Transport

Land Vehicles

Autonomous (that is, non-rail) vehicles carry powerful and efficient electric motors powered by the very best in rechargeable-battery technology, with interactive satellite navigation systems and even smart-drive software that allows you to plan an entire journey and then just leave the driving to the vehicle. All-wheel steering and independent drive are standard, giving road vehicles a level of manoeuvrability unheard of in 20th/21st Century vehicles.

Despite these advances, however, most vehicles still run on rigid wheels with inflatable flexible tyres on baked-glass roads almost two millennia old.

Within the Cities themselves, efficient public-transport systems serve the majority of the population, although there are plenty of small, light personal vehicles as well.  Few of these are capable of travelling beyond the city limits, since they’re built for power-efficiency rather than rugged durability.

For travel between cities, the highways are home to long-range personal and commercial vehicles, from luxurious land-yachts through long-range personal cars, rugged ROVs (Road/Off-road Vehicles), to trucks and military vehicles.  For off-road use, multi-axle wheeled vehicles are popular, particularly in the rough terrain near the Wall and beyond into the Hinterlands where roads are few and of generally poorer quality. As well as road vehicles, there are the rails.  From simple public trams and light monorails to intercity maglev high-speed trains, rail travel has come some way.  Wheeled rail vehicles are almost unheard of, although some primitive systems are being constructed between the larger Enclaves.  Within the crater, however, maglev rails rule.  At speeds of up to 400kph, they are the fastest mass-transport system currently available to Humanity.  As well as wheeled vehicles, rougher terrain is the province of tracked vehicles, mostly in the form of ATVs.  The most difficult terrain is the province of long-legged walkers, able to go where no land vehicle would otherwise be able to pass.

Wheeled vehicles range from moped-like personal City transports to massive wagon-trains that wend their way across the Hinterlands.  

Civil Vehicles

Moped – two-wheeled personal transport capable of carrying two passengers: one rider, one pillion.

Buggy – four-wheeled personal transport with small carrying capacity.  Most models carry two passengers, but some can squeeze in four or five.

Road Vehicles

Cruiser – Essentially a comfortable motor home, the cruiser is popular amongst semi-leisured classes who like to take the Grand Tour between the Cities, or go on hunting forays into the more accessible hunting preserves of the South Reach.  Not as versatile as the ATV, it nevertheless can make some headway on rough ground but performs at its best on roads, even primitive ones.

Truck – A small version of the wagon-train, the truck is composed of a slightly stretched wagon chassis comprising a driving and payload section.  The payload section can be fitted out to carry bulk cargo, protected environments for more delicate loads or passenger carriage.

Ground Car – Larger than the buggy, the ground car is capable of inter-city travel.  In fact, as long as it can be recharged, it can go wherever a decent road can be found.

Off-Road Vehicles

ATV – An ATV, or All Terrain Vehicle, is a large, six or eight-wheeled or tracked vehicle capable of traversing very rough and dangerous ground, including pack ice.  Some even have limited amphibian capabilities, or can travel on mud or soft snow.  They have some environmental controls, able to keep the crew and passengers comfortably warm in even the most freezing Ochran temperatures.

APC - An APC is a converted ATV chassis, carrying armour plate and used to transport troops rapidly to where they are needed.  It sacrifices some range and environmental control in favour of armour and limited weaponry.  APCs are armed with either simple anti-personnel weapons such as quad-sluggers, or heavy sluggers designed to attack enemy APCs.

ROV - “Road/Off-Road Vehicle”. The Road/Off-road Vehicle, or ROV, is a smaller and lighter version of the ATV. Its six wheels are carried on spider-like legs and individually driven so that it can clamber in a limited fashion over rough ground and then retract the legs for speedy road travel.  Its internal cab is rather cramped, but can be used by a small number of people for long-range travel if they’re prepared to be very friendly.  Camping outside is probably wiser if people want to remain friends.  Often these are kitted out with weapons and light armour to become a class of vehicle known as LCVs or Light Combat Vehicles.

Wagon Train - Wagon trains are compound vehicles, made up of a series of “wagons”.  Wagons are four-wheeled vehicles capable of rapid road travel but also with limited rough-terrain capability.  The front wagon, a so-called “pilot wagon”, controls the whole train, and each wagon will travel in the tracks of the one that went before.  Some wagon trains carry extra pilot-wagons, just in case.  Each wagon has its own motor and steering units, and a train can be broken up into units if necessary.  However, cargo, passenger and other specialised wagons have only the most rudimentary controls, while a pilot-wagon has the latest in satellite navigation and control capabilities.  Only pilot-wagons can control other wagons in a train.

Wagon types:

Pilot-wagon: The pilot-wagon is the brains of the outfit and turns a convoy of trucks into a wagon train.  It’s outfitted with the best navigation systems and drive-network computers available.  A pilot-wagon is essential for the control of other wagons in a train.

Cargo-wagon: The simplest form of wagon, the cargo-wagon is a simple wagon chassis with a basic driving compartment. The rest is empty storage for various cargo types.  At extra expense, the cargo-wagon can be outfitted for specialist storage (refrigerated, gas-tight, radiation-proof, ect).

