Soldat Beringer winced as the heal from the melted circuits penetrated his insu-
Iated gloves. The Long Fang Naga's surviving field gun’s heat damper had been dam-
aged and excess heal had poured into the weapon’s articulation circuitry when
they last fired.

“Hurry up. They're almost here.” Beringer knew Soldat Hennan could see the ap-
proaching Jaguars on her sensors. He ripped out the melted wiring.

“One minute.” he mumbled into his helmet comm. Taking out a standard pack of
replacement wiring and a surplus cerachip control board. he jury-rigged the con-
nection bach together again.

Explosions boomed over the ridge behind which they were hiding as the Iguana in
their cadre fried to slow down the incoming Gears. Beringer knew he wouldn't last
long without fire support. He climbed over the massive gun fo get af the cooling

vent
“Merde!” The vent had been fused shut by autocannon f last aftach.
Beringer took out his plasma torch and began cutting. |

“I've got them fagged! They're going to make It insig % inimum range.” If the
Jaguars gof in close. the Naga didn'f stand a cha wisted square of mefal’
ol

_ finally fell off and Beringer scrambled to his ca
The field qun opened up with a neafemn )
| from Hennan's sensor screen. 1]
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s ECOND EDITION

Second Edition Tech Manual — Back to the Workshop -

The original Technical Manual began as a simple chapter of the Heavy Gear rulebook.
which was supposed fo give the reader some insight into e fechnology of the seffing.
Things are never so simple with Oream Pod 3, tough. and the lonely chapter soon furned
into a full-fledged supplement of its own.

The Technical Manual has allways stood aut as one of the favarite Keavy Gear sourcebooks. bot
thirough sales and by the fans. The advanced fechnology tat helped fo power the stories sefon

the distant world of Terra Nova could <a}rnineﬁ, fouched, even finkered with.
N

50 Lwhiy mess wih it affer al tise? The answer is. simply, fo keep one of Heavy Gear's core

50 what's new, you may ash? A lof of tings. The Silhovette Vehicte Construction
System. which was first found in the original Heavy Gear rulebook and then sub-
sequently removed from fhe second edifion fo make room for more background
information, has found & new home here. All te rules refating o fhe design and
construction of vehicles and other fools are now in one place, ratfier fhan being
scattered across six-or seven books.

0ld rules have been revised fo make them more realistic and remove loopholes and un-
clear stafements, and new rules added fo give more opfions. Buf the book s nof all about
fules and.game play. houwever; we've also written down a lof more information on the
lurld of Heayy Gear. including numerous new fopics that may come in te spotiight a
few months from now...

1 So. grab your datapad and your favorite wrench, and let's fake a look at what makes | ﬁ )
. eselearshckl = [ :I J]

Jneenn
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INTRODUCTION 'y

BITS AND PIECES

Jak whispered a quick prayer and pushed the ignition. For a few glorious seconds the V-
engine purred and roared as it should. It all went downhill from there.

First came a vague gurgling, the engine seeming to choke on too much fuel. Jak hoped
against hope that the purr would come back. Next, the gurgling changed pitch, becoming
a wheezing and soon a screech. Before Jak could reach for the switch, the constant high
pitched wail turned into a staccato pulse of metal on metal sounds, until both drive
shafts halted with a resounding klunk. Then smoke started billowing out of the engine.

Jak doused the fire with his extinguisher, trying his best not to curse — at least, not too
loudly. Once the flames were out, he took a moment to look around his shop. The chassis
of the Groundhog he was working on was mounted on the winch in the center of the
garage. Several desert bikes, water filtration processors and even a few home appliances
stood about in various stages of disassembly.

Doing his best to forget that the engine parts he had just heard tear apart would not be
replaced before the next caravan came through the area, Jak looked over the rest of the
damaged work machine.

“Let’s see,” he took out a notepad computer and started taking notes. “One shot engine,
one jammed pincer, one dead laser torch. All in all, one sorry looking machine.”

one he could solve in ars'l'.\\ or two. The laser torch, on the other hand, was a more
(O]

serious issue. Peering into\ge forearm casing, he saw that the main focusing array had
been fractured. He wiz=yd — more valuable parts to order.

The pincer looked like it w«*s\l@ed with sand; a common and frustrating problem, but

get all the mmpo.s he needed. The Oxford caravan was coming through at the begin-
ning of the na{t ™»asun and they always had a good selection of machine parts. But a
season was_ aNawfully long time to wait without a Gear.

