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Now forgotten are the days of the Alliance,
when all the Leagues on Terra Nova joined
to defend their planet against Earth s invasion.
After four cycles of terrible war, Earth at last
acknowledged the independence of her former
colony and withdrew to the gate world of Caprice.
Some 30 cycles later the solidarity found
during the War of the Alliance has
withered and Terra Nova is fractured
by conflict between its nations.

But now Terra Nova 1s once more threatened
from without, and again the Leagues must
unite to defend their world against the

encroaching yoke of Earth s dominion.




CONTENTS

Minimum System Requirements

Installing Heavy Gear II

Installation Instructions

Title Screen Button Functions

Autoplay

Heavy Gear II:

I
II

III

v

Main Menu

Single Player

Training Missions
Campaign

Historical

Instant Action
Military Trideo Device
Squadmates

Gear Lab

Threat Value

Gear Lab Summary Screen
Modification Screens
Weapons

Attributes

Perks/Flaws
Multiplayer

Setting Up a Multiplayer Game: Basic
Multiplayer Game Types
Selecting a Connection
Server Selection
Player Creation/Selection
Lobby

Changing Lobbies
Select Game Screen
Create Game Screen
Game-Specific Fields
Launch Screen

Editing the Game

Score Screens

Game Options

Graphics

Sound

Strike Recon Field Survival Guide

Steps

<N o o uoulon

o VW ®

.10
.11
.11
.12
.13
.14
.16
.20
.22
.27
.30
.30
.33
.33
.34
.34
.35
.38
.38
.39
.40
.45
.47
.49
.51
.52
.53

Control Configuration

VI Your Gear
HUD (Heads Up Display)
Advanced Radar Techniques
Tactical Combat
Tactical Map Commands Flowchart
HUD Tactical Commands
HUD Tactical Commands Flowchart
Squad Command Hot Keys
Stealth

Appendix A: Character Compendium

Lieutenant Keiji Kage
Lieutenant Boyden Wallis
Lieutenant Juno Vesping
Sergeant Antoine Maillaux
Sous-Caporal Morgausa Temple
Soldat Leo Sobec

Helene Del Pulciano

Appendix B: Gears

Black Talon Gears
Northern Guard
Southern MILICIA
Badland Gears

Appendix C: Weapons

Projectile Weapons
Missile Weapons
Indirect Weapons

Energy Weapons

.54
.57
.61
.64
.64
.65
.68
.69
.70
.70

.71
.71
.72
.73
.74
.75
.76
.77

.78
.78
.84
.89
.95

.98
.98
.99
.100
.101



Appendix D: The Fury Dropship

Credits
Customer Support

Software License Agreement

Appendix E: Keyboard Controls
Steering/Throttle
Reticle/Weapons Control
Targeting
Radar Control
Movement
HUD Controls
Squad Control
Network Chat
Camera Control

System Controls

Appendix F: Control Configurations
CH Joystick

Thrustmaster Joystick

.102

.104
.108
.109

.112
.112
.112
.112
112
.112
.113
.113
.113
.114
.114

.114
.114
.115

MINIMUM SYSTEM REQUIREMENTS

The minimum system requirements for Heavy Gear II can be found
in the game s Technical Help file, accessible from the Heavy
Gear II title screen and in the readme.txt found at the root
level of the CD. The readme.txt contains the most recent
information about the game.

INSTALLING HEAVY GEAR II

Please make sure your computer system is 100% Windows 95/98
compatible. Heavy Gear II is not compatible with Windows 3.1 or
other operating systems.

To operate best, Heavy Gear II requires that your system have
the latest drivers for your CD-ROM drive, sound card, and 3D

video card, as well as any other peripherals you want to use

(e.g., joysticks).

If you have any problems running the program, older,
non-DirectX 6.l1-compliant sound or video drivers are the most
likely cause. If you need help on how to obtain the latest
sound and video drivers, check out our Technical Help file
accessible from the Start menu or the Heavy Gear II title
screen which displays shortly after inserting the Heavy Gear
II CD into your CD-ROM drive. Just press the More buttons then
the Help button for the Tech Help file. We have supplied a
list of major computer hardware companies and their telephone
numbers, listed under Vendor List. The Tech Help file has a
lot of other helpful information on installation and system
setup, as well as game-specific technical help.

INSTALLATION INSTRUCTIONS

1. Before installing, close all other applications.

2. Insert the Heavy Gear II CD into your CD-ROM drive and wait
a few moments until the Heavy Gear II title screen appears.
(If the title screen does not appear, please refer to
AutoPlay on page 7.)

