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MANEUVER MULTIPLIER Y | | MISCELLANEOUS SCORE =
(Total Actions granted by Créw)
. + (Communication Range in kmlOf
Maneuver Score Multiplier + (Sensor Range in km2F
+10 5500000 + (Deployment Range in kin50F
+9 550000 + (Sensor Score + Communications Score + Total P
Flaw cosB
+8 60000
+7 7500 The minimum value for the sum of Sensor Score + Communica-
+6 1000 | tions Score + Total Perk/Flaw is 0. If the total is less than zero, then
use zero instead.
+5 180
+4 36 | DESIGN EXAMPLE: STEP ELEVEN
+3 9 Kurt pulls out his trusty calculator and starts to work out his Gearés~
Offensive Score. He adds the weapon ratings of each of his GearOs
+2 3 weapons: 108 (for the Light Autocannon) + 226 (for the LRP/24) + (29
+1 15 X 0.6) (for the fixed AP Grenade Launcher) + vibroknife (16 points) =
367.4. He decides to add the punching option to both arms, at a cost
0 1 of (6 x 0.5 = 9 points, 60 shots for the autocannon (16.8 points), 24
1 0.667 rockets (13.9), 6 shots for the APGL (0.6 points), and 3 grenades (11
points each), bringing his Offensive score to 449.7. Since his Target-
-2 0.5 ing System Multiplier is 1, his final Offensive score is 449.7.
-3 0.4 He moves on to his GearOs Defensive Score. He enters his GearOs num-
4 0.333 bers in the Defense Multiplier formula. His calculations look like this:
: 15 + (72/25) + (42/6] = 297.9. Since his Maneuver Multiplier is 1,
-5 0.286 his final Defensive Score is 297.9.
-6 0.25 Kurt now starts calculating his Miscellaneous Score. He begins by
7 0222 calculating his total Perk/Flaw cost. He adds 3 + 3 (both arms) + 1
: (Desert) + 10 (Easy to Modify) = 17. Kurt then uses this number to
-8 0.2 help him calculate his Miscellaneous score as folldws1D/10j +
9 0.182 (2/2F + (500/50) + (0+0+17)= 392.
To find his vehicleOs final Threat Value, he takes the average of the
-10 0187 | three numbers. His calculations look like this: (449.7+297.9+392)/3 =
379.86. The Threat Value of his Gear is 380.
¥ Step Eleven-C: Calculate Mis
Use the formula listed in next column to calculate your ve
cellaneous Score. The Perk/Flaw Point Total referred to i
is the total cost of all of the vehicle s Perks and Flaws. R¢
the minimum cost of Perks and Flaws is zero.

| V

7.3.12 STEP TW :
CALCULATE DEFAULT

The Default Size score of a vehicle is calculated usin
lowing formula. Round the Default Size to the neare
number.

Photo by Nathan Forrest (TN 1929)

DEFAULT SIZE = {

3(Final Threat Value) (Steps Eleven and Twelve).

The Default Cost in Mark/Din&g(spmergage 75) is

The armor rating of a vehicle places certain constraigtfuap@ithe final Threat Value times 1000. The final cost will
its minimum Default Size. If the Default Size is calcyategdi@ilated in the appropriate monetary unit according to
less than one-fifth of the Armor Rating, raise the Defgidtv@iile’s point of origin.

to one-fifth (round up) of the Armor Rating.
DESIGN EXAMPLE: STEP TWELVE

If the Defa.U|t Size of your vehicle IS. more than ten %ege}as t Size of KurtOs vehicle is equal to the cube root of 380, or
Armor Rating, you grossly underestimated the tolighngss,Mied down to 7. This is well above its minimum of (15/5) =3

your vehicle and its structure is too flimsy to stay tqgethie.of its base armor rating).

You must go back to Step Four, increase the vehicles/xBapit cost of his Gear is 380,000 Marks/Dinars.
Rating, and recalculate the vehicles Threat Rating and Size

\
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7.3.13 STEP THIRTEEN: SELECT ACTUACWPE
AND PRE-PRODUCTION COST

Your vehicle does not have to be the size generate Y SIEN EXAMPLE: STEP THIRTEEN
calculations. It may b_e as large as tW|C_e the Default S@ﬁ BERY %p Size 7 on the Size to Mass Table in his ever-present
or as small as one-fifth the Default Size score. Theweais Bearulebook and finds that this represents between 7.4 and
Threat cost involved in changing sizes within theseg liitesee imagines his Gear being a little lighter than that (if only to

: 1{{5 rrl them in the cargo holds of his transports), so he decides
cause the advantages and dlsadvantages tend tojc 0 makg/ ize 6. Since his Actual Size is lower than his Default Size,

other out. For example, a smaller vehicle will be easies @AY auction Cost will be greater than his Default Cost. He mul-
around, but a larger one will be cheaper to design (mapéesden®efault Cost (380,000) by 7 (Default Size) and divides this

to work With‘) and cause more damage in physica a%@@ctual Size), arriving at a Pre-Production Cost of 443,333. Mini-
’ aturization does tend to raise the cost a little.

