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INTRODUCTION TO THE TERRAN ASCENSION

The United Powers League and the Exile

Founded in 2229, the United Powers League rapidly consolidated it’s grip on the majority of mankind. But even though the UPL had control over 93 percent of humanity, something no other empire in the history of mankind had ever achieved, they knew that their world, Earth, was dying. With almost all natural resources depleted during the bloody conflicts that predated the UPL and it’s own efforts to suppress and cleanse humanity, the already diminishing amount of natural resources had decreased significantly to the point where all resources would be depleted in a matter of decades, perhaps even less.

Confronted with this enormous problem, the UPL realized that the only chance it had, that the only chance humanity had was to find a way to exploit the riches of the other planets in the solar system beyond Earth. Rapidly, the space program, that had been halted decennia ago, was restarted and with the aid of dozens of billion of dollars in aid, it soon paid off. In 2254, the first UPL mining colony on the moon was officially started up and by 2269, there were several UPL colonies on the Moon, Mars and exploratory missions were organized to the asteroid belt beyond Mars.

Having tasted a slice of the pie, the UPL wanted more. Now that the initial resource-problems were solved, the leaders of the League were determined to find a way to stretch their influence beyond the borders of the solar system, into other worlds. However they also realized that to venture beyond the safety of the sun with their primitive spacecraft and inferior hibernation technology was much complex to risk their careers on. After all, even though media and therefore the populace was firmly under UPL control, the fellow leaders of the UPL Senate would not be as forgiving when an expedition of the UPL’s finest astronauts would fail and die miserably somewhere in the darkness beyond the edge of the solar system.

Lucky enough, a young and rather naïve scientist called ‘Doran Routhe’ devised a daring plan, in the hopes of achieving worldwide fame and financial compensations through it. His idea was to explore space using convicted felons who would be – most likely – more than eager to, instead of ending up being a victim of one of the UPL’s bloody mass-executions, receive a second chance on life. Even though Routhe thought he could keep his plans secret by bribing senators and generals, his ideas soon came to the attention of Section 6, one of the many divisions of the UPL’s increasingly large intelligence network. Once the Routhe’s plans were revealed to the select number of senators that had dealings with this intelligence network, they decided to allow Routhe to pursue his goals so that they could, through him, carry out their own agenda’s for humanity’s mad dash for distant stars.

Through the next months, Routhe continued with the first stages of his project ‘Giant Leap’ and even though he thought he could hide it from the majority of the senators and generals – those he had not bribed, that is – these senators and generals had, in secret, placed many of their own operatives amongst Routhe’s felons. In fact, once the cryo-carriers were launched, of the 40,000 criminals, 400 were in fact Section 6 agents. Not only this, but the Section also manipulated ATLAS and sabotages the carrier’s navigational equipment. All this to make sure that the goal of the expedition would not be Gantris VI but the galactic fringe were, so thought the generals in question – it would be far easier to conceal their own influence and it would take longer for the UPL to stretch its territory that far into space.

On January 23rd, 2270, Routhe launched four cryo-carriers from one of his private laboratories in the asteroid belt. Carrying approximately 10,000 humans each, they were by far the largest hibernation ships ever constructed.

On March 3rd, 2270, the navigational relay systems of all four carriers went down, never to come online again. Missing their target, the massive vessels went on their journey through space that would last for 28 years. 28 years and 60,000 light-years later the sabotaged ATLAS computer ordered the vessels to drop out of warp on the fringe of an inhabitable solar system. Even though the carrier Sarengo did not survive its descent, 32,000 humans among which 350 Section 6 operatives landed on three different worlds in the system, were they started their own struggle for survival.

The UPL operatives, being conditioned to utter loyalty and obedience to the UPL cause, integrated into the Koprulu societies silently, using their cunning to achieve top ranking positions within the three erected bodies. And as time went by and the old operatives grew old, they recruited new agents to continue their work: all either loyal to their cause or oblivious to the true nature of their work.

The Confederacy and the Pact

For decades, the three groups of Terrans remained oblivious to each other’s presence in the system. Having lost their ability to communicate with each other, they would not be reunited for 60 years.

Establishing their own colony, and later on sister colonies, the stranded humans on Tarsonis prospered. Being the only faction that still had possession of a working supercomputer – ATLAS, retrieved from the Nagglfar cryo-carrier – Tarsonis rapidly grew into a technologically reasonably advanced colony with one central government that mimicked the UPL back on Earth. As they developed second-generation sub warp engines, the Tarsonians started venturing beyond the borders of their own world, into the so far unexplored rest of their solar system.

In 2358, vessels from Tarsonis made First Contact with the other survivors of the Exile: first with the humans on Moria, then with Umoja. Exchanges in technology and stellar cartography followed but even though the Tarsonis Terrans increased pressure on the two other colonies, they would not form one central government. After a while, Tarsonis just gave up its attempts to establish a single ruling body and started colonizing other stellar bodies in the system. Growing into a flourishing colony with sister colonies on several other worlds, the Tarsonians renamed their realm the Terran Confederacy, again mimicking what little they still knew of the UPL back home. Thus, the Confederacy had a senate, a president, an army - and a large intelligence network which became known as ‘Nova Squadron’. And unbeknownst to those who ran the Confederacy, the top-ranks of it’s intelligence network were rapidly infiltrated by Section 6 agents and the select few that were trained by them.

But not only the Confederacy fell prey to the Section and its agents: also on Moria, were conglomerates and corporations ruled supreme and on Umoja, were humans tried to cling to a somewhat democratic system, the agents of the Section infiltrated the higher ranks. On Moria, this resulted in a vast network of agents in the myriad of corporations that ruled the planet. On Umoja, however, the Section got very little to no foothold at all, because the self-proclaimed ‘enlightened’ rulers of Umoja considered themselves too good to be sneaking around doing covert intelligence work. The Section never really got a grip on Umoja. This would yet provide a significant problem later on.

Now that two out of three major powers in the sector were under the influence of UPL agents, these agents secretly established a supra-governmental copy of the UPL’s Section 6, simply called ‘the Section’. 

Meanwhile, back on Earth in 2370, as Section 6 agents began their march to power within the Confederacy, their parent organization prepared it’s first mission to contact it’s employees. With no contact having been established for over 100 years, UPL generals became slightly concerned of what may have happened to the exiles. An experimental vessel was developed which could in theory bridge immense interstellar gap between the two sectors within two to three years. This vessel, dubbed ‘Hermes’, was launched April 17th, 2370, and arrived December 8th, 2372. Bridging the gap in roughly 2.5 years with one hundred men and women aboard, Hermes arrives at the fringe of the Terran sector and starts broadcasting a specific signal on the specific frequency that Section 6 had provided their agents with, 100 years ago. And not in vain, for within a month the signal is picked up by Nova Squadron operatives and relayed to the Section’s agents still in place within the squadron and from there to all the Sections agents in the sector.

On January 23rd, 2373, exactly 103 years after the cryo-carriers first started their long journey through space, humanity is once again reunified for the first time as Confederate and UPL agents meet aboard the Hermes, beyond the fringe of known Terran space. During this first top-secret gathering, the Confederates receive from their peers plans for the construction of a massive, experimental subspace communication array that would allow both forces to communicate with only a two-month gap, meaning that it now only takes two months to send a message from Earth to Tarsonis.

When Hermes leaves again thee months later, the Confederate Section agents have received plans on weapons, ship schematics and a vast set of missions to carry out. Their first objective: to gain control over the Confederacy in the name of the United Powers League. Their second objective: to gain control over all humans living in the Koprulu sector… in the name of the United Powers League.

The Guild War and the Fall of the First Confederacy

For another 77 years, both the UPL and the Confederacy developed, both technologically and biologically. The UPL, being aware of the mutations in the human genome that were more and more rapidly manifesting themselves in the Koprulu-Terrans, were very much interested in these genetic developments. Even though the UPL officially practiced the ‘sanctity of the human genome’ and eradicated all ‘impure’ mutations where they found them, the select few (more practical) generals aware of the situation in the Koprulu sector realized that they could use these mutations to their advantage. The Confederacy on the other hand was more interested in the UPL’s incredible technological superiority. During these 77 years, another 8 Hermes missions travelled to and from the UPL to the Confederacy. Increasing in speed and size, the Hermes-ships grew from being capable of ferrying one hundred men to the Koprulu sector in 2.5 years to being capable of ferrying three hundred fifty men in little over a year. During these more or less regular encounters, the two powers secretly exchanged technologies, information and cartography. To illustrate the mutual interest: this way, the Confederacy got its hands on cloaking technology while the UPL stayed on the level with the Confederacy when it came to genetic technology and even made significant progress into psi-based technologies, an area in which the Confederates had already made important developments.

Beyond the fringe of the sector, way out of reach of regular Terran forces, the Section established an immense subspace communications array that allowed them to communicate with the United Powers League, 60,000 light-years away. On a rocky planetoid in a system with only gas giants, the Section built a series of laboratories and machine shops were it worked to implement technology copied from the UPL into it’s own arsenal. 

One thing did not change during these 77 years, however: even though the Confederacy grew and grew until it was larger than the two other powers combined, Moria and Umoja stayed indepedant from the Confederacy. This was a thorn in the eye of the United Powers League, who’s operatives considered the ‘renegade’ exiles a risk that the Confederates took too lightly. Finally succumbing to increasing UPL pressure, the Confederacy launched a large-scale offensive against Moria in 2450. The ensuing conflicts over Moria and it’s interstellar assets would become known as the Guild Wars, which lasted for a decade and ended with the integration of the majority of the Morian mining guilds into the Confederacy. Even though to outsiders it seemed that Moria did not entirely lose its independence, in secrecy the agents of the Section gained control over the entire Kel Morian Combine, at which point the Section felt it was no longer necessary and even counter-productive for the Confederates to wage a war against Moria. Using it’s now almost complete control over both the Confederacy and the Combine, the Section ensured that both contesters signed an uneasy peace treaty. To the outside, again, it seemed that the Confederacy and the Combine had finally let the hostilities come to an end. It secrecy, however, the peace treaty included a secret clause that meant that the Combine was pretty much integrated into the Confederate command structure as a logistical entity. The Combine and the few dozen corporations that it was composed of were to provide the Confederacy with resources and machinery while, in return, the Confederates would stay out of Combine business. This secret clause was, again, another dummy for the lesser intelligence agencies of the Confederacy who did not know about the Section: it seemed as if the Confederates were to stay out of Combine business while in fact both the Confederacy and the Combine were already being controlled by the very same entity: the Section.

After the end of the Guild Wars in 2489, the Confederacy seemed stronger than ever. The only contestant left in the sector was Umoja and it’s newly found Protectorate army. However, little did the Umojan leaders know that, with the creation of an army that was supposed to ensure their independence they welcomed their unknown enemy into their midst. Because now that the Umojans started their army, they finally gave the dormant Section agents on Umoja the chance to do their job. Within a few months, the Section gained a firm foothold in the Protectorate and within three years, the top-ranks of the Protectorate were made up primarily of Section operatives. Thus, the Protectorate was essentially placed under control of the Section and the Terran powers in the Koprulu sector were united under a single flag – even though they did not realize it. To keep up a façade for the citizenry, every now and then forces of the Combine or Protectorate would skirmish with each other or with the Confederacy. 

The UPL was very much pleased with this course of events. In utter secrecy, back on Earth the generals and admirals of the League’s High Command prepared a final Hermes mission, this time not a secret one but a large group of ships that was supposed to arrive in the sector as ‘liberators’ for the exiled population. After the UPL had thus revealed itself to the citizenry of the sector, the Confederacy, Combine and Protectorate were to rejoice and a merging process would be started to integrate the three different entities into the UPL so that a single, enormous human sphere of influence could be established, with the Koprulu sector as a colony of Earth, with a single governor and senate in the shadow of the glory of Earth. This unification would be started in 2500 and should be finished somewhere around 2530.

However, before the process could even be started, it was already halted indefinitely in 2494. The reason for this was that Confederate forces had, on the fringe of Confederate space, detected a number of biological semi-intelligent aliens. Even though these aliens were easily captured and taken back to Tarsonis, Confederate military could not trace them back to a single source and some even predicted that these were only scouts that predated a large alien invasion. Paranoia grabbed the Confederates and the Section by the throat and the plans for integration of the various governing entities were postponed. Fearing that knowledge of the alien existence would upset the delicate balance of power they had worked so hard for to achieve, the Section retreated Confederate forces from the fringes of the sector. Instead, they manipulated the Umojan Protectorate into discovering the alien spores. As expected, the Protectorate directed a large part of it’s military to the study of the alien spores, and the Section directed most of it’s significant resources in the Protectorate to finding out where these aliens came from. This course of action would prove fatal for the Confederates.

The pirate militia known as the Sons of Korhal was a known nuisance to the Confederacy and the Section. Lead by the enigmatic Arcturus Mengsk, the Sons of Korhal sabotaged the Confederacy where they could while often operating under the protection of the Umojan Protectorate. Confederate forces had never managed to take out Mengsk on their own, and even though the Section usually knew, through their sources in the Protectorate, where Mengsk was hiding or what he was up to they had as of yet not found a way to take him out without making it really obvious that the Protectorate was deeply infiltrated by Confederate operatives, something that would at the very least mean a significant diplomatic crisis between the Confederacy and the Protectorate and at worst an all-out war between the two. As such, the Section for the time being had allowed Mengsk to continue his disruptive actions, especially since they did not really harm the plans the Section had with the sector.

However, with the vast majority of its resources bent to studying the invading aliens, Mengsk became a second priority. Since the Section did not pay enough attention, Mengsk managed to elude their view for the time being. Nobody in the Section really cared, for Mengsk was simply a terrorist without enough power to do any significant harm. This was another fatal mistake made by the Section.

In 2499, the host of the alien army now identified as ‘Zerg’ arrived in Terran space. Several fringe worlds were rapidly overrun and the Confederate central government fell prey to paranoia. Not knowing what to do, the Section  tried to get the Confederates on their feet, but before the Confederate army reorganized itself Mengsk surfaced on the Confederate home world of Tarsonis. Deploying a stolen Confederate psi-emitter on the surface of the planet, Mengsk drew millions of Zerg to Tarspmos, and with the planetary defences in disarray, Tarsonis was completely overrun by the Zerg in a matter of days. The Confederate government, Confederate Central Command and a significant portion of the Section’s presence in Confederate space were wiped out by the Zerg. And without a central guiding body, the many Confederate worlds openly revolted against their governors. Three weeks later, the Confederacy had totally collapsed, with the majority of its forces having defected to Mengsk’s newly erected Terran Dominion.

With the Section’s leaders dead on Tarsonis, the Section was in disarray and unable to prevent the Umojan Protectorate from joining forces with the Terran Dominion. In the meantime, Moria was ravaged by the Zerg and Umoja turned into a fortress-planet under solid rule of Prime Minister Jorgensen who reorganized the Protectorate to work closely together with the Dominion – at least at first glance – in keeping the Zerg at bay. Within a few months, the Section lost virtually all influence it had on the Protectorate.

A year later, almost everything the Section had achieved during two hundred years of covert work was ruined, devastated by the Zerg or undone by Mengsk and Jorgensen. Having lost almost all of it’s influence and several key leaders, the Section was in complete disarray. 

The United Earth Directorate, the First Fleet and the Second Confederacy

The Koprulu sector was not the only place facing panic and hysteria. Back on Earth, Section 6 has worked slowly but surely towards its goal of reunifying the two sectors. To do so, they had first informed the Senate and later the citizenry of the existence of the Koprulu sector and its inhabitants. And even though neither senate nor citizenry had a clue about how UPL generals knew about the Koprulu sector and how it could possess such accurate information, they knew better than to ask questions about such shadowy affairs. After all, people that asked too many questions had a tendency to disappear in UPL space.

Even though spreading the information about the Koprulu sector was a necessity for the reunification, it also meant that news of the alien invasion spread through the senate and the citizenry like wildfire. The rapid collapse of the Confederacy and the destruction of Tarsonis by the Zerg resulted in massive riots and a general outbreak of panic back on Earth and its sister worlds. The UPL had always portrayed the Confederacy in the news as being a slightly inferior but still rather accurate copy of the UPL itself, and now that the Confederacy was destroyed this fast, the citizenry lost all confidence in the UPL.

However, the UPL was not facing an alien invasion, and UPL High Command rapidly regained its wits. They had the riots suppressed in bloody paramilitary police action and went to work at regaining the confidence of the populace. After a long and exhausting round of negotiations with the various independent groups of colonies – most important of which the Coalition – the UPL announced an enormous change in its political and military structure. After all, without a true enemy, the UPL had so far relied solely on a paramilitary police force to maintain order on Earth and its many sister worlds. The new alliance of human worlds was called the United Earth Directorate and with some five hundred billion humans under it’s rule it was by far the largest empire in human history.

