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· Infrared: The correct description is $4,000, 100 lbs., 1 space. This correction should also be made in Autoduel Champions.

· Rocket Launcher Magazine: A loaded magazine is not $4,000, but $400.

· Active Suspension: The last sentence in the description (p. 29) should read "If a vehicle loses a wheel, its HC drops by 2 instead of 3 with this item."
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· Drop-Spike Plate: Large plate has 6 DP. Small plate has 4 DP.

· Grenade damage to vehicles: To clarify - regular grenades do full damage to pedestrians, and half damage to ALL other vehicle components.

· Turrets on subcompacts: The original Car Wars rule still stands.

· Subcompacts can't have turrets.

· Laser Guidance Link: Two or more rockets MAY "share" the same link, but only if they were fired at the same time and from the same vehicle.

· Helicopter Handling Class: Ignore the HCs given in the Sample Vehicle section; use the HCs in the main body of the rules.

· Wheelguard Armor: Wheelguard armor must match the rest of the vehicle's armor as to type - normal, fireproof, laser-reflective, or whatever. The same is true of armored wheel hubs, spoilers, and airdams. External Weapon Pods, on the other hand, do NOT have to match.

· Tear Gas Smokescreen: The stats should have agreed with Uncle Albert's: CPS 20, WPS 5.

· Thundercat Power Plant: The limitation of 10mph to acceleration, as originally given in the Thundercat description in ADQ 3/1, still stands.

· Laser: The weapon list on the inside back cover of DCW gives the laser's loaded cost as $800. No way! It is still $8,000.

· Concussion grenades: RULE CHANGE! The rule, as written, was simply bad. Concussion grenades were too powerful. Change the modifiers for characters' protection, as follows: Characters in a doorway or window, or in a vehicle with breached armor between them and the blast, add 3 to their roll. Characters inside a vehicle with intact armor between them and the blast add 5 to their roll. Characters with a building, wall, or other solid cover between them and the blast cannot be affected.
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There is also an update covering the changes from the first edition to the second edition.

P. 1. David Ladyman should be listed in the credits under "Game Development," David N. Searle should be listed under "Additional Material," and Craig Sheeley should be listed under "Playtesters."

P. 2. The example vehicle diagram should have three hits of damage done to the right front tire.

P. 4. Under Control Table, delete the line that says, "A handling class of 4 or better is always safe."

P. 6. In Figure 5, the N, O, and P designators were left out. N is the lowest car in the diagram, O is the one in the middle, and P is the one at the top.

P. 9. A clarification: When skidding at high speed through multiple-inch moves, the movement part of the skid result is applied to every inch of that phase's movement. Tire damage and deceleration effects are only applied once at the beginning of the skid.

P. 11. The page reference under Conforming Movement should be to p. 35, not p. 36.

P. 24. Delete the entire paragraph at the end of the second column that starts, "If a helicopter exceeds 200 mph . . . "

P. 27. The fourth paragraph should read, "If a driver performed a maneuver or hazard during a particular phase, he may not fire weapons during that phase. In other words, if a driver intends to fire a weapon, he must move forward without maneuvering during that phase."

P. 28-29. Where text descriptions conflict with the table, use the text description.

· The Vehicular Shotgun's stats are the old ones; use the new ones on p. 77. 

· The Spike Gun produces a 1/2" x 1/2" counter.

· The BC w/HESH ammunition has a to-hit of 7, just like a normal BC.

· The Six-Shooter should do 1d(x6) damage.

· The Radar-Guided Missile costs $3,000 and weighs 100 lbs.

· The VFRP has 30 shots.

· The HDFCE has 10 shots, at $240 and 20 lbs. each.

· Dischargers weigh 5 lbs. each.

· The X-Ray Laser and Heavy X-Ray Laser both have a to-hit of 7.

P. 30. Under Movement in the Targeting Modifiers Table, add:

Firer is                    Target is in Firer's

in Target's     Front arc         Back arc          Side arc

Front arc       1/2 Target      1/2 (T Speed -     1/2 Target

Speed           F Speed)            Speed

Back arc      1/2 (T Speed -     1/2 Target        1/2 Target

F Speed)           Speed             Speed

Side arc          Target           Target           T Speed -

Speed            Speed            F Speed*

* If cars are moving towards each other, the modifier is the target speed. If a vehicle is in more than one arc, rule in the defender's favor.

P. 31 Under burst effect, the second paragraph which talks about grenades states, "A grenade does full damage to any pedestrian within its 2" burst radius and half damage to vehicle components in the same radius." This sentence should now read "A grenade does full damage to any pedestrian within its 2" burst radius and half damage to vehicle components within a 1/2" burst radius" to reflect the change to grenades, which can be found in the notes section after the Hand Weapon List in chapter 4.

