLICHTET) 

Rules ........................................................ 5.00 
Mapboard .........................•........................ 10.00 
Location/Action Cards •...••.••..........•.•...••.... 6.00 
Collector Cards ••.•...•••....•..•....•....•••....•..•... 6.00 

6435 CANDIDATE .. 25.00 
Rulebook ........ ............... . ... ....... 5.00 
Electorial Log.. . .. ............. EA ... 2.00 
Mapboard...... ......................... . .... 10.00 
Counter Sheet. ....... .................................. . 4.00 
80 Action Cards ........................................ 8.00 

1984 CLASS STRUGGLE ......................... 25.00 
Mapboard .................................................. 10.00 
Rules .................... ............ ....................... 3.00 
Alliance/Chance Cards (pink/green) .......... 2.00 
Generic Dice (2) ...... t.00 
Special Die (1) .................... t.00 
Player ClaSS/Asset Debit Markers ..... 3.00 

6350 DILEMMAS... . .......... ... 8.00 
Rules.................................. . ...... 2.00 
Paperback Book ......... .............................. 3.95 
Score Pad .... ................. . ..... 2.50 

6375 DINOSAURS OF 
THE LOST WORLD .. . ... .... 20.00 

Gameboard ... . ... ..... 10.00 
Counters .. 4.00 
Rules ..... .. 5.00 
Set ol 60 Dinosaur Cards.. . ... .... 6.00 
Die·cut Hex Tile ......................... .. .. 2.00 
Pad ol Adventure Sheets ......... .................. 3.00 
Four Pawns (4) •.•...••.•..........••••...••.•.......... 1.00 
Plastic Stands (17) ................•........•...••..... 3.00 

GA·260 FACTS IN FIVE ...•...••......•.....••..... 16.00 
Rules .•.....•..•................•......•.•......••...•.•....• 2.00 
Master Score Card Pad ............... .•............ 2.50 
Playcard Pad ......... ................................... 4.00 
Alphabet Set of Pieces .. ............................ 2.00 
Deck ol Cards. ... ........................... . .. 4.00 
Timer .... ................................. .. 2.00 

GA·270 FEUDAL ............ 30.00 
Divider Screen......... 2.00 
Divider Screen Holders .................... .4 for 1.00 

Mapboard. . ........................................ 10.00 
Rules .•............•......................................... 2.00 
Set ol 4 Board Holders •.....••............ .......... 
1.00Set of Playing Pieces-
specify color..... .. ........... EA . .. 4.00 
Dk. Blue, Med. Blue, LI. Blue, 
Dk. Brown, Med. Brown, Lt.. Brown 

6430 GANGSTERS. . ................. .... 29.95 
Rulebook....... .. 5.00 
Mapboard. . ............................... 10.00 
Counter Sheet.. ................................. 4,00 
Player Aid Cards ............... ................ EA . .. 2.00 
Pack of Money •................. ...... .................. 3.00 
Gun ................................................ Call for Price 

GO (Temp. out of stock) ............................ 25.00 
Gameboard ............................................... 10.00 
Rules ......... ....... ...... ....... ............. ...... 2.00 
2 Channels ...................... .............. ...... ...... 1.00 
White Pieces ....................................... ...... 6.00 
Black Pieces ................................. ............ 6.00 

51151 $GREED (Box) ............................... 7.50 

11450 $GREED (Tube) ....... . ........ 14.95 

6285 IMAGE ......... . ..................... 10.00 
Card Decks . .................................... EA. .. 3.00 
Rules ......... ............. 1.00 
Mapboard............. . .................... 5.00 

6425 LEGENDS OF ROBIN HOOD ........... 13.95 
Rules ...................................................•...• 5.00 
Counter ............. ........................................ 4.00 
Mapboard .................................................. 10.00 
64 Cards Deck......... .......... . .............. 6.00 
895 OUTDOOR SURVIVAL ......... 25.00 
Gameboard .............. ................................. 10.00 
Counters ................. ....... ........................... 4.00 
Rules .......•..•.... ........................... ...... ........ 3.00 
Primer ............................ ................... ........ 2.00 
Set ol 5 Scenario Cards .•.......................... 3.00 
Set ol 4 Life Level Index Cards ................. 2.00 
Quickie Rules She.et ....... .................... ....... 1.00 
Mapboard Movement Chart Sheet............. 1.00 

6390 PAST LIVES ......... ........................... 35.00 
Rulebook .....................•.•.....••....••.....•......• 8.00 
Mapboard ............... ................................... 10.00 
Treasure Cards: Major. Ancient 

Indus!. .... .. ............... ....... . EA . .. 5.00 
Fate Cards: Ancient, Indus! .............. EA . .. 5.00 
Karma Cards ... ... ...... 5.00 
Counter.... . ...... 4.00 
Money ........................ .. . ...... 3.00 