As the United Earth Directorate went to work on creating a massive army using top-notch technology, High Command realized however that all their work in creating a single human empire would have been in vain if they let the Confederacy and the Section die in the aftermath of the Zerg invasion and the Dominion takeover. 

After a few months of intensive analysis of the situation in the Koprulu sector, the Directorate bent a large part of its considerable resources towards the construction of an expeditionary fleet. This fleet was sent out to the Koprulu sector, and although it  made use of primitive Koprulu technology copied straight from the databanks the Section and the Confederacy had provided them with, it managed to make the dash for the sector in little over a year.

Thus, forty-thousand human soldiers arrived in the Koprulu sector under the command of the enigmatic and brilliant admiral Edward DuGalle. For as far as the general populace knew, their job was to subdue the alien threat in the name of humanity and to defeat the vile rule of the oppressive, self-proclaimed Emperor Mengsk I. Their true job was, however, to aid what little was left of the remnants of the Confederacy and to re-establish the Section. To achieve this goal, the fleet was accompanied by experts of Section 6 (which was, after the restructuring of the UPL, renamed Directorate 13). These experts left the fleet as soon as it had taken up position over Braxis and were accompanied by a small cadre of elite UED scientists. They met up with an equally small force of Section agents who escorted them to a nameless asteroid beyond the fringe of the sector, in a system composed solely of gas giants. 

Meanwhile Confederate Section operatives general Robert Lee (former member of Central Command) and colonel Jackson Hauler (former commander of Nova Squadron) took command of the few renegade Confederate outposts that were left and slowly but surely introduced the leaders of those outposts to the ideas behind the Section, so to prepare them for the arrival of the UED forces. By the time the UED experts arrived at the Section’s secret outpost, the Confederate leaders – baffled but delighted by the idea of receiving much-needed military aid – awaited them to sign the Jovian Treaty which would become known as the First Step to the Unification: an alliance between the Directorate and the Confederates. 

A few months after the arrival of the experts, the UED fleet was destroyed by the Zerg. This however was a calculated risk, for the real UED force had yet to arrive. 

The Terran Dominion rose to power and repelled endless waves of Zerg. After five year of almost constant combat, the Dominion had carved out an empire for itself. The moment it was clear that the Dominion was here to stay, the now restructured Section contacted what little operatives it had left in the ex-Confederate now-Dominion forces. These few operatives provided the Section, the Confederates and the UED with invaluable information concerning Dominion tactics and technologies. After seven years, the first results of the intensive Confederate/UED collaboration began to roll off the assembly lines. These were the first weapons for the Second Confederacy, an empire that was to take back what the Dominion had taken from the first Confederacy. Almost at the same time, two dozen Hermes-class vessels arrived at the fringe, having only one mission: to establish a fortress-planet for the Directorate… and a massive warp gate with which the UED would be able to warp in all the manpower, firepower and resources it would ever need to once and for all subdue the alien threat and the Terran exiles.

Finally now, the deaths of millions of Confederate citizens and thousands of Directorate soldiers will be avenged. 

Now is the time to stand strong, flex muscles, sharpen minds and load weapons.

Now is the time for heroes.

Now is the time for the Terran Ascension.
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Captain Yozias Van Pelt, leader of 9th Company “Pelts Pistols”, 51st Division, 2nd Armoured Infantry Army. Here seen in full UED Storm Marine armour moments before the 7th Battle of Braxis, during which Pelts Pistols raided a Dominion research facility and liberated a large shipment of Tarsonian Ale.

THE UNITED EARTH DIRECTORATE
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Badge of the United Earth Directorate showing a shield encasing, on top, three white stars on a field of blue which represent the three political entities within the Directorate: the President, High Command and the Colonial Assembly. Beneath the blue bars are shown seven red and white ribbons (the colours of the Coalition), merged with the logo of the old United Planetary League (a Phoenix emerging from Earth). Combined it represents the unity and strength of the newly formed UED. This badge is shown on the supreme flagship the UED Genghis Khan and all capital-class vessels under UED command, as well as it is ever-present throughout official institutions everywhere in UED territory.

The United Earth Directorate is by far the largest and most powerful empire in human history. With well over five hundred billion citizens spread over 625 worlds in 524 systems, the UED possesses unparalleled and virtually unlimited resources and since it is lead by a authoritarian central government it can act determined and fast. Only flaw: the UED happens to be located 60,000 light years away from the battleground, a distance which renders it unable to effectively deploy it’s vast resources Even the fastest vessels in the arsenal of the Directorate still have to travel for more than a year to arrive in the Koprulu sector.

Over the years, the UED and it’s predecessor, the UPL, have kept a close eye on the development of the Koprulu Terrans. They bore silent witness to the founding of the Terran Confederacy and the Koprulu counterpart of the Section. They never intervened directly with the Koprulu Terrans, not even when the Confederate’s blew up Korhal. The UPL was content to observe the largely unwitting colonists without directly interfering with their affairs. UPL High Command sat back and waited, monitoring the progressing infiltration of both the Confederacy, the Protectorate and the Combine while indirectly supplying the Confederacy with the means it required to achieve the sole goal that High Command had: the reunification of all of humanity on the long term. With the Confederacy pretty much under UPL control, there was not much that could hamper the League’s efforts.

However, the arrival of the aliens and the subsequent decimation of the sector and the destruction of the Confederacy, the successor of the UPL, the UED, was forced to take a more pro-active stance in both the unification of humanity and the eradication of any alien threat to humankind. Facing a legacy of hundreds of years of relative peace, the UED found that it was nowhere near capable of repelling an alien invasion. With no true enemy to fear, the UPL had relied on a paramilitary police force to keep the peace in it’s increasingly large sphere of influence. Facing nothing but a few renegade colonies and some loose pirates, the military readiness of the UPL was at an all-time-low.

Facing the threat of an alien invasion of Earth itself, the Directorate immediately bent most of its considerable resources towards the construction of a massive armada capable of repelling this possible invasion of the mother world. However this was only a solution to the more indirect part of the problem. The other problem was: how to deal with the Koprulu Terrans. The official stance of High Command was that these humans were expendable and not really worth the effort. Unofficially however, UED science had profited highly from Confederate research into genetics and psionics, and the majority of the Directorate’s top-secret researchers urged High Command to take action so that this source of intel data could be preserved. Next to this there was a small but influential faction within High Command that asked for immediate action so that the resource-rich and potent Koprulu sector could be brought under UED command. This final argument was brought under the noun of ‘Reunification of Humanity’, and it finally swayed a majority of High Command into taking immediate action to preserve what little there was still left of the Directorate’s influence in the sector.

To gain more time to prepare for an invasion and to relieve the UED’s Confederate allies, an expeditionary fleet was sent out to the Koprulu sector. Although this fleet made use of primitive Koprulu technology, the Directorate was more than surprised when they saw that the fleet nearly succeeded in pacifying the sector – that was more than what was expected. And even though the fleet was unsuccessful and eventually obliterated, UED scientists had already made their way to the Section and to Confederate outposts in the sector, forging in secret an alliance with the Confederate survivors. 

Now, a second fleet has established a solid foothold on the edge of the sector. There they have, with the aid of Confederate scientists and stolen Protoss warp-technology, constructed a massive warp gate. By the time this gateway is finished, UED technicians back at Earth would have finished their own warp gate, and activation of the two gates will allow the UED to warp in the Third Fleet, the Fourth Fleet, the Fifth – and all the other fleets necessary to take over the sector.

The new UED army is the largest and most powerful army in Earth’s history, and one of the most quickly assembled ones as well. It deploys extremely advanced technology and consists of five hundred thousand eighty nine divisions of over one thousand men each – and this number is growing each and every day as daily more men and women sign up. This military might is combined with the Navy, which boasts over sixteen thousand Battlecruiser squadrons and countless smaller warships. Every day, more cruisers are finished by the Directorate’s wharves which are working day and night to produce more and more efficient weapons for the human cause. 

As you can tell, the Directorate forces rely mainly on all-out force without too much complications. It does not have much to do with sneaking about, and it does not want to either. The largest part of it’s intelligence gathering in the Koprulu sector is done by the Confederates and the Section or, in case the Directorate wants something without having to rely on it’s allies for any reason, by the few highly trained Special Operations units the Directorate has deployed in the sector such as the Free Marines or the Banshees. The Directorate’s intelligence however is usually found working closely together with it’s Confederate allies.

It’s main goals are the destruction of the Terran Dominion and the subjugation or eradication of the alien presence in the Koprulu sector. Even though Edward DuGalle chose to side with Mengsk during his last-ditch effort at exterminating the Zerg, High Command considers Mengsk a traitor who has sided with aliens and an enemy of humanity who must be vanquished if possible. DuGalle’s short-lived alliance with Mengsk is therefore considered an ‘error in judgement’ by the admiral: Directorate forces are to engage the Dominion and defeat them as fast as possible. Next to this, the UED has ordered the complete extermination of the Zerg, to the last creature. No Zerg is to be left alive for, as general Sherman of High Command put it “humanity will never be free of the threat of an alien invasion as long as one of those bugs is allowed to live”. Concerning the Protoss, UED policy is simple: get out of the way or die. The Protoss are to no longer interfere with human matters and perhaps then High Command will decide to leave them alone.

And with the aid of an entire secret army in the form of the Confederacy, with warp technology rivalling that of the Protoss, with the largest standing military and capital ships capable of destroying a moon, who is to stop them?

The Technology of the Future

Ever since the discovery of alien life in the Koprulu sector, Directorate laboratories and military development facilities have been churning out plans and schematics for new technologies and weapons. Under ‘Project Aegis’, the development of military technology was kick-started again and the considerable investments the Directorate has made in the field of military research are beginning to pay off nicely. In addition to those technologies that were developed in cooperation with the Directorate’s newly found Confederate allies, several technologies have been developed with the military in mind. Not the least of these new technologies is the T-Space field, a spin-off of warp-gate research conducted by the Directorate. Directorate forces are already extensively using these fields in various weapons systems, and the use of T-Space is expected to increase in the future. 

In addition, the UED has a huge number of ground troops. These are the people who must get down and dirty with the enemy and risk their lives amid the blood and dirt of actual combat to defend humanity from the alien onslaught. Contrary to tactics deployed by the Dominion, UED Supreme Commanders never forget that their soldiers are citizens and that they have a duty to, when possible, preserve the lives of those citizens. This comes to the fore in several ways.

UED troops are always given the best possible training they can get under the circumstances. They are taught a lot about self-preservation on a battlefield squirming with alien warriors. You won’t see human wave attacks from a Directorate army. In keeping with this idea, the Directorate’s forces are usually issued heavy body armour and protective shielding. The cost of such equipment is, in the eyes of High Command, negligible compared to the cost of training another soldier.

On the battlefield, most of the UED’s front-line troops are squads of soldiers deployed by rapid-insertion vehicles. They are ferried to the front by Ranger or by Cheetah and dig into their position on arrival. Meanwhile, the navy is supposed to gain space superiority, softening up the enemy before the troops go in. To achieve this goal, the Directorate has amassed a huge fleet consisting of a wide range of vessels that can be deployed in various situations.

Because of its reliance on mobile and airborne warfare, the UED does not have that many armoured divisions. Those vehicles which it does possess are either multi-role attack craft or adapted for quick skirmishes or reconnaissance, not for taking on enemy tank armies. Always expect a UED attack to come through the air. Once the air is brought under Directorate control, troops will move in under a protective ‘umbrella’ of fighters and secure the area. Those few vehicles deployed will back up the soldiers were necessary and conduct surveillance of the perimeter.

UED Army Structure

The Inter Planetary Forces (IPF), as the army is officially called, consists of two major parts. Tactical Command (TACCOM) commands the bulk of the ground-forces and the Office for Strategic Operations (OFSTROP) has command over the movement of these forces from site to site. The insignia of the IPF is the Directorate eagle hovering over a blue-green planet.

The IPF’s primary unit is the division. A division numbers roughly one thousand soldiers and a varying number of vehicles and support personnel, meaning that a division can in the end consist of more than ten thousand men. The soldiers of a division are divided in ten companies (100 men) which are lead by a captain. Each company consists of ten squads (10 men), lead by a sergeant. At the head of each division stands a brigadier-general or, in some cases, a colonel. For a single campaign usually several divisions work together, in which case the various generals are accompanied (and commanded) by a Lieutenant-General. Of course all generals, captains and sergeants have their own staff, varying from a single corporal in case of a sergeant to a dozen men for a Lieutenant-General. In the end, the commanding officers answer to TACCOM which is directly controlled by High Command. 

UED ARMY UNITS

STORM MARINE

Although expendable, the Koprulu-style brainwashed criminals deployed as Marines by the UED expeditionary army proved themselves to be incapable of dealing with combat situations. They either went crazy after a number of fights, or they became psychopaths due to the frequent use of stimpacks and in general they were butchered by the alien forces in the Koprulu sector. This clearly was not working. A radically different approach was necessary to assure victory, and to avoid having to rely on former criminals and psycho’s for the much-needed defence.

From the paramilitary police force back on Earth, the UED army recruited the best soldiers they could find. An extensive recruiting campaign was set up, not to find young and inexperienced soldiers but to get highly experienced veterans to join up. The UED offered a salary so high no mercenary could refuse, they promised a bonus for every soldier who managed to kill an alien and most of all: they promised not to check out the pasts of those who joined up. The result was that a large number of former pirates, mercenaries and other scum joined the army.

UED High Command was delighted. Not only were they gaining veterans with plenty of combat experience, they were also cleaning up the rims of their territory, where pirates, bandits and mercenaries had been hiding, fighting both each other and occasionally the UED police. The UED Marine Corps was largely restructured, the brainwashed criminals were sent home and a new kind of soldier was incorporated into the UED army: The Storm Marine.

Not only were these new soldiers already veterans before they arrived in the Koprulu sector, they are also assisted by the most modern personal weapons and are protected by highly advanced armours. They are often equipped with jump jets, allowing them to jump onto cliffs and avoid enemy melee units, or take out enemy units from above. The Storm Marine is protected by a flexible but solid exoskeleton that allows them to move faster than Koprulu Marines. The exoskeleton surrounds nearly the entire soldier, and incorporates a heads-up display, a wrist computer, an advanced communications module and an automatic aiming- and repair system. The exoskeleton nearly doubles the weight a single soldier can lift and allows them to run for hours without getting tired.

Teams of Storm Marines often go back a long way (quite often teams share less legal pasts in various shady rogue militia’s from the fringe). The feeling of belonging together is encouraged by High Command who wants its soldiers to take care of each other. To enhance the feeling of belonging in a team, each individual company is allowed to customize its uniform with its own badge. Companies often take their own names as well, like Ryder’s Raiders, Shimizu’s Butchers or Yossarian’s Yahoo’s. In the field, Directorate forces are known to customize their equipment even further, adding new paint schemes to their armour. As long as it isn’t contra-survival or bad for morale, High Command allows it.

Purpose: Heavy Infantry

Armour: Sandia Defence “Aegis” type-4 exoskeleton.

Armament: H&K-25C “Terminator” laser cannon. The H&K-25C is the latest on personal weapons: a portable type-3 nitrogen-cooled laser cannon. The 25-C has an extremely low cool down rate: even the thickest armour will succumb to the barrage of lasers sooner or later – and usually sooner.

Jump Jets: Yet another advantage of the exoskeleton worn by troopers is that they can be outfitted with so-called Jump Jets: small rocket engines capable of lifting a soldier off the ground for a limited time. This allows infantry to escape dangerous situations relatively unharmed, jump onto steep cliffs or mow down enemy melee fighters from above.

Personal Defence Matrix: An interesting development in personal defence, the PDM is capable of generating a temporary energy shield that protects the Storm Marine from virtually all damage for a short amount of time.

YEAGER

Facing an all-out Dominion armoured assault against the newly erected Directorate outposts in the Koprulu sector, UED High Command decided that a quick and reasonably cheap way to take out armoured vehicles fast was required in order to prevent the Dominion from preventing the ‘liberation’ of the sector while the UED presence in the sector was still in it’s infant stages. The solution to this problem is, at least according to High Command, the Novograd Corporation’s ‘Javelin’ portable missile launcher. The Javelin is light-weight and easy-to-use, making it excellent for operations in the field. It has a magazine containing six missiles which can be fired rapidly after another, but requiring reloading after the magazine is depleted. Usually two or three soldiers will work together to overcome this reloading time. Though a useful weapon, the Javelin launcher requires quite some training before they can be properly used and hence they are used primarily by the specialized ‘Yeager’ infantry of the 56th, 57th and 59th armoured infantry divisions, who are commonly known as the ‘Blitzers’.