P. 31. A rules addition under Burst Effect. When firing burst effect weapons at a particular square on the ground (to catch a pedestrian or exposed cyclist in the burst effect), make a normal to-hit roll, adding in the target's speed modifier (if any). Use the grenade scatter rules (see p. 35) to determine the exact point of impact.

P. 34 Dropped solid weapons may be stacked for cumulative effect. That means that multiple mine counters or spike counters may be dropped on a spot. Any vehicle crossing the counters or the surrounding 1/4 inch must roll for each counter and suffer damage from every counter that detonates. The same is not true of dropped liquid or dropped gas weapons. Multiple gas or liquid counters of the same type, in the same area, do not have cumulative effect. Two flame clouds at the same spot will have the same effect as one; two flaming oil counters in the same spot will act as one. However, a vehicle hitting an area with a flame cloud on top of a flaming oil will suffer the effect of both weapons.

P. 34. The reference to Grenade rules under Paint and Smoke should be p. 48.

P. 44. Under Combat, add, "Reloading a hand weapon is a firing action."

P. 45. Under Spikes, Oil and Mines, a crawling pedestrian moves on phases 2 and 4.

P. 46. The phase references in the first paragraph were not updated to match the new Movement Chart. Replace those references with "in Phases 3 and 5" and "in Phases 1, 3, and 5" respectively.

P. 47. Under Tripod Weapons, add: A tripod weapon cannot be used by passengers in a vehicle, except from a pickup bed or other large cargo area. Tripod weapons take up two spaces as cargo.

P. 49. Flash grenades do not blind opponents in the daytime, or in a well-lit arena. Change the description to read, "Any person within 2" of a flash grenade when it detonates is blinded for 1 second at night. Effects are doubled if the victim is wearing LI goggles. Naturally, if a character cannot trace line-of-sight to the grenade, he is immune to its effects. For this purpose Smoke will block line-of-sight." This is to bring the grenade more into line with the Searchlight and to close an obvious loophole tactic in the arena.

P. 50. Several items were left off the Alternate Encumbrance lists. Add:

· No-handed Items: Mini-Mechanic, 10 lbs.

· One-handed Items: Gauss Pistol, 2 lbs.; Hand Weapon clips, 20% of weapon's weight; Extended Ammo clips, 30% of the weapon's weight; Portable searchlight, 4 lbs.

· Two-handed Items: Gauss Rifle, 9 lbs.; Medikit, 50 lbs.; Portable Camera, 8 lbs. (3 if helmet-mounted).

· The Folding Stock adds no weight for rifle weapons.

· Backpack Items: Portable Medikit, 15 lbs.

P. 54. Under Turbocharger, the VP Turbo costs $2,000 + $1/added power factor, and adds 25% to the engine's power factors. A car may only mount one turbocharger system.

Pp. 59 and 74. Cycle Windshells and Hovercraft Vertical Stabilizers should be changed to reflect the changes to spoilers and airdams. Since these vehicles may mount only one of the items mentioned, they gain the +1 to handling class, but may not gain the D1 from maneuvers.

P. 59. Under Reversed Trikes, a normal trike can use a spoiler; a reversed trike can use both a spoiler and airdam.

P. 68. Under Boat Power Factors, the "see below" reference should refer to p. 70.

P. 73. The Hovercraft Power Factors Table is missing a line. Add: At least 1, but less than 2; 10 mph/turn acceleration, top speed 180.

P. 77. The Recoilless Rifle carries 10 shots ($35 and 5 lbs. each). The Spike Gun's loaded magazine costs $450.

P. 78. ATGs - ATGs may be mounted on oversized vehicles without restrictions. Non-oversized vehicles may mount ATGs to the side, however, the vehicle will suffer a D1 hazard for each ATG fired in a phase if the weapon is side-mounted. Trikes mounting an ATG to the front or rear will suffer a D1 hazard for each ATG fired, and a D2 hazard for each side-mounted ATG fired, even if the side-mounted weapon is firing into the front arc of the trike. (This is a modification to the old restriction on ATG mounting that got dropped somewhere along the way.)

P. 79. When ripple-firing a VFRP with a laser other than a targeting laser, the laser does area effect damage. That is, roll damage for the weapon once. Each target hit takes half damage. VFRPs must be ripple fired against multiple targets.

X-Ray Lasers - X-Ray Lasers are not affected by smoke or paint, other than the to-hit modifiers because of partially blocked line of sight. X-Ray Lasers are unaffected by Laser Reflective Armor and do full damage to any vehicle so equipped.

Flamethrowers - A vehicle firing flamethrowers while traveling at 30 mph or faster will take full damage and burn modifiers from its own weapon if the weapon is fired in its direction of travel. Example: a car with a front mounted flamethrower traveling at 80 mph forward will take damage from its own weapon if it fires the weapon into the front arc of the vehicle. If the car were traveling backwards at 30 mph or more then firing the weapon to the rear arc would damage the rear armor. No to-hit roll is required for this damage.