GA·295 RAIL BARON ................ ............... 25.00 
Gameboard .......... ............................ ......... 10.00 
Rules ....................................... ................. 3.00 
Payoff Chart .. ................................... ......... t.00 
Title/Train Cards Set...... . ........ .. 3.00 
Set of 6 Pawns/12 Chips ........................... 3.00 
Pack ol Money ..... .. ................. .... ... 3.00 

800 SHAKESPEARE ..... . ..... 20.00 
Gameboard .... . ............. 10.00 
Rules..... .. ................... 2.00 
Set 01112 Quotation Cards.. . ...... 3.00 
Set of Pawns....... ................ . .... .......... 2.00 
Synopsis Guide.......... ....... .. . .... ... 3.00 

6410 SHOWBIZ ..................................... ... 20.00 
Gameboard .................. . .... .......... 10.00 
Pertormer/Resource Markers ............ EA . .. 4.00 
Rules ........................................................ 5.00 
Deck of 54 Pertormer Cards..... .. .... ... 6.00 
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2000 SLEUTH............. ... 7.00 
Rules.......... ....... .. .. 2.00 
Information Sheet Pad....... ... 2.50 
Gem Deck Cards. ................. ....... . .. .. 3.00 
Search Deck Cards .. .. .. 3.00 
Plastic Tray .............................................. 2.00 

6380 SPICES OF THE WORLD .. 22.95 
(Spa.re Parts Not Offered) 

GA· 170 STOCKS & BONDS... ..25.00 
Stock Board........ .. .. ............. 10.00 
Rules ... 2.00 
Transaction Pad... . ........................... 4.00 
Market Price Card .................. 1.00 
Pack ol Stock Certificates ....................•.... 4.00 
Set ol Situation Cards ............................... 2.00 
Special Crayon ......... ................................. 2.00 

805 STOCK MARKET ............................... 25.00 
Gameboard .............. ............•.•.....•••.......... 10.00 
Rules ........................................................ 3.00 
Trend Cards Set.......... . .. t.00 
Stock Certificates Set .... ... .. 2 .00 
Pack ol Money .............................•......•.•... 3.00 
Bag of 30 Discs & 5 Pawns ............ . .. t.50 
One Minute Timer............... ... 2.00 
Game I-Details of Play Sheet...... .... 1.00 

7000 TRIVIA . .. ........ ....... ............. 10.00 
Rules ........................................................ 3.00 
Gameboard ............................................... 10.00 
6 Pawns/6 Winks Set. ....................... 1.50 
Diploma from Trivia Tech .......................... 1.00 
Additional TRIVIAL PURSUIT CARDS 
Set 1,Set 2, Set 3, Set 4 .... . ...... EA ... 6.00 

GA·l 10 TWIXT.......... . ................ 30.00 
Gameooard....... .. .. ............... 10.00 
Rules ............... ......................................... 2.00 
Links: Black & Red Sets .. ....... ....... .... EA . .. 5.00 
Pegs: Black & Red Sets .................... EA . .• 5.00 

6365 TV WARS ........ ................................. 15.00 
Gameboard ............................................... 10.00 
Counters: Situation Comedy, Action 
Adventure, Orama, Misc ...............•.. EA . •• 4.00 

Rules Sheet.. ............................................ 2.00 
Set ol 4 Lineup Cards .... .......................... 2.00 
Deck ol 30 Bulletin Cards •.•....................... 4.00 
Money Pack .............................................. 3.00 
Pawns (4) .... ....... ...... t.00 

6405 TYCOON 
(Spare Parts Not Offered) .......... ..... 20.00 

205 VENTURE... . .. .................... 7.00 
Rules ................•................................... ... 2.00 
Corp. Cards Deck ... 3.00 
The Sources Cards Deck .......................... 3.00 

801 WORD POWER .................................. 20.00 
Gameboard ............................................... 10.00 
Rules ........................................... .. .. 2.00 
Vocabulary Builder Guide ...... .................... 2.00 
Key Word Cards Set. ................................. 5.00 
Set ol Pawns........... ............ ......... ... t.00 
Pack of Money .................................... ...... 3.00 

863 YELLOWSTONE ..... ........................... 18.00 
Rules Oulline .......... .••......................... ...... 1.00 
Rules Folder .. ....................... . .. 4.00 
'The Par1<" Manual. ............... .................... 3.00 
Mapboard......................... .. ...... 10.00 
Counters ............. . .......... 4.00 
Scorepad .. ........ ........ ......... 3.00 



3t003 GAME OF GOOO COOKING .. ....... 20.00 

3t000 DR. RUTH'S GAME OF 
GOOD SEX .............................. 24.95 

GENERAL INTEREST GAMES-----
FREDDY'S DREAM PACKAGE ................ 50.00 

(Includes the following Nightmare on 
Elm Street Collectibles) 

3t0002 A Nighlmare on Elm Slreel-
F reddy's Glove .......................................... t 5.00 

Freddy's Hal . .. ........................... 15.00 
Freddy's Mask ........................................... 25.00 
Freddy's Poster .... .................. 4.00 
The Nighlmare on Elm 

Street Book. .. ................................ 10.95 

*AVALON HILL INCREDIBLE EDIBLES 
SPECIAL OFFER! Buy Two Get One FREE! 

