
DEXTERITY 2D

KNOWLEDGE 2D

Navigation (Air) 3D

Information Warfare 3D

MECHANICAL 2D

Aircraft Pilot 4D

Vehicle Gunnery 3D

PERCEPTION 2D

Search 3D

STRENGTH 2D

TECHNICAL 2D

Aircraft Repair 3D

Aircraft are just as important to

warfare and commerce on Terra

Nova as they have been on Earth,

but they face more dangers than

ever before. Every city-state is well

defended by laser-based antiaircraft

arti l lery, and the fickle nature of

Terra Nova's weather (including the

occasional violent dust storm)

means that from time to time, the

lives of Terranovan pilots are very

exciting.
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Battlelogs: Character Templates

Set 1 is a collection of sample

characters for Heavy Gear D6.

These characters can be as instant

non-player characters which can be

dropped into a campaign at any

time, or as examples for player

characters.

These templates are built on 1 2

attribute dice, l ike other D6 NPCs.

Add 6 attribute dice if using these

for a player character, with a

maximum of 4D for each attribute.

A copy of the Expanded Skil l List for

Heavy Gear D6 is also included.

CONTENTS

AIRCRAFT PILOT

DEXTERITY 2D

KNOWLEDGE 3D

Language (Old High Siberian) 5D

Scholar (Archeology) 5D

Scholar (History) 4D

Scholar (Literature) 4D

MECHANICAL 2D

PERCEPTION 2D

Search 3D

STRENGTH 2D

TECHNICAL 1 D

Recent events on Terra Nova are

well documented, but there are

many gaps in the planet's early

history that archeologists seek to fi l l .

Beyond the usual difficulties created

by time and the elements, many

historical sites have also fallen into

the hands of rovers and other

criminal bands. Sometimes

archeologists are recalled to

document sites they discovered

cycles before, because only they

can say for certain what was looted.

ARCHEOLOGIST



ASTRONAUT BADLANDS MARSHAL

DEXTERITY 2D

Zero-G 3D

KNOWLEDGE 2D

Navigation (Space) 3D

Planetary Systems 3D

Survival (Space) 3D

MECHANICAL 2D

Information Warfare 3D

Space Vehicle 4D

PERCEPTION 2D

STRENGTH 2D

TECHNICAL 2D

Many Terranovans seek their

fortune in space, working in orbital

factories, scientific stations and

asteroid mines. Mil itary astronauts

are also common; both the North

and South maintain their own space

forces, as well as joint ventures for

the common defense of the Helios

system.

DEXTERITY 2D

Small Arms 3D

KNOWLEDGE 2D

Streetwise 3D

Scholar (Law) 3D

MECHANICAL 2D

Ground Vehicle 3D

PERCEPTION 2D

Search 3D

STRENGTH 2D

Brawling 3D

TECHNICAL 2D

Ground Vehicle Repair 3D

The need for law and order extends

even to the most remote

communities. A Badlands marshal

has to be self-rel iant; she may be

responsible for hundreds, if not

thousands of square kilometers of

territory, with l ittle to no chance of

backup.

ARMORED VEHICLE CREWMAN

DEXTERITY 2D

(Arti l lery, Heavy Weapons or

Small Arms: Pick two at 3D)

KNOWLEDGE 2D

Tactics 3D

MECHANICAL 2D

(Information Warfare, Ground

Vehicle, or Vehicle Gunnery:

Pick one at 4D and one at 3D)

PERCEPTION 2D

STRENGTH 2D

TECHNICAL 2D

Ground Vehicle Repair 3D

So Gears get all the good press.

Big deal. To you and your crew,

they are just good targets.

You operate a tank, an arti l lery

carrier, or a special ized vehicle l ike

a battlefield command post. You

may not get all the attention Gear

pilots do, but smart pi lots know to

call for your support when things

get hairy - and to buy your crew

drinks when the fighting's over.



