


Hey folks, here. Welcome to the first issue

of Bad Beardo’s Guide to Autoduelling Parks, a look at
some of Carter & Sons favorite Dueling Parks. Int  his
Issue we will be covering nine arenas, everythingf  rom
schedules, prestige ratings and any special rules t o help
you survive a duel in that particular venue. Each arena
will be covered in a one page spread with an illust  ration
SO you can see what you're getting into!

Ladies and gentlemen, boys and girls, start your
engines......its dyin’ time!

- Bad Beardo



Here’s an interesting little arena.
Covered in snow and ice year round due
to the climate and some very large
snowmaking machines, Belgrade Lakes
Is a duelist’s nightmare when it comes to
control. Tire chains are a must here, as
are nerves of steel and a warm pair of
socks!
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Belgrade Lakes is considered an off-road arena, so all off road rules apply.
Driving on snow. Adds +D2 to any maneuver or hazard (does not include off road)
Driving on ice: Adds +D4 to any maneuver or hazard

Snow packed ramps: All ramps are 30 degrees and crest along the black line. They
are concrete with hard packed snow on them and are 7’ tall and block all fire.

Traveling across (along the crest line) adds +D3 to any maneuver. All skid and fishtails
will be downhill. 15+ points of damage done to a snow ramp will produce a pothole at
the point of impact.

Concrete Bunkers: The bunkers have 20DP walls and block all fire. Each bunker sets
on a concrete pad that is clear of snow due to internal heating coils.
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Belgrade Lakes only runs events on the weekends. Common events include points for
jumping or kills. The “Winter Offensive” event (run once a year) pits two teams with
pedestrians in opposite bunkers and 2-3 vehicles per team. The objective is to take
and hold the other teams’ bunker. Vehicles are not allowed to fire on the bunkers,
leaving the pedestrians to take them by force.



& % (

Hope you’re not afraid of heights! This
has to be one of my favorite arenas. It
was built on a platform that was originally
used as a shelter from roving bike gangs.
In 2047 it was turned into a dueling arena
that still regularly draws large crowds.
This arena is NOT AADA sponsored due
to the large number of deaths. Duel at
your own risk!

Dueling Towers: The entire arena floor stands 40’ above ground level. There are no
outer walls; the outside edge of black line is considered the edge of the arena. Any car
that goes over the edge is considered to be falling. See falling rules on how to resolve
wheel positions and the effects of colliding with the ground.

Ramps: The ramps leading up to the arena floor were destroyed several years ago
due to a minor earthquake; all vehicles must be lifted up to the arena floor by several
cranes kept nearby.

Walls and Obstacles: The interior arena walls (near each starting area) are 8’ tall and
have 40DP. All other obstacles are considered indestructible.
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Most dueling done here is one on one; the grudge duel is a very popular event.
Hallowell Dueling Towers does hold team events as well; the most popular one is
known as “Dominos”. All vehicles start lined up in a row behind one of the two walls
and advance out when the event starts. The event is scored on Kills, with cars pushed
over the edge from rams scored as triple points.



What can | say? How could | not include
the home arena of Carter & Sons Combat
Autowerks? This arena was built out of a
large bomb proof building, the walls are
solid plascrete being nearly
indestructible. Not only do we hold
weekly dueling events, but this is also the
testing ground for all our new combat
designs. Come on by and don’t forget to visit our famous gift shop, Bad Beardo bobble
heads are available for the kids!!
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Walls: All heavy black walls have 100DP. The thinner interior walls have 30DP each.
TV Towers: These are considered indestructible .

Spikes: Any collision with the last ¥4” of the spikes results in 1 %2 times normal damage.

Center Tower: The main tower is 20’ tall and has 30DP lexan windows all around.