If the Size of your vehicle is greater than twice its Armor Rat-
ing, you must reduce the vehicle s Size so that it is ng -T Tate

than twice the vehicle s Armor Rating. SIZE ITO MASS TABLE

A vehicle must have at least one crew member perJen ﬁiésein Tons| Size MassinTols  Size Massin
points or fraction thereof. The Automation and Artificiaf tre}

ligence Perks can also be used to substitute for livihg crew %008 | 34  1001-1100, 67  7901-83Q
members. 2 0.09-0.3 | 35  1101-1210 68  8301-87(

Most Heavy Gears are Size 6 or 7, although they ¢odid prop-041-1 | 36 12011300 69  8701-91
ably go as low as Size 5. 4 12-24 | 37 13011400 70  9101-95

B : .5-4. - -990
The formula used to determine the maximum madss>of each?54:4 | 38 14011500 71 950199

Size is as follows: 6 4574 | 39 1501-1700| 72 9901-103(
7 7.5-10 | 40 1701-1800| 73  10301-107(

} ?gz‘iig(s)ng) cubed 4 8 11-16 | 41 1801-1900| 74 10701-112(
9 17-22 | 42 1901-2100| 75 11201-116(

This yields the mass in kilograms (simply divide by 1000 to 23-30 | 43 2101-2200 76 11601-121(
get a result in tons). The final mass is then rounded yp. 31-40 | 44 22012400 77 12101-126(
The pre-production cost of a vehicle is calculated using the 41-52 | 45 2401-2500 78 12601-131(
following formula. 13 53-65 | 46 25012700, 79 13101-136(
PRE-PRODUCTION COST = 14 66-81 | 47 2701-2900 80 13601-141(

} Default Cost x (Default SizeActual Size) ‘ 15 82-100 | 48 2901-31000 81 14101-146(

16 101-120 49 3101-3300 82 14601-152(
17 121-145 50 3301-3500 83 15201-157(
18 146-170 51 3501-3700 84 15701-163(
19 171-200 52 3701-3900 85 16301-169(
20 201-230 53 3901-4100 86 16901-175(
21 231-270 54 4101-4400 87 17501-181(
22 271-310 55 4401-4600 88 18101-187(
23 311-350 56 4601-4900 89  18701-194{
24 351-400 57 4901-5100 90 19401-200(
25 401-450 58 5101-5400 91 20001-207{
26 451-500 59 5401-5700 92 20701-214{
27 501-560 60 5701-6000 93  21401-221
28 561-630 61 6001-6300 94  22101-228(
29 631-690 62 6301-6600 95  22801-235(
30 691-770 63 6601-6900 96  23501-241(
31 771-840 64 6901-7200 97  24101-250(
32 841-930 65 7201-7600 98 25001-258(
33 931-1000 66 7601-7900 99  25801-266

Photo by Nead Stamens (TN 1929), for personalydiar
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7.3.14 STEP FOURTEEN: W
SELECT PRODUCTION TYPE AND LEMON ROLLS

theypdetdite are rolled and the defects common to all vehicles

incd thisileodel are determined. In addition, each individual ve-

hbiglmgats a set number of lemon dice. Write down this indi-

thadwditdenon dice number in your vehicle description. When-

is. ever a vehicle of this type is introduced into a game or cam-
inp{i\gn its individual lemon dice should be rolled.

Choose what stage of production your vehicle is it’a
prototype which still needs to get all the kinks workedRolit@riee on this table per defect. If multiple options are avail-

it a trusty old model that has been in mass produc#ble fohoose one.
years? Is it a limited edition model that is only assigned to

elite units? Or is it a scratch-built vehicle that is l:eilil_gE[RI}iION DEFECT TABLE

together with baling wire and prayers? The productiontype

Not every vehicle is made quite the same, even fif
the same make, model, and variant. Every once
someone screws up and a lemon is produced. Jus
mistakes get made depends on what kind of mode

will also define how much care is put into each unjt Qe Defect
Note that this table is designed for vehicles of Size 15to about Structural Weaknes
15. Larger vehicles, such as the monstrous Landships, rarely (-1 maneuveringr -10% to armor, rounding u
go past what could be considered the Early Productipn stage Electronic Glitc
because of their extremely large and complex canstruction. (-1 targetingr -1 sensorr -1 communications
The same phenomenon applies to spaceships as wejl. Movement System Defe
(-1 maneuveor -10% speed (min 1 MP),
v 4 Vehicle has one Annoyance F