3. Click the Install button to begin the installation process
and then follow the on-screen instructions.

After Heavy Gear II setup is complete, your computer will
install the Microsoft DirectX 6.1 and DirectX Media drivers if
you do not already have them. When the DirectX installation is
complete, you will need to restart your computer for the new
drivers to take effect. For more information on DirectX and
DirectX Media, see the Technical Help file.



After rebooting, you can run Heavy Gear II by choosing
Programs/Heavy Gear II/Heavy Gear II from the Start menu or by
clicking Play on the CD title screen.

Note: If you experience problems while running the IAS
Speaker Setup, please consult the Technical Help file for
more information.

TITLE SCREEN BUTTON FUNCTIONS

Install/Play — Installs the game. Once the game has been
installed, this button will change to Play. Click this button
to play Heavy Gear II.

More — Click this button to access the Help, IAS Speaker Setup,
Customer Support, Activision Web Site, and Uninstall.

Exit — Click this button to close the title screen and exit
Heavy Gear II.

Free Internet Play on MPlayer.com — This button takes you to
the MPlayer Web site allowing you to meet other players and
participate in sponsored events.

Activision Web Site — If you have Internet access, clicking

this button will take you to Activision s Web site.

Registration — Please register your copy of Heavy Gear II by
completing the Registration Card and returning it to Activision
at the address supplied.

Customer Support — Click this button to view information on how
to contact Activision.

IAS Speaker Setup — See the Technical Help file for information
on how this utility adjusts your sound setup.

Help — Click this button to view the latest technical
information not found in this manual.

Uninstall — Click this button to remove Heavy Gear II files
from your computer.

AUTOPLAY

If the Heavy Gear II title screen does not appear, try
performing the following steps:

1. Double-click on the My Computer icon on your desktop or
right-click on the icon and choose the Open option.

2. Select the Refresh option located in the View pull-down
menu.

3. Double-click on the Heavy Gear II CD icon in the window or
right-click on the icon and choose the AutoPlay option.

4. After the Heavy Gear II splash screen appears, click on the
Play/Install button.

If the AutoPlay feature does not function, please check the
following:

1. Make sure the CD is clean and properly placed in the CD-ROM
drive.

2. Your CD-ROM driver may not be optimised for use with Windows
95/98. To verify this, perform the following steps:

a. Open the Windows 95/98 Control Panel folder and double-
click on the System icon.

b. Click on the Performance tab. If any of your hardware
drivers are not fully optimised for use with Windows
95/98, they will be listed here with an explanation of
the exact problem and suggestions on how to fix it.



HEAVY GEAR II: STRIKE RECON
FIELD SURVIVAL GUIDE

SECTION ONE: MAIN MENU

This is the Main menu for Heavy Gear II.
you 11 be able to access the main areas of the game,

where game options are modified.

¥

Single Player: For information
on this option, go to page 9.
Multiplayer: For information on
this option, go to page 30.
Game Options: This allows you
to change your settings for
graphics, sound, and control
configuration (see page 51).
Quit Game: Click here to exit
Heavy Gear II,

Credits: Click here for a list
of the individuals involved in

making this game.

From this screen

SECTION TWO: SINGLE-PLAYER

As a Heavy Gear squad commander,
you are responsible for the safety
of your team and the completion of
your objectives. Your tour of duty
begins on Terra Nova and moves
into Caprice space, eventually
landing on the planet itself. Due
to the strategic location of
Caprice, it is imperative that you
gain advance knowledge of enemy
strengths, weapons and planned
attacks. The following stages will
enlist you as a Heavy Gear
commander. These are the options in the single-player menu:
Campaign, Historical, Training, and Instant Action.

Note: Game movies may be skipped by pressing the

spacebar. You may also press Ctrl + C to skip in-game movies
which run at the beginning of the single-

player campaign missions.

TRAINING MISSIONS

We strongly recommend that you play through the training
exercises first, in order to become familiar with the game and
its many features. Many helpful instructions for gameplay are
given in the training missions which supplement the information
given in this manual. Select Training to access several

training options. Select the first option and then press Launch.
Follow the instructions you are given.

CAMPAIGN

1. Select Campaign in the Heavy Gear II Single Player menu.

2. Enter your name and select the chassis that you would like
to pilot from the pull-down list. Details of each chassis
will be displayed in the window on the left. Choose
carefully. You will be exclusively piloting this chassis
throughout the single player game. (See Appendix B for
descriptions of the Black Talon Gears.) After entering a
name and choosing a chassis, click Register to finalise your
choices.