FOOD FANTASY JIGSAW PUZZLES. 
1,000 PIECES 20' x 2i' COMPLETED. 

tOt t BROCCOLI TREES 
(Broccoli/Cherries) ......................... EA . .. 4.95 

BRUSSELNUTS 
(B11Jssels Sprouls/Walnuls) ............. EA. .. 4.95 

t008 CABBAGE-COPIA 
(Cabbage/B11Jssels Sprouls) .......... EA . .. 4.95 

CHAMPIGNONS AUX POIS 
(Mushrooms/Peas).. ...EA .. 4.95 

t003 COCOFRUIT ........................... EA ... 4.95 

1004 KIWI POTATOES ..................... EA ... 4.95 
1001 LEMON EGG .......................... . EA ... 4.95 
1007 PINEMELON 
(PineappleJWalermelon) .... EA .. 4.95 

*AVALON HILL 
---CLASSICS PARTS AND GAMES---

THE FOLLOWING LIST OF GAMES 
ARE IN LIMITED SUPPLY. PRICES SUBJECT TO 

CHANGE WITHOUT NOTICE. PLEASE CALL 
1-800-999-3222 

FOR AVAILABILITY AND PRICES! 

ALPHA OMEGA (BL) 50.00 
ARMOR SUPREMACY (BL) 200.00 

BARRIER (AL) 50.00 
BATTLE FOR ITALY 75.00 

BLITZKRIEG 200.00 
BUREAUCRACY 200.00 

CHALLENGE FOOTBALL 200.00 
CHALLENGE GOLF 100.00 

CHESS 50.00 
CLASS STRUGGLE CR/1978 50.00 

CL.ASSIC STA TIS PRO BASEBALL 50.00 
COLLECTOR 200.00 

UNLIKE THE GAMES AND PARTS 
BEFORE THIS SECTION, SOME PARTS 
FOR THE GAMES LISTED BELOW ARE 
NO LONGER IN STOCK. IF THE PART IS 
STILL AVAILABLE, IT WILL BE ABBREVI· 
ATED AS FOLLOWS BESIDE THE GAME 
TITLE: 

ABBREVIATION 
M 
R 
c 
T 
$ 
p 
D 

GAME PART 
MAP 

RULES 
COUNTERS 

TRC,CRT 
PLAY MONEY 

PAD 
DECK OF CARDS 

PRICE 
10.00 
5.00 
4.00 
1.00 
3.00 
3.00 
3.00 

Complete Game Available 

COURIER 75.00 
D·DAY 200.00 

DARK EMPEROR 75.00 
DAUNTLESS (Bl) CRf1976 100.00 

DRAGON PASS 75.00 

DOWN WITH THE KING 200.00 
EXECUTIVE DECISION 200.00 
FOREIGN EXCHANGE 50.00 
FORTRESS EUROPA 200.00 

FREDERICK THE GREAT 100.00 
GETTYSBURG CRf1964 200.00 

GLADIATOR 200.00 

HECTIX PUZZLE (3M) 50.00 
JUTLAND 200.00 

LITTLE ROUND TOP 200.00 
MR. WHO (3M) 200.00 
OH·WAH·REE t00.00 

ORIGINS OF WWII 50.00 

This is our complete list ol available disconlinued 
games and palls. Please note, lhere are no 
boxes available excepl where we olfer complele 
games. Many of these pans are in very short sup
ply, and so orders will be !riled on a firsl come. 
first served basis. 

(ALL GAMES & PARTS SOLD ON AN 
' AS IS' BASIS) 

AFRIKA KORPS CR/1965 
German language Rules .......................... 4.00 

AIR FORCE CR/1976(Bl) A,M,P 
Range Table Card. .. ................... 2.00 

ALPHA OMEGA• .... .... 14.00 

AMOEBA WARS'. ....... 13.00 
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PANZERARMEE AFRIKA 200.00 
PANZERKRIEG 200.00 