The Flame Cloud Ejector creates a 1/2" x 1" flame cloud when fired.

Pp. 79-80. In the Dropped Gas section of the "Weapons" chapter, the description for the Gas Streamer includes the sentence, "Unlike other dropped weapons, gas streamers can be aimed like regular weapons. If a gas streamer is put on automatic, it will fire immediately and then once per turn, in the same phase on which it was originally activated." This also applies to the Flame Cloud Gas Streamer.

P. 80. The page reference under Ice Dropper should be to p. 8, not p. 7.

P. 81 Shotguns may use Anti-Personnel Ammo; this includes vehicular shotguns.

P. 82. Pulse lasers cannot laser-guide rockets.

P. 83. The page reference under Link should be to p. 34, not p. 27.

Smart Links - Any time two identical weapons are mounted in different positions and are to be aimed and fired together, they must be linked with a smart link. Example: A Turreted VMG with front-mounted VMG must be linked with a smart link. Weapons mounted in EWPs on opposite sides of a car that are to be aimed and fired together must be smart linked. Two weapons in the same EWP may use a regular link. Weapons mounted on opposite sides of a trike that can be fired together in the front arc of the trike must be smart linked (this also holds true for boats).

P. 91. Replace the descriptions of Rocket Boosters with: 

Rocket Boosters: $50 per 10 lbs., 1 DP and 1 space per 100 lbs., or fraction thereof. Volatile. Acceleration, or deceleration, gained by a vehicle using Rocket Boosters is calculated using the following formula:

(Weight of fuel burned x 1,000) ÷ weight of vehicle.

This acceleration is applied in the phase that the rockets are fired, and firing a rocket booster counts as a firing action. A vehicle may combine normal acceleration and rocket boost. A vehicle may only gain acceleration from rocket boosters on one phase in any turn. The amount of boost that a vehicle can safely withstand each turn is determined by the chassis:

· Light Chassis: 10 mph

· Standard Chassis: 20 mph

· Heavy Chassis: 30 mph

· X-Heavy Chassis:40 mph

Vehicles with Light and Standard chassis can fire for 10 mph boost over the limit; they have a 50% chance of bending the frame and making the vehicle undrivable (HC goes to 6 immediately and remains there for the rest of the game; this cannot be repaired). If these frames attempt to fire boosters more than 10 mph over the limit, they automatically ruin the frame as stated above. If vehicles with Heavy or X-Heavy chassis attempt to fire boosters 10 mph over the stated maximum, they have a 33% (2 in 6) chance of destroying the frame; a boost of 20 mph over the limit results in a 50% chance; boosts of more than 20 mph over the limit automatically destroy the frame.

Rockets can be purchased to burn for multiple turns; when triggered, the car accelerates in that phase and in the same phase every subsequent turn until the rocket burns out. The weight of fuel burned per turn is set when the vehicle is constructed and cannot be changed thereafter. Once triggered, the rocket cannot be shut off till the fuel is exhausted. Firing rockets is a D1 hazard for each 10 mph of acceleration or deceleration, gained (forward or back for most vehicles, any direction for hovercraft).

Booster Rockets must follow the 1/3 spaces per side rule and may be mounted in External Weapons Pods (not rocket pods). Rockets mounted in a pair of EWPs, on either side of a vehicle, must be of the same size, set for the same burn rate and fired together. If one of a pair of EWPs is destroyed while the rockets are burning, the acceleration gained must be recalculated for the reduced weight of fuel burned in a turn, and the Hazard for the new acceleration is tripled because of the uneven thrust. An Ejectable EWP may not be ejected until the booster has completed its burn. Example: A 5,000-lb mid-sized car is fitted with rocket boosters. Using the formula above, we find that 50 lbs. of rocket will accelerate the vehicle 10 mph per turn, a mid-size car can devote up to 4 spaces to booster rockets (to the rear), according to the 1/3 spaces per side rule. therefore, the vehicle can have up to 400 lbs. of rocket. Assuming the vehicle was equipped with an Extra Heavy Chassis we could set our rocket to burn 200 lbs. of rocket per turn for two turns and get 40 mph of acceleration over each of two turns, 100 lbs. of rocket per turn for 20 mph of acceleration every turn for 4 turns, etc. The rocket could be divided up into a number of separate rockets which could be fired separately so that all the acceleration does not have to occur at once, but remember, a car may only gain acceleration from rockets on one phase per turn, so multiple rockets would have to be set off at once or, if additional acceleration is needed after the first rocket is burning, any additional rockets would have to be ignited in the same phase the first rocket was, on a subsequent turn (if the first rocket is still burning).

P. 91 In the text description of Jump Jets, the "Burn Value" refers to the acceleration the rockets would add to the vehicle (use the formula provided in the Rocket Booster description above).

