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Sprockets Don’t Mesh

Inspired
Dear Editor:

Boy, did the childhood memories jump out of me the day 
I turned to the last page of the July 2007 Gear Technology 
issue and saw the “High Gear” game. I received one of these 
games for Christmas when I was six or seven years of age. I 
remember spending hours playing with the spinning gears and 
pinching my little fi ngers between the teeth. Thinking back, 
I wonder if this game gave me the drive for working with 
machinery. I am in my twenty-fi rst year as owner of a gear 
cutting job shop.

Yours Truly,
Jimmy Peterson,
P&M Machine,
Gladewater, TX

Dear Editor:

I received my [June issue of] Gear Technology with the 
subscription page on the front. After taking off the renewal 
form, I was dismayed to see what was on the front cover. 
The picture is two sprockets meshing together as if they 
were gears. I know this because we make these sprockets. 
They are two aftermarket, inverted-tooth chain sprockets 
that fi t a GM V-8. I hope you realize that sprockets do 
not mesh together like gears as you have them depicted.  

If you are going to market your magazine to gear companies, 
you should take more care in what goes on your cover.

Trevor Myers,
Cloyes Gear and Product, Inc.,
Fort Smith, AR 

Editors’ reply: Trevor, you got us. We let that one slip through. 
You will be pleased to know, however, that we try very hard 
to ensure that our covers and other artwork are realistic 
and accurate, and we reject more images than we approve. 
Sometimes, though—especially on the cover—we have to go 
with something more stylistic than practical, because the ideal 
image is not available. Of course, we welcome submissions of 
cover images from our readers and advertisers. For example, 
this issue’s cover was provided by Solar Atmospheres from a 

photo shoot of real gears being heat treated. If you’d like to 
submit artwork for our consideration, please contact our art 
director, Kathy O’Hara, telephone at (847) 437-6604 or via 
e-mail at kathyohara@geartechnology.com.
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Loyal Gear Technology reader and Interstate Castings 

vice president Greg Bierck came across “High Gear” at a 

vintage toy store in Indianapolis, IN. “High Gear” was intro-

duced by Mattel in 1962. In the game, players compete to 

work their four pegs through the ten meshed gears. (The box 

says there are 35,568 possible gear combinations.) 
An excerpt from Bierck’s letter…I am a collector of toys and really don’t remember ever 

seeing this game when it came out. My first thought was that 

it might not have been a big seller. My second thought was 

what a good way to show and teach a child how mechanical 

things work with such a game. I wondered how many people 

now in the gear industry may have played with this game as 

a child? I admit to being 53 years old and would have been 

9 years old at the time, but would have really enjoyed it, as I 

like mechanical things. I also got to thinking what a child of 

9 years old would think about this game today. I would think 

that since it’s not high-tech enough, there would be little to 

no interest from today’s typical 9 year old.
My point being that gears make the world we know work. 

I’m in the foundry business, and castings also make the 

world function as we know it today. Yet, how many people 

really know anything about our industries, the challenges we 

face, or that we need to continue to find young people who 

may be interested in what we do to carry on? Hands-on, fun 

learning tools like this game just are not out there anymore 

Were Your Childhood Memories in HIGH GEAR?

Send your comments topublisher@geartechnology.comor go old school and write us at:Gear Techology1425 Lunt Ave.Elk Grove Village, IL 60007

to challenge our youth at an early age to use their imagina-

tions and actually experience how things may work.

Who will actually be dreaming, designing and manufac-

turing anything in this country in 15 years? Will it all be done 

by other countries? I’m afraid so. And when it happens, we 

will no longer be a leading industrial world country. It’s hap-

pening now. Would toys and games that stimulated hands-on 

learning at an early age, much like the Mattel game, keep us 

a world leader? Maybe.Bierck’s musings lead us to wonder if any of our other 

friends in the gear industry remember playing “High Gear” in 

the 1960s. Gear Technology would love to hear from any of 

the game’s original enthusiasts. 
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