PANZER COMMAND 200.00 
PANZERGRUPPE GUDERIAN 100.00 

PAYDIRT (SI) 50.00 

PENNANT RACE 200.00 
POINT OF LAW 200.00 

PUSHOVER (Al) 200.00 
ROBIN HOOD (c) 1979 200.00 

SAMURAI 200.00 
SLEUTH GAMETTE (3M) 200.00 

SMOKERS WILD (Gamma II) 75.00 

SOURCE OF THE NILE 200.00 
SPEED CIRCUIT (3M) CRf1973 200.00 

STAC TAC TOE (3M) 75.00 
STRUGGLE OF NATIONS 200.00 

WATERLOO 100.00 

ANZIO (CR '74) R.C 
Playing Aids Card Sel (6) ... .......... ............ 1.50 

4 Card Insert from (Gen. Vol. t6, 11) 

ARAB·ISRAELI WARS (Parts Only) 
Mapboards (spec. a,c.d) ........ EA . .. 5.00 
CRT ................. ........ ................................. 1.00 

ASSAULT ON CRETE/MALTA R.C ......... 35.00 
Player Aid Charts ...................................... 1.50 

BASEBALL STRATEGY ........................... 35.00 
"Cl1973 ...................................................... 20.00 
New Charts from Vol. II #4 ASA ............... 1.00 

BASKETBALL STRATEGY R,M.C,P 
Sel of 2 Pawns, Dice & 
2 Slore Chips ........................ ................. 1.00 

BATTLE OF THE BULGE CR/1965• 
M.R.C.T .................................................. 35.00 

OIA 2 Card Set.. ........................................ 4.00 
Battle Aesulls Table Card ......................... 2.00 
German language Rules ........................... 4.00 

BATTLE OF THE BULGE/1981 
Mapboard .................................................. t 0.00 
O/B Cards Set.. ......................................... 2.00 
Playing Aids Card ............................ ......... 1.00 

BEAT INFLATION M,R,S ......................... 15.00 

BIG LEAGUE BASEBALL (3M)' 
Vinyl Play Board ........................................ 10.00 
Pitching lndicalor ...................................... 4.00 
Play Charts (2) .............. .. 3.00 
Red Baserunners (2) ............ .. 1.50 
Black Base11Jnners (2)........ .. 1.50 
Red Team Cards ....................... .. 2.00 
Blue Team Cards ............................ .. ....... 2.00 
2 Dice ..................................................... t.00 
Pencil............................................... ... ..... 1.00 

BISMARCK•-2nd Ed .. P 
Search Board .................................... EA . .. 3.00 
Ban le Board .............................................. 5.00 
Range Finder/Movemenl Guide................. 1.00 

JAMES BOND 007 ROLE-PLAYING 

BASIC SET... .......................................... 14.95 
(includes Thrilling locations) 

BOND ASSAULT GAME .. 14.95 

SPECIAL! Buy the JB 007 BASIC SET 
and gel any Adventure Module FREE! 

GAMESMASTER SUPPLEMENTS 
VILLAINS ............................. .. .... 15.95 
FOR YOUR INFORMATION ...................... 9.95 
THRILLING LOCATIONS .... ...... ................ 9.95 

ADVENTURE MODULES 
SOLITAIRE ADVENTURE MODULE 
ON HER MAJESTY'S 
SECRET SERVICE ................................. 17.95 

ADVENTURE MODULE 
FOR YOUR EYES ONLY .......................... 6.95 

DR. NO ........................ ............................ 8.95 
GOLDFINGER ............... .. 7.95 
GOLDFINGER II: THE MAN 
WITH THE MIDAS TOUCH .. .. .. . 7.95 

LIVE AND LET DIE ............................... ... 8.95 
THE MAN WITH THE 
GOLDEN GUN.... .. ............. 7.95 

OCTOPUSSY ............................................ 7.95 
A VIEW TO A Kill .............. .. .............. 7.95 
YOU ONLY LIVE TWICE ........................... 7.95 
YOU ONLY LIVE TWICE IV 
BACK OF BEYOND ............................... 7.95 

007 ACTION EPISODES 
(Complele game for children) 
MAN WITH THE GOLDEN GUN ................ 7.95 

HEROES magazine Back lssues ....... EA ... 3.00 
Call for details! 

BOOK OF LISTS ...... .. ..... 11.00 
Gameboard'................ .. .............. 6.00 
Rules.......... ...................... .. .. ..... 1.00 
Counlers ..................... .. 4.00 
List Cards Deck ......................................... 4.00 

BULL RUN 
Mapboard .. ...................... ........................ 1 o.oo 
Rules ........................................................ 5.00 
Confederale Set·up Card ....... 1.00 
Unioo Set·up Card .......................... .......... 1.00 
Player Aid Card ......................................... 1.00 

CIRCUS MAXIMUS/GLADIATOR 
(Bl) CR/1979 M,C,A 

Errata Sheet.. ........................................... 1.00 
Bening Sheet........ ... t.00 
Charts & Tables Card ................................ 1.00 