The minimum acceleration for Jump Jets and Rocket Boosters is 10 mph. For jump jets this means that the minimum "Burn Value" is 10 mph, which will yield an actual acceleration of 5 mph and a 20 mph speed increase for the purpose of figuring the distance jumped. Hazards for acceleration from boosters or is figured by rounding up. That is, if you have a booster which will accelerate your vehicle 15 mph per turn, the hazard will be a D2 for the higher 20 mph boost, rather than the D1 for a 10 mph boost.

Under Rocket Boosters and Jump Jets, add that they must be mounted in the body of the vehicle.

P. 92. Under Kamibombs, the first range increment is 1/4".

P. 96. The Shogun 250's top speed is 180 mph.

P. 98. The Liberator minibus: Remove one BC, add two BC magazines, and add 10 pts. CA around crew, and the power plant. 14,370 lbs., $63,119.

P. 99. The Police Cruiser's power plant has superconductors.

P. 112. The abbreviation list is missing SD for Spike Dropper.
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Movement

The most obvious change is the new Movement Chart. As in the first edition of the Compendium, the Movement Chart has five phases; however, the new Movement Chart changes the phases in which vehicles move. On the old chart a vehicle moving at 25 mph would move full inches in the second and fourth phases and have a half-inch move in the sixth phase. With the new chart a car moving at the same speed will move full inches on the first and third phases of the turn and a half-inch on the sixth phase.

The advantage of this new chart may not be obvious at first glance, but it is important. A problem that often occurred with the old Movement Chart was slower cars moving when faster cars did not, sometimes allowing impossible things to happen! With the old chart it was possible for a car moving at 10 mph to have a rear end collision with a car in front of it moving at 30 mph, because the 30 mph car does not move on phase 3. With the new chart, no slower vehicle moves when a faster vehicle does not, so the collision cannot happen, since, as with the first edition, a faster car always moves first in a phase.

The other, less drastic change to the rules concerning the Movement Chart is that when the chart calls for a vehicle to move a fraction of an inch on a given phase, the vehicle must make that movement in that phase. Before, if you had to make a half-move during a turn you could make that move during any phase.

THE SPEED TABLE IS NOT IN THIS VERSION OF THE FILE - WON'T FORMAT.

Also in the "Movement" chapter, specifically the Maneuvers and Speed Changes section: "A vehicle may only make one maneuver per phase. A maneuver replaces 1" of ordinary forward movement. If a vehicle is moving at more than 1" per phase, the owner determines during which 1" move (if any) it will take place." While not directly in conflict with the first edition of the Compendium, this is in conflict with rulings that have been made in Autoduel Quarterly, which specified that, on a phase where a vehicle moved more that 1", any maneuver made that phase must be made on the first inch of movement.

The second paragraph of that same section, however, contains a major rules change which is in direct conflict with the first edition Compendium and every previous version of the rules to Car Wars. "Once per turn, at the beginning of a phase, a vehicle may either accelerate or decelerate any amount up to its maximum. This is done before any movement is made; the speed change is immediate. Any control rolls are made before movement as well; all Crash Table results are handled this phase." With this rule in place, speed changes take place during the turn, rather than between turns as has been done till now. Any vehicle may make one normal acceleration or deceleration every turn, on any phase the driver chooses. The speed change takes place immediately and the speed of the vehicle is adjusted on the Movement Chart immediately. This is the other advantage of the new Movement Chart. The old Movement Chart would not allow this type of speed change in mid-turn.

A vehicle may not do both an acceleration and a deceleration during the same turn. This applies to normal accelerations and decelerations. If a vehicle has accessories which will let it accelerate by using a firing action (Nitrous Oxide or Rocket Boosters) then it may gain an extra acceleration on a different phase of the same turn by using the firing action to activate the accessory. The same applies to accessories which will allow decelerations, like the Drag Chute.

Nitrous Oxide will, when activated by itself in a phase other than a vehicle's normal acceleration, accelerate the vehicle by a maximum of 10 mph. After the turn in which Nitrous Oxide is activated, the acceleration bonus is added to the vehicle's normal acceleration and must be taken in the phase, if any, where the vehicle accelerates normally. Rocket Boosters which burn over multiple turns, however, apply their acceleration on the phase in which they were activated in every turn they burn. The Hazard produced should be applied in the phase that they are activated and every additional phase that they provide acceleration. The same can be said for the deceleration produced by Drag Chutes.

These changes are also reflected in the Acceleration and Deceleration section of the chapter. Where the section says, "A vehicle may only change speeds once per turn," it is, of course, referring to the normal acceleration of the vehicle and not the acceleration/deceleration gained by accessories.

The other change to the section is in the Hazards produced by high deceleration. It's gotten a little easier.