CARAVAN TRADER COMBAT ENGINEER

DEXTERITY 2D

KNOWLEDGE 2D

Navigation (Land) 3D

Survival (Desert) 3D

Technology 3D

MECHANICAL 2D

Ground Vehicle 3D

PERCEPTION 3D

Bargain 5D

STRENGTH 2D

TECHNICAL 1 D

Ground Vehicle Repair 2D

Caravan traders are the lifel ines

between the more isolated

communities of the Badlands.

Foodstuffs, texti les, and new water

fi lters are one thing, but the

information traders bring is just as

valuable. News of a bridge that was

washed out the previous week, the

announcement of a new trade deal,

or even gossip from the next vi l lage

over can make a great difference in

vil lagers' l ives.

DEXTERITY 2D

KNOWLEDGE 2D

Construction 4D

MECHANICAL 2D

Ground Vehicle 3D

PERCEPTION 2D

Search 3D

STRENGTH 1D+2

TECHNICAL 2D+1

Demolition 4D+1

Security 3D+1

If the flak is flying and something

needs to get done, you call an

engineer. Engineers build bridges

and fortifications, clear land mines,

remove barricades and otherwise

solve problems for soldiers under

fire.

And of course, when all else fai ls,

"any problem can be solved by the

appropriate application of

explosives."

BARTENDER / HOST

DEXTERITY 1 D

Brawling Parry 2D

Dodge 2D

KNOWLEDGE 2D

Streetwise 3D

MECHANICAL 2D

PERCEPTION 3D

Bargain 5D

Gambling 4D

STRENGTH 2D

Brawling 3D

TECHNICAL 2D

You don't get to see much of the

world beyond the bar you own and

operate, but plenty of people are

kind enough to bring the rest of the

world to you. I t's amazing how much

you learn as you listen to your

customers, as they celebrate their

happiness or cry into their drinks.

You do get the occasional "street

tough" in your bar, but you know

how to take care of yourself.



CORPORATE EXECUTIVE

DEXTERITY 2D

KNOWLEDGE 2D

Bureaucracy 4D

Language (pick one) 3D

Scholar (Psychology) 3D

MECHANICAL 1 D

PERCEPTION 3D

Bargain 5D

Command 4D

STRENGTH 2D

TECHNICAL 2D

Some seek the thri l l of the deal,

while others seek ever larger

bonuses, but the draw for many

executives to climb the corporate

ranks is the power they can wield.

Terranovan corporations often have

more direct influence on the lives of

the planet's citizens than their

governments. In some places, l ike

the United Mercanti le Federation,

the corporations and the

government are almost one and the

same.

CYBERNETIC SURGEON

DEXTERITY 2D

KNOWLEDGE 2D

Scholar (Biology) 3D

Technology 3D

MECHANICAL 1 D

PERCEPTION 2D

Search 3D

STRENGTH 2D

TECHNICAL 3D

Computer Programming /

Repair 4D

First Aid 5D

Medicine 4D

Cybernetics are a well-established

medical science, but they are not

widely seen on Terra Nova. They

are common enough on soldiers

who have lost l imbs in combat, but

most Terranovans look down on

those who have cybernetics

installed voluntari ly. In any case, the

required maintenance of most

cyberl imbs make them practical

only in the city-states.

DESERT GUIDE

DEXTERITY 2D

Small Arms 3D

KNOWLEDGE 2D

Language (pick one) 3D

Navigation (Land) 3D

Survival (Desert) 4D

MECHANICAL 2D

PERCEPTION 2D

Hide/Sneak 3D

Search 3D

STRENGTH 2D

TECHNICAL 2D

The desert is no place to get lost,

and there is a good living to be

made guiding people and groups

across the sands safely. Sometimes

safety requires shooting at

dangerous creatures (or people), so

you keep a rifle or shotgun clean

and in good working order.