3. If desired, select New Pilot to create an additional
character, or click Del Pilot to remove a character from the
game.
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6.
7.
8.

Click Load Game to load an auto-saved game from this screen
(if you have saved games) .

When you are ready to proceed to the drop site, select

New Game to begin your campaign. After you ve been informed
of the current circumstances, select Launch to start your
first mission.

HISTORICAL

Select Historical from the Heavy Gear II Single Player menu.

Choose a mission from the list of available missions then
press the Continue button.

Assemble your squad by selecting Squad Detail. Choose up to
four computer-controlled pilots.

Customise the Gears in your squad, as well as your own
Gear. (See Gear Lab on page 12 for a complete breakdown of
Gear weapons and attributes.)

Press Launch to begin the mission.

INSTANT ACTION

From the Heavy Gear II single player menu, click on
Instant Action,

Assemble your squad by clicking on the lightning buttons to
select up to four computer-controlled pilots in addition to
yourself. (To de-select, click on the lightning bolts
again.)

Customise the Gears in your squad (see Appendix C for a
complete breakdown of Gear weapons and their attributes).
Your squad is called Player Squad. To customise the Gears,
first select a chassis from the pull-down menu. There are
different categories of chassis: light, medium, heavy, and
assault. Then select a variant (the default selection is the
standard variant). See the detailed instructions in the next
sections for more information.

Assemble the enemy squad (up to five Gears) by clicking on
the lightning bolts in the enemy column.

Customise the enemy Gears.

Note: To bring a squadmate or enemy Gear into the Gear Lab,
you must activate the indicator to the right of the pilot s
name and press Modify Gear. (See the Gear Lab section on
page 12.)

Choose the number of enemy waves you will face.

Change the terrain type for the map you prefer to play.

Click the Launch button to start the game.

MILITARY TRIDEO DEVICE

The Trideo device is a 3D
communications computer that links
you to Gear technicians,
squadmates, and intelligence agents
in the field. You will use it to
review mission briefings, select
your team, and customise your Gear
and your squadmates variants.

When the Trideo display comes
online, review the current mission
briefing. Along with your
objectives, the briefing includes
suggested routes to the target areas and warnings of enemy
activity and their firepower capabilities. This information is
based on intelligence reports submitted by Terra Nova Intel
agents and Helene Pulciano, our Liberati adviser. The target
locations are accurate; however, the additional intelligence may
be limited in scope, so be prepared to improvise in the field.

SQUADMATES

As commander, you have at your
disposal a group of Gear pilots
who can often accompany you on
missions. These Gear pilots are
referred to as squadmates.

After studying and evaluating the
mission briefing, click Squad
Detail to bring up the pilot
assignment screen. You can choose
up to ten pilots on this screen.
To view additional information on
any pilot, click on the pilot’s
name to display his or her bio information. For a complete
description of each character, see Appendix A: Character
Compendium. To select a squadmate for the assignment, click on
their picture. If the picture has a number on it, it has
already been selected. To change squadmates, you must first
deselect them by clicking on their picture (to make the number
disappear). Then, click on the picture of the replacement you
desire. Every squad modification affects the current squad
threat value. (See the Threat Value section on page 13.)
Clicking Accept confirms your choices and returns you to the
Briefing screen.

11
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Operations Update #1: Special Forces Command will not reinforce
your squad with new pilots if you suffer casualties in the
field. Although reinforcements may be found along the way, you
should depend only on your original roster.

Your squadmates are specialists with certain Gear chassis.
Their favourite chassis variants are selected when you choose
your team.

Note: You cannot modify your squadmates equipment in the
Gear lab (although you can view each Gear s detailed summary
screen) .

SECTION THREE: GEAR LAB

This is the place in the game where you can examine all aspects
of your Gear, modify its structural components, change ordnance
and ammunition, as well as strengthen (or weaken) certain
abilities in order to maximise your threat value allotment.

When you go to the Gear Lab, you will see the summary screen of
the Gear you have selected in the pre-mission screen. This
section explains the various components of the Gear Lab and
their functions. You are encouraged to experiment. You can
modify any area of a Gear by selecting the item you d like to
change and then clicking Modify Item, which takes you to the
Modifications screen for that item.

When you are finished modifying your variant, be sure to type
in a new name for it and select Accept in order to save. The
new variant will then be available on all variant pull-down
menus for that chassis.