Deceleration Hazard Table

Deceleration    Old Hazard      New Hazard

------------    ----------      ----------

<<10 mph        D0              D0 

15 mph          D0              D1 

20 mph          D3              D2 

25 mph          D5              D3 

30 mph          D7              D5

35 mph          Crash           D7 

40 mph          Table           D9 

45 mph          One             D11

Greater decelerations are not possible without special equipment which modifies the Hazard. The Control Table has been changed in the second edition to smooth out some irregularities, which produced some strange results at times. The Chart functions the same way it always has, but some of the numbers have been moved around. Old copies of the Control Table may produce different results from the table in the second edition.

The Maneuvers section of the chapter also contains a major change in the way things work: "Any time vehicle weapons are fired on the same phase as a maneuver, the D value of the maneuver is subtracted from the to-hit roll." If a vehicle performs a D3 maneuver in the same phase in which it fires, then the vehicle suffers a -3 modifier to its to-hit for all fire in that phase. This modification only applies to the firing vehicle. If a vehicle which is a target of fire from another vehicle makes a maneuver in that phase, the maneuver has no effect on the firer's chance to hit. Also, any hazard suffered from acceleration (through rocket boosters) or from rapid deceleration, counts as a maneuver and will affect the fire of the vehicle in the same manner.

The only other change made to the Maneuver section of the rules is how a Bootlegger Reverse is performed. The Reverse still takes two inches of movement to complete and the vehicle performing it must start the turn between 20 and 35 mph. The only difference is where the vehicle ends up after the first and second inches of movement.

Three changes have been made to the Crash Table section of the Movement chapter. In the section on Crash Table Modifiers, "Skill Bonus: The driver's Driving skill (or Cyclist, Pilot, or other appropriate skill) bonus is subtracted from all Crash Table rolls." This means that a Driver +3 who rolls an unmodified 11 on Crash Table 1 would have the roll modified down to an 8, resulting in a Severe Skid rather than a Roll.

"Difficulty of Maneuver or Hazard: The difficulty of a maneuver (or hazard) that caused the loss of control plays an important part in determining a crash result. Take the modified Difficulty rating of the hazard or maneuver, subtract 3 and add the result (negative or positive) to the Crash Table roll. Thus a D4 maneuver gives a +1 to the roll, while a D1 maneuver gives a -2." There are two reasons for this change. First, it makes sense that small, gentle maneuvers when you are in a bad spot should be less likely to produce a bad result than large, violent maneuvers. The rule rewards drivers for taking small maneuvers when their handling is low and penalizes them for taking drastic maneuvers. "What've I got to lose? I'll do a D6" was an often heard phrase around the gaming table. This rule should eliminate that.

The second change in the Crash Table section affects skids. In the first edition, if a vehicle suffered a Severe skid result, it would skid 1" on its next movement, 3/4" on the next inch after that, 1/2" on the third inch and 1/4" on the fourth inch of movement after the result. Now, instead of decrementing the amount the vehicle skids by 1/4" every time the vehicle moves, decrement by 1/2". So, the same Severe skid result would produce a 1" skid on the first movement after the result and a 1/2" skid on the second movement. After the second movement the car would be back in control. A Moderate skid would result in a 3/4" skid the first inch of movement and 1/4" skid on the second inch. Minor and Trivial skids would only skid the car on the next inch of movement.

The last change to the Crash Table section is an addition to the Spinout result on Crash Table 1. This addition makes it possible for a driver to recover from a spinout before the vehicle comes to a complete stop. The driver may, once per turn, at the beginning of any phase he chooses, roll on the Control Table at Handling Class -6. If the roll is made then the vehicle recovers from the spin, at Handling Class -6. If the vehicle is sideways to its direction of travel, it must immediately perform an involuntary T-Stop. If it is backwards to its line of travel when it recovers, then it must decelerate until it is under its normal reverse speed. Of course, if you recover backwards and are traveling between 35 and 20 mph, then a Reversed Bootlegger is an option . . .

BOOTLEGGER ILLUSTRATION GOES HERE.

Two relatively minor additions and changes have been made to the Collision section. The first involves Ram Concussion. In the first edition rules the roll for concussion was figured by dividing the speed change after a collision by 5; in the second edition, mechanics work the same way, except the roll is figured by dividing the speed change by 10 (round up).

The other change involves Fixed Objects: "A fixed object will cause exactly as much damage as it takes, up to the point at which the fixed object breaks. All fixed objects have a DP rating, which is the number of Damage Points they can take before they are destroyed."

What this rule says, basically, is that an object cannot inflict any more damage to a ramming vehicle than the object has Damage Points. If an object had 3 Damage Points, like a lamp post, then a vehicle hitting it would take no more than 3 points of damage to the armor facing the object. If the object takes as many or more damage points than it has, then the object is destroyed. This rule applies to things like barricades, arena walls and building walls. When breaching a building with a vehicle, remember that the DP of the wall is for a single 1/4" section of the wall. If a vehicle hits a 7 DP building, the vehicle must inflict 14 DP to the building to create a 1/2" wide gap in the building (two side-by-side breeches), and the vehicle could take a maximum of 14 DP from the collision. If the vehicle is more than 1/2" wide, then it must create more side-by-side breaches. For example, a Small Cargo Hovercraft is represented by a 3/4" wide counter. For this vehicle to breach the 7 DP building mentioned above, it must inflict 21 points of damage to the building and would take a maximum of 21 points of damage in doing so (7 DP per 1/4" of wall).

