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Dp9-9067 nOrTH STarTer arMy - $110.00 
Locked & Loaded RuLebook (b&w), 12 mInIs: GP & FIRe suPPoRt squads, 4 dIce, measuRInG taPe)

Dp9-9068 SOuTH STarTer arMy - $110.00 
Locked & Loaded RuLebook (b&w), 11 mInIs: GP & FIRe suPPoRt cadRes, 4 dIce, measuRInG taPe)

Dp9-9083 peace river STarTer arMy - $110.00 
Locked & Loaded RuLebook (b&w), 10 mInIs: GP & FIRe suPPoRt squads, 4 dIce, measuRInG taPe)

Dp9-9188 earTH pak/ceF STarTer arMy - $115.00 
Locked & Loaded RuLebook (b&w), 47 mInIs: 2x LHt-67, 2x LHt-71, & GReL InFantRy PLatoon, 4 dIce, measuRInG taPe)
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new Caiman aPC miniature

meDevaC Caiman

stanDarD Caiman

DP9-9195  –  $29.95

avaiLabLe now at DP9.Com

CommanD Caiman
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robert Dubois - president & Senior editor
Forum name: rdubois
one of dream Pod 9's founding members and now its President, Robert has been a gamer since high school and 
enjoys attending conventions when he can find the time between projects. Plus, he really likes his "Pod God" title on 
the forum and being ceo of Paxton arms in Heavy Gear.

John nguyen - Marketing Director
Forum name: jnguyen
John nguyen is an attorney by trade and works full time at dream Pod 9. He served briefly in the canadian Forces. He 
is  dream Pod 9's marketing director and Pod squad colonel.

Jason Dickerson - line Developer
Forum name: autel
Line editor for Heavy Gear and the asp aficionado, Jason has been an active member of the dream Pod community 
for years. In 1999, he was involved in the creation of the Hermes 72 fan site and forums. He has written material in 
aPa Gear and aurora magazine. Jason lives in middle tennessee and works with the local Pod squad members in 
coordinating demo events at game stores and conventions.

Greg perkins - artwork & Miniatures painting
Forum name: Mason
Greg Perkins is trained as an architect and so is always moving back and forth from traditional and digital media. on 
a given day you might find him 3d modelling new Heavy Gear units, designing regiment logos, painting miniatures, 
or doing post-production work on illustrations and photos. when not working on Pod productions, he can be found 
working on his collection of Grizzly variants.

Mariko Shimamoto - artwork
after graduating in visual communication design, mariko moved to a suburb of saitama with her cat where she enjoys 
playing video games and reading manga between creating masterpieces for Heavy Gear.

Saleem rasul abdul aziz - assistant Designer
Forum name: Saleem
saleem is one of our new assistant Game designers. He helps coordinate playtests, does some writing, and helps 
generate new rules and ideas for the company. all while being halfway across the globe.

Daniel Hinds-Bond - layout
Forum name: 007design
daniel is a cross-media developer living in chicago.  He recently lost a very dear friend. Please give to your local 
Humane society, animal hospital or no-kill shelter.

paul workoff - Terra nova Terraformer
Forum name: evil Monkey
Resident terrain artist for dream Pod 9, Paul spends most of his free time coordinating the efforts of the Pod squad 
texas section as cnco.   Paul has been playing miniature games and constructing terrain since before he can 
remember.   with the arena terrain finished, he has started work on several projects for upcoming blitz! releases that 
seem to monopolize his free time and he couldn’t be happier.

Sean callaway - contributing writer
Forum name: paradox_01
sean is a medic in the us army currently stationed in Germany. operation: drop bears dive! was his first published 
work and since then he’s been bitten by the writing bug (again, actually…only much harder this time). when he’s not 
writing, sean spends his free time building and converting Heavy Gear minis. If he ever put brush to metal, he’d be a 
force to be reckoned with.

meet tHe PoD
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Gear uP : issue 3

in tHis issue

ever wondered what it would be like to work at a gaming 
company? Here’s your chance to actually be a part of 
the development team. we are looking for playtesters 
for our upcoming product lines. If you’re interested in 
helping shape our games with your feedback, follow the 
link and fill out the online survey and application. we are 
interested in all levels of game play experience. 

