










your trips carefully. Many towns lack garage facilities; some lack weapon 
shops. If you cannot get needed repairs or ammo, you may have to sell 
your car for salvage - or even abandon it outside the gates - and take 
the bus back home. Unless you're wealthy, that can be a disaster! 
The AADA can help in trip planning. Any office can give you a report on 
the status of adjacent highways. Couriers will want to avoid outlaw­
infested roads; vigilantes will seek them out. Law-abiding highway 
travelers include: 
Courier. The AADA is in constant need of courier drivers. Payloads range 
from vital chemicals and electronic parts to dummy loads to fool the out­
laws - and everything in between. Carrying these items is a good way to 
build prestige, experience ... and your bankroll! Even low-pay or no-pay 
jobs will build your reputation. But make sure your deliveries are on time. 
A late delivery will pay less and hurt your reputation. And only the drivers 
with the highest prestige are entrusted with those big-ticket, high-paying 
items. Occasionally, a senior AADA member is entrusted with a special 
courier job. These missions receive little publicity beforehand - for obvi­
ous reasons! But if you ever get one, the stakes will be high. Don't fail! 
Couriers need fast, reliable cars. Some cargos require little or no cargo 
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space - others will fit in nothing less than a truck. The more your vehicle 
can carry, the wider will be your choice of payloads. The courier must 
exercise extra care in planning his trips. Only in towns with AADA offices 
will you be able to pick up regular payloads. If you accept a mission to a 
town with no AADA office, you will have to "deadhead" back, with no 
paying cargo. 
Vigilante. The vigilante's mission is to keep the roads clean. While the 
outlaws hunt peaceful drivers, the vigilante hunts outlaws! The payoff 
comes in experience - and, for a skillful mechanic, in the valuable sal­
vage taken from kills. Most vigilantes drive heavily armed and armored 
cars, with just enough cargo capacity for a little salvage. If not for the 
efforts of the vigilantes, the roads would be so dangerous that no couriers 
could get through - and even the great armored "busnoughts" would 
have a hard time making their schedules. Whenever you can, check your 
kills quickly. A wreck will usually still be there if you leave and then return 
on the same day. But if it is left overnight, other travellers will certainly 
haul it off to strip it. Fortunately, this also means that mines and spikes 
will be gone from the road the next day. And, of course, smoke vanishes 
quickly, and oil after several hours. 
Travelling Arena Duellist. Some of the best highway fighters of all time 
haven't been looking for a fight at all! A professional duellist, on the road 
from one arena to another, is every outlaw's nightmare. 
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A BOUT OUTLAWS 
Outlaws often congregate in 
groups. If your radar shows sev­
eral blips close together, be care-
ful! A pack attack can be deadly. 
Few outlaws will pursue you if you 
can get beyond visual range. But 
never let your guard down! Few 
roads are ever completely outlaw­
free. Fortunately, once a road has 
been cleared, new bandits will 
appear gradually, rather than all at 
once. A well-travelled road is usu­
ally fairly safe. It is believed that 
most outlaws on the Eastern sea­
board report to a single leader, referred to by law enforcement agencies as 
"Mr. Big:· Tracking down Mr. Big - if he exists - is a top priority of both 
the FBI and the AADA. 
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