Note: In most single player modes, the ability to switch
chassis is removed. It is unusual for characters in the
Heavy Gear universe to switch the Gear they pilot. Single
player pilots may only adapt their existing chassis by
making new variants thereof. However, in Instant Action and
multiplayer modes, this restriction is removed to allow
players to experiment with different chassis.

THREAT VALUE

Understanding how threat value works is extremely important in
this game. Each of the various components of a Gear has an
added value, the sum total of which is called threat value.
This number is really just an indication of the relative power
of that Gear. Many elements are factored together to make that
final calculation.

When Current Squad Threat and Max Squad Threat are displayed on
the screen, they are used to determine if your squad is within
the boundaries allowed by the game. Your current threat total

is the total threat value of all Gears in your squad. (You can
easily adjust this by changing your squadmates’ variants, taking
fewer squadmates, or customising your own Gear). Your max threat
total is the maximum allowable threat value for that mission.

If your Current Squad Threat is less than or equal to the Max
Squad Threat, you will be able to launch the mission. If your
Current Squad Threat is greater than the Max Squad Threat, you
will be unable to launch.

A Gear's threat value is actually an average of three other
totals:

Offence

This total is (mostly) derived by adding weapons, the ammo for
those weapons, and some pertinent perks that directly affect
offensive capabilities.

Defence

This total is (mostly) comprised of the items in the Attributes
box in the summary screen (sensors, armour, movement rates,
etc.).

Miscellaneous (Misc)

This is the catch-all category, garnered from everything not
relating to the first two totals, but is mostly comprised of
perks and flaws.

If you keep two totals fairly low, you can typically move up
the other total and still maintain a respectably low total
threat value (since it s an average of the three totals). Or,
alternatively, you can keep them all at about the same level
and evenly spread out your capabilities.

13
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GEAR LAB SUMMARY SCREEN

The Summary screen displays all the different areas of a
Gear’s capabilities.

Chassis

You can click on this button and
pull down a menu listing the four
weight classes of Gear chassis in
all games except single player.
Selecting a category displays a
menu of all available chassis
within that weight category. You
can then change the chassis at
will. When you do so, the picture
of the Gear will change to reflect
that choice, and the variant pull-
down menu will also change to show
all available variants for that chassis.

Variant

Click on the button next to the variants name to display the
info. The pull-down menu displays all available variants for the
chassis you currently have selected. This list includes all
standard variants, as well as any player-created variants you
have made. Additionally, you can click in the name field of the
variant and change it as you wish. When you accept the variant
after making changes, it will be named according to your
wishes. Any time you modify a standard variant the name of
the mnew variant will automatically be changed to Custom
Config. This is a temporary placeholder name that ensures you
don’t save over the standard variant. You can leave the name as

Custom Config, if you desire, but you are encouraged to
change it.

Note: You can only change your variants name on the summary
screen. Furthermore, any of the other modification areas
will not allow you to change the name until returning to the
Lab Summary screen.

Weapons Column

Your Gear s weapons are listed in the Weapons column. When you
click on a weapon, the weapons description is shown in the Item
Description box so you can understand the relative power and
efficiency of each weapon. Each weapon has a label below it
indicating the hardpoint where it is mounted to your Gear.

A hardpoint is a reinforced location on your Gear'’s skeleton
that can take the pounding caused by repeated firing of a
weapon without being damaged. Available hardpoints include
collar, shoulder, hip, and back points. Also available are
hand-held and grenade positions.

Hand-held weapons include any weapon carried and fired from the
Gear s hands. Grenade weapons consist of belts or bandoliers of
grenades that the Gear grabs and throws when needed.

Attributes Column

This column shows most of the defensive capabilities of a Gear
which include sensors, manoeuvrability, armour, fire control,
and movement speeds.

Sensors: This rating (-5 to 5) indicates the relative ability
of a Gear to detect and interpret information in the field, as
well as the presence of special sensors on the Gear such as
thermographic, ultraviolet, magnetometric, etc. (See page 22 for
more details.)

Maneuver: This rating (-3 to 3) 1is the relative manoeuvrability
of a Gear. Lower numbers indicate poor manoeuvrability, -3 being
ponderous and tank-like; higher numbers indicate better
performance in the field, +3 being closer to a motorcycle. (See
page 24 for more details.)

Armour: This rating (1 to 25) is the relative thickness of the
armour plating on the Gear. Each increase in rating number
increases the protective value of the armour. (See page 24 for
more details.)