Benefits of playtesting

 � Playtesters get access to material 
months ahead of time.

 � active playtesters get credited in 
books that they playtest.

 � Receive free stuff for active playtesting!

 � and best of all, your opinions and feedback will help 
us make the best possible game for you to enjoy!

PLaytestinG oPen CaLL!

sHow me youR coLoRs . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 5

sLIce and dIce . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 7

an IntRoductIon to Heavy GeaR aRena . . . . . . . . . . . . . . 8

boa [oacs-15H/Fs] 2nd edItIon stats . . . . . . . . . . . . . . . . . 9

GLadIatoR [Pa-09/R] 2nd edItIon stats . . . . . . . . . . . . . . 11

teRRa nova teRRaFoRmeR . . . . . . . . . . . . . . . . . . . . . . . . . 13

aRtIst InteRvIew Luca ZamPRIoLo . . . . . . . . . . . . . . . . . . 17

HHt-90 oveRLoRd oveRvIew and combat GRouP . . . . . . 21

FIeLd testInG: muLtI comPonent veHIcLe RuLes . . . . . . 23

FIeLd testInG: new oveRkILL RuLes . . . . . . . . . . . . . . . . . 24

RevIsIons and eRRata . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 24

medIc In tHe FIeLd . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 25

soutHeRn medIcaL suPPoRt sectIon. . . . . . . . . . . . . . . . 27

PRdF medIcaL sectIon . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 28

Pak / ceF medIcaL sectIon . . . . . . . . . . . . . . . . . . . . . . . . . 29

PRImaRy soLutIons PaRt 3. . . . . . . . . . . . . . . . . . . . . . . . . 33

PRIme knIGHt weaPons LockeR. . . . . . . . . . . . . . . . . . . . . 34

Pod squad FIeLd oPeRatIons. . . . . . . . . . . . . . . . . . . . . . . 35

bLack oPs on tHe teRRa novan battLeFRont . . . . . . . . 38

nG: InteLLIGence seRvIce . . . . . . . . . . . . . . . . . . . . . . . . . . 39

sRa: mILItaRy InteLLIGence oPsec . . . . . . . . . . . . . . . . . . 41

PRdF: combIned task FoRce . . . . . . . . . . . . . . . . . . . . . . . . 44

ceF/Pak: InteRnaL secuRIty . . . . . . . . . . . . . . . . . . . . . . . . 46

PRoduct cataLoG . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 49

wow, its been a busy few months. writing and producing Heavy 
Gear arena along with all of the new miniatures, including the 
incredible HHt-90 overlord and boa, has really kept the staff 
focused on laboring through to the end. Heavy Gear arena has 
been a labor of love and frustration, but the end product looks 
incredible. as usual, mariko shimamoto, Greg Perkins, and 
daniel have done a phenomenal job on producing another great 
looking book. added to that list of names is our new terrain guru, 
Paul workoff, and our new technical designer, avelardo Paredes. 
both of them really added to the look of the book. Paul will be a 
regular contributor in Gear uP starting this month in the terra 
nova terraformer section. this issue his article covers how to 
make some of that fantastic terrain found in arena. 

of course, you’re probably wanting to really know more about 
the gorgeous HHt-90 on the front cover. the kit was sculpted by 
the incredibly talented Luca Zampriolo, owner of kallamity, who 
is also sculpting a few more surprises for us due out early next 
year. Part of our Fieldtest section this issue covers the rules to 
field the HHt-90 in a ceF combat group. these rules include new 
multi-component vehicle rules. 

In addition to the HHt-90 rules, we’ve introduced a few more 
medical sections for the core armies in the Locked & Loaded 
book, along with a detailed section on running games with terra 
novan black ops. 

we have a couple of new contributors this issue. nigel wong 
wrote the excellent opsec article, and saleem Rasul abdul aziz 
contributed the medical section and ctF articles. sean callaway 
returns this issue with his medic fiction.