The last change in the chapter on movement is the reappearance of Steamrollering for ten-wheelers, big rigs and busses. This rule has been around for as long as Car Wars has had Oversized Vehicles, but was left out of the first edition Compendium. When a ten-wheeler collides with a motorcycle, roll 1 six sided die. if the result is 1 or 2, then a normal collision has occurred. If the result is a 3, 4, 5, or 6 then the ten-wheeler has steamrollered the cycle. The collision is figured normally for the ten-wheeler, but the cycle comes immediately to a complete stop and takes double damage from the collision. This is an additional D1 hazard for the ramming vehicle. Big rigs and buses may also steamroller motorcycles using the same method. In addition, these vehicles may steamroller subcompacts, compacts, light trikes and medium trikes. The mechanics for this are the same as for steamrollering cycles, except it is an additional D3 hazard rather than the D1 for steamrollering cycles.

The rest of the chapter, including all movement rules for the various vehicle types, remains unchanged from the first edition of the Compendium.

Combat

The first change to the "Combat" chapter is the removal of the fourth paragraph of the chapter, which said that a vehicle which fired could not maneuver on the next phase of movement. You are now allowed to fire and then maneuver on the next phase. The penalty for maneuvering and firing at the same time is being handled differently now.

This brings us to the first addition to the "Combat" chapter in the Determining Hits section. "If a driver has made a maneuver or suffered a hazard in the phase he fires a weapon, the difficulty rating of the maneuver or hazard is subtracted from his to-hit roll." Again, what this rule says is that the D rating of the maneuver or hazard is used as a negative modifier on the to-hit roll of any fire the vehicle makes during that turn. This includes any D caused by a maneuver, a road hazard, acceleration, or deceleration. It specifically does not include any hazards caused by enemy weapon fire, since all weapon fire is considered to be simultaneous.

The next addition follows immediately afterward. "When trying to hit a vehicle with a weapon's burst effect, or trying to place a burst of fire in front of a vehicle, the attacker gets the bonus for targeting the ground [+4], plus all applicable speed modifiers for both vehicles. Use common sense; the referee has final say; if the to-hit is missed while attempting a shot at the ground or wall near an enemy, use the grenade scatter rules to determine where the shot actually hit." What this rule is attempting to do is to give some mechanic for shooting weapons such as oil guns and spike guns so close to the target vehicle that the vehicle has no chance to avoid it. If this is the case - and it will usually be pretty obvious - then the speed mods of the target vehicle count against the to-hit roll of the shot. The referee's ruling, as in all other cases, is final.

The next change occurs on the same page, under the Targeting Modifiers section, and has to do with speed modifications. Long time readers of ADQ will recognize these new speed mods. The new mods take into account the angle of the target when figuring the penalty to be assessed to the firer. A target moving straight at you at 80 mph is a lot easier to target than one moving at 80 mph across your field of fire. The Compendium includes a chart:

Target is not moving:                             +1

Firer is not moving:                              +1

Firing pedestrian is braced against solid object: +1

Target is moving betwen 30 and 37.5 mph:          -1

Target is moving betwen 40 and 47.5 mph:          -2

Target is moving betwen 50 and 57.5 mph:          -3

Target is moving betwen 60 and 67.5 mph:          -4

Target is moving betwen 70 and 77.5 mph:          -5

Target is moving 80 mph or faster:                -6

CHART OF DIRECTIONS DOESN'T FORMAT PROPERLY - OMITTED.

The number generated after you plug the speeds of the two vehicles into the formula appropriate to the situation, will be the speed that the target gets his speed mod for. Example: A Firing vehicle has a target in its front arc and is travelling at 20 mph. The target has the firer in its back arc and is travelling at 110 mph. Across the top of the chart we find that the Target is in the Firer's Front Arc, so we use the first column of the table. Down the side we find the Firer is in the Target's Back Arc. Cross referencing we find the formula (1/2 (T Speed - F Speed)). Plugging the speeds of the two vehicles into the formula yields (1/2 (110 - 20)) = 45, so the target gets a speed mod for 45 mph, or a -2. If the speeds are reversed (e.g. Target moving 20 mph and Firer moving 110 mph) the formula yields a negative number (-45), this will not help the target. Only positive results from any of the formulas will grant the target a speed mod.

In the situation where the target and the firer are in each other's side arc, there are actually two different situations that arise that must be handled differently. If the two vehicles are side arc to side arc and moving in the same direction (driving side by side), use the formula printed on the table. If, however, they are moving in opposite directions and are side arc to side arc, the target gets the mod for his full speed. The chart can be confusing without visual aids, so get out some counters and set up the different situations.