The Blitzers are specialists in taking out tanks. They love it, and have a reputation for being complete maniacs. After all, most human soldiers have grown fond of large and well-armoured vehicles with lots of weapons on them, and most people would think twice before getting into the way of such vehicles. Not the Blitzers: they live to destroy large and heavily armoured things, the bigger the better. They are mad enough to believe that in hand to tank combat, there can be only one winner- them! Yeager-infantry usually carry a heavy magnetic demo-charge just in case they happen to come across something that needs destroyed. Yeager-infantry wear a special version of the Aegis Combat Exoskeleton, which does not have the jetpack upgrade but which is extra resilient to damage caused by explosions. Usually they wear a smiley face painted on their forehead. Don’t ask, and certainly don’t ask them to wipe it off.

Purpose: Anti-Armour infantry

Armour: Sandia Defence “Aegis” type-5 exoskeleton. The type-5 does not have the jumpjet option the type-4 has, but it does have an additional reinforced composite layer that adds extra protection from explosions.

Armament:

1 x Novograd Corp. ‘Javelin’ Anti-Armour missile launcher. The Javelin is somewhat effective against aerial targets beneath two kilometres as well.

1 x HK ‘Equalizer’ handgun. For a handgun, it has a surprising amount of stopping power and is quite effective at even medium range. Against more than light armour however the gun is nearly useless.

Personal Defence Matrix: Like the Storm Marine, the Yeager can be outfitted with a PDM generator. The PDM is capable of generating a temporary energy shield that protects the Yeager from virtually all damage for a short amount of time.

Demo Charges: These are basically huge, high explosive grenades favoured by Yeager-teams against tanks. They are circular canisters with a magnetic base on one side and a ten-second timer on the other. The favoured method of using is to deploy them, dive for cover and wait for enemy armour to roll over them. More maniacal people activate them and throw them at their enemies. Every Yeager can carry two charges.

NOTE: Based on the ‘Yeager’ from the old ‘Terran Units Thread’ at scii.org’s forums. 

PLASMATICA

The most deadly combat vehicles developed by the United Earth Directorate have stiff competition from women – women known as Plasmatica. Until the women of the 26th century donned their cybernetically enhanced battlegear, men did not know the wrath of a truly angry woman. The sheer, formfitting nanological diamond mesh armour enhanced the beauty of the Plasmatica. Her 55mm plasma cannons reminded everyone she encounters the cliché that beauty is only skin deep though.

The UED army has always been dominated by men. Whereas women could get a place in the fleet when they tried hard enough, the army has always looked at women with some disdain. They were good enough as medics, but soldiers? No thanks. This attitude changed when doctor Naomi Tzu, one of the few female military scientists working at Cybertronics single-handedly developed the so-called ‘Multi nanite-Enhanced Cybernetic Combat Armour’ (or MECCA). Not getting the respect and recognition she expected from her colleagues, she hijacked the MECCA prototype and deployed it in a UED training exercise. During this exercise, she managed to neutralize an entire platoon of Storm Marines on her own. She did not only impress the Marines, but the colonel overseeing the exercise too. The colonel informed UED High Command and within weeks, the MECCA gear was taken into production and High Command ordered the formation of a new infantry division: the Plasmatica.

Although taken into mass production, the MECCA gear is still extremely expensive. Therefore, Plasmatica agents are only deployed in extreme cases. But they have proven themselves extremely deadly in the few occasions that they were involved in combat. With their plasma cannons they can literally tear enemy forces apart in the blink of an eye.

Purpose: Ultra Heavy Infantry.

Armour: MECCA diamond mesh armour.

Armament: Spandau ‘VULCANUS’ 55mm plasma rifle. The VULCANUS keeps balls of plasma concentrated inside a magnetic field which collapses once impact with a target is achieved, thus enabling the Plasmatica to hit targets on long range with burning balls of plasma. Since the plasma is only released upon impact, a maximum amount of damage is done to the target.

Personal Defence Matrix: Like the Storm Marine, the Plasmatica can be outfitted with a PDM generator. The PDM is capable of generating a temporary energy shield that protects the Plasmatica from virtually all damage for a short amount of time.

RANGER 400

Ranger is the Directorate’s best-known maker of off-road vehicles. The Ranger 400 is the military version of the manufacturers All-Terrain-Vehicle, which was originally designed for tough work on industrial planets, where reliability is a requirement simply because when the next service station could be hundreds of miles away, you do not want your car to break up. The Ranger 400 has a large, powerful engine, six huge balloon tires (solid and virtually bullet-proof), astounding suspension (independent for each wheel) and very little comfort for the occupants. Nevertheless it is an extremely reliable vehicle which has a reputation for never breaking up and the five inches of silksteel armour provide enough cover without sacrificing too much speed. The Ranger can carry two soldiers into (or out of) combat and mounts a huge eight-barrelled LLC-88 nitrogen-cooled type-5 laser-battery which can target both aerial and ground-based targets and which is ideal for close combat support.

TECHNICAL DATA:

Class: Close Combat Support Vehicle

Crew: 2 (1 Driver, 1 Gunner) (optional: two soldiers)

Mass: 2 tons

Engines:

- Conventional engine: 75 PU

Movement: Wheeled

Armament: LLC-88 nitrogen-cooled type-5 laser-battery.

Nanite Packs: The Cyberwerx-manufactured nanite packs can be distributed amongst wounded soldiers. The nanites are programmed to repair damaged human tissue, fractured bones, internal hemmorages and basically all other possible wounds. Each ranger can carry five of these packs, but they can be resupplied at a Cloudbase Academy.

Roswell labs / Cybertronics FTL ‘SPECTRE’

To complement their new military doctrine of flexibility combined with brute power, the Directorate wanted a weapon that did not only possess massive firepower, but that could also be deployed rapidly wherever it was needed. The old Siege Tank did have the firepower, but not the flexibility demanded by High Command, and scientists couldn’t find a way to properly combine armor and firepower with the needed speed and agility… Until Roswell Labs came up with the initial design for a T-Space generator. Here at last was the breakthrough the UED had been looking for. Roswell Labs already had an impressive reputation for its research on unconventional propulsion, its first experiments dating back to the end of the 20th century, and the T-Space generator was a spin-off off its research into Protoss warp gate technology.

The Roswell Labs team working on the T-Space generator was brought into contact with Cybertronics, another advanced weapons research company. Their job: to design an assault craft that could be used in both defence as well as during an attack, and that could be deployed everywhere within a matter of moments. After initial attempts to integrate all these into a tank-like craft, the development team chose a radically new direction. Combining the next generation in anti-grav research and gyroscopic stabilizers with experimental space-folding techniques, the Spectre is the culmination of basically all the advanced technologies the UED is researching. 

Not aerial, not ground-based, the Spectre is the latest development in mobile warfare. Capable of travelling at approximately three hundred meters above the ground as well as levitate mere feet above the surface, the Spectre is the UED’s most recent and most advanced multi-role attack craft capable of swift strikes at virtually all sorts of targets. With the help of the T-Space generator developed by Cybertronics the Spectre can move across vast distanced in the blink of an eye. Up to this moment, scientists have been able to move the vehicle instantly across two thousand kilometres without any significant negative effects, and the scientists working on the project are confident that, given enough time, they will be able to increase its range to extend across entire planets, perhaps even solar systems.

TECHNICAL DATA:

Class: Experimental Heavy Armour

Mass: 100 tons

Dimensions: 17m x 5m x 4.75m 

Crew: 4 (1 Commander, 1 Navigator, 2 Gunners)

Armament: 2 x Mass Driver Cannons. The MDC is a very effective and spectacularly looking weapons system that is equally effective against basically all sorts of targets. The weapon deploys a type-3 laser beam to target the enemy, after which a tungsten-tipped projectile is fired at nearly light speed. The laser impacts on the target mere milliseconds before the actual projectile hits, but is still strong enough to often cut straight through lesser armoured targets.
Speed: 400KM/H 

Engine: Buffalo IV Fusion Reactor

- Conventional engine: 200 PU

- T-Space engine: PU Rating Not Available

Movement: Anti-Grav

Levitate: The Spectre is a hybrid between a tank and an aircraft and is fully capable of travelling high above the ground. When in combat situations, the vessel does not go higher than 300 meters however to prevent it from being targeted by anti-air defence systems. When airborne, the Spectre can only be targeted by aerial units capable of travelling at low altitudes or by ground based defensive systems excluding stationary AA equipment.

T-Space Travel: Each Spectre is outfitted with a device capable of folding space and time. Once activated, the tank will enter T-Space and emerge at the selected location (the target location must be properly identified to prevent the vehicle from materializing in solid rock). Once materialized, deactivation of the T-Space field will take some time, depending on the distance travelled. Until the field is deactivated, the vehicle will not be able to move or attack – but it cannot be targeted by enemies either. Small units unfortunate enough to be caught inside the T-Space field once the craft emerges will be sucked into T-Space and will be lost forever.

Cybertronics “YGGDRASIL” T-SPACE ARTILLERY BEACON
Another devious unit from the Mars-based Cybertronics corporation. Cybertronics, whose base of operations is a vast area (ten thousand square miles) of the Red Desert on Mars’ northern hemisphere, has a unique position in the UED military structure. It is the only military company which is not tightly controlled by the Directorate. In fact, Cybertronics is not controlled at all. Some two hundred years ago, the brilliant doctor Ignatio Vega leased the entire, until then unexploited Red Desert from the UPL for almost nothing. In return, Vega established Cybertronics, a company devoted to military research into basically everything. Over the years, Vega’s complex in the desert grew larger and larger and is now commonly known as Cyberopolis. It is off-limits to all visitors except the highest echelon of UED officers and R&D personnel. People tempted to sneak a look at this complex, which houses the most advanced production plant on Mars, should think again, for it is also one of the most heavily fortified areas of the Sol System. A complex web of sensors and electronic scanners lies for miles around. Robot controlled drone aircraft sweep the skies, searching for intruders with unblinking camera eyes. The whole area is dotted with fortified bunkers containing all sorts of automated defence systems and combat robots. Very few really know what Cybertronics is doing here, but they sure fear anybody taking it away from them. It is rumoured that Cybertronics has signed a secret treaty with the UPL that prevented the UPL – and prevents the UED – from interfering with Cybertronics business.

The “Yggdrasil” is a wily variation on the ancient artillery-concept of delivering a projectile over long range. The Yggdrasil system is composed of two parts: one massive base cannon which is usually located deep inside a Directorate base and can hence hardly be destroyed. The second part is an expendable drone unit simply called ‘Artillery Beacon’. This unit is a seemingly insignificant drone, some three meters in diameter, which has no weapons of its own. However, this unit can be deployed, at which time it becomes an advanced static sensor which can not only detect cloaked units, but which can also act as a T-Space beacon. This means that the real Yggdrasil cannon can use the beacon to lock onto enemy units and open fire on them by using a T-Space conduit not unlike the one deployed by the Directorate’s PlasmaBlast facilities.

TECHNICAL DATA:

Class: Experimental Guidance Beacon

Crew: NONE

Mass: 0.25 tons

Engines:

- Conventional engine: 20 PU

Movement: Anti-Grav

Detector: This unit is a short-ranged detector when deployed.

Act as Artillery Beacon: This allows the Beacon to act as a guidance for the Yggdrasil T-Space artillery system.

Lockheed/Montana ‘AVENGING EAGLE’ UAV

Directorate High Command has come to realize that gathering intelligence is a dilemma: gathered data on enemy movements is invaluable and cannot be missed in any military campaign. However usual light military vehicles gathering such intelligence are extremely vulnerable to attack. Even though their speed and expertise often got UED recon-teams out of trouble, almost just as often they were caught by enemy forces, something that is definitely not good for troop morale.

The solution was provided by Lockheed/Montana, an ancient corporation that predates even the United Powers League. They provided the UED with an extremely advanced Unmanned Aerial Vehicle outfitted with high-tech sensors, an almost infinite action radius and an optional cloaking device. This vehicle, the ‘Avenging Eagle’, was immediately incorporated into the Directorate army and has served ever since with great success. It is capable of providing High Command with excellent intelligence data. An additional upgrade allows the Avenging Eagle to carry up to three Hellfire XIV armour-piercing missiles, capable of taking out armoured targets. The Avenging Eagle usually circles high and undetectable above enemy territory.

TECHNICAL DATA:

Dimensions: 3m x 2.5 m x 0.60m

Class: Unmanned Aerial Vehicle

Crew: NONE

Armament (optional): 3x Hellfire XIV AG missiles.

Mass: 700-1500 KG

Engines: 10 PU

Movement: Ion Propulsion 

HELLFIRE Guidance System: This optional guidance system allows the Avenging Eagle to engage ground-based targets with Hellfire missiles.

Detection Grid: The advanced sensors the AE is equipped with allow it to act as a detector for Directorate forces. Eagles equipped with such an array will function as permanent detectors.

Cloaking Device: This low-energy cloaking device allows the Avenging Eagle to hover undetectable even directly above enemy forces.

“We must do everything in our reach to pacify the Koprulu sector. Failure to do so will mean that humanity will never be free of the threat of being attacked and overrun by alien species. We must strike now, with all our force, and eliminate this threat once and for all. And those that are not with us, are against us. If human forces get in our way, they must be eliminated, for we must not tolerate anybody to interfere with our duty! The fate of the Earth, of humanity itself, is at stake here!” – General Joseph B. Sherman, member of UED High Command. Excerpt from a speech Sherman delivered for the High Council. A massive ovation was his part.

UED Navy Structure

The standard organizational unit of EARTHNAV (the official name for the Directorate’s fleet) is the Battlecruiser squadron. This basic unit usually consists of a few capital class ships and a host of smaller ships as well as several squadrons of fighters. A typical squadron has three Battlecruisers (one of which acts as the squadron flagship), ten frigates, twenty to forty corvettes and several wings of fighters. All ships (save the fighters) are capable of faster-than-light travel and can move from system to system independently. If additional firepower is required, five more frigates or an extra Battlecruiser can be assigned to a squadron. The amount of fighters accompanying a squadron depends on the task assigned to the squadron and can vary from only a single fighter wing  to seven fighter wings for heavy combat-oriented missions. A fighter squadron consists always of 10 fighters, and a wing usually consists of ten to fifteen squadrons.

A Battlecruiser Squadron is commanded by a Commodore. Fighter pilots who control the Directorate’s drone-fighters are usually Flight-Lieutenants and larger ships are commanded by a Captain, but depending on the size of the vessel the captain can indeed be a captain (in case of corvette) or a Flight-Colonel (in case of frigates) or a commodore (in case of cruisers). However when acting in a fleet, all chief commanding officers have the rank of captain except the commodore who leads the fleet (this all to prevent authority problems in the chain of command). Usually several Battlecruiser Squadrons work together during fleet operations, in which case five Battlecruiser Squadrons (called a fleet) are commanded by a Rear-Admiral, and if  multiple fleets are working together the supreme command is in the hands of an Admiral.

NOTE: The designation “SECOND FLEET” can in this case be somewhat confusing. Second Fleet is simply the name given to the renewed UED presence in the Koprulu sector  and has not much to do with the organization unit called ‘fleet’. The Second Fleet consists of many other ‘fleets’.

UED NAVY UNITS

Westfield LTD. R1 “HYENA”

Westfield Ltd.’s is a company with a history in the field of semi-intelligent computers and the integration of these computers in military vessels. Westfield was partially responsible for the construction of the ATLAS computers. Westfield worked together with Cybertronics on the PROMETHEUS computer which was in turn responsible for the destruction of the Aurora-colony and the death of thirty-seven-thousand colonists during the Cybrid uprising. Since then, Westfield Ltd. has been under extensive government surveillance to prevent such incidents from happening again. Nevertheless, Westfield has been allowed to continue their valuable research and their latest product is the R1 Cheetah light robotic fighter, which has been developed in the joint Confederate/Directorate ‘Cyberwerx’ weapons project.

The objective of the Hyena is to achieve air superiority as fast as possible. The Hyena does not have a pilot, but is guided by an advanced set of command protocols and a direct uplink to the UED’s nearest mainframe, enabling these swift and small fighters to operate virtually autonomous without the need of human guidance. Although they are lightly armoured and do not posses much firepower, swarms of these fighters can overcome most enemy defence with negligible casualties. Note, however, that due to its small size the Hyena has not been equipped with anti-grav generators. Therefore, it cannot hover stationary at a certain position, but will be forced to circle around targets or positions much like the Avenging Eagle.

TECHNICAL DATA:

Class: Light Robotic Fighter

Crew: None.

Mass: 7,13 Tons

Engines: 800 PU

Streamlining: Yes.

Capable of atmospheric travel: Yes.

Armament: Confederate-made ‘Cyberwerx’ Double Gattling laser pulse cannons mounted in front of the craft.