Rounding out the book, we’ve included a second Fieldtesting 
section covering new overkill rules and a couple of important 
errata dealing with stuns and a couple of units getting a well 
deserved sturdy box.

Finally, the latest installment of Primary solutions and the Prime 
knight arsenal is revealed.   

Hope you enjoy this monstrous issue! 

Jason dickerson 
dP9 Line developer
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Got a fully painted army to show off? dying for some bragging rights for those beautiful Gears you just spent hours painting? each 
issue of Gear uP will no showcase the best painted army submitted to us between issues. If your army is picked for the spotlight, you’ll 
get to show it off in the official dream Pod 9 magazine. to qualify for print, you should have at least three combat groups for blitz! or a 
complete six Gear team for arena. If you have an army you’d like to submit, email us at rules@dp9.com. 

kicking off this new section this issue, John Prins is showcasing his incredible PRdF army. the unified camouflage and color scheme 
really presents an awesome sight on the field. check out John’s army pics and learn how he knocked out such a beautiful army.

sHow me your CoLors!

when I decided to put together an army for Heavy Gear blitz, I was 
immediately attracted to Peace River. I always liked the design of 
the warrior and warrior Iv, but it wasn't until Heavy Gear blitz that 
this badlands superpower got the respect it deserved – recon and 
fire support units, gearstriders and tankstriders, stealth units 
and advanced elite gears – all things that has appeared in various 
previous editions, scattered tidbits now pulled together into a 
cohesive whole. a real army as opposed to an arms merchant's 
catalogue.

I decided to adapt the basic color scheme of the Paladins 
regiment, exchanging desert tan for a rich clay color and reducing 
the number of colors involved. camoflauge can make a machine 
look military, but can also make identifying similar units difficult 
on the table, so each class of gear would get its own variation 
on the same palette of colors. this would tie the whole army 
together, while still allowing me to spot the difference between a 
warrior and a warrior Iv from several feet away.
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once painting was finished, decals were added for hazard 
stripes, unit numbers,  army symbols and a few warning signs 
and random symbols. decals are a huge time saver and easier 
to use than most people think. once everything was good and 
dry, models were given a gloss varnish for protection (citadel 
'ardcoat) followed by a matte varnish (army Painter anti-shine) 
to dull the gloss. bases then had static grass and tuft elements 
added as  finishing touches.

Infanty were done slightly differently, due to the sheer numbers 
and tiny size. they were undercoated and overcoated as regular, 
then given a drybrush of dheneb stone, followed by a wash of 
devlan mud. this raised the detail nicely, and vermin brown was 
painted on the trooper's armor plates, followed by another wash 
to give the armor some shading. then highlights were added and 
Iyanden darksun was painted on the visors, with a touch of skull 
white on the tips.

I used a mixture of citadel and P3 paints for this army. a mix 
of woodland scenics talus was glued to the base before 
undercoating. I started with a chaos black undercoat, followed 
by a calthan brown overcoat on the whole model. the main areas 
of the models were blocked out with vermin brown and knarloc 
Green, leaving some areas of the overcoat exposed, mostly on 
the upper legs, joints, engines and weapons. then the entire 
model is given a wash of devlan mud. washes are very useful 
in speeding along a paint job – they provide instant shading and 
often obscure small errors where two paints border one another, 
and bring out relief in models like Heavy Gears that makes 
painting detail much easier. I already knew that the wash worked 
well with these two colors; it pays to test these things out on 
surplus miniatures before comitting to a final paint job.

once the wash was fully dried, the vermin brown was reapplied 
so that it would be a smooth, even color, as washes can cause 
some mottling. that would be fine for the green, as I could cover 
up any mottling with camoflauge elements, but I wanted the clay 
color of the gear to be uniform. small amounts of the washed 
vermin brown were left in cracks and around bolts, simulating 
natural shadows and relief. Raised edges of the clay were 
highlighted with tallarn Flesh.