Accessing the carQ xchedule menu, Jak tried to figure out how long it would take to

week>"re/ould probably take a trip out there to get some parts. 5till fumbling with the
notepad, he went over to the local-band radio in the other room.

Juggl"a@‘ schedules, he found that the Zeras caravan would be in Hopespring in three

“Echo Seven, this is Zulu Niner. Come back.” The radio crackled to life a second or two
later.

“Echo Seven here.” Echo Seven was the call-sign for the Garnet homestead. Gil Garnet had
brought in the Work Gear two days earlier when he came to town. Jak knew he must have
been anxious to get his machine back, for the harvesting season was getting nearer.
“What's the word, Jak?”

“Not good, Gil. The engine’s a write-off and it'll take me three weeks to get the parts. I
can machine the pistons myself, but I'll need a new combustion chamber.” Jak heard his
friend groan. “But you still got a Prairie Dog, don’t you? Can’t you make do for a few
weeks?”

“I could if the damn Dog's NNet hadn’t shorted out last night. The cursed thing is totally
frozen up. Can you come and take a look?”

Jak closed his eyes and took a deep breath. It was going to be a long three weeks, he
could feel it.




Y INTRODUCTION

- The Technology of Heavy Gear - 11
[TTAS

Heavy Gear is a science fiction game universe, so it is only natural that technology, in its many
forms, is omnipresent in both its history and its legends. This technical manual was originally part of |
the main rulebook, but it grew so large that it became a book of its own. While there is game-related | : -

information throughout the book, this manual’s main function is to provide additional atmosphere | 9
and flavor to Heavy Gear. This second edition incorporates material and details that have evolved — . — -
over the years, making this sourcebook the perfect reference guide for questions relating to technol- :

ogy and science in the Heavy Gear world.

One of the limiting factors that became readily apparent when first designing the game’s background __\
was the fact that it is impossible to accurately predict the future. Warfare in the early part of the Y :
twentieth century was very different from the warfare of today. Trained military advisers can barely . - = e =
predict what equipment we will be fighting with in fifty years, let alone in four thousand! Future wars .
may well be boring affairs with robots and decoys flying and crawling all over the place in an = . /|
electronic fog, operating on computer-defined strategies. The human factor will probably be reduced 7‘ f '
to intuition, some tactics and cannon-fodder — not a very exciting environment for roleplaying. i~
Consequently, some of today's latest technological developments were simply disregarded or reduced
in importance, and a few new ones were theorized instead to create a unique, more playable technol-
oqy base for Heavy Gear.

The technology presented in this manual is obviously inspired by twentieth century science. The 1
descendants of today’s scientists will probably find some entirely new ways to approach technical | s
problems that haven't even been considered yet. For all we know, humans could be using flying [ .
saucers in a few decades. Despite this, many of the Heavy Gear technological asgum(i/ns are based ' N
on scientific postulation/theory, and the authors have attempted to remain aft‘m\wnenM( pos- s \ -
sible. This approach was chosen simply because it makes the game feel more ..%& life, and thus 1
easier to relate to. It should be kept in mind that many subjects had to be sizwlified in order to keep = 1 NN
the rules fast and playable — this is a game, after all, not an engineeriQQ \gr3):. Players wishing for ||
scientific accuracy can still calculate exact values with other, more rxe manuals and transfer
them to Silhouette stats directly. roQ

i > Technology Levels - 1.1 7

Technology and science march to a strange drummer. IrNe#2 c)urse of their adventures in the Heavy
Gear universe, the Player Characters are as likely to see an dtivanced, miniaturized computer terminal
on the wrist of a lizard-riding peasant as they are to see two military officers fight out an old-
fashioned honor duel with computer-designed composite/ceramic swords. They will be given the
opportunity to pilot a 5-meter tall humanoid machine that emulates the human body — and runs on

A

B
-~
-
L

ordinary gasoline. i

The presence of many coexisting technological levels in every walk of life is one of the main features 1
of Heavy Gear. While this concept is nothing new in science fiction, it does take some getting used N ; St | - - o
to from players expecting to have high technology at their beck and call. Just because the technol- " =
ogy exists for a given task does not mean that it will automatically be available. Terra Nova is still
mostly a frontier planet and the basic necessities of survival will override any other concerns. It is no
use knowing how a tractor works when you do not have the tools to build one, or the fuel to operate
it. People use what works for them.