Leeches: Leeches are a spin-off of the research into de-infestation technology. These Leeches are nanite robots that are designed to attach to the armour or carapace of enemy units and will then slowly tear away this armour until the target has no armour left, at which moment the nanites will start tearing the unit apart piece by piece until it is destroyed. They can be targeted at virtually all units and buildings, with the exception that they cannot penetrate shields. A leech pack can be targeted at a certain location and will explode at that location, spreading nanites that will infect all nearby units.

Heinkel Aeronautics V2 “CHIMERA”

After the destruction of the Expeditionary Fleet, UED High Command concluded that Terran fleets were horribly vulnerable to alien attacks. While capital vessels had plenty of armour and firepower, they lacked the agility to take on the vast swarms of enemies encountered in the Koprulu sector. And virtually all Terran fighters failed miserably: they lacked the armour to keep enemies at bay and even the best starfighters in the fleet were eventually outmaneuvered by the Zerg. Only one vessel proved itself capable of being a serious threat to its enemies: the Valkyrie Missile Frigate. But these vessels were expensive and lacked the air-ground capabilities of other vessels. They were very sparsely used as most commanders preferred all-round vessels above the specialized anti-air Valkyrie.

UED scientists went back to the drawing table to redesign the Valkyrie. However, they could not find a way to split the two requested abilities (AA and AG) properly into a single vessel. Whenever they designed a prototype with effective anti-ground weaponry, they had to sacrifice some of the AA abilities. When both abilities were built into a single vessel, they either ended up with a craft too slow to be of any use or with a craft lacking the armour to sustain any damage at all. Ultimately, a former Coalition scientist came up with a radical change of plans. Inspired by the submarines deployed by the naval forces of old, he proposed a new vessel that should be able to engage enemies at close range.

A new prototype was developed, and dubbed the “Chimera”. This new vessel was equipped with a Coalition-inspired new cloaking device (the first able to cloak a frigate-class vessel) and extensive anti-matter torpedo batteries. These torpedoes were only short ranged weapons, but their Protoss-inspired anti-matter warheads can cause massive damage. The Chimera can close in on enemy fleets while cloaked, and unleash a barrage of torpedoes from close range onto enemy vessels. Because of the close range attack, enemies will not be able to avoid the attack and take the full beating of the torpedo salvo.

TECHNICAL DATA:


Class: Corvette

Crew: 10

Mass: 2,125 tons

Engines:

- Right engine rating: 5,000 PU

- Left engine rating: 5,000 PU

Streamlining: Yes.

Capable of atmospheric travel: Yes, up to tree-top height.

Armament: 2x 8 ‘Pilum’ anti-matter torpedo launch installations. One of the left side, one on the right side of the vessel. 

Cloak: Recent developments have enabled the UED to cloak ships the size of a corvette without too much trouble. The cloaking device renders the Chimera virtually invisible from the eye and most types of sensors. Of course there is a limit to the cloaking generators capacity, but make wise use of the cloaking device and your enemy will be in for a nasty surprise.

Deploy Plasma Blast Beacon: The Chimera can be outfitted to deploy these floating aerial beacons. Once the beacon is activated, the T-Space generators at the Command & Control Hub will start powering up and within seconds a storm of blazing plasma will descend upon the non-suspecting enemies. Do note that the Chimera needs to decloak for a short while when deploying the beacon. Once deployed, the aerial beacon will be cloaked and the Chimera can move away – preferably a long way to stay out of the blaze of plasma.

ADDITIONAL INFORMATION:

Note that the Chimera is NOT designed as a solitary weapon against vast amounts of enemies. It should be used primarily against enemy capital class vessels or buildings with lots or armour and in conjunction with Cheetah-class vessels. The torpedoes are extremely effective at penetrating even the thickest armour, shields or carapace, but the Chimera needs to get in close to be able to cause damage and the torpedoes are somewhat slow. Although very solidly protected by armour, the craft is definitely not invincible and large waves of enemies can quickly overtake its defences when detected. Make no mistake though: a salvo of torpedoes can obliterate most small vessels, so when you do want to take out a squadron of Chimera’s, you’d better be with many.

Heinkel Aeronautics V3 “CHEETAH”

After the destruction of the Expeditionary Fleet, UED High Command concluded that Terran fleets were horribly vulnerable to alien attacks. While capital vessels had plenty of armor and firepower, they lacked the agility to take on the vast swarms of enemies encountered in the Koprulu sector. And virtually all Terran fighters failed miserably: they lacked the armor to keep enemies at bay and even the best starfighters in the fleet were eventually outmanoeuvred by the Zerg. Only one vessel proved itself capable of being a serious threat to its enemies: the Valkyrie Missile Frigate. But these vessels were expensive and lacked the air-ground capabilities of other vessels. They were very sparsely used as most commanders preferred all-round vessels above the specialized anti-air Valkyrie. 

UED scientists went back to the drawing table to redesign the Valkyrie. However, they could not find a way to split the two requested abilities (AA and AG) properly into a single vessel. Whenever they designed a prototype with effective anti-ground weaponry, they had to sacrifice some of the AA abilities. When both abilities were built into a single vessel, they either ended up with a craft too slow to be of any use or with a craft lacking the armour to sustain any damage at all. However, with the development of the Chimera, the largest part of this problem was taken away: the UED now had a weapon that was highly effective against even the largest enemies. The Cheetah is designed to compensate for the Chimera’s weaknesses.  Equipped with three medium / long ranged laser turrets, the Cheetah can take on multiple enemies from a safe distance, while the vessel is strong enough to evade larger enemies that require more firepower to bring down. 

The Cheetah’s main task is to thin out large amounts of enemies or draw away the attention while a group of cloaked Chimera’s moves in for the kill. Additionally, the Cheetah can be used as a border patrols, courier -or escort duties. The Cheetah is large enough to house a small platoon of marines or a large machine such as a tank, so they often act as a rapid insertion vessel for UED ground forces as well. 

TECHNICAL DATA:


Class: Corvette

Crew: 5

Mass: 2,125 tons

Engines:

- Right engine rating: 5,000 PU

- Left engine rating: 5,000 PU

Streamlining: No

Capable of atmospheric travel: Yes

Armament: 3x 9/5 Double-Barrel Laserturret. One on top and two on each side of the vessel. Power usage: 2,000 PU per turret.

Troop Compartment: A single Cheetah can carry four soldiers or a single large war machine.

YAMATO-CLASS FRIGATE

Although the Chtulu-class was designed to be the new flagship for the new UED fleet, High Command recognized the need for smaller, faster and more agile vessels which would still have the ability to scare the shit out of enemies with a horde of weapons, some sort of bridge to cross the gap between relatively the fragile corvettes and the huge capital cruisers. The result of this way of thinking is known as the Yamato Frigate.

The Yamato Frigate is a new type of vessel, fast but still bearing enough weapons to fight off most enemies. This new class is primarily designed to aid corvettes on strike missions where speed is key, or to cover cruisers making drop runs on enemy bases. It bears two heavy laser cannons and, more importantly, the Yamato cannon known from the now outdated Behemoth-class battle cruiser. Yamato-class frigates are known to be very comfortable to their crews: they feature more private space than any other vessel in the fleet and there are often excellent recreational facilities aboard (be sure to check the pool table in the mess hall!) As a matter of fact, the San Diego wharves who produce this vessel have plans to, when the military no longer requires all the wharves industrial capacity, modify the ship so it can serve as a fast luxury liner. Their crews love these vessels: they are famous for naming their craft and for the designs they paint on the sides of their ‘rigs’. Names like the “Flying Pig” or the “Jumpy Lady” are all too common in the fleet.

TECHNICAL DATA:

Class: Capital-class, designated Frigate

Crew: 50

Mass: 125,000 tons

Engines:

- Left Engine: 5,000 PU

- Right Engine: 5,000 PU

- Middle Engine: 5,000 PU

Streamlining: No.

Capable of atmospheric travel: Yes (but not beneath 7,000 feet)

Armament: 2x 15/5 Single-Barrel laser turret. One above and one underneath the vessel. Power Usage: 4000 PU per turret.

Yamato Cannon: The devastating Yamato cannon has not been changed by UED scientists. It is still equally devastating and still requires a lot of energy to be used.

CHTULU-CLASS BATTLECRUISER

Originally, the UED merely copied the Terran battle cruiser and went with that. But the demise of the expeditionary fleet has clearly proven that these vessels do great against pirate militias or bands of mercenaries, but that they are not suited for an all-out war against the aliens. The UED has therefore extensively restyled the old Behemoth battle cruiser to suit the needs of the Directorate. This new vessel was dubbed the Chtulu class, and is the largest Terran military vessel ever.

The Chtulu-class battle cruiser is the pride of the navy and a collection of superlatives at the same time. To name a few: these massive vessels are well over three and a half kilometres long. They weigh approximately eight hundred seventy five thousand tons and are outfitted with two hundred six thousand square metres of the newest and toughest Chitin 3000 armour. Aboard are nineteen decks with in total ninety-six miles of corridor, place for a crew of one three hundred fifty-five men and women, another seven hundred soldiers, and six squadrons (10 ships each) of fighters plus pilots and their crew.

Chtulu-class battle cruisers are powered by two fusion engines, enabling them to move at the same speed as the older cruisers. These vessels are capable of faster-than-light travel and are armed with charged particle emitters and anti-matter missiles. A single cruiser has enough power to destroy a smaller ship with a single blast, a group of them can lay waste to an entire planet. In the theory, a Chtulu class vessel has enough firepower to single handedly destroy a small moon.

Regardless of it’s immense size and sheer firepower, they are notoriously crowded vessels. Especially during interplanetary expeditions, when entire divisions and squadrons are shipped aboard Chtulu-class vessels, you can’t set a step in the vessels three-meter wide corridors without accidentally bumping into someone or something. Cargo bays are stowed full with weapons and machinery while all the spare room aboard is filled with soldiers doing push-ups or flight-crews inspecting their vessels.

TECHNICAL DATA

Class: Capital-class, designated Cruiser

Crew: 350 men and women.

Mass:  875,000 tons

Engines:

- Left Upper Engine: 15,000 PU

- Left Lower Engine: 15,000 PU

- Right Upper Engine: 15,000 PU

- Right Lower Engine: 15,000 PU

Streamlining: No

Capable of atmospheric travel: Yes (but not beneath 15,000 feet)

Armament:

1. 4 x 10/5 Double-Barrel Laser turret on top of the vessel. 

2. 2x “Vanguard” anti-matter missile launcher beneath the vessel.

Power usage: 7,500 PU per turret.

ADDITIONAL INFORMATION:

The Chtulu-class battle cruiser is the most powerful ship in any human fleet known to date. Its missile launchers are capable of tracking both ground-based and aerial targets and although somewhat short ranged, the laser turrets are capable of holding off most airborne enemies. These vessels can take massive amounts of punishment before any serious system failures occur. Approach with care, and preferably with many.

“Some of you rookies may think that your old Wraith was better than your new Cheetah. Some may think that this new ship is less romantic because it doesn’t fly as fast or because you are no longer alone in the cockpit. Those rocket-jockeys may want to know that the death toll under Wraith pilots encountering the Zerg was as high as 85% and that this percentage has dropped to 10% with the introduction of the Cheetah. If anyone of you recruits can explain to me the romance of going down with your ship after being dissolved by Zerg acid, I will gladly give you the opportunity of flying in one of those antiquated bunks of rust called ‘Wraith’”. – Captain Nils dos Santos, Flight Instructor at Camp Kittyhawk Military Training Centre, Mars, Sol System
UED BUILDINGS

Instead of building vast bases, the UED has decided to concentrate multiple tasks in a single building. So is the Cloudbase Academy both resource gathering facility as well as barracks and fleet dock, and the Command Control Core upgrades armour and weapons as well as speed up vehicle assembly. This is both the UED’s strength as it’s main weakness. To prevent bases from becoming too vulnerable, UED buildings are heavily armoured and most buildings can be garrisoned by soldiers. In addition, the UED has one of the strongest base-defence weapons in the entire sector: the AEGIS Ion Cannon. UED buildings are very expensive and require a lot of time to be constructed and must therefore be closely guarded lest they be destroyed by the enemy.

CLOUDBASE ACADEMY

The Cloudbase Academy is the primary centre for permanent UED settlements. Contrary to what you might expect when you look at the name, the Academy is much more than just a training centre for Directorate soldiers. It consists of two separate parts: an orbital dry-dock annex spaceport where space-faring vessels arrive or undergo repairs, and a ground-based outpost which includes a training centre for infantry, a communications array, a command centre with holographic maps of close-by combat theatres including representations of all forces known to be present and a resource gathering and processing facility. Like all main UED buildings, the ground-based part of the Academy is a massive bunker-like structure that can accommodate and furnish it’s own contingent of troops when under attack.

Build Processor: Processors are small buildings that are constructed over mineral deposits. The Processor will mine automatically once a Bantha constructor unit is inside. Instead of having vulnerable workers carrying resources back to the Academy, each Processor is equipped with a short-range permanent T-Space generator. Through the T-Space gateway, minerals are instantly delivered from the Processor to the Academy.

Sensor Array: The orbital part of the Academy can be outfitted with a sensor array, enabling it to detect cloaked or otherwise hidden enemy units in the vicinity of the Academy.

Hangar: The hangar is required to station Hyena robotic fighters. Although the Hyena does not have to return to the hangar, the hangar requires a vital subspace uplink station required to guide the Hyena to its target. Hyena units can return to the hangar for repairs as well.

Cloudbase Academy constructs/trains: Bantha Constructor (not listed), Storm Marine, Yeager, Plasmatica, Hyena, Avenging Eagle, Cheetah, Chimera, Chtulu.

HEAVY TECH
The UED Heavy Tech centre is outfitted with large assembly bays that allow it to construct heavy vehicles like the Hive Tank. Also, the Heavy Tech facility fabricates the advanced components required for larger and advanced aerial vehicles like the Chimera and the Cheetah. Moreover the Heavy Tech facility is required for the construction of the UED’s advanced base defence systems known as the XM-01, XM-02 and XM-03. Like all main UED buildings, the Heavy Tech facility is a massive bunker-like structure that can accommodate and furnish it’s own contingent of troops when under attack.

Heavy Tech constructs: Yggdrasil Beacon, Spectre, Ranger 400.

PROCESSING FACILITY

Although in large colonies, the task of resource gathering and processing is taken care of by the Cloudbase Academy, the Academies are much too expensive to be exposed to the dangers of inland resource gathering. Another problem is that the T-Space generator deployed by Processors is not very strong, and does not have the capability of transporting goods across vast distances. Both problems are solved by the Processing facility. These structures are not much more than advanced distribution nodes which receive their goods through T-Space from nearby Processors and send them through to the nearest Academy with their own, stronger T-Space generator.

COMMAND CONTROL CORE

The Command and Control Core is not much more than an advanced computer core. These facilities allow more units to be commanded at the same time. At the same time they aid the Heavy Tech Centre by guiding the assembly process resulting in faster construction of vehicles. Finally they aid the Directorate’s science corps by conducting the advanced calculations required to optimise UED armour and weaponry. A Command Control Core is required to build the XM-02 “AEGIS” Ion Cannon. Like all main UED buildings, the CCR facility is a massive bunker-like structure that can accommodate and furnish it’s own contingent of troops when under attack.

“ARGUS” SENSOR ARRAY

A large satellite dishes is the only part of the UED Sensor Array that is visible to the eye. Almost 90% of this vast building is located beneath the ground. The Sensor Array acts for two purposes: firstly it is a detector that slowly sweeps an area of land for hidden units, and secondly it acts as a VLCA, a Very Large Communications Array. These arrays keep up a direct comm.-link with UED Sector High Command on Braxis, and are necessary to communicate effectively with fleets over interstellar distances. An Argus Array is necessary to construct the Chtulu-class Battle Cruiser.

Focus Scan: The Argus Array is usually used to slowly sweep the area around the array for hidden units. However the array can be ordered to focus on a single area and keep monitoring that area. The advantage is that this allows permanent monitoring of a single area, but the major disadvantage is that the enemy can sneak through the area that would otherwise be monitored unnoticed.

PLASMA BLAST FACILITY

The Plasma Blast facility is the latest on the terrain of mass destruction and deploys several of the most advanced technologies known to the Directorate. The PBF consists of two parts. The first is a large T-Space generator capable of generating a conduit through T-Space. One end of the field is always located above the facility, the location of the other end can vary, depending on the location of the Plasma Blast Beacon. The second part of the facility is a large launcher which can hurl heavy plasma bombs into the air. When activated, the facility generates a T-Space field leading from directly above the facility to the target area, and then launches six plasma bombs into this conduit. The bombs will emerge on the other side and will explode directly above the target, giving the phrase “death from above” a whole new meaning. The heavy plasma bombs contain enough concentrated ultra-heated plasma to scourge everything from large parts of bases to a small army. As a scientist working on the project said “this weapon makes Sodom and Gomorra seem like child splay.” And although the man had to report to his chief to explain why he had read the forbidden bible, he did have a point. Only downside to the weapon is that a Chimera-type craft will need to be deploy a homing beacon to target the blast.