This is the VIP area and has some of the best seats in the house, although deaths due
to poor aim are not uncommon. C&SCA is not held responsible for deaths and will not
refund the cost of seating for any injured parties. Enjoy the action from our VIP lounge!
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Public events are held on Friday and Saturday. Sunday the arena is closed and during
the week testing is done on new car designs. The arena hold both racing events (outer
track only, with gas events four times a year) as well as duels in the inner area. The
most popular event is the “Meat Grinder’, held once a month. This event pits eight
duelists against each other with Division 10 cars and is an all out brawl. Last man
standing wins! Racing events are technical due to the giant spikes that have been
recently added at all four corners of the track. These were requested by the fans, and
have proved to be very popular.



Wee-haa! More ice! This is a pretty straight
forward arena, two duelists enter, one leaves.
Make sure you start your first turn early so you
don’t end up sliding into those big ole spikes!
Tire chains are a must here, control is
everything in dueling, and the handling class
loss is worth the trade for better control on the
slippery ice.

Driving on ice: Adds +D4 to any maneuver or
hazard.

During the summer season the ice is replaced

with water 1 1/2 feet deep. It's a D2 hazard

hitting the water, and it also causes your

vehicle to decelerate 15mph per turn

(deceleration negated by OR suspension, cars

can always travel at a minimum of 5mph). No maneuver with an unmodified difficulty
greater than D3 can be performed in the water. Shots at tires in the water are not
possible as they are blocked.
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AADA approved events are run three nights a week (weekends included). More
events are run during the winter season as the ice events have proved very popular.

During the summer when the ice turns to standing water, the “Pirates of the Gulf” event
Is run every other week. Two opposing teams armed with aquabikes compete to see
how many laps around the center structure they can complete. The event is usually
restricted to light weapons or even hand weapons only. Bring a wetsuit and prepare to
get wet!!



Rome Corner is an old arena that's
been around since the beginning of
time. Considered a “classic” by many
duelists it continues to draw large
crowds every weekend. The arena
holds amateur nights twice a week and
was the beginning arena for many a
duelist. By today’s standards the
arena is poorly kept up and can be
hazardous to your driving, so watch
out for debris and potholes and bring a
spare set of tires!

Debris: Each duelist takes 6 pieces of debris and one pothole and places them on the
map. Pieces cannot be placed within 6 inches of the starting gates, nor can they be

touching another piece of debris/pothole.
Objects: All of the black squares are considered indestructible.
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Amateur night is a huge deal at the Rome Corner Arena. It's a big draw for the
spectators who love to watch the fumbling of rookie drivers. These events are run
twice a week here along with other team events. The “Double Circle” event is run
weekly and tasks the duelist with driving around the four outer obstacles and then once
around the center one. The first driver to complete both laps is the winner. To make it
fun the duelists are allowed to run in either direction, making head on collisions much
more common.



Another old school arena, but it's in much better condition
than the Rome Corner Arena. The spikes can be areal
damage dealer, so stay as far away as possible. The
“Gas vs. Electric” event is a real winner for the crowds,
but can be a real pain for the duelists. This is one of the
few arenas that regularly hosts gas powered events due
to the oil well and refinery located a few miles to the
north. Metal armor is seen quite frequently here as the
arena has a top notch metal shop and can repair metal
armor for much less than other workshops. Drive
offensively!

Spikes: Any collision with the last ¥4” of the spikes results
in 1 %2 times normal damage.

Metal shop: Any repairs done on a car with metal armor can be done for 10% less
than normal.

Gas Tanks: All duelists are required to have a five gallon tank to participate in gas run
events.
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South Leeds runs constant events with Sunday being the only day the arena is closed.
The “Gas vs. Electric” event is run by-weekly and pits teams of electric powered cars
with plastic armor vs. gas burners with metal armor. Most of the local duelists own
cars of each type, but a few die-hards back only one team.

The crowds love the hostility that has developed between the two teams and
constantly harass the competitors outside of the arena. Visitors to the area should try
and stay out of the “extracurricular” activities, as a number of people have been killed
over the last few years.