Random patches of calthan brown were applied to the green 
areas, avoiding cracks and panel edges where possible. small 
dots of scorched brown were scattered over the areas, followed 
by slightly offset dots of dheneb stone. Guns and engines were 
repainted in calthan brown, avoiding cracks, then highlighted 
with snakebite Leather. sensors were painted with snot Green 
and highlighted with scorpion Green, or painted with khador Red 
base and khador Red Highlight. missile pods were done in khador 
base Red, followed by skull white to make checker marks – the 
hardest part of this paint job. when painting checkers, I start in 
the center and paint towards the edge, using the  smallest brush 
possible, thinned paints, and only a little paint on the brush. 
bases were painted in snakebite Leather, followed by a drybrush 
of Iyanden darksun and dheneb stone. edges of the bases were 
painted in bestial brown.
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Roland looked at his Hud inside of the cockpit of his brand new 
Jaguar. sweat poured from his forehead and with the helmet 
covering his face, he couldn’t reach up and wipe away the 
stinging in his eyes. the sensors showed him another red blip. 
the new comer had taken out another one of his teammates. this 
was supposed to have been a predator prey match. His team was 
supposed to have been the predators hunting the single opponent 
in the arena. Instead, one by one the six man team was getting 
picked off by the green and red cobra with the twin katanas. 

every time Roland’s team had caught up with the ‘prey’ it had 
turned the tables on them. kaouri’s black mamba had been cut 
through the waist sending the cockpit flying into the crowded 
spectator stands. the steel reinforced net had slowed the cockpit 
enough for the crowd to disperse, but that move had been as 
brutal as anything Roland had seen alex torvas, an infamous 
southerner dueling in spider’s arenas, performing on hapless 
pilots.  

sLiCe anD DiCe
Roland scanned the concrete corridors ahead of him. with fifteen 
cycles of experience under his belt, Roland wasn’t going to let this 
upstart unknown take him down. especially not after spending 
his earning in the last season buying a top of the line Jaguar from 
the team’s corporate sponsor, northco. Roland was confident he 
could handle the lumbering spitting cobra with his more nimble 
advanced Jaguar. the problem was now he was alone. the blip 
on his sensors a few moments earlier had been his on team rival, 
colfax. the duelist from the umF had been piloting a Jaguar too. 
Roland wasn’t even sure how colfax had been taken down by the 
sword wielding Gear. 

a sense of paranoia was gripping at the experienced pilot as he 
rounded the corner. would the green and red cobra be waiting 
for him? the open central area was clear as far as his sensors 
and cameras indicated. Roland sighed in relief as he brought 
his Jaguar into a slower walking trot rather than the faster sms 
mode. 

as he walked out in the open, the sixth sense Roland had 
developed over the cycles told him to turn around. quickly 
spinning the Jaguar on its heels, the duelists eyes gazed on the 
massive form of the green and red cobra coming directly at him 
from above. with both katanas pointed down to pin the Jaguar 
into the ground, the cobra was looking to finish the battle quickly. 
Roland’s quick reflexes and advanced machinery saved him from 
the lethal attack, but the pilot had little time to celebrate. the 

cobra’s pilot was pressing him back into the open. 
Roland grinned. He would have the advantage in the 
open.

the cobra’s shoulder mounted machinegun roared into 
life and missed hitting the Jaguar. Roland laughed at the 

desperate measure. the anti-infantry weapon was rarely seen in 
the arena since the weapon usually couldn’t penetrate a Gear’s 
heavy armor. Roland also understood why the cobra pilot relied 
on the katanas. the pilot was a lousy shot…. or so Roland 
thought. too late to react, the Jaguar’s sensors screamed that 
an explosion had occurred behind it as the machinegun fire had 
ripped into one of the arena’s many explosive barrels. 

Roland screamed into his helmet’s receiver as his brand new 
Jaguar was thrown directly at rushing cobra and its two wicked 
blades.  

“Ladies and Gentlemen! we have a new winner! the prey has 
turned out to have a wicked set of claws. all of the predators have 
been defeated! astounding!” 

Inside of the cobra’s cockpit, the pilot’s normally austere face 
cracked a slight grin. she had accomplished her mission for her 
masters. musashi’s blades had sang in the arena once again, and 
no one could stop her now. 
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