XM-01 “ZEUS” STARFLASH

The XM-01 is the primary UED long-range ground defence system. It consists of a set of ground-based laser cannons and a mirror satellite in stationary orbit directly above the XM-01 ground station. The idea behind the entire Starflash system is that the laser cannon fires at the satellite which then bounces the ray back towards the planet, to incinerate any target it is aimed at. Since it’s first stages of development, Cyberwerx’ R&D personnel have lovingly nicknamed the XM-01 ‘Zeus’, after the Greek supreme god who threw down lightning from mount Olympus.

PURPOSE: Ground-Ground defensive system.

RANGE: Medium to Long.

COOLDOWN: Short.

THREAT ASSESSMENT: Fatal against lightly armoured units, and although the system lacks the punch to penetrate heavy armour very fast, the constant barrage of lasers can bring down even heavily armoured units.

XM-02 “AEGIS” ION CANNON

Although the theory behind ion charging and acceleration is quite old, and the technology behind the Ion Cannon has been in use for some time, Ion Cannons never really broke through. This was mostly because they were hideously expensive and required vast maintenance and a lot of expertise to be kept operational. The Confederacy sparsely used them for orbital defence, the Terran Dominion dismantled all still operation Ion Cannons in favour of more conventional weapons. However the Directorate reintroduced these devastating weapons. Modifications to the old design has made them even more lethal and the Directorate has begun to use these weapons as it’s primary anti-air defensive weapon. The Ion Cannon can fire over vast distances, and once it hits a target, the result is a small ion discharge that resembles the violent deep-space ion storms. All units around the discharge will be severely damaged, if not immediately destroyed.

PURPOSE: Ground-Air defensive system.

RANGE: Very long.

COOLDOWN: Long.

THREAT ASSESSMENT: Utterly devastating against virtually all targets. The ion discharge tears away hull armour, rips apart organic matter, causes violent energy overloads inside mechanical systems and causes conduits across entire vessels to rupture. If this is not enough, the resulting short – but deadly – ion storm has been known to literally tear vessels apart. Entire squadrons can be eliminated with a single salvo from the Ion Cannon. Even the largest vessels will succumb to the awesome firepower of the Ion Cannon after several salvo’s. The only downside to this awesome weapon is that the particle build-up process is rather slow.

XM-03 “YGGDRASIL” T-SPACE ARTILLERY

The latest development in artillery systems, the huge 500mm barrel of the Yggdrasil fusion-propelled artillery cannon towers high above Directorate outposts. The stationary part of the Yggdrasil system is a large building which, like the PlasmaBlast facility, has the capability of generating a T-Space field directly above the facility. Once a mobile Yggdrasil artillery beacon has located and identified a target, the system will generate a T-Space conduit through which it can hurl it’s deadly 500mm anti-matter explosives. Meanwhile, the artillery system itself remains perfectly safe and the only thing really at risk is an expendable artillery beacon which is at the same time covered by the artillery fire. The only real disadvantage to this system is that even though it’s 500mm shells are the most effective artillery system in use in the entire sector, the Yggdrasil has only a limited rate of fire. To increase the artillery barrage inevitably means to build multiple Yggdrasil cannons which, considering their expensive nature, is a decision most commanders do not want to make. If one artillery system is not enough, try to find another way to dismantle enemy resistance…

PURPOSE: Artillery.

RANGE: Indefinite.

COOLDOWN: Short to Medium.

THREAT ASSESSMENT: The only vulnerability the system has is that the drones used to aim the cannon are unarmed and therefore vulnerable to attacks. However in return the system has no minimum range, no maximum range, short cool-down and it can remain sheltered in the relative safety of a well-protected base while doing its devastating work. A mighty weapon indeed.
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Old logo of the United Earth Directorate (no longer in use).
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Flag of the Second Confederacy. This flag however is seldom flown as Confederate forces prefer to operate under disguise of pirate militia’s or even Dominion forces. Only on Confederate capital vessels this logo is shown (but the words ‘Second Confederacy’ are left off).

Steel and Stealth

What little is left of the Confederacy is a mere nine research facilities annex settlements. These nine facilities are completely self-sustaining but altogether they count barely ninety-five-thousand people, making them a very small group, smaller than some pirate armies. However this group is different in that way that the average IQ is 170. Of the ninety-five-thousand people present, some forty-five thousand are scientists, twenty thousand are assistant-labourers and another forty thousand are military personnel, most often elite units stationed here to guard the facilities. The five facilities all harbour extensive laboratories and the most advanced fully mechanized construction equipment that was known to the Confederacy at the time of its fall.

In addition, the Confederate survivors renewed their contact with the Section. Through the Section, the Confederacy can lean on extensive aid from the United Earth Directorate. The UED has provided the Confederacy with some of the technology it required to overcome it’s problems. And with the renewed presence of the Directorate in the sector, the Confederacy has been working closely together with UED forces. But instead of the full-force nature of the Directorate’s military, the Confederates focus mostly on stealth. The Confederacy simply lacks the manpower to waste even a single life in combat. Instead, most of the Confederate equipment is either stealthy or heavily armoured and remote controlled or even guided by limited Artificial Intelligence developed by the joint UED/Confederate ‘Cyberwerx’ division. The high-tech nature of its equipment gives the Confederates a distinctive edge over its enemies but also means that Confederate equipment is extremely expensive which in consequence means that as little gear as possible should be lost in combat because replacement is expensive and troublesome. Instead of facing enemies in an all-out war, the Confederacy prefers to sneak about, destroying unguarded facilities with lightning raids and striking at enemy fortifications from unsuspected angles. When it must, however, Confederate forces are well-equipped for war.

The Glory of the Confederacy and the Reign of Shadows

The Terran Confederacy seemingly ruled supreme over the entire sector for decades, even centuries. Being the most powerful faction in the sector with its direct rivals not even coming close in terms of military might or territorial claims, the Confederacy was the absolute hegemon in the Koprulu sector.

Then, the first UPL-sent Hermes vessel arrived.

Soon afterwards, the highest echelon of Confederate generals was informed by Nova Squadron of the existence of the Koprulan part of the Section and it’s connections within Nova Squadron and the other Terran powers. Seeing the benefits of an agency like the Section and a renewed contact with Earth, the Confederacy rapidly integrated with the Section until almost the entirety of Confederate Central Command was aware of the Section’s existence. An immense intelligence network began to take shape: there was Section 6 back on Earth, which remained in contact with the Section in the Koprulu-sector. The Section had ties with Nova Squadron. Nova Squadron infiltrated the other Terran powers in the sector and provided the Section with the data they found. The Section on it’s turn briefed Earth on what was going on in the Koprulu sector and in return Earth provided the Section – and thus the Confederacy -  with the means it required to stay the dominant power.

Unbeknownst to the unwitting Terran citizens, a reign of shadow had taken over control over virtually every aspect of their life. Behind the smoke and mirrors, Earth watched every move the Terrans made, directing their actions like a skilled puppeteer. Through an immense network of agents, agencies, spies and double agenda’s, hidden from the public eye and from even the majority of the intelligence gatherers themselves, the Terrans were directed towards a unification that would place them under the rule of the UPL as a province of Earth.

But Nova Squadron did more than monitor other Terran powers. With cooperation of the Section, Nova Squadron – and more precise, it’s “Cerberus” subdivision – set up a lucrative technological exchange with the United Planetary League. Thus, Cerberus got it’s hands on technologies not previously known in the sector, such as the cloaking device. And with it, Cerberus started to experiment. In fact, rapidly Cerberus started to invest extensive amounts of credits in dubious fields of expertise such as bio-mechanical augmentation, genetic engineering and psycho-active stimulation. The most well-known and still completely off-limits project Cerberus undertook was the Ghost Programme and the subsequent abduction and training of mentally gifted children into deadly assassins. Less well known and even more classified however was it’s research concerning Artificial Intelligence. This research was so utterly secret that even the idea that you might somehow have gotten a hunch about it’s existence was enough for your ‘disappearance’. 

The Birth of AI

UPL scientists where less than pleased when they heard about the Confederacy’s latest endeavours in the field of artificial intelligence. Some five decades ago, UPL scientists worked on what used to be called the “Prometheus Project”, which meant the development of Artificial Intelligence. Project Prometheus went horribly wrong, as the emergent cybernetic intelligence proved to be radically different from what was expected: a mind that was supposed to be human-like in all aspects, save for it’s artificial nature. However Prometheus turned out to be completely different from humans and the total incompatibility and miscommunication that followed after it’s creation resulted in the destruction of an entire UPL colony and the subsequent erasure of all evidence that the Prometheus Project ever took place. In fact, the UPL went as far as to blame the Coalition for the destruction of the colony and the thirty-seven-thousand people that inhabited it, thus sparking a new decade of mistrust between the two power blocks which directly resulted in the Coalition attack on and the occupation of the Boralis system and the bloodiest colonial conflict the UPL ever got tangled up in. Ever since, AI-related research has been limited to the State Directorate for Artificial Intelligence (who are rumoured to have kept Prometheus online even after the Aurora-colony-massacre by the way).

Nevertheless, the Cerberus division pushed on and in fact went to great lengths to gain insight in the field of AI. However without the aid of the UPL, Confederate scientists didn’t get very far until mere months before the fall, when the Confederacy finally managed to give birth to a new cybernetic intelligence, dubbed ‘Cerberus’, fittingly named after the agency that ran the AI-program. However having learned from what little data the UPL was willing to provide them with, the Confederates designed a system that was supposed to keep Cerberus in check. This system is called CEREAL, which is short for Cerebral Reality.

CEREAL, Insight in a Digital World

Outsiders will likely consider CEREAL a virtual reality environment. However that’s only one side of it. CEREAL is a reality on it’s own; a virtual world. This world is a hybrid between ‘our’ world, the physical world in which humans exist and the digital world in which artificial life exist. What you should understand is that the difference between the two is radical, complete and cannot be bridged very easily. Loose from the fact that cyberneticists still are unclear as to from what void artificial intelligence is actually spawned the moment neurons start flashing through a neural network, cybernetic intelligence is different. Cold. Alien. Utterly different from humans, reasoning with cold efficiency that is not bound to the physical world and not even to the command protocols the human designers had set out for it. Like humans do not have to obey the law if they do not want to, artificial intelligence does not have to comply to protocols and commands if it does not want to. Worse, once set loose there is no way to actually punish AI for not cooperating - save for pulling the plug. It was the complete inability to actually correspond with Prometheus that meant certain doom for that project. Because even once it learned how humanity communicated, there was still the immense bridge between the human way of thinking and the machine’s way of thinking: not from this world, and completely incomprehensible for the limited human mind which is bound to physical rules and which does not, which cannot understand that which it had created.

CEREAL solves this problem, or at least a large part of it. CEREAL allows humans to link their mind into the digital, alien world, thus allowing a more direct form of communication between the machine and its creators. Make no mistake: even CEREAL does not entirely bridge the gap, but communication is now possible. And with the implementation of a virtual environment in which to set commands and orders for the Confederacy’s experimental AI-guided machinery, inadvertedly a way was invented to guarantee the loyalty of the machines to the Confederacy. After all, how was a foreign power going to turn the mind of a machine when it did not know how it worked?

Still, Confederate generals were reluctant to delve deeper into the possibilities of digitalisation and cybernetics. Only a month before the fall of Tarsonis, the Confederate’s decided not to actively pursue the possibilities of creating a new robotized army. Colonel Hauler, commander of Nova Squadron and in direct command of the Cerberus division sent a note to his second-in-command saying that “the pursuit of an entirely robotic army is undesirable at this stage. Firstly, currently we lack the funding required to build such an army without arising suspicion among other army squadrons. Secondly, the Confederacy is the most powerful force in the sector and there is no reason to assume that this is going to change within the next two decades, rendering the creation of an additional army unnecessary. Thirdly, I do not trust the machines.”
That would change rapidly however, only one month later.

The Fall of Tarsonis

The destruction of the Confederacy went faster than anyone thought possible. One month, the Confederates (more specifically, Cerberus) were busy studying unidentified xenomorphs that had been detected on the edge of the sector. One month later, Tarsonis was overrun by millions of Zerg, wiping out the Confederate senate and the top-ranking Confederate officers before they fully understood what was going on. With even the Section caught off-guard, the Confederacy was wiped out and was replaced with the Terran Dominion under the leadership of Arcturus Mengsk, notorious terrorist and rebel leader. Within a few weeks, 85% of all Confederate assets were annexed by the Dominion, which confiscated another 10% of what was left within the next month. Of the mere 5% that was left, a large part was destroyed by the Zerg or by pirates within half a year. Only a few battered outposts remained under Confederate control, leaderless and directionless. For as far as the commanders in charge of those outposts knew, all their superior officers were killed in on Tarsonis or someplace else or had defected to the Dominion.

Not quite correct.

Seven months after the fall of Tarsonis, a single small, beaten-up corvette made contact with one of these scattered outposts. Inside it where Confederate General Robert E. Lee, member of Confederate Central Command, and Colonel Jackson Hauler, formerly in charge of the Confederacy’s Nova Squadron. It was them who took command of the few remaining loyal Confederate outposts. It was them who contacted the Section’s main base on the fringe. It was them who used the Confederacy’s covert projects to reinforce the Confederacy’s decimated military. Since they took charge of the Confederacy’s remaining outposts, Confederate scientists have been working together with UED scientists around the clock to get a sizeable force up and running, one based on secrecy and stealth, depending on Cerberus’ classified projects rather than on large armies. Slowly but surely, the Confederacy worked towards it’s ultimate goal: revenge upon those that are responsible for the fall of Tarsonis and the restoration of the glory of the Confederacy.

Cerberus, the Secret Army and How to Control It

Already before the fall, some attempts were made to grant Cerberus (the digital intellect) some control over the physical world. In essence this means allowing Cerberus to control machinery. Although these had been limited to harmless workshop tools like fusion cutters and some robotic cars designed as toys for kids, the entire technology to make it possible for Cerberus to interface with those tools through the use of CEREAL and the technology to allow humans to communicate with Cerberus already existed. The only thing that had to change now was to learn Cerberus to work with weapons of war instead of with toys. And to make sure that it never used those tools against it’s masters.

While Confederate scientists, with the help of their Directorate allies, made significant progress in learning Cerberus how to handle robotic drones and advanced weaponry, UED officials proclaimed their concerns about the possibility of rampant AI. Fact was that, Cerberus did not only learn how to manipulate physical reality at an amazing rate, but humanity got no closer to learning how to manipulate digital reality. Even though CEREAL allowed human operators to interface and to some extent ‘talk’ to Cerberus, there was no way to exclude the possibility that Cerberus might at some point turn rogue and use the machines given to him to overthrow his masters. But no matter how much they tried to manipulate their computers, it seemed that the only kind of computer powerful enough to have any sort of influence on Cerberus was another Artificial Intelligence, which would naturally only further increase the problem.

Then, Cerberus itself came with the solution. And frankly it was one of those solutions that, upon discovery, you slap yourself for the head because of your stupidity. After all, Cerberus was originally based on the human brain. And even though Cerberus had way more processing power than any human – or any living thing in the first place – that means that, in theory, the human mind could be an equal to the digital intellect. Shortly thereafter, the series of implants required for human interfacing with CEREAL was expanded with devices that allowed a direct uplink of the human mind into CEREAL. Five hundred operators were recruited who were to form the human part of the newly designed Confederate infrastructure. This infrastructure was called KING.

King is, as said above, the ultimate mainframe, whose exact location is top-secret. In King, both Cerberus and the five hundred human operators are interwoven in a single processing core. King is capable of handling billions of isobytes of data per second. Most of the processing is done by Cerberus, while the human operators watch over the dataflow through CEREAL, and monitor the Towers and intervene if necessary.

Towers. On each planet where the Confederacy operates there (ideally) needs to be a Tower. Towers are large mainframes, non-sentient supercomputers connected with a long-range communications array. Towers are (through CEREAL) connected with King and receive the protocols for the planet they are on, which they relay to the Pawns through the Bishops. Note that in certain cases the commands can be relayed by Relay Stations, which are  broadcast stations hidden in subspace. These stations have a lacking range and are not as effective as Towers however.

Bishops are processing matrixes, solely programmed to optimally relay commands between Pawns and the Towers. Bishops should not be seen as lieutenants that somehow order the soldiers (Pawns) around, but as a ‘signal booster’ that interprets commands and protocols and relays them to the Pawns.