DEXTERITY 2D

Dodge 3D

Grenade 3D

Melee 3D

Small Arms 3D

KNOWLEDGE 2D

MECHANICAL 2D

Wheeled Vehicle 3D

PERCEPTION 2D

STRENGTH 2D

Brawling 3D

TECHNICAL 2D

Wheeled Vehicle Repair 3D

You don't care what people call you,

because you're too busy fighting the

bastards who think they rule your

home and your people. Whether it's

the actual government (legitimate or

not), or an occupying force from a

foreign land, it makes no difference.

They must get out or pay the price

for their arrogance - with their l ives,

if necessary.

FIELD SCIENTIST

DEXTERITY 2D

KNOWLEDGE 2D

Scholar (pick one) 4D

Scholar (pick one) 3D

Survival 3D

MECHANICAL 2D

Beast Riding or

Ground Vehicle 3D

Information Warfare 3D

Technology 3D

PERCEPTION 2D

STRENGTH 2D

TECHNICAL 2D

Sitting in a laboratory all day staring

at a computer screen is, put simply,

your personal version of Hell . The

only proper way to learn about the

world is to be out in it, using the

best scientific tools you know - your

brain, your senses and a few choice

pieces of equipment.

DESERT MONK / PILGRIM

DEXTERITY 2D

KNOWLEDGE 2D

Language (pick one) 3D

Navigation (Land) 3D

Scholar (History) 3D

Scholar (Theology) 4D

Survival (Desert) 3D

MECHANICAL 2D

PERCEPTION 2D

Hide/Sneak 3D

STRENGTH 2D

TECHNICAL 2D

Some walk the desert only as a

passage; they merely cross it to get

where they're going. To you, the

desert is your place of pilgrimage,

where you seek enlightment or

redemption. I t is often a solitary l ife,

but it is only as lonely as you want it

to be - the choice to engage fellow

travelers in conversation, or let

them pass without their detecting

your presence, is almost always up

to you.

FREEDOM FIGHTER /
REBEL



GEAR TRAINER

DEXTERITY 2D

KNOWLEDGE 2D

MECHANICAL 3D

Information Warfare 4D

Vehicle Gunnery 4D

Walker Pilot 5D

PERCEPTION 2D

Command 4D

Search 3D

STRENGTH 1D

TECHNICAL 2D

Gears are very useful on the

modern battlefield, but they can also

be incredibly dangerous to their

pi lots and anyone around them if

operated without proper training.

Only the most experienced pilots

are tapped to be trainers; they can

talk their students out of most any

difficulty because they once did the

same stupid things themselves.

GEAR PILOTGEAR DUELIST

DEXTERITY 2D

KNOWLEDGE 2D

Streetwise 3D

MECHANICAL 3D

Vehicle Gunnery 5D

Vehicle Melee 5D

Walker Pilot 5D

PERCEPTION 2D

STRENGTH 1D

TECHNICAL 2D

You are one of the very few pilots

who can make a multiton war

machine do everything but sing.

Duelists are nearly mythic figures

on Terra Nova, and are expected to

live up to incredibly high standards

of personal and professional

excellence. The rewards are great,

but the price of fai lure is greater sti l l .

(More information about Duelists

and Dueling can be found in the

HGD6 supplement Monday Night

Dueling. )

DEXTERITY 2D

(Arti l lery, Melee or Small Arms:

Pick two at 3D)

KNOWLEDGE 2D

MECHANICAL 2D

Information Warfare 3D

Vehicle Gunnery 3D

Walker Pilot 4D

PERCEPTION 2D

Search 3D

STRENGTH 2D

TECHNICAL 2D

Heavy Gears are Terra Nova's

"jacks-of-al l-trades" - part heavy

infantry, part tank, part indrect fire

platform, and often all at the same

time. You are one of the select few

who can push a Gear to fi l l al l of

these roles.



KILLER /
ASSASSIN

INFANTRY TROOPER

DEXTERITY 2D

Dodge 3D

Grenade 3D

(Heavy Weapons, Melee or Small

Arms: Pick 1 at 4D, others at 3D)

KNOWLEDGE 2D

MECHANICAL 2D

PERCEPTION 2D

STRENGTH 2D

Brawling 3D

TECHNICAL 2D

No aircraft can hold an objective.