COLD WAR .............................................. 25.00 
Mapsheet .................. ....... .. ........ 7 .00 
Rules Booklet. ................... 2.00 
Counter Sheet .......................................... 4.00 
Evenl Cards (50)....... .. ......... 5.00 
Action Cards (72) ........ .. ....................... 5.00 
Summary Sheels (4) ................................. 3.00 

CONQUISTADOR' 
Rules ........................................................ 5.00 
Counler Sheet #1 ... .... .......... 3.00 
Counter Sheet #2 ...................................... 3.00 

CONTIGO (3M) A 
Glass Nuggets ....... 
No Box Available 

.. ....... 18.00 

DECATHLON (See TRACKMEET) (SI) 

DRAGONHUNT .................................... .. 25.00 
Mapboard.... .. .. 10.00 
Rules ....... ..................... ............................ 5.00 
Player Counler Sheel ... 4.00 
Miscellaneous Counler Sheet.. .................. 4.00 
Sel of Playing Cards ....... 3.00 

ELRIC ................................. ........ .......... 25.00 
Mapboard. .. ......................... ...... 10.00 
Counters A,B,C,D ............................. EA ... 4.00 
Rule$ ............... 5.00 

ELRIC (Chaosium)' ..... .. .... 25.00 

FLAT TOP (Bl) CR/1976 M,C 
Japanese Operations Chart ............ 2.00 
Allied Operations Chart ............................. 2.00 

FOIL GAME (3M) A.D(2) 
3 Minu!e Timer..................... ... ... t .00 
Card Holder Tray w/Scoring Table.. ...... .... 3.00 

FOIL GAME (3M) A,0(2) .. .. ... 25.00 

FRANCE 40 C,A 
O/B Card$ Set. .... ... 2.00 
Dyle Plan Folder .................................... ... 1.00 
CAT Sheet................................................ 1.00 

FREEDOM IN THE GALAXY 
Mapboard............. .. .......................... 10.00 
Rules... .... ................. .. 3.00 
Counters: 
Section #1 ......... .. ........ ...... 4.00 
Section #2................ ... 4.00 

Galactic Guide .......................................... 4.00 
Sel of Player Cards..... .. ........ ....... 7.50 
Charts & Tables Card 2.00 
Track Record Card. .. ................ 2.50 

FURY IN THE WEST (Bl)' M,A,C. .. .. 25.00 
Charts ....................................................... t .00 
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GEmSBURG CR/19n (Parts Only) 
Rules ........................................................ 5.00 
Counters (2) .................... .. ........ EA . .. 4.00 
CAT/OB Cards Set.............. .. ...... 2.00 

GO FOR THE GREEN (SI) 
Holes 1,2,3,17.18 . .......................... ......... 12.00 
Holes 4,5,6, 14,15, 16............... .. ........ 12.00 
Holes 7,8,9, 10,11, 12, 13.... .. ....... 12.00 
Men's Pro Chart ........................................ 5.00 
Women's Pro Chart ................................... 5.00 
Flight lndica!or .................... .......... .......... 7.50 
Rules ........................................................ 3.00 
Score Pad............................. .. .......... 3.00 
Special Pencil ........................................... 1.00 

GOLD' M.A.$D(2) ................ ..................... 20.00 
Playing Pieces .......................................... 3.00 
Investment Certificates.......... .. ... 5.00 
Special .................. .................................... t .00 

GOLDFINGER Action Episode• ............... 25.00 

GUNSLINGER' A,C,P 
Mapboards (8): A to H.. .. ...... . EA ... t.50 

Entire Set................... .. .......... 12.00 
Set of Action/Result Cards ........................ 6.00 
Set of Player Aid Cards. .. .... 3.00 

GUNS OF AUGUST 
Counters (specily #1 ,2) ....... EA ... 4.00 

HANDICAP GOLF (SI)' 
Distance & Direclion Finder 
2 Part Plastic .... ...................................... 5.00 

8 Play/Aclioo Folders wilh Rules 
copyrighl 1971 ........................................ 12.00 

Pencil.... .. ........ ...... 1.00 

HEXAGONY. 
Gameboard .. 
Rules .......... . 