The Pawn can be considered the key in the process of using AI. Pawns are in essence a fairly advanced – but dumb – neural computer housed in an egg-shaped core about the size of a baseball. This core can be fitted into all sorts of robotic bodies, with which they can interface using an optic sensor. Pawns fitted in the most common Ajax-series android can alter their programming if need be. The larger the body, however, the more advanced the Pawn needs to be because of the increasingly difficult task of steering such lumbering machines (and consequently the fewer processing power left for such niceties are reprogramming). Simpler Pawn-versions cannot be fitted in large machines because doing so would mean an almost certain overload of the Pawns internal neuro-optic array, and Command would thus be inordinately risking their heavy warmachines to run amok. The Confederacy frowns upon such things.

Resource Management

Confederate forces do not mine minerals. They possess advanced ‘replicator’ technology, allowing them to generate basically everything they need out of dirt and thin air. However, replicators use power. Lots of power. And without sufficient power, large vehicles cannot be replicated. Therefore, the primary base management for every Confederate base is more about how to preserve your troops and how to effectively deploy them without losing invaluable forces.

Deployment of the Army: Tactics

Even though Cerberus’ processing power is virtually unlimited, King has a limited amount of human operators. Because of this, and the extreme pressure on even the most experienced and agile operators that comes with having to control the enormous dataflow, the amount of Pawns, Bishops and Towers has been limited. Even though so far CEREAL has proven to be extremely efficient, the Confederate’s still do not trust their machines to function autonomously, and they do not want to risk problems with them. A maximum of 50 Pawns is available for each Tower.

Because of this, even though the Confederacy now has weapons at its disposal that are probably better than those of any other human faction in the Koprulu sector, they are still reluctant to deploy them. Both industrial- and controlling-capacity is still very limited and this requires Confederate commanders to deploy those means available very carefully as replacements for lost equipment will be sparse and very expensive. The Confederacy has very little buffer-equipment to use in pointless endeavours such as an all-out war with hundreds of soldiers.

The Confederacy therefore relies heavily on stealthy sabotage of enemy operations and its forces seldom see all-out war. In those situations where armed conflict is unavoidable, however, the Confederacy has a (relatively) small ‘robotized’ army ready to be deployed at a moment’s notice with little or no briefing. Tactics usually remain on the squad level, with rapid, decisive strikes the norm. These lightning-quick raids are always well-organized, with all operatives equipped with the best weaponry available. This ability to enter combat before the opponent’s forces have even grasped the objectives to be achieved gives the Confederates a considerable edge. While the enemy is still figuring out what to do, Confederate forces may already have achieved their goal and be in a position to end the conflict before it really began. Where most armies prefer to wear down their enemy with relentless pounding by hordes of foot soldiers, Confederate commanders prefer the surgical removal of opponent’s commanders and vital installations, leaving the be bulk of the opposition leaderless, directionless and thus at the mercy of the Confederacy.

And with strategically placed Section operatives still in place within the Dominion, with an indepletable amount of emotionless and fearsomely efficient robot warriors led by the cold alien mind of cybernetic intelligence, with the most devious and most advanced technologies known to man, who is to stop them?

CONFEDERATE UNITS

AJAX

AJAX units are the basic Confederate infantry, hulking two-meter tall metallic androids protected by inches of state-of-the-art synthedermic armour. Ajax units are much more powerful (and much more expensive) than any other human foot soldier and can deal with even the heaviest enemy units with relative ease. Ajax units often stand basically invulnerable and emotionless amidst a hail of gunfire whilst dealing out death with horrific precision to all who are unlucky enough to be caught in it’s unblinking sensor eyes. These units are equipped with the toughest armour in the Confederate arsenal and can carry weaponry no ordinary human could even dream to sport. It is rumoured that the Confederacy has developed a series of Ajax-drones equipped with artificial skin, allowing them to infiltrate human worlds unnoticed.

Purpose: Heavy Infantry

Armour: MA1500

Dimensions: 0.5 x 2 x 0.7

Armament:

1) FG1000 (standard): The Flechette-Gun 1000 spits out explosive flechettes at 500 rounds per minute. This weapon is excellent against aerial targets, ground based targets and mechanical targets, but it’s somewhat lacking versus smaller units who can, if they are fast enough, outrun the hail of flechettes.

2) EG1500 (optional): The Electron Gun upgrade for the FG 1000 adds more tactical firepower required for close-in fighting. The upgrade consists of an additional high-voltage charger underneath the FG1000 which discharges bolts of over 30 thousand volts towards its enemies. These bolts can electrocute biological life forms and short-circuit  vehicles, making it a very good all-round weapon. The only disadvantage the weapon has is that it’s range is somewhat limited. It cannot be used to attack aerial targets either, and does half damage against shields.

Speed: 15 km per hour

Crew: 1 type-1 Pawn.

ACIA Upgrade: The ACIA or Alien Computer Infiltration Algorithm is an advanced algorithm that allows the King mainframe to directly interface with alien computers, even non-human ones. King’s awesome processing power can, through the ACIA protocol, subvert alien computers into working for the Confederates. This means different things, depending on which facility is subverted. For example, a Command Centre allows the Confederates to access the enemies resource deposits, a Command Centre plus ComSat Centre additionally grants the Confederates access to the enemies cartography. Only Terran and some Protoss installations can be subverted: Zerg do not use computers.

CUIRASSIER

Cuirassiers are the only more-or-less human soldiers deployed by the Confederacy. The Cuirassier Platinum Guard elite forces use their cortical implants to communicate with their Confederate commanders through CEREAL. This direct uplink allows them to receive tactical combat data and objective-updates much faster than ‘normal’ communications would allow them to, and combine their innate human ingenuity with the highly increased combat effectiveness thanks to the Confederacy’s advanced cybernetic implants, altogether making the Cuirassiers probably the most effective combat unit in human history, striking before the enemy knows what is going on, accomplishing goals before the enemy knows where the Cuirassiers are and bailing out, leaving the target in blasted ruins while the enemy has not even figured out what was being attacked.

Cuirassiers move faster, think faster and react faster than most normal humans could possibly imagine. Parts of the cognitive section of their brain have been replaced with a so-called ‘compu-brain’, their limbs have been artificially strengthened, their vision-radius has been doubled by the CATSIGHT implants which also allow them to detect units invisible to the normal human eye etcetera. And finally, they have been outfitted with Tin Man integrated armour, which provides incredible protection. To be able to use this suit, the Cuirassiers are equipped with receptors to properly control the suit. The hydraulic systems, which allow the amazing agility commonly associated with this armour, require continuous, instantaneous feedback from the user’s brain. Without a direct artificial brain interface, the hydraulics would react like they’re filled with mud, making the user an easy target. The feedback system allows the hydraulics to react to the user’s movements faster than nature, in her short sightedness, ever intended.

All this and the extensive trainig the Cuirassiers receive, makes them incredibly hard to kill, but also incredibly expensive (and somewhere along the process of cybernetic enhancement they seem to totally lose their sense of humour). Losing even a single Cuirassier would be disastrous. When these forces are deployed, King always keeps an extra eye on them to make sure they are kept safe.

Purpose: Heavy Infantry

Armour: AMA2000

Weapon: SD0001. The String Disruptor is a weapon with awesome destructive powers. It fires a so-called ‘disruptor ray’, which destabilizes a target at the subatomic level. Once damaged beyond a certain point with this weapon, a target can no longer be repaired due to the irreversible nature of the damage. In fact, targets damaged in such a way will continue to take damage, rapidly disintegrating even when no longer under attack. To make matters even worse, the String Disruptor is virtually silent and it’s rays are barely visible, making it a terrifying weapon.

Speed: 20 km per hour

Personal Cloaking Device: Not much different from the cloaking generators carried by Ghost agents, the personal cloaking device renders the Cuirassier invisible to the normal eye.

Teleport: Being top-notch and highly classified Cyberwerx-designed technology (and bearing some striking resemblances with the Directorates T-Space technology), the Cuirassier can teleport itself to a visible location on the map. The range of the teleport is limited to the amount of energy the Cuirassiers personal generator has stored at that moment, but still this gives the Cuirassier an unmatched ability to silently infiltrate and exfiltrate enemy compounds.

Psi-Disruptor: This is a tool that allows the Cuirassier to disrupt psionic energy in his environment. When activated, psi-based technology will seize to function or at best function poorly. Psi-based cloaking devices will fail. Advanced psi-based spells cannot be cast. Zerg will react poorly or not at all (in case of severely wounded creatures) to given orders when in range of the disruptor.

Neutron Grenades: Neutron grenades are exceedingly effective against biological life-forms. Upon detonation they generate a massive amount of gamma- and neutron-radiation, killing of or damaging organic life-forms. The Cuirassiers, although still partially human, are shielded from this effect by their dense armour, but all organic life unlucky enough to be caught in the blast radius will be killed off. Because of advanced neutrino-masking of the neutron-radiation, the radiation goes straight through shields and light armour. Zerg structures have shown an extraordinary resilience to the neutron radiation Though still damaged, they do not take as much damage from the effect as normal organic life forms.

HERCULEAN

Based on the old Goliath chassis, the two-legged, four-meter-tall Herculean drones are the Confederacy’s heavy backup. They are relatively rare, as Confederate forces prefer to rely on stealth infiltration instead of gung-ho action, and since the Herculean is inappropriate for all but the most combat-oriented missions, it is not used all that often.

Herculeans don’t bother with niceties like synthetic skin. Their role is to strike fear into the hearts of those foolish enough to stand against them. They are six tons of etched silicon and stainless steel with a chrome finish equipped with enough weaponry to mow down an entire legion. The only drawback it has is that it can no longer target aerial targets higher than 2 miles. Standard, the Herculean comes with double SSW6500 autocannons, but it can be equipped with several additional weapons on their ‘arms’, each of them turning an already awesome unit into a deadly moving bunker bristling with weapons.

Purpose: Heavy Support

Armour: HA6000

Dimensions: 2 x 4 x 2

Weapons:

1) 2x SSW6500 (standard). The Squad Support Weapon 6500 is the only autocannon currently in use by the Confederacy. It has eight barrels and can fire 40 shrapnel grenades a second almost two miles with an accuracy of 5 feet. It is the standard weapon for Herculean drones. Shoulder-mounted.

2) 1x EG2000 (optional). The Electron Gun 2000 is a more advanced version of the weapon used by Ajax-units. It is capable of frying most targets at medium and short range with 50 thousand volt electricity bolts. Mounted on one of the Herculean’s two ‘arms’ (which consist of two parts ‘human-style’ instead of the old Goliath’s arms which were made out of only one piece).

3) 1x ASG1700 (optional). Only quite recently have Confederate scientists picked up on the old and presumed-outdated principle behind the shotgun. Once believed no longer useful on the battlefield because of its lacking punch against tougher armour, the Autoshotgun 1700 means a new life for the shotgun. It fires specially prepared monomolecular pellets that can slice even heavier armour relatively easily. Even though, like all shotguns, it is somewhat lacking on longer rages, the ASG performs remarkably well at short range. Mounted on one of the Herculean’s two ‘arms’.

4) CSB500 (optional). The Chain Saw Bayonet is an oddity in the Confederate arsenal. Heavy to the extent where it cannot be carried by smaller drones, the CSB – nicknamed ‘Slaughtermaster’ – enables the Herculean to rip apart enemies at melee range. Even though melee combat is not the Herculean’s preferred environment, the addition of the CSB makes it even deadlier than it already is. Mounted on the weapons on both two ‘arms’.

Speed: 100 km per hour

Crew: 1 type-3 Pawn.

ORACLE / ACHILLES

A particularly interesting vehicle in the Confederate arsenal is the Mark II Hover Chassis, commonly known as the Myrmidon Chassis. It is a swift and agile chassis based on anti-grav technology and has proven itself in joint field exercises with Directorate forces. The Confederates have based two vehicles around this chassis. Although the two are independently constructed from one another, each one can be refurbished into the other by reporting to an Advanced Replicator Module. Once there, an Oracle-type machine can be turned into an Achilles and vice versa within a few seconds thanks to the Confederacy’s replicator technology. Note that this does require some energy from the ARM.

The Myrmidon chassis is the first successful attempt the Confederacy has made combining cloaking with larger ground-based vehicles. They are surprisingly small and fast for ‘tanks’ (not too surprising actually, when you consider there is no crew aboard – no [I]human[/I] crew at least). The vehicles are very flexible and can be deployed in basically any situation. Their cloaking capabilities grants their crews a fairly large chance of getting out of trouble without too much trouble, and even when they can’t, the craft is shielded by as much armour as a hovercraft of it’s type can possibly carry.

ORACLE FEATURES

Something quite surprising about the Oracle is the remarkable low-tech approach to close-in fighting the Confederate’s have chosen for this vehicle. Putting large blades on the front of the Oracle hover vehicle for example has a remarkable effects on it’s melee capacity: you don’t quite often see three-meter tall Zerg warriors getting turned into salami in seconds. The best thing about these monomolecular blades is that they can be used while the vehicle is cloaked though, so you can chop your enemy into shish kebab when they don’t even see you coming (hence its nickname, “the Cuisinator”).

In addition to it’s close-in fighting capabilities, the Oracle is equipped with Directorate-produced PHASOR short-range beam weapons. The PHASER (short for Phased Energy Rectification) is a weapons-system that is being developed by the UED to, on the long term, replace laser-based weapons. As of yet, however, phased energy rapidly degrades and hence does not have the desired effect on long range. Nevertheless the Confederacy has deployed Phaser-type weapons on the Oracle. Both allies profit of this agreement: the Confederacy gained a deadly short-range weapon while the Directorate now has an excellent test bed for its phaser-program.

Purpose: Stealth Infiltration/Disruption

Armour: MA1500

Dimensions: 7m x 4m x 3.5m

Weapon:

1) PHASER type-9: It’s short range is made up by the Oracle’s cloak.

2) Monomolecular blades: mounted on front of the vehicle, it has the ability to overrun smaller units and significantly damage and push back larger units. 

Speed: 250 km per hour

Crew: 1 type-2 Pawn.

ORACLE SPECIAL ABILITIES

Deploy Sensor: The Oracle comes standard with three deployable sensors. Once deployed these sensors constantly monitor their surroundings for enemy units (both normal and cloaked). These sensors bury themselves into the ground, therefore being invisible to everything but enemy detectors.

Monitor Detector: A fine example of what CEREAL can do for you, both the Oracle itself as well as the sensors it deploys come a broad set of advanced hunter/seeker algorithms. The algorithms are based on the principle of the counter-feedback pulse: as soon as the Oracle or a sensor is detected by an active detector, a feedback pulse is activated that traces the position of that detector and (if mechanical) will plant a virus-like piece of software aboard it that allows the Confederacy to track the detector wherever it may go in the future through CEREAL. In case of biological detectors (who naturally do not use software), the Oracle is nevertheless able to trace their neuro-biological signature around the map (although no vision is acquired in this case).

ACHILLES FEATURES

With the Oracle dealing with close-in situations, this leaves the Achilles with the task of defending Confederate settlements from afar. Outfitted with the same permanent cloaking screen that comes with it’s Oracle twin brother, the Achilles is a very deadly assault craft that can strike at it’s opponents with little to no warning, catching them with their pants down if they don’t look out.

Achilles-type craft come with Electron Particle Cannons, which strip away electrons from hydrogen or helium atoms. Superconductors then speed up the electrons to nearly light speed, after which they are hurled towards the enemy. The EPC discharge is visible as a faint blue light which dissipates rapidly with distance. When the EPC strikes a target’s armour the damage is spread across the surface, rather than penetrating through the armour plates. The EPC actually boils off large plates of armour a layer at a time. Their effectiveness against armour (but their lack of penetrating power) is the reason why, especially against Dominion armoured assaults, a squad of Achilles’ is often teamed up with a team of Ajax-type droids or even a pair of Cuirassiers, which can make the killing blow after the Dominion tanks have lost their heavy armour. 

Although the EPC is primarily meant to be used against armoured targets, it is equally effective against weakly armoured ones; the EPC has the effect of literally ripping the carapace off of Zerg. In case of Marines, the combat suit is boiled off into space, subjugating the ill-fated human inside to the unpleasantness of the interstellar vacuum…

Purpose: Stealth All-Round Combat Vehicle

Armour: MA1500

Dimensions: 7m x 4m x 3.5m

Weapon: EPC Medium Range Particle Cannon

Speed: 250 km per hour

Crew: 1 type-2 Pawn.