PRODUCTION TYPES

5 Vehicle has one Flaw with a cost of between 0 a

Vehicle has one Flaw with a cost of -2 or wi

Model Type Definition Model Dice Indiv. Dice| 6
Testbed Prototype New Tech 12 2
Early Prototype New Model 8 1 ; -
Late Prototype New Model 4 1 ¥ Gettl ng Rld Of DefeCtS
Early Production New Release 3 3 The Model Lemon Defects are basically errors in either design or
Limited Production  High End Model 1 > constructlon_, and as such cannot be eliminated unless the vehicle is
totally redesigned back at the factory.
Mass Production Common Model 2 3 . .
- Individual defects are not so bad, however; they simply represent er-
Scratch-Built Patchwork Mess N/A 10 rors made on the assembly line. Unfortunately, repairing these amounts

to taking the vehicle apart and putting it back together correctly,

In addition to the base model lemon dice, one di¢ i$hiitag. They are repaired like normal battle daemzges (see
L page 112), but the repair time is doubled for each defect repaired

for every 5 Perks that you assigned to your vehicle. P49 - | ¢
(fixing two defects will take four times as long as a normal repair,

Roll the total number of dice normally (i.e. highest etomberd the difficulty is also doubled. A failed repair roll means the

counts, additional sixes give +1). For each point ovevdivel®is stuck with the defect. A fumbled roll means an automatic

the dice, a Defect occurs. Fumbles are disregardecpégitioaaéDefect!

treated as a roll of one (1). When a new model is produced, its

¥ Cursed Option

Optionally, the Annoyance Flaw can be refused in favor of choosing to
have the Cursed Defect: effectively, the vehicle proves Murphy s Law
whenever it is convenient for the Gamemaster. This can be used only
in a roleplaying or integrated game.

Examples: A tank model that gets struck by lightning 10 times more
often than other tanks. A stealth submarine whose hull, for some un-
known reason, picks up and resonates nearby radio stations. A de-
stroyer which is just plain jinxed ( Its haunted... Yeah, thats it! ).

DESIGN EXAMPLE: STEP FOURTEEN
Kurt has already decided that his Gear is a mass production model. He
rolls two dice for his modelOs Olemon diceO and obtains a 4. All vehi-
cles of this model will have to roll three dice for individual flaws, but
the base model is sound and has no design defects. Kurt sighs with

relief.

,_

Photo by Nead Stamens (TN 1926), for personalydiar

\/

103713S ‘N331dN04 d31S vT' €L

7



¥ CHAPT

7.3.15 STEP FIFTEEN: CALCULATE FINAL COWP

Multiply the Pre-Production Cost of the vehicle with
duction Cost Multiplier to obtain the Final Cost of the
This is the cost for the fully loaded vehicle, with|cg
armament, ammunition and fuel.

If you wish to know the "empty" cost of the vehicle
weapons and ammunition), simply remove the weay
their ammo from the Offensive Score calculations an
the new Threat Value.

VEHICLE FINALCOST ¥
Model Type Production Cost Multiplier
Testbed Prototype x100|
Early Prototype x20
Late Prototype x5
Early Production x1
Limited Production X2
Mass Production x0.5
Scratch-Built x0.2

DESIGN EXAMPLE: STEP FIFTEEN

Since KurtOs Gear is a United Mercantile Federation mass produc|
model, its final cost is 0.5 of the Pre-Production Cost. Half of 44333
is 221,667, so the final cost of each battle-ready Gear of this model
221,667 Marks.

Without its weapon complement and ammunition, Kurt's Gear $ell
for a mere 118,000 Marks. A bit useless, but cheap!

7.3.16 STEP SIXTWN- |
NAME THE DESIGN

Christen your new creation. Try to choose a name tha
tive and that will please you. Most Northern league
their Gears after great mammals of Earth, mostly I
and other wild animals. The Southerners prefe
Terranovan animals such as reptiles to name their|G

| A

7.3.16 STEP SIXTEEN: NAME THE DESIGN 7.3.15 STEP FIFTEEN: CALCULATE FINAL COST

Optionally, write down the vehicle’s history and des
Why was it commissioned? By whom? Who was |pa
original design team? Were there any unforeseen d
or did the development proceed smoothly? How lgng
vehicle been in service, and how many were built?|O
questions are answered, you will have a well-define
esting vehicle to add to your forces.

You are now ready to take your new vehicle onto th
field.

DESIGN EXAMPLE: STEP SIXTEEN

Kurt now has to name his Heavy Gear. After pondering the nan
ORangerO for a while, he decides to call it the OHunter.O

Photo by Yan Kondo (TN 1928), OBig BrotherO
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