No tank can pursue an enemy in the

jungle or high in the mountains.

Even Gears cannot be repurposed

for different missions with l ittle or no

warning. No matter how advanced

the force, there wil l always be a

need for the regular infantry.

The skil l combination abve

represent a "typical" infantryman.

Special ized infantry wil l have other

skil l combinations depending on

their intended roles.

DEXTERITY 3D

Brawling Parry 4D

Dodge 4D

Melee 4D

Small Arms 4D

KNOWLEDGE 2D

MECHANICAL 2D

PERCEPTION 2D

Hide/Sneak 3D

STRENGTH 2D

Brawling 3D

TECHNICAL 1 D

Security 2D

There's no way to sugarcoat what

you do - you end human lives for a

living, and you are very good at it.

Only you can decide whether you

work for the money or for some

"higher cause" - and whether your

work is worth a lifetime of looking

over your shoulder.

DEXTERITY 2D

Dodge 3D

KNOWLEDGE 2D

Scholar (Biology) 3D

MECHANICAL 2D

Ground Vehicle 4D

PERCEPTION 2D

Search 3D

STRENGTH 2D

TECHNICAL 2D

First Aid 4D

Whether you're working on a

wounded soldier on the battlefield,

or the victim of a traffic accident in

downtown Peace River, the motto is

the same: "Get them stable and

move them out. " You have the

training to recognize if something is

out of place - an odd smell , or

unusual bl isters - but most of the

time you're dealing with bleeding

and broken bodies that just need to

get to the nearest hospital.

MEDIC



MILITARY POLICE NEWS REPORTER

DEXTERITY 2D

Dodge 3D

Small Arms 3D

KNOWLEDGE 2D

Scholar (Law) 3D

Streetwise 3D

MECHANICAL 2D

Brawling 3D

PERCEPTION 2D

Search 3D

STRENGTH 2D

TECHNICAL 2D

Security 3D

Crime is present in the mil itary just

as it is in the civi l ian world, but the

consequences can be far more

serious. Stealing a car is one thing;

stealing a ful ly armed and loaded

Gear is something else entirely.

Cases of weapons smuggling,

contractor corruption and criminal

acts during combat operations keep

mil itary police and criminal

investigation services very busy.

DEXTERITY 2D

KNOWLEDGE 2D

Construction 3D

Scholar (Geology) 3D

MECHANICAL 2D

Ground Vehicle 3D

PERCEPTION 2D

Gambling 3D

STRENGTH 2D

Stamina 3D

TECHNICAL 2D

Demolition 3D

Ground Vehicle Repair 3D

There is a lot of money to be made

in the mountains or under the sands

of the Badlands. Mining requires a

broad variety of skil ls; some days

you're repairing a excavation Gear,

other days you're setting a charge

to get to a new vein of ore. I f you're

good enough and lucky enough,

you might even be able to retire.

DEXTERITY 2D

Dodge 3D

KNOWLEDGE 2D+1

Bureaucracy 3D+1

Scholar (History) 3D+1

Streetwise 3D+1

MECHANICAL 2D

Wheeled Vehicle 3D

PERCEPTION 2D

Hide/Sneak 3D

Search 3D

STRENGTH 2D

TECHNICAL 1 D+2

The truth wil l come out, and you're

one of the people who makes sure

that it does. On most of Terra Nova,

the press has some degree of legal

and cultural protection - many

people do not l ike you, but you wil l

not (usually) face direct harm. In

some places, though, reporters are

hunted down and kil led outright for

challenging the powerful and well-

connected. Tread careful ly.