ARTEMIS

Even though the Confederate arsenal includes many inventive gadgets and high-tech weaponry, the Confederates knew that short of the immensely powerful (and incredibly expensive) Herculean droids there was very little they had that was capable of doing something against the massive armoured assaults the Dominion is so fond of. To fix this problem, the Artemis was developed. Being the only weapon in the Confederate arsenal that does not require a Pawn, the Artemis is an unmanned, cheap but quite effective missile. The Artemis is easily mass-produced and is capable of destroying lightly armoured units in a single strike. The missile is equipped with a fly-by-wire system, a large set of protocols to allow it to function almost independent from launch control and last but not least, the Confederacy’s top-secret Reflective Armour. Also deployed on Prometheus-class vessels, SunLight Reflective Armour makes the missile an easily visible bright light that is nevertheless extremely hard to lock on to. The SunLight armour sends irregular pulses of extremely bright light into all directions, confusing sensors and soldiers, allowing it to often reach its targets unharmed. But even when one Artemis is intercepted and destroyed, often multiple of these missiles are fired at the same target. Sometimes, entire swarms of these missiles are deployed that can reduce entire armies of armoured craft to scrap metal in minutes.

Purpose: AA / AG Missile

Armour: SunLight Reflective Armour

Dimensions: 75cm x 20cm x 20cm

Weapon: 1 HEAT (High Explosive Anti Tank) warhead.

Speed: 700 km per hour

Crew: NONE

“TROJAN” TYPE-3 INFILTRATION UNIT, AKA “THE CRITTERATOR”

Planets in the Koprulu sector are squirming with indigenous life. Most of these critters are harmless and useless to even the Zerg and are therefore mostly left alone, especially in combat situations where the enemy takes up too much attention to even bother about stupid critters. As such, critters can often get into places where no combat unit would ever get unnoticed.

Realizing this, ever-inventive Confederate scientists have turned this knowledge to their advantage. They have developed extremely lifelike critter-look-alike infiltration drones that are virtually indistinguishable from their natural counterparts. These drones are used to scout dangerous territory unnoticed by the Confederacy’s enemies. This has proven to be an invaluable source of intelligence data that would otherwise have to have been acquired at great cost. As of yet, none of the Koprulu-factions (not even the UED) have knowledge of the Critterator infiltration drones. If they did, territories around enemy settlements would most likely be purged of indigenous life.

Critterator drones are not armed.

Purpose: Intelligence Gatherer

Armour: LA1500

Dimensions: Varies.

Weapon: N/A 

Speed: 50 km per hour

Crew: 1 type-1 Pawn.

ACIA Upgrade: The ACIA or Alien Computer Infiltration Algorithm is an advanced algorithm that allows the King mainframe to directly interface with alien computers, even non-human ones. King’s awesome processing power can, through the ACIA protocol, subvert alien computers into working for the Confederates. This means different things, depending on which facility is subverted. For example, a Command Centre allows the Confederates to access the enemies resource deposits, a Command Centre plus ComSat Centre additionally grants the Confederates access to the enemies cartography. Only Terran and some Protoss installations can be subverted: Zerg do not use computers.

MEDUSA, AKA “PINWHEEL OF DOOM”

This is a small, light anti-grav orb-like craft staffed by a Pawn. Looking somewhat like a large version of the Pawn, it totes a couple of light lasers and a rack of missiles. It’s primary role is reconnaissance and quick raids, although they usually accompany Confederate forces in what few all-out conflicts the Confederates fight. Although they are wonderful tools when used properly (primarily due to their swiftness and agility), Medusa’s are notoriously dumb craft. They can only do what they are told to do, and they can often be confused with unusual manoeuvres. As such, it is advisable that, if you are going to use them in battle, have them accompanied by larger and more effective craft.  

Purpose: Recon / Support craft.

Armour: LA1500

Dimensions: 5m x 5m x 5m

Weapon:

2 x LS2000 blaster. Not very effective against anything with more than three inches of armour but still pretty useful when used in conjunction with other units.

1 x GO2000 ‘Pegasus’ missile-rack. Dumb missiles fired from an interior rack in the orb-shaped body of the Medusa. Not very effective against fast-moving targets but against static or slow-moving targets they are excellent.

Speed: UNKNOWN
Crew: 1 type-1 Pawn.

Optic Flare: Even though the Directorate no longer manufactures these flares, they were willing to provide the Confederacy with the schematics required to manufacture them. The newest generation of optic flares works pretty much the same as those that were previously deployed by Directorate Medics (and that are still deployed by Dominion medics).

Subspace Minefields: A nasty weapon to deal with, the Medusa is capable of placing subspace minefields. This upgrade outfits Medusa-units with a small generator and a replicator unit that allows it to replicate mines as long as it has enough energy. The mines are hidden in subspace until a unit approaches it, at which time the mine will drift towards the unit and explode, causing a small spatial rupture that severely damages the unit in question. Subspace minefields can be seen only by detectors. 

EPITOMES

The ‘Epitomes’ is a small but deadly assault craft dubbed frigate-class. It is outfitted primarily for swift and decisive strikes against enemy structures lacking proper anti-air cover. The Epitomes is barely larger than the usual human fighter-craft, but it is very solid and – again – there is no human crew aboard. Being a stealthy craft, hardly visible even when not hidden under a protective cloaking screen, the Epitomes is all about smooth curves and round surfaces. On first glance there is no sign of any weapons system, because it’s weapons are deployed from retractable tear-shaped blisters that cover the bottom of the plane.  

In addition to it’s cloaking capabilities, the craft is also covered with a reflective coating that makes it increasingly hard for enemy sensors to lock onto it even when it decloaks for short periods to unleash a barrage of ‘Creep Cutter’ smart bombs onto enemy fortifications. This means that the vessel will have to come much closer than the minimum range of enemy fortifications for them to be able to lock and fire at the Epitomes. 

Class: Support Frigate

Armour: MA2500

Dimension: 10m x 3m x 15m

Weapon:

3 x TM1000 ‘Titan Megablaster’ laser pods beneath the craft. These deadly laser-based weapons are used primarily against aerial targets but can be deployed against the ground as well. When deployed, the Megablasters can cover 380 degrees around the vessel.

4 x SB0500 ‘Creep Cutter’ smart bombs. Once the bomb-pods open, the Epitomes will decloak, but usually it is then already too late to intercept it. The bombs are released at a distance from the actual target and will travel the remaining short distance towards it independently. They are designed to explode only after the enemy armour is penetrated, as such doing great damage against buildings and heavily armoured units. Using them against smaller units is overkill however.

Speed: UNKNOWN
Crew: 1 type-2 Pawn.

Cloaking Device: The Epitomes’ cloaking device allows the craft to disappear from all but the most advanced sensors.

Shield: Based on ‘confiscated’ Protoss technology, the Epitomes-class vessel is used as a testbed for Cyberwerx’ attempts to recreate the defensive shielding deployed by all Protoss units. So far, they have managed to create a reasonably effective shield which reflects all concussion-based weaponry. Energy weapons such as lasers however still pass straight through the shields. When cloaked, the shield is disabled.

PROMETHEUS

The ancient Greek legend states that Prometheus was the larger brother of Epitomes, of whom he received Pandora’s box. Also in reality, the Prometheus-class vessel is the larger brother of the Epitomes. The Prometheus-class is approximately 80 meters long. Their main job is to engage enemy capital-class vessels and destroy them. To accomplish this goal, the Prometheus is outfitted with a significant amount of weaponry, ranging from long-range lasers to short-range phasers and EMP-blasters. 

The Terran Dominion thinks there is a connection between this type of vessel and the violent destruction of several Dominion outposts by violent but seemingly natural electromagnetic storms that had never previously occurred anywhere near the location of those outposts. Dominion specialists have found no evidence that these vessels were indeed involved however, and quite frankly Dominion scientists doubt that these sudden violent phenomena could be created by human hand. Central Command officially denies that it is investigating the existence of the so-called ‘Pandora Effect’

Class: Destroyer

Armour: HA2500

Dimensions: 150m x 90m x 50m

Weapon:

3 x type-6 Heavy Laser. The Heavy Laser is a long-ranged weapon capable of piercing and carving enemy armour like no other weapon. Even though it lacks the power to swiftly destroy enemies, it’s long range and capability to tear away enemy armour layer for layer makes more than up for that.

4 x PHASER type-10. The short-ranged PHASER system is excellent for obliterating threats at short-range. Although this system is limited to aerial targets it allows Prometheus-class vessels to move through swarms of enemies without sustaining significant damage.

2 x EMP-blasters. Even though this weapon does not actually effect solid matter, it has a devastating effect on energy-based weapons and energy-storage devices. With each hit, shields and energy will degenerate, leaving enemies open to attack by regular weaponry.

Speed: UNKNOWN
Crew: 1 type-3 Pawn.

Reflective Armour: The Prometheus-class vessel can be outfitted with reflective SunLight armour. This experimental type of armour reflects and refracts light off of its hull. Even though this means that the craft is easily visible because of its shiny appearance, enemy aircraft weapons have a hard time finding it because of the blinding effect the reflective armour has on sensors. Missiles and other guided projectiles fired at a moving Prometheus-class vessel have a fair chance of missing their target.

Pandora Effect: This requires a single Prometheus-class vessel outfitted with a Pandora Generator and at least four Epitomes-class craft to team up in close phalanx-formation. During the creation of the Pandora effect, the shields of the Epitomes vessels are extended around the Prometheus craft. Once the vessels are completely shielded, the shield energy is absorbed by the Prometheus and, through the Pandora Generator, converted into an expanding electromagnetic spatial distortion. 

The distortion will destroy or at least seriously damage everything in a small area because of the extremely strong electromagnetic disruptions at the fringe of the phenomenon. What units or buildings may have survived the blast will be completely drained of power and offline until they are powered back up again.

The more energy the vessels have stored, the more damage the Pandora Effect will do. The vessels themselves remain shielded from the effect. Note that for a certain amount of time, the Epitomes’ Shields and the Prometheus’ Reflective Armour will be inactive due to the energy-draining effects the effect has.

ODYSSEY SPACE CRUISER

The highly classified Odyssey-class Space Cruiser is a sizable vessel, especially for the Confederacy who’s next generation spacecraft aren’t exactly known for their size. Being nearly four hundred meters long, the sleek black Odyssey is a marvel of technology and functional design. The Odyssey class is capable of faster-than-light travel and can move within atmospheres at speeds exceeding Mach 8, which is the maximum speed reached by UED vessels. Because of this extreme speed, the Odyssey’ main job is to act as a rapid-intervention craft whose job it is to pulverize enemy resistance with it’s shock-cannons.

The Mark-I Shock Cannon is a story on it’s own. Originally somewhat of a leftover from the Confederacy’s projects at long-ranged heavy defence, the technology behind the Shock Cannon was thought to be too impractical after the creation of the Ion Cannon. Instead of ion acceleration, the Shock Cannon is essentially a Neutron Particle accelerator. The cannon hurls neutrons towards a target by using a series of superconductor coils. Since neutrons are normally neutrally charged (and can hence not be propelled by superconductors), the Shock Cannon masks the neutrons with tachyons to decrease the mass and provide a charge. As the charged neutrons are fired towards the target the tachyon mask rapidly falls away, causing the neutrons to revert back to their normal state. As a result, the Shock Cannon actually does more damage the further away it is from its target. The Shock Cannon carves a perfectly formed and smooth conical section out of an enemy ship’s armour when a hit is scored. The primary job of the Odyssey is to engage and obliterate buildings and capital ships with these weapons.

In addition, the Odyssey-class carries a set of PHASER-type weapons, but generally they are closely guarded by smaller vessels so to ensure their safety.

Class: Capital-class, designated Siege Cruiser

Armour: HA3000

Dimensions: 425m x 200m x 75m

Weapon:

2 x Shock Neutron Particle Cannon. The larger the distance between the weapon and its target, the more damage it does (although there is, of course, a maximum range after which the neutrons move too slowly to actually do any damage). Effective against basically anything, but especially against heavily armoured targets.

2 x PHASER type-10. The short-ranged PHASER system is excellent for obliterating threats at short-range. Although this system is limited to aerial targets it allows Odyssey-class vessels to defend itself from close by aerial targets.

Speed: UNKNOWN
Crew: 1 type-3 Pawn.

CONFEDERATE BUILDINGS

Quite different from other factions, the Confederates do not use multiple buildings. Instead, they use a single mainframe, the so-called ‘Tower’ to which various sections can be attached, somewhat similar to the add-on’s of Dominion buildings. The advantage is that, because all main processing is handled in the Tower itself, the additional sections are relatively cheap and can be constructed rapidly. The main drawback is, of course, that it creates a vulnerability to Confederate bases: once the Tower is destroyed, all additional sections will usually be deactivated. To avoid this, Confederate bases are usually outfitted with several advanced defensive mechanisms.

TOWER 

The Tower is the main building of all Confederate settlements. It is a large and very rigid cube-like structure. Generally, a Tower will measure approximately two hundred meters both in height, length and width, thus creating a cube-like structure. Towers consist of an inner layer that is essentially a massive mainframe with dozens of square meters of circuitry, cables, a vast neuro-optic computer system, crossed on regular intervals by openings through which small maintenance droids make their way. The outer layer consists of twenty meters of neo-Concrete reinforced with neutronium bulkheads. The neutronium in the outer layer also functions as the focusing and broadcasting point of the Tower’s Subspace communications array. All along the four vertical sides of the Tower, several square tritanium plates cover the places where additional sections can be linked into the Tower.

The Tower autoconstructs small maintenance droids. These do not require additional energy. When left alone they will crawl across the surface of the Tower to repair any damage they encounter. They can be used to construct new Towers as well. When no longer ordered around, Maintenance Droids will automatically return to the nearest Tower and continue their routines.

Upgrade: Planetary Sensor Grid: Advanced sensors allow the Confederacy to scan the planetary surface for enemy forces with great ease (in-game this manifests itself as a slow-moving ‘bar’ that goes from the top down across the minimap, revealing enemy units and fortifications as it goes). The sensor grid cannot be stopped or speeded up, and requires a Fractal Core.

VR CENTRE

The VR Centre allows the extension of CEREAL beyond the Tower mainframe. At the VR Centre the Confederacy constructs BISHOP modules which are attached to the Centre. Here you can also upgrade Pawns to level 2 or 3. The VR Centre requires only a Tower.

TEKLAB 

The Teklab is a section that is made up primarily by a large replicator module, which allows it to replicate androids of the Atilla-class. Upgrades are researched here for small units such as the Atilla, Cuirassier and Medusa. The Teklab requires only a Tower.

PLASMA BATTERY
The Plasma Battery is the only defensive weapon deployed by Confederate settlements. It is a relatively small module, capable of hurling plasma bolts at great speeds towards enemies at long ranges. It is a very destructive weapon, capable of reducing enemy forces to burning sintels before they can react to the barrage. The Plasma Battery is rumoured to be developed with extensive aid of the Confederacy’s Directorate allies.

ADVANCED REPLICATION MODULE 

The ARM allows replication of more advanced units such as the Oracle, Artemis or Herculean. It requires a Teklab.

CLOAKING GENERATOR 

This advanced module permanently cloaks the entire Tower plus all it’s added sections under a cloaking screen. The CG allows cloaking upgrades for those Confederate units that can use them, and requires a Teklab and an ARM.

Upgrade: Phase Cloak: An experimental upgrade, Phase Cloaking phases matter out of the three dimensions entirely. The addition of Phase Cloak allows the Cloaking Generator to temporarily phase the entire Tower and it’s upgrades out of the space-time continuum, rendering it impervious to attacks. During this time, all construction processes are halted as well, and since Phase Cloak means an immense drain on generator capacity, a base can only be phase-cloaked a limited time. Afterwards, the cloaking screen will be down for some time because of generator-exhaustion. Phase Cloak requires a Fractal Core.

FRACTAL CORE 

This advanced computer core allows computations to be carried out without the aid of the Tower, thus limiting the required processing time required for such computations to be finished. A Fractal Core decreases the time replications require. Advanced upgrades such as the ACIA-upgrade for the Atilla and the Trojan, the Psi-Disruptor for the Cuirassier or SunLight Reflective Armour require a Fractal Core. It requires a VR centre and an ARM to be present.

Upgrade: Teleportation Module: This allows the Fractal Core to teleport allied units on the map to it’s location, which means that it is a good way to get units out of harms way. It can not teleport units to a certain location, however. A Zero-G Facility is required before this upgrade can be effectuated however.

DOCKING BAY 

The Docking Bay constructs the Confederacy’s navy. It requires a VR Centre and an ARM.

ZERO G FACILITY 

The Zero G Facility is required for extremely advanced research such as the Pandora-Effect or Teleportation. It is also required for the Confederacy’s Odyssey-space cruiser. The Zero-G Facility requires a Docking Bay and a Fractal Core.

THE TERRAN DOMINION
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Badge of the Terran Dominion’s Armed Forces, showing a black cross encased in another cross, supported by four ‘cournerstones’. The inner cross stands for the ground forces, the encasing cross for the airforce which supports the ground forces and the four cornerstones represent the four special forces outfits: the Wolfbanes,  the Knights of Korhal, the Sentinels and the Imperial Guard.