.. .. ....... ............. 11.00 
.. ........ 5.00 

5.00 

100 DAYS BATTLES M,A,C ..... .. .... 10.00 

IMAGE (3M)' .............. .. ...... 20.00 

INSURGENCY (BL) P 
Rules ol Play .. .............. ............................. 5.00 
Insurgency Unil Sheet Counters.. .. ...15.00 

INVENTIONS 
Rules ............ .. .. 2.00 
Paperback Book .... .. .. ... 3.95 
Scorepad ............ .. . .. ........... 2.50 

KINGMAKER CR 1975 (Disc. Parts) A,C 

KRIEGSPIEL T.C.A,D 
Manual ........................................... ........... 4.00 
Red Board ........ 4.00 
Black Board .......................................... .... 4.00 
Unmounled Mapsheets ..................... EA . .. 4.00 

LIVE & LET DIE Aclion Episode .............. 25.00 

LUCK OR LOGIC ..................... ................ 18.00 
Gameboard .............................................. 8.00 
Rules ...... ................................ .. 3.00 
Playing Cards DeckS (2) .................. EA. .. 5.00 
Pawns Sel (5) .... .. .. ....... 1.50 

MACHIAVELLI 
Mapboard ...................................... .......... 10.00 
Rules .................................... ................... 5.00 
Power Counlers (spec. lille) .............. EA . .. 4.00 
log Pad .................................................... 3.00 
Game Tables Card.................... ..... .. .. 1.00 

MAJOR LEAGUE BASEBALL (SI) A,M 
4 Plastic Base11Jnners ............................... 5.00 



MIDWAY (01964) ......... ... ....................... 25.00 
Mapboards 

(specify Search, Baille) ...... .. ........ EA . .• 5.00 
Rules .......................... .... . ... .......... 5.00 
Counters 

(specify Ship. Battle).... . ....... . EA . .. 4.00 
Log Pad . ... ........ ... ....... ....... ....... ................ 3.00 
Search Board Screen ...... 2.00 
Coral Sea Variant Kit 

Includes Counters & Maps... ......... 6.00 

MONAD(3M) 
Monad Cards (10) ..... . .......... t0.00 
Playing Cards Dock ................................... t 5.00 
Rules ....... . .. .................... .. 5.00 

MOONSTAR ...... . . ...............• t5.00 

NAPOLEON 
Mapboard.. ............................ .. . ........ 8.00 
Rules.................. . ............... 5.00 
Wooden Counter Set....... ... . .. 7.00 
Allied & French Battle Card ........... ..•......... 2.00 

NAPOLEON AT BAY' R.C......... . ..... 22.00 
Scenario Study Folder ............................... 4.00 

19t4 
(Allied & German Counters are Photostats provid· 
ed with t set blank white t/2' counters) 
Allied Counter .... ........................... ............ 4.00 
German Unit Chart ................. ............. ..... 2.00 
Allied Unit Chart ............... ......................... 2.00 
Pad (We sell only t sheet of this pad 
at this price)............... . .. ..... t.00 

Rules .................................................. ..... 4.00 

OBJECTIVE ATLANTA (Bl) M,R 
Confederate Stacking Bases Chart ... ........• 2.00 
Combat Results Table Card ...................... 2.00 

OCTRIX (3M)' 
Playing Card (Grid) set of 4 ....................... 25.00 
Instructions ... ........................... ................. 3.00 
Playing Cards ............. .............................. 7.00 
Scoring Card Set...... ... ................ 3.00 
Black Posts (8) ..... .......... ......... ...... 3.50 

OD ......... ... ................. ............................ 8.00 
Rules ................................. ... .................. 2.00 
Cards Dock ............................ .. ......... 8.00 

PENNANT RACE (SI) 
Rules CR t973 ................ ......................... 2.00 
Board CR I 973 .. .......................... ...... .... .. 5.00 

PERPLEXUS (Al)' ... ... ............. ............... 25.00 
Parts Not Available 

PETER PRINCIPLE (Flat Box)' ... ......... ... 25.00 

PRO FOOTBALL GAMES AVAILABLE 
W/BACK DATED CHARTS: All 
DIFFERENT (SI) 

PRO FOOTBALL (3M) 
Tabulator .... ...... ....................................... 5.00 
Play Seloctor .......... ................................ 2.00 
Instructions ..... ..... ......... .............. ... ....... 2 .50 

PRO TENNIS 
Mapboard ...... ....... .. .................................. 5.00 
Counters .................... ... . ....... 4.00 
Rules ............ ....... ...... ............................... 5.00 
Playing Cards (83.84.85.86) ........ ..... EA .. t0.00 

PUZZLESTIX (2 sided puules) ....... EA .. 10.00 
(Wind, Wheels & Stream. Handscapes. 
August Fruit. The Buck Starts Here. 
Gibson Girls) 

QUEST FOR THE IDEAL MATE .... ... ....... 15.00 
t6' x 22' Gameboard . ........ ....... .............. 10.00 
Rules Sheet..... ... . ......... ............... 2.00 
Ideal Mate Form Pad . ............................... 2.00 
Quest Cards (3) .. . ........................ 6.00 
Pawns (t 2) .......... ... .................................. 2.00 
Stars (24) ......... .......... ........•................ .. 4.00 

REGATTA (3M) CR/1968 
Putt Cards/Spinnaker Cards ........ 2.00 
Instructions .............................. 2.50 
Special Dice .................... .......................... t.00 