MINER



POLICE OFFICER POLITICIAN

DEXTERITY 2D

Dodge 3D

Small Arms 3D

KNOWLEDGE 2D

Bureaucracy 3D

Scholar (Law) 4D

Streetwise 3D

MECHANICAL 2D

PERCEPTION 2D

Search 3D

STRENGTH 2D

TECHNICAL 2D

Every day you see the ugliness that

people are capable of, but no one

believes you when you say the most

accurate portrayals of l ife as a cop

are comedies like "The Life and

Times of Nick Yamana." Your

average week has more surreal and

outrageous moments than any

writer could possibly sell to a trideo

network.

DEXTERITY 2D

Dodge 3D

KNOWLEDGE 2D

Bureaucracy 3D

Scholar (Law) 3D

Streetwise 4D

MECHANICAL 2D

PERCEPTION 2D

Command 3D

STRENGTH 2D

Brawling 3D

TECHNICAL 2D

You wil l speak the truth to power,

with a sign, a bullhorn or a fist if

need be. You wil l not take up arms

against the government, because

you believe that there is sti l l a

chance to peacefully make things

better for you and your people. I f

thing don't change, though, or if the

government reacts badly, it won't

take much to turn you into a

Freedom Fighter or Rebel.

DEXTERITY 2D

KNOWLEDGE 2D

Bureaucracy 4D

Scholar (Law) 3D

Streetwise 3D

MECHANICAL 2D

PERCEPTION 2D

Bargain 3D

Command 3D

Con 3D

STRENGTH 2D

TECHNICAL 2D

As the duly appointed elected

leader of your community, you are

in contact wide a wide variety of

people, both angelic and repulsive.

You tell yourself the power is worth

the trouble, but sometimes it takes

all your skil l and guile to keep things

from spiral ing out of control - and

just when one crisis settles down,

something new starts the whole

cycle again.

POLITICAL ACTIVIST



PRIEST / CHAPLAIN RANCHER

DEXTERITY 2D

KNOWLEDGE 2D

Bureaucarcy 3D

Scholar (History) 3D

Scholar (Psychology) 3D

Scholar (Theology) 4D

Streetwise 3D

MECHANICAL 2D

PERCEPTION 2D

Command 3D

STRENGTH 2D

TECHNICAL 2D

You have taken on the burden of

the spiritual needs of your

community (or your unit, if you are a

mil itary chaplain). Sometimes

people need to bend your ear or cry

on your shoulder, but they are

always in need of your heart - and

the faith that resides there.

DEXTERITY 2D

Small Arms 3D

KNOWLEDGE 2D

Scholar (Botany) 3D

Scholar (Zoology) 3D

Survival (Desert) 3D

MECHANICAL 2D

Beast Riding 4D

PERCEPTION 2D

Bargain 3D

STRENGTH 2D

TECHNICAL 2D

Barnabies, springers and other

l ivestock animals are domesticated

all over Terra Nova, for meat, hides

and other resources. You work on

one of the many Badlands ranches

where these animals are bred,

raised and kept safe.

PRIVATE INVESTIGATOR

DEXTERITY 2D

Brawling 3D

Dodge 3D

Small Arms 3D

KNOWLEDGE 2D

Streetwise 3D

MECHANICAL 2D

PERCEPTION 3D

Hide/Sneak 4D

Search 5D

STRENGTH 2D

TECHNICAL 1 D

No matter how far humanity has

come or how many worlds have

been settled, human nature hasn't

changed. People sti l l embezzle from

their workplaces, cheat on their

spouses, or skip bail from the

courts. You special ize in uncovering

those things people want to stay

hidden, or finding those people who

want to stay lost.



SALVAGE EXPERT

DEXTERITY 2D

KNOWLEDGE 2D

Streetwise 3D

Technology 3D

MECHANICAL 2D

Ground Vehicle 3D

PERCEPTION 2D+1

Bargain 4D+1

Search 4D+1

STRENGTH 1D+2

TECHNICAL 2D

On a frontier world l ike Terra Nova,

one person's trash is indeed

another person's treasure. Very little

is disposed of without someone

looking it over later to see if it can

be recycled, repurposed, or simply

busted up for parts. The largest

salvage operations are run like -

and often are - professional

corporations, scouring places like

the Khary ad-Din junkyards for

everything from control chips to

precious metals.