Trans-wagon: The trans- or transporter wagon is outfitted with seats for the transportation of passengers.  It also includes toilet cubicles and a simple galley station for the preparation of drinks and pre-packed meals.

Cabin-wagon: An upmarket trans-wagon, the cabin-wagon caters for the long-term needs of more discriminating passengers.  As well as private cabins, it can be outfitted with decently-equipped galleys, “club cars” and the like.

Med-wagon:  The realities of long-distance travel on Ochre mean that a small mobile hospital is considered essential for many wagon-trains, particularly those carrying passengers or troops.  The med-wagon can treat as many as a dozen serious patients at a time, and many more walking-wounded.

Troop-wagon:  A troop-wagon is essentially the same as a trans-wagon, except with heavy armour, firing-stations in the walls with active mountings to counteract the jouncing of the wagon-train, and heavier-duty motors to carry all this without slowing the train down.  While a very effective way of carrying large numbers of troops around, few campaigns in Ochre’s history have ever needed to move very large numbers of troops in this way.

Walker Vehicles

Walker vehicles are long-legged creations designed to pick their way where even tracked vehicles can’t go.  Originally designed by Arachnid Systems of Ferris for wading work on the shores of the Southern Ocean, it was quickly realised that desert ergs and the extreme broken terrain of the badlands near the Rift could also profit from a vehicle that could negotiate even the most treacherous terrain.  Their long legs and weight-spreading feet enable them to find purchase where no other land vehicle could, or to wade through environments where no purchase can be found.

Strider – A Long-legged walker capable of carrying six passengers, the strider is a popular class of explorer vehicle, much in demand amongst Ecologist teams.  While not extremely fast, it’s a graceful mover and very versatile.  Its long legs enable it to wade through rivers and even deep mud, as well as stride over ergs and pick its way between dangerous rocks.  Its rounded, pod-like body makes the strider look almost like some graceful, long-legged spider.

Cargo-Walker – A development of the strider design, the cargo-walker is used to carry medium loads into inaccessible areas, either naturally remote or cut off by disaster or accident.

Stalker - A two-man hexapod; extremely light and agile.  Developed from a cut-down strider chassis, the stalker is a popular choice for those in need of a spotter or similar inexpensive surveillance and patrol vehicle.

Table 1: Vehicles

Vehicle
Skill
Drv
Acc
Cruise
Max
Type
Dur
Avail
Cost

Moped
Land
-
30
30
50
O
3/3/1
Com
5K

Buggy
Land
-
30
30
50
O
7/7/3
Com
10K

Cruiser
Land
+1
30
80
120
O
18/18/9
Com
60K

Truck
Land
+1
20
100
180
G
20/20/11
Com
60K

Ground Car
Land
+1
50
100
200
G
11/11/5
Com
40K

Wagon Train
Land
+1
30
100
180
G
----------
------
-------

 - Pilot-wagon
Land
+1
30
100
180
G
20/20/11
Com
140K

 - Cargo-wagon
Land
+1
30
100
180
G
18/18/9
Com
45K

 - Trans-wagon
Land
+1
30
100
180
G
20/20/10
Com
60K

 - Cabin-wagon           
Land
+1
30
100
180
G
20/20/10
Com
75K

 - Troop-wagon
Land
+1
30
100
180
G
25/25/12
Mil
85K

 - Med-wagon
Land
+1
30
100
180
G
25/25/12
Any
100K

ATV – wheeled
Land
0
30
100
160
G
24/24/12
Com
180K

ATV – tracked
Land
0
20
80
100
G
24/24/12
Com
220K

APC – wheeled
Land
0
30
100
160
A
25/25/12
Mil
250K

APC – tracked
Land
0
20
80
100
A
25/25/12
Mil
300K

ROV
Land
+1
40
120
200
G
18/18/9
Com
50K

Strider
Land
0
40
80
100
G
20/20/10
Com
120K

Cargo-Walker
Land
+1
30
60
80
G
22/22/11
Com
140K

Stalker
Land
+1
40
100
120
G
12/12/6
Com
80K

Watercraft –this section is currently incomplete-

Ochre has a dearth of great expanses of water, with most of its surface water tied up in the great ice caps and subsurface aquifers or permafrost.  However, the location of the Cities on the shore of the Western Sea has created an environment wherein maritime capability is important, and a wealth of watercraft have been developed to exploit the sea’s resources.  Watercraft break down into two main designs: surface craft and submarines.  Despite the design differences, All watercraft are powered by water jet-impellers similar to 20th century jet skis or cephalopods.

Surface Craft

Ochran surface craft are generally dual-hulled hydrofoils, relying on skimming the surface rather than deep keels.  Fast and manoeuvrable, they tend to weed the sea-legged from landlubbers quite mercilessly when the sea gets rough.  In stormy weather, and storms can brew up quickly in Ochre’s thick atmosphere, Fan-keels are extended to help stabilise the craft.

Seahorse – A powerful dual-hull design without foils, the seahorse isn’t as fast as the seacat hydrofoils, but is very energy-efficient.  It’s used for transporting heavy bulk goods, as well as fishing and other slow services that require strength or energy-efficiency rather than speed.