Fire Control: This rating (-5 to 3) indicates the Gear’s
ability to process fire control information and assist the pilot
with acquiring and firing at targets. Very low numbers indicate
almost no assistance whatsoever (-5 means no HUD at all); high
numbers (+3) provide leading reticles, relative target speed and
headings, and more. (See page 24 for more details.)

Movement Speeds: The Gear’s primary and secondary (if available)
movement maximums are displayed here. The primary movement
system is always walking, but the secondary movement system
(SMS) can be different from one Gear to another (it is
typically skating). The maximum values are displayed in
kilometres per hour (KPH). (See page 26 for more details.)

15
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Perks and Flaws Column

These are the special abilities and/or shortcomings of the Gear.
Perks are always positive in effect (i.e., jump jets or
reinforced front armour), while flaws are deficiencies in the
chassis design (like exposed auxiliary systems or fragile
chassis). Flaws are always shown in red, while perks are
displayed in blue. (For more detailed information, see page 27.)

MODIFICATION SCREENS

Any area of the Gear can be modified by first selecting the
item you d like to change and then selecting the Modify Item
button which then moves you to the appropriate modification area
(Modify Weapons, Modify Attributes, or Modify Perks/Flaws) as
described below.

If you want to leave the Summary screen without saving any
changes, click Back to go back to the previous screen.

If you decide you no longer need or want a variant you ve
created, select the variant and click Delete to permanently
remove it from your Variant list.

Modify Weapons

Use this screen to add, subtract, change ammo loadout or
hardpoint position for a weapon. To modify any weapon or
hardpoint, you must first select the weapon to modify, then
select Modify Item.

This brings up a picture of the
weapon and automatically changes
the weapon menu to the appropriate
category and weapon name. It also
displays the current ammo loadout
for the selected weapon (if the
weapon uses ammunition) .

Projectile: This includes all the
various slug throwers in the game.

Energy: This contains all the beam
and energy weapons. It also
includes all the wvibro hand
weapons .

Indirect: These are all the weapons that can lob
projectiles/warheads over intervening obstacles.

Missile: This lists all the guided and non-guided self-propelled
warhead weapons.

(For details on weapons, see the Weapons section on page 20.)

To change a weapon, select the weapon to be changed, switch to
the weapon category desired, and then click on the new weapon

name. The weapon abbreviation is automatically updated in your
Weapons column with the new selection.

The weapons full description is detailed in the Item Description
box to help you make smart decisions when outfitting your Gear.

Once you have finished modifying your weapons, choose Accept to
return to the Summary page with changes intact, or Back, to go
back to the Summary screen without saving any changes to the
weapons.

After you have selected a weapon, you can now adjust your
ammunition loadout. Remember that each round adds threat value
to your total; don’t automatically maximise your ammo load or
you may suddenly find yourself with a threat value that exceeds
the mission requirements.

Hardpoint Selection Menu

You can also change the hardpoint for each weapon. This is
easily done by pulling down the hardpoint menu beneath the
weapon you are currently modifying, and selecting one of the
available hardpoints for that weapon. You can have any number
of hand-held weapons, but remember, it takes longer to switch
hand-held weapons than it does to cycle between chassis-mounted
weapons. And tenths of seconds can really matter in the midst
of a firefight

Note: You cannot assign a weapon to any hardpoint already
selected (except for hand-held and grenade). Any attempt to
do so will result in an error message telling you that the
hardpoint has already been selected.

To remove a weapon completely, just select the weapon and press
the Remove Item button.

17



Modify Attributes

To modify an attribute of a Gear,
first click on the Attributes
column, then Modify Item, which
will bring you to the Modify
Attributes screen. This screen
details most of the defensive
structures of your Gear you can
modify any or all of these as
desired, but your defence threat
total stays the same. Maximising
all your values can add up very
quickly. (For details on
Attributes, see the Attributes section on page 22.)

Once you re finished modifying your Gear s attributes, choose
Accept which takes you back to the Summary page with changes
intact. Choosing Back takes you back to the Summary screen
without saving any changes.

From top to bottom, the sliders are as follows:

Sensor Rating: As you move the slider left and right, items
will appear/disappear on the Sensors list to the right of the
scroll bar. These items are added/subtracted on your Gear and
directly affect your ability to gather information on the
battlefield. Clicking on any item in the Sensor list displays a
detailed description in the Item Description box so you can
familiarise yourself with its abilities.

Manoeuvrability: As described previously, this rating affects
your manoeuvrability and acceleration/deceleration speeds.