SAND RIDER

DEXTERITY 2D

Melee 3D

Small Arms 3D

KNOWLEDGE 2D

Navigation (Land) 3D

Survival (Desert) 3D

Survival (Great White Desert) 4D

MECHANICAL 2D

PERCEPTION 2D

STRENGTH 2D

TECHNICAL 2D

First Aid 3D

The Sand Riders are a reclusive

tribe living in Terra Nova's Great

White Desert. The white sand of the

desert is highly corrosive, and is

extremely destructive to Gears and

other modern technological items.

The abil i ty of the Sand Riders to

survive, let alone thrive in such a

toxic environment makes them

nearly mythical figures.

DEXTERITY 2D

Small Arms 3D

KNOWLEDGE 2D

Survival (Desert) 3D

Technology 3D

MECHANICAL 2D

PERCEPTION 2D

Gambling 3D

Hide/Sneak 3D

Search 3D

STRENGTH 2D

Brawling 3D

TECHNICAL 2D

Rovers are bands of nomads which

plague the Badlands. Some claim

they are the last truly free people on

Terra Nova. Others are openly

thieves and scavengers and do not

pretend otherwise. Regardless, they

celebrate their "freedom" by stealing

anything they need to survive,

though some groups are principled

enough to leave enough for their

victims to survive themselves.

ROVER



SPY / INFORMATION HANDLER

DEXTERITY 2D

Small Arms 3D

KNOWLEDGE 2D

Scholar (Law) 3D

Technology 3D

MECHANICAL 2D

Ground Vehicle 3D

PERCEPTION 2D

Hide/Sneak 4D

STRENGTH 2D

TECHNICAL 2D

Security 3D

Getting something (or someone)

from point A to point B is the easy

part. The hard part is where some

unreasonable person has said, "You

can't bring that into point B," or "You

can't take that person away from

point A." Your abil i ty to do that

anyway puts you in high demand

with groups like the Wounded Knee

cartel and the Badlands

Revolutionary Front.

DEXTERITY 2D

Small Arms 3D

KNOWLEDGE 2D

Information Warfare 3D

Streetwise 4D

MECHANICAL 2D

PERCEPTION 2D

Hide/Sneak 3D

Search 4D

STRENGTH 2D

TECHNICAL 2D

Someone like you is on the payroll

of every city-state, league and

corporation on the planet. You know

how to find information others want

to hide, how to get it to your

employer without being caught, and

how to cover your tracks so your

target doesn't know it was you. I f

you're lucky, your target won't even

know they were attacked in the first

place, leaving you free to strike

again.

TECHNICIAN

DEXTERITY 2D

KNOWLEDGE 2D

Technology 3D

MECHANICAL 2D

Information Warfare 3D

Ground Vehicle 3D

PERCEPTION 2D

Search 3D

STRENGTH 1D

TECHNICAL 3D

(Any three Repair Skil ls) 4D

You are one of the most vaulable

members of any community, mil itary

unit or corporation. Without you,

things just stop working.

Some leaders are smart enough to

know your value and to take your

suggestions seriously. Other

leaders, though, only see you as a

burden or a profit drain. They may

see the light when something truly

breaks down, but that sort of

realization does not happen very

often.

SMUGGLER



TRADE DELEGATE

DEXTERITY 2D

KNOWLEDGE 2D

Bureaucracy 4D

Language 3D

Scholar (Trade Law) 4D

MECHANICAL 2D

PERCEPTION 2D

Bargain 4D

STRENGTH 2D

TECHNICAL 2D

Folks like you can be found all over

the Badlands, trying to work out a

deal between the locals and

someone else. I f you work for a

polar corporation, you lay the

groundwork for the agreements that

the suits take credit for in press

conferences. I f you are an

independent broker, you make

deals with a handshake between

Badlands communities - you don't

make as much money, but you have

a much better relationship with your

friends and neighbors.