In general, the level of technological sophistication is at its highest in the city-states that form the
centers of civilization on Terra Nova. With the proper connections and contacts, almost any item that
is known to the Terranovans of the 62nd century is available in the streets — some more than others,
obviously. Technology is also more visible within the walls and defensive lines of the city-states:
personal electric cars, holographic advertisement, simple domestic robots, etc.

As we move into the surrounding countryside, the technology becomes more rugged, adapted to the
rigors of everyday use. Surfaces are not shiny and neat anymore: items show the marks of constant
use, There are fewer luxury objects and repair facilities for the more advanced items become harder to
find. In some of the most remote or poor areas, people may hand-manufacture most of what they
own, trading anly for the things they absolutely cannot build by themselves. The Koreshi Sand Riders
are one example of such people.





<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.5
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.1000
  /ColorConversionStrategy /sRGB
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams true
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo false
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo false
  /PreserveFlatness false
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Remove
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages false
  /ColorImageMinResolution 100
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 150
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages false
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /ColorImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages false
  /GrayImageMinResolution 150
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 150
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages false
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /GrayImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages false
  /MonoImageMinResolution 300
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 300
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects true
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (U.S. Web Coated \050SWOP\051 v2)
  /PDFXOutputConditionIdentifier (CGATS TR 001)
  /PDFXOutputCondition ()
  /PDFXRegistryName (http://www.color.org)
  /PDFXTrapped /False

  /CreateJDFFile false
  /Description <<
>
    /BGR <>
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e5c4f5e55663e793a3001901a8fc775355b5090ae4ef653d190014ee553ca901a8fc756e072797f5153d15e03300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200036002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc87a25e55986f793a3001901a904e96fb5b5090f54ef650b390014ee553ca57287db2969b7db28def4e0a767c5e03300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200036002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /CZE <>
    /DAN <>
    /DEU <>
    /ENU (Use these settings to create Adobe PDF documents best suited for on-screen display, e-mail, and the Internet.  Created PDF documents can be opened with Acrobat and Adobe Reader 6.0 and later.)
    /ESP <>
    /ETI <>
    /FRA <>
    /GRE <>
>
    /HRV <>
    /HUN <>
    /ITA <>
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020d654ba740020d45cc2dc002c0020c804c7900020ba54c77c002c0020c778d130b137c5d00020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200036002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /LTH <>
    /LVI <>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken die zijn geoptimaliseerd voor weergave op een beeldscherm, e-mail en internet. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 6.0 en hoger.)
    /NOR <>
    /POL <>
    /PTB <>
    /RUM <>
    /RUS <>
    /SKY <>
    /SLV <>
    /SUO <>
    /SVE <>
    /TUR <>
    /UKR <>
  >>
  /ExportLayers /ExportVisibleLayers
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /BleedOffset [
        0
        0
        0
        0
      ]
      /ConvertColors /ConvertToRGB
      /DestinationProfileName (Adobe RGB \(1998\))
      /DestinationProfileSelector /UseName
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure true
      /IncludeBookmarks true
      /IncludeHyperlinks true
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles true
      /MarksOffset 6
      /MarksWeight 0.250000
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /UseName
      /PageMarksFile /RomanDefault
      /PreserveEditing false
      /UntaggedCMYKHandling /UseDocumentProfile
      /UntaggedRGBHandling /UseDocumentProfile
      /UseDocumentBleed false
    >>
    <<
      /AllowImageBreaks true
      /AllowTableBreaks true
      /ExpandPage false
      /HonorBaseURL true
      /HonorRolloverEffect false
      /IgnoreHTMLPageBreaks false
      /IncludeHeaderFooter false
      /MarginOffset [
        0
        0
        0
        0
      ]
      /MetadataAuthor ()
      /MetadataKeywords ()
      /MetadataSubject ()
      /MetadataTitle ()
      /MetricPageSize [
        0
        0
      ]
      /MetricUnit /inch
      /MobileCompatible 0
      /Namespace [
        (Adobe)
        (GoLive)
        (8.0)
      ]
      /OpenZoomToHTMLFontSize false
      /PageOrientation /Portrait
      /RemoveBackground false
      /ShrinkContent true
      /TreatColorsAs /MainMonitorColors
      /UseEmbeddedProfiles false
      /UseHTMLTitleAsMetadata true
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [300 300]
  /PageSize [612.000 792.000]
>> setpagedevice