Armour Rating: One of the most important defensive statistics
in the game. This represents the sheer mass of material your
vehicle uses to prevent damage.

Fire Control: Moving the slider left and right affects the Fire
Control value in the same way that the Sensor Rating affects
the Sensor list. Again, items can be directly selected on that
listing to get a full description of the item.

Movement Speed: Your Gear'’s primary movement system (Walking)
cannot be set to below 6 KPH, but you can slide your secondary
movement system (SMS) to zero if desired. If you do so, it will
be deactivated completely and be unavailable in combat. However,
remember that doing this may significantly reduce your threat
value.

18

Modify Perks/Flaws

This section allows you to
fine-tune the modifications to
your Gear variant and give it a
true personality.

Modifying perks and flaws is very
similar to modifying weapons. You
merely select the perk/flaw to
change, then click Modify Item.
Choose the perk or flaw category
to select from, and select a perk
or flaw to add to the selected
slot.

To remove a perk or flaw entirely from your Gear, just select
the item and press Remove Item.

Choose Accept to return to the Summary page with changes
intact, or Back to return to the Summary screen without saving
any changes.

Remember that taking a lot of flaws without perks will do you
little good. Choosing flaws can be used to offset threat value
points that you ve added by choosing other perks, but cannot be
used to reduce the overall threat value of your Gear.
Therefore, if you take flaws that total more than the total of
all the perks you’ve added, you are crippling your Gear with no
benefit to your variants threat value. (For details on perks
and flaws, see the Perks/Flaws section on page 27.)

Some perks or flaws have ratings. These appear in the form of a
scrollbar located below the Perk/Flaw listing. The scrollbar
pointer can be dragged to change its rating. The higher the
value, the better the perk or the more detrimental the flaw.
The lower the numbers, the lower the positive or negative
effect of the perk or flaw. A description of the effects of the
rating appears toward the bottom of the selection for each perk
or flaw you set. Make sure you read the description so you can
fully understand the effects of the perk or flaw on your Gear
variant.

19
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WEAPONS

You can carry up to a total of six weapons at one time on any
of the hard points on your Gear s chassis. The only hard point
that does not have a fixed location is the handheld hard point.
The handheld hardpoint allows you to quickly discard an empty
weapon and grab another.

Heavy Gear weapons fall into four basic categories, as explained
below. See Appendix C: Weapons for specifications of each
weapon.

Operations Update #2: A Special Forces commander should be aware
of discarded weapons on the battlefield. When your own weapons
are depleted, using the weapon of a fallen enemy may save your
life. If you have room in your pack, you can also store
salvaged weapons for later use. Your Gear can carry up to ten
total weapons.

Projectiles

This class of weapons uses a chemical explosive to
propel one or more projectiles. These weapons take

a variety of forms, from single barrel guns to -
rotating multi-barrel Gatling-type weapons. Most
modern projectile weapons include an autoloader
and/or a belt-feeder mechanism. The basic design
has not changed much over the years, but they are
Autocannon

lighter and more efficient then ever. The actual
designs vary widely, although almost all are composed of
advanced heat-dissipating alloys or composite materials. They
are rugged, adaptable, and effective, and for this reason have
been used by the military for the past few millennia.

Energy/Advanced Weapons

There are three classes of advanced weapons: x
Lasers, Magnetic Accelerator Cannons, and Particle
Accelerators.

Particle

Laser weapons: They fire a beam of coherent energy
Accelerator

using traditional High-Energy laser techniques.
Most battlefield lasers are cumbersome, specialised weapons;
their efficiency is impaired by the presence of atmospheric dust
and water vapour. However, lasers have pinpoint accuracy and
there is no 1lead time, therefore, an acquired target is
generally a dead target.

Magnetic Accelerator Cannon: It uses a system of electromagnets
to launch projectiles at an extremely high velocity. This
reduces lead time and flattens the trajectory, thereby improving
accuracy. The shells are shaped out of composite or plastic,
with a metal skirt to grip the magnetic field. The Railgun
uses magnetic accelerator technology to propel small projectiles
at high speed. It is power-intensive, requiring a dedicated
capacitor bank to provide a steady stream of energy. Thus, the
number of shots is limited by the energy it contains. But the
ammunition is very easy to store since the individual shells
are quite small.

Light and Medium Particle Accelerator: Another high-energy
weapon, this emits beams of atomic particles at almost the the
speed of light. Like the Railgun, it requires a massive amount
of energy.