TRIBAL WARRIOR

DEXTERITY 2D

Dodge 3D

Brawling Parry 3D

Small Arms 3D

KNOWLEDGE 2D

Survival (pick one) 3D

MECHANICAL 2D

PERCEPTION 2D

Hide/Sneak 3D

Stamina 3D

STRENGTH 2D

Brawling 3D

TECHNICAL 2D

Your tribe is your home and your

family. You wil l defend them with

your l ife, and wil l protect them from

any threat. Your tribe is not

completely isolated, and you've met

enough outsiders to know they are

just l ike your tribe. Some grub for

money, some long for power, but

there are some outsiders who feel

about their (very large) tribes the

way you do about yours.

TRIBAL CHIEFTAIN

DEXTERITY 2D

Brawling Parry 3D

Melee 3D

KNOWLEDGE 2D

Scholar (Local Law) 3D

Survival (pick one) 3D

MECHANICAL 2D

Brawling 3D

PERCEPTION 2D

Command 4D

STRENGTH 2D

TECHNICAL 2D

You lead one of the many small

tribes who inhabit Terra Nova. You

are no pushover, but you know your

people don't stand a chance against

the polar armies when they roll

through your lands. The best thing

to do is just smile, be as helpful as

you can, and try to make a little

money or trade for some useful

technology.



APPENDIX A: EXPANDED SKILL LIST

Dexterity: Eye-hand coordination.

Artillery: Abil ity to accurately fire indirect fire weapons, l ike mortars and self-propelled guns. Any non-missi le vehicle

weapon with the Indirect Fire Perk requires the Arti l lery skil l . Man-portable mortars use the Heavy Weapons skil l (below).

Archery: Abil ity to use a longbow or crossbow.

Brawling Parry: Abil ity to block or dodge a Brawling attack.

Dodge: Abil ity to avoid being hit by an attack, but be unable to do anything else.

Grenade: Abil ity to accurately hit a target with a grenade or a thrown weapon like a knife.

Heavy Weapon: Abil ity to accurately fire certain large or clumsy weapons. This skil l includes man-portable mortars,

grenade and rocket launchers, heavy machineguns, and the powerful Anti-Gear Rifle.

Melee: Abil ity to attack a target with a knife, club or other handheld weapon.

Melee Parry: Abil ity to block or dodge a Melee attack.

Small Arms: Abil i l ty to accurately fire pistols, rifles and other handheld firearms. Some weapons require the Heavy

Weapons skil l (see above).

Sleight ofHand: Abil ity to pick pockets and perform certain magic tricks.

Zero-G: Abil ity to work and and maneuver in a "weightless" environment.

Knowledge: General intel l igence and education.

Bureaucracy: Abil ity to get things done in a large organization.

Construction: Abil ity to design and build safe structures, above and below ground.

Cultures: Knowledge of the different nations, governments and civi l izations of human space.

Languages: Abil ity to speak a language other than the character's native tongue. Each language is its own skil l .

Navigation: Abil ity to find your way in a particular environment. Each environment (land, sea, air and space) counts as a

separate skil l .

Planetary Systems: Knowledge of the different worlds and star systems in known human space.

Scholar: Academic study and research in a field l ike history, archaeology or the classical sciences. This skil l does not

reflect practical experience (reading how to pilot a Gear is not the same thing as sitting in a cockpit) , but Gamemasters

may allow a successful scholar rol l to provide a bonus to (or reduce the difficulty of) another skil l rol l ("Wait! Look for blue-

colored nodules on his arms! I read about that in my 'History of the St. Vincents War' class!") . Each field of study is a

separate skil l .

Streetwise: Knowledge of criminal underworlds and how to get what you want from them.

Survival: Knowledge of how to survive in hosti le environments, including how to find food, water and shelter. Each

environment (sea, space, desert, jungle, and forest) counts as a separate skil l .

Tactics: Abil ity to direct troops in battle.