Seacat – A twin-hulled hydrofoil, the seacat is a standard design that comes in a range of sizes.  Quite fast, it’s generally used for transporting time-critical goods via sea or rapid passenger services.  Some are used as informal weapons platforms and scouts.

Seawolf – Small and fast, the seawolf is a light mono-hull hydrofoil, built for speed with a powerful impeller engine.  Used for fast couriers, scouts and fast-reaction policing duties, the seawolf design produces the speediest watercraft on Ochre.

Submarines

Rather than brave the stormy surface, many boat designers elected for the submarine design.  Everything from simple two- or three-man research divers to heavy vessels with crews of dozens can be found throughout Ochre’s seas and oceans.  Thalassan designs are still the best in the world, particularly their (once illegal) military subs, the Pike and the Manta.
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Pike – The pike is a heavily-armed defensive model, made for fast attacks but lacking in range.  It prefers to lie in wait with passive sonar, pressure-wave “whiskers” and EM detectors extended to locate its target.  It’s capable of fierce acceleration, and can close, attack and escape often before the target realises it’s been hit.  The high proportion of weapons, sensors and engines prevents the Pike from carrying enough stores or power cells to make long undersea journeys.  It remains an ambush-predator, like its namesake.

Manta – The Manta is a patrol-sub capable of thousands of kilometres of undersea travel before needing to resurface. The original models were used by Thalassa to keep a close eye on its rival ports, and carried extensive sensor suites.  These days they’re used to police the Western Sea and the Southern Ocean, and are generally well armed, carrying shipboard weapons as well as heavy security complements.

Aircraft –this section is currently incomplete-
The atmosphere of Ochre is rather denser than that of Earth.  At first glance, that would seem to make flight easier to achieve, but Ochre’s atmosphere is also a lot more turbulent and stormy than that of Earth, and air travel is a lot riskier.  As a result, long-range flight is almost unheard of, and aircraft are heavy and slow by Terrestrial standards.  “NB”s, or neutral-buoyancy generators, a kind of gravitic engine, are used instead of aerofoils.  They allow aircraft to be built for sturdiness, and laser-jet engines are used for thrust.  Wings are small and stubby, used as control surfaces rather than lifting structures, giving aircraft something of an airship-look.

Aircraft on Ochre have always relied on aerostatic lifting engines rather than lift generated via airfoils or gasbags.  A low-powered version of the electrokinetic engine is used for lift, while motive thrust is generated by either slightly tilting the lift engine on a gimbal to provide lateral momentum, or by use of laser-jet engines.  The kreii reportedly have an extremely energy-efficient lifting engine dubbed a “gravostat”, but no one has ever seen one, and it’s probably just one of the many legends surrounding Humanity’s secretive patrons.

Microflyer – A single-seated version of the flitter, this is the smallest flying vehicle used on Ochre.  Given the dangerous storms that spring up beyond (and often come into) the Crater, the microflyer is never found beyond the Crater boundaries.

Flitter – A small, semi-personal light craft capable of carrying up to eight people.  The small-scale workhorse of Ochre’s skies, it has a range of up to 3,000km before needing to be recharged, and can be outfitted for a variety of roles.  It can even be lightly armed for raiding and reconnaissance purposes.

Flyer – Heavier than the flitter, flyers are fast, axe-shaped flying vehicles powered by a gimbal-mounted EK engine, sometimes with laser-jet auxiliaries.  Very tough, they are also highly manoeuvrable, and are favourites for armed air-support. 

Airship – The airship comes in a variety of sizes, but all are based on the same principle.  Two or more lifter engines are placed so as to balance the weight of the airship, while laser-jet engines provide motive thrust.  In some designs, the jets can bear the airship’s weight long enough to permit a powered descent to safety if the main lift engines are damaged or lost.  Many airships, particularly the larger ones, bear a remarkable resemblance to 20th Century airships.  They are a lot more space-efficient, however, since there is no need for a gasbag. 

Ochran aircraft are capable of incredibly high ascents since they can lift independently of the air, but they could never be called spaceships.  They’re incapable of generating the kinds of speed necessary to achieve orbit or escape velocity.  Also, because of Ochre’s higher gravity, the atmosphere is rather more stratified and actually shallower than Earth’s, rendering laser-jet engines useless above 20km.
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Spacecraft –this section is currently not released-
Human space travel is almost an oxymoron, but not quite.  The Trustees have their own small fleet of Kreii-designed shuttles, which they use to travel between the Watchtower and Ochre’s surface.  As well as these, there are several publicly and privately owned shuttles capable of low-orbit insertion and slow interplanetary travel, crewed by members of the Pilot’s Guild.  However, any such flights have to be explicitly cleared by the Watchtower, and unlicensed flights are pursued and destroyed- no exceptions.  Ostensibly, this is to prevent foolish lawbreakers from blowing humanity’s cover, and from a certain perspective this is quite true.  Kreii vessels, on the other hand, fly freely throughout the system, primarily on supply runs to the great fortresses orbiting Opal.