RISQUE (adult cartoon game) •................ 10.00 

SHENANDOAH' (BL) M.R 

SPORTS ILLUS. Game Talk Flyer ........... 1.00 

SPORTS JINGLES Booklet... .......... ......... 2.00 

SQUAD LEADER 
Scenarios E· t ................................... EA. .. 4.00 

STALINGRAD-2nd Ed. M,R,T 

STARLORDS (Gamma 11)' ............ .. ........ 15.00 

STARSHIP TROOPERS 
Mapboard ................................... . ... .. t 0.00 
Rules ................................... ........... ......... 5.00 
Alien Counters ........ . .......... ....... . 4.00 
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Terran Counters ...................................... 4.00 
Map/Roster Pad ............... . .... 2.50 
CRT ......................... ... ............................. t.00 

STORM OVER ARNHEM 
Mapboard .......... . 
Rules .............. ... . 
British Counters ........ . 
German Counters 

. ..................... .50.00 
. .......... 5.00 
. ......... 4.00 
.......... 4.00 

SUPERSTAR BASEBALL (SI) CR/t974 
Rules ........ .............. .............................. .. t.00 
Playing Board ..................... . ....... t 2 .00 
Rules Appendix..... ... ... ............... t.00 
Plastic Coated Score Card ........................ 6.00 
Dice Set... ........................................ .. .... 1.00 

TACTICS' 
(25th Anniversary Issue) M,C.R ........... 20.00 

Combat Results Table Card ....... ... .. t.00 

TIMERS 1 Min., 2 Min., 3 Min •..... ... EA . .. 2.00 

TOBRUK' M,R.D. (No Box) 
Germa11 H'rt Probability Chart... ............. t.00 
British H~ Probability Chart................ . .... t.00 
Casualty Tables Card .. ............. 1.00 

TOTALLY (Al)' The Numbers Game ..... ..... 15.00 

TRACK MEET' (DECATHLON) (SI) 
Score Pad ............................................... ...... 3.00 
Scoring Table Phctostat............................. .. 3.00 
Pawn Set .............................................. ....... 1.00 
Number Dice Set.................................. ... t.00 
Rules ~h Team Charts ....................... . .. 12.00 

TRIPPPLES' (AL) ................................ . ....... 25.00 

TUF' (Game of Math)................................ ..20.00 

WIN, PLACE & SHOW (3M) CR/1970' 
Vinyl Cover Board ........................................... 25.00 
Stable Card Set .............................................. t .00 
Foul Claim Card Set ....................................... 1.00 
Oocals......................................... .. .. 2.00 

WITCHCRAFT M 
Instructions .............................................. .... 5.00 

AVALONCON 
THE NATIONAL 
BOARDGAMING 
CHAMPIONSHIPS 
August 5th-8th, 1993 
Ii August 4th-7th, 1994 
BALTIMORE, MD 
In only two short years AVALONCON has become THE place to be for boardgamers 
interested in pursuing their hobby to the highest level. Avalon Hill's "back to basics" 
approach has proven immensely popular with gamers who revel in four solid days of 
competition free from the commercial distractions of more conventional game 
conventions. Engaging in rated play with legitimate seeding systems and proper 
recognition for winners has given the boardgaming hobby a new sense of direction and 
esprit de corps which is truly infectious. Come see why 98% of all AVALONCON 
attendees swear they'll return to this Baltimore suburb next year for more of the same. 
Be a part of the great reawakening of the boardgaming hobby. 

Your $30 pre-registration fee entitles you to all of the following features of AVALONCON: 
* Unlimited participation in as· many events as you choose with no individual event fees or 

"sold-out" events. 
* FREE admission for spectators and those under 14. 
* FREE Juniors-only events for those 14 and under. 
* FREE AVALONCON souvenir T-shirt or hat. 
* A $5 credit towards the purchase of any Avalon Hill or Victory Game. 
* FREE A.A.EA Rating System membership for any non-member. 
* Rated play of all games. 
* Championship plaques and merchandise credit prizes for all events. 
* FREE Team Tournament competition for groups of four. 
* FREE Convention program mailed to you by first class mail before the action begins. 
* Dedicated volunteer Gamesmasters in charge of only one event. 
* National and International-level competition (40% of our attendees live over 800 miles away). 
* Beginner-level events for the inexperienced Y'here the game will be taught prior to play. 
* Pre-convention instruction kits provided by the GMs for certain events. 
* Perpetual plaques to record your victory throughout the history of AVALONCON. 
* Major coverage of all events in the GENERAL, plus ongoing updates in every issue. 

* Marriott's Hunt Valley Inn- a ***** luxury hotel with 25,000 sq. ft. of meeting space. 
* Light Rail access ($2.50 roundtrip) to Baltimore's fabulous Inner Harbor attractions. 
* FREE parking in a pleasant suburban setting only steps from Hunt Valley Mall. 