Indirect Weapons

Indirect Weapons are low-velocity weapons that lob
warheads in an arcing overhead trajectory.
Examples of these are mortars and grenade

launcher s.

Rocket/Missile Launcher’s Mortars

Rocket Launcher s consist of high-explosive, shaped-charge
warheads propelled by rocket motors, such as Rocket Packs and
Anti-Tank Missiles. Missiles are actually guided rockets,
directed by wire, laser, or radio transmitters.

Missiles generally pack warheads which cause area-
of-effect explosions. These explosions will damage
all objects within a certain radius. Use caution
when using missiles or rockets and remember that
their use may affect more than just your target.

Guided missiles or mortars can be locked onto a
target by first selecting that target, then aiming
at that target until the target is within the locking circle.
Once the target is within that circle, the targeting reticle is
adjusted on the target until you hear a tone indicating lock-
on. At that point you can fire and forget.

Rocket Pack

21
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Vibro Weapons

There comes a time when every Gear pilot has no
alternative but to engage in hand-to-hand combat.
Vibro weapons contain small sonic generators that
produce high-speed vibrations to assist in cutting
through armour. Vibro weapons are also considered

energy weapons. VibroAxe
ATTRIBUTES

Sensors

Every squad needs at least one Gear to act as the eyes and

ears of the entire unit. Increased sensors can enable a Gear
to detect a wider range of enemy movement. Although you can
choose to outfit your entire squad with high-sensor equipment,
you may want to elevate this attribute in only a few of your
Gears. (Remember, you can only do this in Instant Action and
multiplayer modes.)

Operations Update #3: An advanced sensor system also includes
all lesser features. For example, a (5) rated system includes
Magnetic Resonance and all systems listed from 5 back to —5.

Unlike giant combat vehicles such as Striders, Gears are
smaller and quicker, equipped with sensor and stealth systems
supporting a wide range of tactics. Gear pilots must not forget
that two battles are always raging at the same time: one
involving firepower and marksmanship, the other, an electrical
battle where pilots receive a steady stream of data through
their HUDs (Heads Up Displays). The information given to the
pilot is reduced to simple, easy to assimilate data that can be
quickly used in combat situations. The information retrieved
from the sensors on the Gear is processed by the advanced
systems of the Neural Net and then delivered to the pilot.

However, sensors have a down side, since many models emit
infrared or electronic frequencies that can be detected by the
enemy. To hinder this detection, pilots can equip their Gears
with electronic counter measures (ECM) and stealth systems.
Keep in mind that just as in other offensive or defensive
attributes, sensor systems add or subtract from a Gear’s total
threat value.

The following table describes the various sensor systems
available during the Gear customisation process. When choosing
sensors, also remember to take the mission terrain into
consideration.

Strength

Sensors

Description

Weakest

-5

No Sensors

-4

Cameras

Basic cameras.

-3

Low-1light

Light-magnified optical
sensors that can
function in extremely
low light.

Infrared;
Ultraviolet

Infrared: high-bandwidth
optical sensors usually
coupled with infrared
lights. Ultraviolet:
low-bandwidth optical
sensors usually coupled
with ultraviolet lights.

Radar

High frequency, radio
wave system that
identifies surrounding
objects; radar waves are
easily detected by enemy
sensors.

Laser Rangefinder

Laser-based system that
calculates an objects
range.

Thermographic

Heat sensor that creates
visual images from an
objects ambient heat.

Ultrasonic

Sound-based sensor that
uses sound waves to paint
an electronic picture of
the surroundings (similar
to how a bat sees its
environment); there is
also a limited ability

to identify an objects
composition.

Motion Detection

Advanced motion sensor
that can track the
slightest movements.

Ladar

Laser-based radar that
is more accurate and
less likely to be
detected.

Strongest

Magnetic
Resonance

Magnetic sensors that
can identify objects of
different metallic
compositions. These
sensors also have a
limited ability to
analyse the structural
integrity of targeted
objects.
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Manoeuvrability

This category rates your Gear s ability to make quick, stable
turns, and negotiate unpredictable surfaces. As in the previous
category, you should consider the mission terrain.

Operations Update #4: To fully maximise your Gear s potential,
you will be required to operate the Gear in many different
environments. The most challenging of these is outer space.
Only Gears specially equipped with the perk Zero-Gravity Systems
will be able to function in space. A specially designed cockpit
allows extended operation in the space vacuum. Ceramic alloys
are also used to coat the outer skin of the Gear, preventing
damage from micrometeorites and hazardous radiation. Air
processors maintain a correct breathing mixture for the pilot.
The feet of the Gear are treated with advanced polymer
adhesives which allow the vehicle to maintain traction on any
object. Thrusters have been installed to enable the pilot to
operate the Gear in three dimensions. The basic thruster can
provide forward and reverse thrust. Manoeuvring thrusters
mounted all over the Gear provide full pitch, yaw, and roll.