Technology: The abil ity to determine what a piece of equipment does, how to make it work and how much it is worth.

Mechanical: Abil ity to use machinery, particularly in combat situations.

Aircraft Pilot: Abil ity to fly an aircraft.

Beast Riding: Abil ity to control and look after a beast of burden, l ike a horse or a Terranovan barnaby.

Ground Vehicle: Abil ity to control a conventional vehicle propelled by wheels or tracks.

Forward Observer: Abil ity to direct arti l lery fire, both when first fired and to correct overshoots.

Hover Vehicle: Abil ity to operate a vehicle which is supported on a cushion of air or by high-pressure fans.

Information Warfare: Abil ity to use communications equipment and sensors and to understand the data they provide.

Parachute: Abil ity to use and maintain a parachute or similar personal descent device.

This supplement refers to several ski l ls which have not appeared in previous Heavy Gear D6 products. The following are

brief descriptions of these skil ls and others that may be useful in HG D6 games.



APPENDIX A: EXPANDED SKILL LIST (CONTINUED)
Mechanical (cont.)

Sea Vehicle: Abil ity to operate a vehicle that is propelled through the water.

Space Vehicle: Abil ity to operate a spacecraft, including piloting properly equipped spacecraft to and from orbit.

Vehicle Gunnery: Abil ity to fire vehicle-mounted direct-fire weapons accurately. Any vehicle weapon with a Fire Control

code requires the Vehicle Gunnery skil l (unless it meets the criteria of the Artillery or Vehicle Melee skil ls).

Vehicle Melee: Abil ity to attack with a vehicle-carried melee weapon. This skil l is usually found among Terranovan

Duelists.

Walker Pilot: Abil ity to operate a vehicle that use legs for propulsion, such as Terra Nova's Heavy Gears.

Perception: Powers of observation, including observing people.

Bargain: Abil ity to negotiate prices and close deals.

Command: Abil ity to get people to do what you tell them to do.

Con: Abil ity to talk your way out of a situation.

Gambling: Knowledge of games of chance and how to win - or cheat - at them.

Hide/Sneak: Abil ity to move quietly, use camouflage to conceal a position and otherwise avoid detection.

Search: Abil ity to find something hidden, or someone who does not want to be found.

Strength: Raw physical power and general health.

Brawling: Abil ity to attack another character with bare hands.

Climbing/Jumping: Abil ity to climb difficult ledges and jump across chasms.

Lifting: Abil ity to l ift and carry heavy loads without injury.

Stamina: Abil ity to maintain a high level of activity for a long period of time.

Swimming: Abil ity to swim.

Technical: Abil ity to get things, and people, to work the way you want.

Aircraft Repair: Abil ity to repair aircraft.

Computer Programming /Repair: Abil ity to use and repair computers, including hacking remote systems and networks.

Demolition: Abil ity to safely use explosives to blow up structures or breach defenses, as well as to disarm bombs.

Drone Programming /Repair: Abil ity to fix and program drones.

First Aid: Abil ity to heal wounds, mend injuries and stabil ize patients for transport. Advanced medical treatment fal ls

under the Medicine skil l .

Ground Vehicle Repair: Abil ity to repair conventional tracked and wheeled vehicles.

Hover Vehicle Repair: Abil ity to repair hover vehicles.

Medicine: Abil ity to diagnose il lnesses and perform surgical procedures. A First Aid skil l of 5D is required before any

level of Medicine can be taken.

Security: Abil ity to set up - and bypass - electronic locks and security cameras.

System Engineering: Abil ity to design and build a system to perform a certain task. Each Engineering skil l requires a

related Repair skil l of 5D before it can be taken; for instance, allocating any dice to Walker Engineering (the abil i ty to

design vehicles l ike Heavy Gears) first requires a Walker Repair skil l of 5D. Each Engineering skil l (electronic,

mechanical, vehicle, weapon, etc. ) is a separate skil l .

Walker Repair: Abil ity to repair vehicles which use legs for propulsion.
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