For more information on AVALONCON, send a SASE to: 
The Avalon Hill Game Company, 4517 Harford Road, Baltimore, MD 21214. 
Pre-registration information will not be available until after March 31st, 1993. 
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HOW TO COMPUTE 
SHIPPING & HANDLING 

(For USA, APO, FPO add $1.00 for SAM or PAL) 
If order totals: ADD 
up to $5.00 $2.00 CANADA ADO 
5.Q1 to $10.00 $3.00 up 10 $10.00 $6.00 
10.01 to $25.00 $4.00 10.01 to $25.00 $8.00 
25.01 10 $35.00 $5.00 25.01 to $35.00 s10.oo 
35.01 10 $50.00 $6.00 35.01 to $50.00 $12.00 
50.01 10 $75.00 $7.00 50.01 10 $75.00 $14.00 
75.01 to $100.00 $8.00 75.01 10 $100.00 $16.00 
100.0110 $125.00 $9.00 100.01 to $125.00 $18.00 
$125.01 & Over $10.00 $125.01 & Over $20.00 

FOREIGN ORDERS ADD 
up to $5.00 
5.01 to $10.00 
10.01 to $25.00 
25.01 to $35.00 
35.01 to $50.00 
50.01 to $75.00 
75.01 to $1 oo.oo 
100.01 to $125.00 
125.01 to $150.00 

$6.00 150.01 10 $175.00 
$9.00 175.01 to $200.00 

$12.00 200.01 to $225.00 
$15.00 225.01 10 $250.00 
$18.00 250.01 10 $275.00 
$21.00 275.01 10 $300.00 
$24.00 300.01 10 $325.00 
$27.00 $325.01 lo $Over 
$30.00 

$35.00 
$40.00 
$45.00 
$50.00 
$55.00 
$60.00 
$65.00 
$70.00 

THE GENERAL: See Page 8 for lolal cosl ol 
subscriplion and poslage. Consul! above for Back·issue 
postage. 
INSURE YOUR ORDER. $.25 per $10.00 order for 
postage USA Guaranteed Delivery. Canada & Mexico 
$.50 per $10.00. Foreign $.75 per $10.00. 

PAYMENT MUST BE 
IN U.S. FUNDS ONLY 

Maryland Residenls must add 5% Sales Tax to lotal 
before computing shipping charges. 

0 American 
Express 

0 MasterCard 

FOR FAST SERVICE, 
CALL TOLL FREE 

• 1-800-999-3222 
IFYOUARECALLINGFROM 

ANYWHERE IN THE U.S. OR CANADA. 
Local Residents call 254-9200. 

The toll free number can be used only for 
credit card puchases. 

NO other type of inquiries can be accepted. 

Checks payable to: The Avalon Hiii Game Co. 
4517 Harford Road, Saito .• MD 21214 

Enclosed is a postage-paid order envelope where 
you may list the items you wish to purchase. (A 
blank white piece of paper will do.) Please total up 
your purchase, including all shipping costs. Be 
sure to fill in the shipping labels correctly adding 
detailed shipping information if necessary. 
Enclose your check, money order, or charge infor· 
mation, seal and mail. The rest is up to usl 

- 0 VISA 

CLIP OFF AND RETURN COUPONS BELOW 

A.R.E.A. RATING SERVICE 
Avalon Hill offers a lifetime service whereby play· 
ers are rated in relationship to other wargame 
players. Return coupon NOW, along with the 
$10.00 lifetime service fee for complete details on 
the Avalon Hill Reliability Experience & Ability 
Rating. 

The $10.00 membership fee gives you an overall 
rating for all AH games as a group. If you want to 
also be rated separately for individual games, , 
include an additional $10.00 fee for each title you 
wish to be individually rated for. Specify the specif· 
ic game(s) memberships you are purchasing. 

I realize that my rating may change according to 
how well I fare against others. For now, please 
send me complete details and membership card
here's my $10.00. 

Address _____________ _ 

City ___ _ State ___ Zip __ _ 
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WANT TO BE ON OUR MAILING LIST? 

Check all that apply and return with your name 
and address. 

SPORT 0 WARGAME 0 FAMILY 0 
MICROCOMPUTER 0 ROLE-PLAYING 0 

VICTORY GAMES
0

0 

MAILING LIST 

NAME 

STREET APT. 

CITY 

STATE ZIP 

* AVALON HILL STRATEGY & TACTICAL GAMES * 
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CONTENTS: 
128 Playing Cards 

I Eight-Page Rulebook & Events Charts 
I Sheet of die-cut cars and markers 

12 Control Panels 
l Plastic Pawn 

One 8"x 22" Beginner's Track Map 
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