To detach yourself from an object, simply command your Gear to
jump and the thruster controls will automatically activate.

Armour Rating

Although Armour is a defensive attribute, it has a direct
impact on your Gear s overall ability to move and manoeuvre in
military offensives. Thus, if you are preparing for a light
recon mission, and the intelligence reports do not indicate
heavy enemy resistance, you should outfit your Gear with light
armour. However, if you are getting ready for a firefight
against heavily armed opponents, you will need more substantial
protection.

Operations Update #5: Although your Gear is constructed with
the most advanced composite materials, it is not indestructible.
Even with heavy armour, you may go down after receiving one

or two well-placed shots. It is your duty to construct a
well-balanced combat machine that has the capability to hit
hard and elude return fire.

Fire Control

A Gear s ability to acquire and destroy a target is not
entirely dependent upon the skills of the pilot. Beyond the

actual weapon systems,

a Gear s combat ability is determined by

a complex system of computers and electronics: the Fire Control
system. At the heart of this system lies the Gear s Neural Net

Processor.

While the Neural Net is not actually sentient, it is

still very advanced and displays an uncanny intelligence. When a

pilot is engaged in combat,

the Gear s Fire Control system

means the difference between success and failure. For example, a
pilot aiming at an opposing Gear s head has to rely on his or
her own Gear to successfully carry out that command. An
advanced Gear may target the sensitive sensor cluster while a
lesser machine would shoot anywhere near the head. In addition

to a greater ability to cause damage,

better Fire Control

systems offer the pilot additional tools for combat. The
following table demonstrates the installed systems based on
relative Fire Control strength:

Fire

Control HUD Interface

Description

Weakest

-5

Basic HUD

Basic sensor information
and Gear damage status.

-4

Speed Readout
Compass

Notes the current movement
system and travelling
speed.Current orientation.

Weapons Readout

Summary of installed
weapons systems, including
available ammo and damage
status.

Locking Reticle

Aiming interface
including weapons status
such as weapon lock.

Enemy Range

Distance to the currently
targeted object.

Enemy Speed
(Relative)

Summary of the current
target s relative approach
speed.

Enemy
Identification

Detailed information on
the targeted enemy,limited
by the Gear s databanks.

Strongest

Leading Reticle

Enemy Armour

Specialised reticle that
pinpoints where to aim
if the target maintains
its current speed and
trajectory.

Information on the

current target s damage.

25



26

Operations Update #6: An advanced Fire Control system also
includes all lesser features. For example, a (2) rated system

includes Leading Reticle and all systems listed from 2 back to -5.

Movement

A Gear needs a balance between firepower and speed, depending on
the combat conditions. Review your mission briefing to determine
this balance, and remember that increased manoeuvrability adds to
the total threat value of your Gear. Your Gear s movement
characteristics can be adjusted in the following categories:

Walk

Your Gear can duplicate human movements including walking,
running, strafing (side-skipping), and jumping. However, as a
mechanically constructed humanoid, a Gear s top speed is limited
in these areas. To compensate for this limitation, wheels or
tracks provide secondary movement that produces at least 50% more
speed than running. When you customise your Gear s movement, you
should consider the terrain in the upcoming mission. If you
expect to operate primarily over rocky, uneven surfaces, your
values should favour walking over wheeled movement.

Secondary Movement System (SMS)

Wheels or tracks provide excellent maximum speed on smooth
surfaces such as asphalt or hard-packed dirt. On these surfaces,
manoeuvrability is less of an issue. However, wheels have
limited clearance and stability. Use wheeled movement only if
the mission terrain is relatively level.

Note: Your Gear cannot crouch, lie, strafe, or jump while in
SMS mode.

PERKS/FLAWS

This category serves as the great equaliser. As you complete
your Gear customisation, you may find that your total threat
value is too high for the individual Gear, or for the entire
squad. Or, you may have extra value points that can be used to
upgrade your Gear. In either case, use Perks/Flaws to fine-tune
your Gear. Once again, consider your upcoming mission and
terrain when increasing or decreasing specific attributes. The
following Perks/Flaws are available:

Perks

¥ Ammo/Fuel Cont