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Read the sticky-note in your PDF viewing software 
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S. John Ross
Additional Notes
The Car Wars Emergency Kitby S. John Rosshttp://www.io.com/~sjohnI created this emergency kit when I was teaching Car Wars [4th Ed] to some newcomers and needed some extra turning keys and counters in a jiffy. The sheet includes all the standard counter-sizes necessary for ordinary vehicles, dropped weapons, debris and pedestrians; just pencil in the details in play as you need them. Some additional notes to get the most from this file:If your printer isn’t aligning things correctly (hold the sheet up to the light when you’re done; none of the counter-lines should have any “shadows” from the other side) try plain paper instead of cardstock. It works nearly as well and a lot of older or less expensive printers (like my own ancient bubblejet) can do perfect alignment on paper but not on anything heavier (when I want a cardstock version, I take it to a print shop).Another option is to print single-sided. This will give you two left-turn keys and two right-turn keys instead of four universal ones, but that's the only loss.The middle row of long (1.0” x 0.5”) counters, left as a whole strip, makes a handy "range ruler" for calculating attack modifiers.Cut near the middle of the thick black lines to get perfect turning keys.When making debris counters (using the 0.5” x 0.25” pieces), don’t forget to do a 50-50 mix of half-debris and whole-debris for the proper random spread (I usually put all the half-versions on one side of each counter, whole versions on the other).Print on sheets of different-colored cardstock for easy identification of teams (extra-handy if people aren’t up to doodling very distinctive cars), or to easily distinguish doodled smoke counters from doodled paint counters if all you have handy is black pens to draw with.If you’re just printing it to have some fresh turning keys and don't need the blank counters, try printing the sheet on some bright yellow or nuclear-green cardstock. In play, the brightly-colored turning keys are much easier to spot and grab in the middle of the action.Have fun, drive offensively, and visit the Blue Room when you’ve got a rainy day and need a grin (or more Car Wars stuff)!- S. John RossProduced in fond memory of HASTUR, the grooviest little AADA chapter to ever tear up the pavement along Highway One. Appears by permission of Steve Jackson Games. Redistribute freely provided the PDF is not altered in any way. "Car Wars" is a registered trademark of Steve Jackson Games. File version 1.00 - May 19th, 2006
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