One other, minor, correction has been made under the section on starting fires, in the last sentence of the first paragraph. The first edition Compendium said, erroneously, that any Hit on a gas tank added +3 to the chance of fire. What it should have said, and now does say, is that any Breech in a gas tank adds +3 to the chance of a fire.

Characters

Many additions have been made to the "Characters" chapter . . . too many to cover here. The bulk of the additions are in the form of new skills, which will not be described in full, but simply listed with a brief description:

Animal Husbandry:

Care and handling of animals.

Communications:

Repair and design of radio equipment.

Computer Tech:

The hacker's skill.

Engineering:

Vehicle design and construction.

Espionage:

Tricks of covert and criminal operations.

Explosives:

Planting and detonating explosives.

Fast Talk:

Weaseling out of a sticky situation.

Hobbies:

Skills studied for recreation.

Journalism:

Operating cameras, etc. and interviewing.

Law:

Knowledge of general law.

Leadership:

Ability to command a group effectively.

Luck:

Helps in "Roll 2d and Pray" situations.

Navigation:

Using stars, charts, satellites, etc.

Politics:

Winning votes, diplomacy, bootlicking.

Security:

Construction and disarming alarms.

Science:

Break into specific areas of knowledge.

Stealth:

The ability to avoid detection.

Streetwise:

Knowing who to talk to in low places.

Survival:

Trained to survive all environments.

Swimming:

Swimming.

Teaching:

Ability to instruct another character.

Theft:

Lockpicking, sleight of hand, etc.

The other changes in the "Characters" chapter are in the Pedestrian Equipment section. The Laser Targeting Scope (LTS) may no longer be used for laser guiding Bazooka or Gyroslugger rounds. The LTS may guide MPRL and PMML ammunition and tripod-mounted weapons that can be laser guided. Plastique has been added to the list and the damage has been changed. A full brick now has 2 blast points, a half brick has 1 blast point and a quarter brick only 1/2 blast point. The change to the Explosive Grenade has been mentioned above, but - the 2" blast radius affects non-vehicular components only. The burst radius for vehicular damage with an explosive grenade is now 1/2".

Cars

Cars are the heart of Car Wars, and any change made to them is bound to have an effect. They are also the most scrutinized aspect of the game, which is why there are so few changes in this chapter. The biggest change (and it applies to all vehicle types) is that there is no longer a maximum handling class for a vehicle. This means that a car with a Heavy suspension (HC3), Radial Tires (HC +1) and Active suspension (HC +1) would have a base handling class of 5, not 3, which was the previous maximum for base handling class. Any reference in the second edition to a vehicle's maximum handling class being 3 is in error, and should be ignored.

The other change that affects the Handling Class of cars is that sub-compacts now get an automatic +1 to their handling class with any suspension. Thus, a Sub-compact with a light suspension will have an HC of 2, 3 with an Improved suspension and 4 with a heavy suspension.

There is one change to the Gas Engines section. The cost of a variable-pitch turbocharger is now $2,000 plus one for every added power factor. The brings them back into line with the cost of standard turbochargers.

The Engine Critical Damage Table has been made more linear. Result #8 is now "Crack! The car suffers a transmission hit. Acceleration drops by 5 mph each turn (if it goes to 0, the car cannot accelerate) and the top speed drops by 10 mph each turn. If your car's top speed drops below its present speed, it will decelerate to the new top speed. Repair can only be done at a garage, and is a Hard job for a mechanic." Results 8-12 from the First Edition are unchanged, but have all been moved one number higher, so that "Radiator!" occurs on 9, and "FIRE!" on 13.

The only other change to the "Car Construction" chapter is the addition of the Racing Slick to the list of tire options. Slicks appeared in Dueltrack, but were, along with the racing car bodies, left out of the first edition Compendium. "Racing Slick (RS) Tires: any car, cycle or trike with racing slicks on all its wheels has its HC raised by 2. If they are only on two corners (front or back), then the vehicle's HC is raised by 1. The hazard for maneuvers on ice, oil water and the like is at a +D4. In addition, just hitting oil, ice, or water is a D3 hazard. Racing Slicks take double damage from spikes, debris and obstacles.

"Any non-oversized vehicle [that uses tires] can mount slicks, but these are most beneficial on a professionally-maintained, glass-smooth racetrack surface. On a regular street or highway, racing slicks take 1 point of damage for every ten minutes they drive on open road, just from accumulated trash.

"Making a tire slick adds 300% to the cost, 100% to the weight and adds 1 DP. An RS may be made fireproof or steelbelted, but not radial or offroad."

The only other change to any of the vehicle construction chapters is in the chapter on cycles. Cycles must pay 300% of their base frame cost for off-road suspension, just like every other wheeled vehicle in the game. 

Racing Bodies

The racing bodies from Dueltrack have been reprinted in the second edition Compendium, with an additional body type, the Funny Car.