Jousting is back! Spears Corner Municipal
Arena is a brand new state of the art facility that
has all of the latest high tech stuff. Safety of
both the fans and the duelists is top priority
here. The medical facilities are second to none,
and survivability is greatly increased at this
arena. They host their own Gold Cross trauma
center under the arena floor, giving many
duelists a second (or third) chance at life.
Turrets are a must have here as the walls in the center block most other weapons and
dropped weapons are usually prohibited.

Walls: The walls of the pits are 10’ high and are 30DP. The walls separating the
individual pits are 10’ high and 40DP.

Jousting: The center strips are 3 Y% * tall and block all weapons fire except from turrets.
Turrets can be targeted as normal but targeting the body of the car is at -2 when firing
across the blocks.

Medical Facilities: Any duelist that perishes during an arena event rolls after the event
Is over. On a roll of 4-6 on 1D6 he has been saved by the medics and can fight again
another day. Gold Cross facilities are in place in case the medics cannot getto himin
time.
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The biggest draw in this modern arena is the “Joust”. Duelists make passes through
the center blocks waiting until the last second to unleash their fire. The Joust is run

several times a week and always draws huge crowds. Duelists looking to make it big
should make the trip to Spears Corner, where everyman can become a famous one!



Racing is big here, it's a small track but the action is fast
and furious. To these folks its Go Big or Go Home! The
arena functions as both a race track as well as a dueling
ground. Dropped weapons are strictly prohibited in
racing events, so leave those minedroppers at home
folks. This track sports curved banks making those
higher speeds easier to reach, but be careful, you don’t
want to end up smashing into the walls because you
can’t control you car!!

Curved bank: Maneuvers towards the inner track are at —D1 and maneuvers towards
the outer edge of the track are at +D1. There is no penalty for moving onto the arena
floor.

Walls: The outer edges of the track are 20DP and the bunkers in the center are 30DP.

Dropped Weapons: These are strictly prohibited during racing events, but are allowed
during arena duels.

If you're into racing this is the place to be! The arena runs pretty standard events;
races are run weekly, with no dropped weapons allowed. Straws are drawn for starting
positions, vehicles are started two wide on the track and all start at the same time
usually traveling 30mphs. No firing is allowed until the competitors finish their firstlap.
Points are awarded for kills, laps and also for 50mph speed increments and the arena
floor is considered out of bounds, any competitor crossing onto the flooris DQ’d. The
locals are speed demons and hate to lose to any outsiders making for some exciting
races. The “Mixing Bowl” event is an all out war with teams starting on the two pads
near each building. All parts of the track and arena floor are utilized in this event.



Here’s a fun little arena. Lots of large

obstacles to run and hide behind gives

this place a cat and mouse feel to it.

Mount Vernon likes to run a lot of cycle

events as there are several large bike

gangs within a 50 mile radius. These

events can be pretty damn bloody, but

the crowds love them! Make sure you

bring your body armor if you're

planning on attending a cycle event, road rash is no fun!

Tire shots: These are prohibited in this arena, the gangs in the area think this is a
weak mans way of fighting. The crowds prefer a good stand up fight to potshots at
tires. Any intentional (as determined by the referees) tire shots result in immediate
disqualification from the event.
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My favorite event to watch here is the “Big Man with a Big Gun” event. Cycle gangs
with up to six riders per side duke it out on the arena floor. LMG’s and hand weapons
are the only things allowed for weapons, making this an interesting one to watch. Be
careful as executions on the arena floor are not uncommon to dismounted riders.
Mount Vernon has been cracking down on this type of behavior as they are close to
losing their AADA sponsorship, but once the gangs are on the arena floor, anything
can happen.
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Well I hope this guide has been helpfull Keep an eye
out for future issues as we continue to travel across the
county in search of great arenas and great combat!

Don't forget to visit us at the )' *
, our doors are always open!