Type            Price   Wt. Max Load   Spcs. Armor

--------------  ------  ---   --------   -----   ------

Formula 1/Indy  $6,500  600   4,000      15      $22/10 

Can-Am          $6,500  800   4,500      18      $24/12 

Sprint          $5,600  300   3,200      10      $17/7 

Funny Car       $6,600  700   4,500      20      $26/13 

Dragster        $6,200  600   4,000      16      $20/8

The rules for these are the same as the rules in Dueltrack. Racing bodies may take all normal chassis, tires, engines and accessories, but may not have their suspension modified. The base handling class for a racing body is 5. There are a couple of extra rules to cover the differences of Funny cars. Funny Cars, like Can-Ams, may use wheelguards. There's also the following section: "Funny Cars are hinged in the back and the entire body shell is lifted off the frame hydraulically for easy access to the engine and weapons (which gives a +1 to all repair rolls). This is also the only way for the driver to get out of the vehicle, since Funny Cars do not have doors. It takes 5 seconds to raise or lower the shell. During that time the car is considered to have no front or side armor." 

Weapons and Accessories

There are two important changes to items in the "Accessories" chapter. The first change is in the description of Armored Wheel Hubs. The cost of Armored Wheel Hubs has been lowered from $15 per point of protection to $10 per point, to bring them in line with Wheelguards. None of the other mechanics surrounding the hubs or guards have changed.

The other change is that, if a vehicle has a spoiler or an airdam, 1 is added to the handling class of the vehicle if it is traveling over 60 mph. If the vehicle has both a spoiler and an airdam, it may also reduce the D of any maneuver it takes by 1, if it is traveling 60 mph or faster. The rule in the Compendium is unclear on this point, but a vehicle with both a spoiler and an airdam gets both a +1 to its handling class and a 1 to the D of each maneuver. The rules for Helicopter Maneuver foils have also been changed to reflect the difference in how these items work.

Spoilers and airdams are no longer 100 lbs. and $500 for any vehicle. They are now different sizes for different vehicles, based on the armor weight and cost. Specifically, they cost the same as 25 points of armor, and weigh the same as 10 points of armor for the vehicle they are being mounted on. So, a spoiler or an airdam for a Luxury-size vehicle will weigh 100 lbs. and cost $500 (assuming normal armor). The same item for a subcompact, however, (again assuming normal armor) would weigh only 50 lbs. and cost $275. 

ERRATA - Car Wars Compendium, Second Edition - Thursday, 03-May-2007 13:28:58 CDT

Copyright © by Steve Jackson Games Incorporated.
Pp. 9, 12, 25, 31. In the illustrations, the turning key should be labelled "Hard Swerve D2" on the 30-degree angle. (Actually, all of the angles should be labelled as "bends".)

P. 51. Dropped Solids: The Minedropper magazine costs $550 and weighs 65 pounds. The Napalm version costs $650 and weighs 65 pounds.

P. 115. A bent frame (from using Rocket Boosters) sends the vehicles Handling Status to -6 immediately and remains there for the rest of the game.

P. 120. Decrease the HC of all of the sample cycles by 1.

P. 138. Armored wheel hubs - $10 and 4 lbs. per point.

Carburetor - Saves 25% of the engine cost.

Jump Jets - $50 per 10 lbs.

P. 139. Multibarrel Carburetor - Saves 15% of engine cost.

Delete Oversize Vehicle Airfoils.

Spoilers and Airdams - cost is the same as 25 points of vehicle armor, weight is the same 10 points of vehicle armor.

Supercharger - $3000 plus $1 per added power factor, weighs 20% of engine weight, 1 space, adds 40% to power factors.

Turbocharger - $1000 plus $1 per added power factor, no weight or space, adds 25% to power factors.

Variable-Pitch (VP) Turbocharger - $2000 plus $1 per added power factor, no weight or space, adds 25% to power factors.

Pp. 142-144. The index is an artifact of the first edition, and doesn't mesh well with the second edition.

P. 143. Movement, 6-33; boat, 28-31; conforming, 17; helicopter, 31-33; hovercraft, 23-28; modifiers, 39; pedestrian, 20; trailer, 20-22; ultra-slow, 22. Movement Chart, 7
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P. 85. In the Power Plant Table delete the "20"s from the Spaces column for the first four entries.

P. 112. Under Heavy Duty Brakes, 25 mph is D2; 30 mph is D3; 35 mph is D5; 40 mph is D7, each tire takes 2 points of damage; 45 mph is D9, each tire takes 1d of damage.

P. 115. A bent frame (from using Rocket Boosters) sends the vehicles Handling Status to -6 immediately and remains there for the rest of the game.

P. 134. Radarproof armor costs 200% normal. Radarproof Fireproof costs 400% normal. Add Fireproof (200%) and Laser Reflective (110%) to the table.