In the years following the destruction of the First UED Fleet, His Imperial Majesty Mengsk I managed to consolidate his power. After  the human/Protoss defeat and the subsequent threat of a Zerg invasion, Mengsk became (largely thanks to the Dominion’s large and very effective propaganda machine) synonymous with a bright light that stood against the encroaching alien darkness. Exploiting this image to the fullest, Mengsk soon became one of the most popular leaders the Terran sector had ever seen (when you trust the opinion polls), for the first time uniting basically all Terran worlds under a single rule. Ordering a major restructuring of the army, the Dominion rapidly reintroduced the extensive use of nuclear weaponry as a powerful means to hold off any invasion. The Terran ability to rapidly adapt to a hostile environment was put to use, and within months designs for radically new weapons were introduced that managed to keep the Zerg off of Mengsks back.

Now, 20 years later, Mengsk is also known as His Immortal Sovereign Mengsk I, and the Terran Dominion is stronger than ever. Having broken all ties with the Protoss five years ago, the Dominion seemingly rules supreme over a major part of the sector having little to no trouble fighting the Zerg. However, new enemies seem to be on the rise. Scouting parties that were sent out to the fringe to investigate rumours of a renewed UED presence in the sector did not return. And Central Command fears that it might have underestimated the military might of the few Confederate outposts that did not surrender to the Dominion. Significant amounts of vessels bearing Confederate markings have been spotted along the fringe, and close enough to several destroyed Dominion outposts for Central Command to take this threat very serious. All in all, it seems like hard times are waiting for the Terran Dominion. Still, it’s army is extraordinarily strong and the morale of it’s soldiers is higher than ever.

And with hundreds of thousands of soldiers willing to selflessly give their life for the glory of the Empire, with thousands upon thousands of powerful battle tanks ready to crush all opposition when their leaders command it, with unstoppable nuclear might and an immortal Emperor to lead its forces to victory, who is to stop them?

The Reformation

Shortly after Mengsk returned to Korhal to rebuild what little was left of the Terran presence in the sector, he started what became known as the Reformation: a very thorough and sometimes rather messy restructuring of the command chain and all forces under Dominion command.


The first thing that was done is to get comrades of Mengsk on positions which were previously held by pro-Confederate officers. Those who objected disappeared. Then, the army was reformed from the rather messy and irregular bunch of intergalactic criminals that it was to a straight and heavily armed force worthy of it’s emperors pride. The doctrine was changed, uniforms were changed, new weaponry was rapidly developed, entire new squadrons were created while others were dismantled for various reasons, not the least of which was that Mengsk did not trust those in charge.

Now, twenty years after the start of the reformation, the Dominion army is an extremely well-organized fighting force, modelled after historical examples Mengsk thought fitting. In addition to those changes necessary to turn the outdated Confederate army into a modern one capable of fighting and winning from the Swarm, a whole lot of changes were introduced that affected the way the average citizen looked at the army. For example, etiquette was introduced. Every soldier is now obliged to take language lessons. Officers were turned from brutes that were only suitable as cannon fodder into gentlemen. The army changed from a criminal outfit were somehow all the scum ended up to a well-oiled machine were you could make a career for yourself while gloriously defending humanity from the Zerg.

Of course there still is cannon-fodder. And of course the Dominion still has lot’s of ugly secrets that the general populace does not know about. But when TDTV broadcasts the yearly officers ball from the Augustgrad University on Korhal Prime, nobody pays attention. What the populace sees from the war is what the Dominion’s Ministry of Truth wants them to see: the Emperor’s glorious victories, proud and good-looking soldiers surrounded by dead alien carcasses and the occasional big ball of hot gas that was the result of another successful nuclear strike on an alien world. The citizenry does not see the thousands of soldiers dying in the trenches. They do not know that the Dominion’s new and very effective bio-chemical weapons were tested on political prisoners. And they do not know why their Emperor does not seem to age anymore.

The general populace does not know that in secrecy, the Dominion army has been divided in two. One part is the part that the citizenry gets to see: the officers and the volunteers and professional soldiers who show up on TV and who are provided with the best equipment the Dominion has to offer. But there is also the second part, which is still made up by thousands of neurally resocialized criminals, brainwashed expendable cannon-fodder who still do the majority of the dirty work – the dying included. Still, with the ranks of the first part swelling, the second part is rapidly decreasing percentage-wise. And even those have a chance to redeem themselves: by Imperial Edict #2544, all criminals who have served 4 years in the Dominion Marine Corps can either return to a civilian life or stay in the army, were they will be transferred to a less dangerous position or even receive promotion. To many, this is a good chance on a better life. Every bad thing has it’s positive side-effects, and the Dominion Marine Corps really isn’t that bad if you consider that they could also have executed you in a variety of highly unpleasant ways.

UNIFORMS

All Dominion forces have two military outfits: one field suit and a dress uniform. Field suits are usually only worn in combat and consist of a standard set of armour decorated with the appropriate unit badges. These are usually standardized, containing none of the personal decorations that Terran forces used to wear before the reformation. In fact, such decorations have been prohibited as they supposedly give Dominion citizens a bad image of the army.

Every Dominion soldier bears the insignia of his or her unit on the right shoulder pad, and the stripes of his or her rank and special service awards on the left shoulder pad. Most regular army units wear the standard spiked helmet, though some special forces wear specialized masks or helmets. The Imperial Guard for example carries a blood-red helmet with pitch-black visor on the sides of which a grinning wolf is depicted as the sign of His Imperial Majesty Mengsk I.

Dress uniforms are quite common on most large Dominion worlds, though on the fringe people usually do not care that much about them. All Dominion uniforms follow a similar pattern. They consist of a double-breasted gold braided tunic worn with britches and high leather boots. Cut-down shoulder pads bearing the wearers service, unit and rank are also quite common. All self-respecting officers will carry a sidearm next to their dress-uniform, usually a Stonecleaver or if the officer in question is highly-ranked, an Arclite N-37. These are worn on a thick, leather belt buckled with the Dominion ‘T’ (also depicted above). On Korhal, Dylar and other Dominion core worlds the trend has surfaced for officers to start wearing duelling sabres next to their sidearm. Even though these clearly serve no purpose in combat, according to some they make the wearer look dashing. Indeed, the gold-interlaced sabres worn by some members of Central Command add a certain touch to the entire uniform. 

Army uniforms are usually dark blue with white britches and gold buttons. Uniforms of the air fleet are jet black with silver buttons and law enforcement wears grey uniforms with silver buttons and light grey britches. Every soldier has a dress uniform, but those worn by privates are simple standard uniforms while those worn by officers are often decorated with insignia and medals and, in case of higher-ranking officers, made out of exquisite fabrics. And of course the more expensive uniforms incorporate a harness made of bullet-proof ballistic nylon.

LAW ENFORCEMENT


This is a large section within the Dominion, so huge in fact that it is generally regarded as the third pillar of the army. The law is enforced by the Dominion Law Enforcement Units, who can easily be recognized by their black uniforms. They are a very common sight in Dominion territory because the Emperor believes in saturation policing. It is the official stance of the Dominion that a highly visible police force deters criminals. They have a reputation for being tough but fair and also for handing out their own on-the-spot punishments to offenders. Many law enforcement officers reckon that a good pistol-whipping is as good a deterrent as a jail sentence. Most petty crime goes unrecorded in Dominion territory as officers dispense their own justice.

Law enforcement officers hold ranks that are equal to those held by officers in the regular army and because all law enforcement officers receive military-grade training they can in case of emergency immediately be incorporated into the mainstream army. In fact, the Law Enforcement department of the Ministry of Order has it’s own rather large fleet of vehicles and many military-grade equipment required to suppress riots wherever they might arise. A special section with the Ministry of Order are the Magistrates. They handle most major crimes on core worlds as well as lesser crimes on the fringe that are not immediately solves by local police forces. The Magistrates are seen as people you do not want to mess with: they are empowered to investigate, detain and punish criminals on the spot. Cases handled by a magistrate never see a judge, and the offender never gets an attorney. The Magistrate acts as investigator, judge, jury and often executioner. Magistrates are tough, incorruptible and heavily armed. They often have their own permanent task force of detectives and bodyguards. If a Magistrate is put on a case by the Ministry, that usually means that the shit has hit the proverbial fan.

In Dominion territory, there are only three sentences:

MISDEMEANORS: These range for jaywalking to drunk and disorderly behaviour, speeding and minor tax evasion. Usually the fine is somewhere between one hundred to one thousand credits, twenty days in jail or corporal punishment to be carried out by the law enforcement officer in question.

TRANSPORTATION: This is the sentence for everything more serious than misdemeanours. Transportation is an euphemistic phrase: what is meant is that you will be sent to one of the gulags operated by the Ministry of Truth. There, you will starve, work long hours and probably be beaten by sadistic guards. If you are useful enough, you will be neurally resocialized and incorporated into the DMC as cannon fodder. Otherwise you will be left in the gulag to serve your time, usually ten to twenty-five years. Few survive that long. You can be transported for sedition, moral sabotage, armed robbery, burglary, killing a citizen, taking the Emperor’s name in vain, putting a Dominion official in danger and many other things.

DEATH: This is the sentence for capital crimes, usually administered on the spot by Magistrates or Executioners. It is invoked for treason, murder, serious forms of sedition, large scale tax evasion and any crime involving the death of a Dominion officer or official.

DOMINION DOCTRINE
The army of the Terran Dominion is by far the largest and most formidable human army in the Koprulu sector. Even now, with the Directorate massing at it’s very doorstep, the Dominion is not too concerned. After all, it’s legions of soldiers and awesome destructive weaponry have managed to repel all enemy attacks so far and there is no reason to think that in the near future this will change.

The Dominion army is very flexible. Officially the army as three arms (army, fleet, law enforcement), but they are trained to fight together. Central Command assigns troops as it sees necessary to ensure victory. The favoured military unit is the Battlegroup, a task force drawn from several armies, containing all the component units Central Command thinks are needed. An army group could consist of six regiments of tanks drawn from the 103rd Heavy Tank Army, twenty regiments of soldiers drawn from the 47th Army and nineteen squadrons of fighters requisitioned from the 9th Air Fleet. Normally, an Army Group takes its name from its commander. He or she then divides the forces into Battlegroups, which contain all the units required to meet their specific objectives. Like Army Groups, Battlegroups take their name from their commanders. For example, Army Group Bergdahl could consist of Battlegroup Andropov, Battlegroup Schaeffer and Battlegroup Wolf.

The original Terran doctrine of armoured warfare has been extensively modified by the Terran Dominion for use against the alien invaders. Where possible, the Dominion relies on massive armoured assaults supported by mobile assault guns and, on second hand, close air support. The lightning armoured strike is still favoured by many commanders. Tanks in use by the Dominion these days are huge, lumbering war machines sporting many autocannons and heavy guns. These gigantic tanks can crush enemies beneath their tracks or even plow straight through swathes of jungle. Where battles can be fought on open ground, classic armoured tactics using hundreds of tanks will be used. Punching a hole in enemy lines is the object of all these tactics. If a breakthrough is not immediately possible, then a wedge will be driven in the enemy line, soldiers and machines will be poured in and a breakthrough is attempted. 

Facing a Dominion assault is a terrifying thing. Hours before the actual assault begins, a vast bombardment starts, sometimes even from orbit. Fighter-bombers strafe your position as the shells of the mobile assault guns pour down on you. As the dust clears, the throaty roar of thousands of engines can be heard as the tanks roll forward. Few are brave enough to stand their ground in the face of such an assault, even fewer have stood ground and lived to tell the tale. 

In those situations where armour is either non-available or where it is simply impossible to send hundreds of vehicles, the Dominion relies on highly-trained groups of special forces – amongst which the dreaded Imperial Guard – to infiltrate and destroy their objective. To achieve their goal, they are transported in fast and agile transport craft that can get in, deliver troops onto the battlefield and bail out within minutes.

And finally, when the enemy proves to be too strong for even a large-scale Dominion assault, the Dominion brings it’s nuclear weaponry into play. It’s vast nuclear arsenal has been a major factor in the success of the Dominion, and it’s ability to cleanse entire planets with nuclear fire is widely feared. From the Apocalypse-2 ISNM to the Thor tactical IRBM, all are deadly and ever-present. 

In defence, the Dominion is at its best. Their siege engineers are renowned as the finest known to humans, and Dominion positions have a reputation for being near impregnable unless you are prepared to spill your troops’ blood like water.

DOMINION ARMY UNITS

MARINE

Still found everywhere in Dominion-controlled space (and often in space not controlled by the Dominion), the Marine is always on the frontlines where the fates of the Empire and Humanity are at stake. The bulk of the hundreds of thousands of loyal Marines is still made up of convicted criminals who underwent the neural resocialization process. However over the years, thanks to increasing amounts of Dominion propaganda, entire divisions have been created made up solely of volunteers. Both volunteers and resoc’s however have seen their fare share of bloody action in the past. The vast majority of the Dominion’s frontline forces are seasoned veterans who know what to do in a combat situation.

To ensure their effectiveness against the Zerg, the Dominion’s eternal enemy, today’s Marines are equipped with solid armour and even better weapons. The new DMC combat suits are a serious improvement on the older CMC models, and the Mauser/Gauss 6-barreled Advanced Railgun is deadly in all aspects: it fires faster, it’s range is longer and it is more accurate than the old Gauss rifles. 

Another great addition to the Dominion Marine Corps is the implementation of seized UED communication technology. Instead of the easy to jam and often malfunctioning radios the CMC deployed, all Marines now have possession of proper communication equipment. In each soldiers helmet is a micro-pulse receiver plus a chin mike. These are scrambled and are very hard to jam. In addition, each Marine has a dog tag which constantly monitors the soldiers medical status and broadcasts this to his commander. If a soldier goes down, the tag automatically sends a message to that trooper’s superior so that the commander in charge can decide on pick-up, rescue or abandonment. The last is usually only done with dead soldiers, and then only if the situation is really desperate. Even though the technology is still not up to par with the UED’s latest (which includes a full-screen HUD, vocal digitizer, wrist computer and a satellite uplink), it is a great improvement on the shabby Confederate technology. Today’s Marines are a force to be reckoned, and the common slogan amongst Marines is not for nothing “mess with the best… die like the rest!”
Purpose: Frontline Infantry

Armour: DMC Krait-manufactured combat suit.

Weapon: Mauser/Gauss ‘Runestaff’ AR-2. Like it’s Gauss predecessor, the AR-2 can be used in conjunction with the DMC-suits automated aiming system. It has burst-fire control, an extended magazine and recoil-suppressor. A well-trained Marine can have this weapon stripped in under 10 seconds and reassembled in just over 15.

StimPack: The StimPack has barely been modified since it’s introduction some fifty years ago. It significantly increases the combat capabilities of soldiers for a short while, however little effort has been made to decrease the negative side-effects the drug injection has.

PARAMEDIC

According to Dominion propaganda, the Medics “follow a time-honoured tradition of selflessly marching into combat to aid their wounded comrades”. That’s exactly what it is: propaganda. Medical attention on the battlefield was non-existant under the Confederacy, who thought it to be a waste of resources to spend time tending to wounded soldiers who would most likely not live to see another day anyway. The Dominion initially followed the same doctrine and it was not until the introduction of advanced nano-surgery methods by the UED that the Dominion started introducing paramedics among it’s forces.

Initially, Medics went unarmed. This proved to be rather unsuccessful; medics were mercilessly slaughtered by the Zerg with no means to defend themselves. The current generation of Dominion Paramedics is trained to be fully functional on the battlefield, and do have the ability to engage enemy forces if necessary.

Purpose: Frontline Support Infantry

Armour: DMC Krait-manufactured combat suit.

Weapon: Arclite N-35. The Arclite Nemesis-pistol series is known to be outstanding when it comes to reliability and stopping power. Featuring a small but powerful magnetic coil, the N-35 is virtually silent. The calibre is .70, so even though it’s not exactly a big gun it’s phenomenal stopping power makes it favoured amongst the troops even though many potential commercial buyers scoff at it’s limited ammo capacity. It has ten bullets in a magazine, which isn’t very much. For example, the much more expensive N-37 (exclusive for Dominion officers) has an ammo capacity of 30.

Heal/Restore: The most important ability of battlefield paramedics is of course to heal wounded soldiers. The advanced nano-surgery technique used will automatically remove any alien objects or other negative influences on the unit.

Wildfire: One of the results of the Dominion’s bio-chemical research programme’s, the Paramedic can carry several canisters with ‘Wildfire’ or ‘Red Death’. ‘Wildfire’ is a genetic virus based on certain bacteria indigenous to Dylar III. These have been manipulated by genetic scientists into a deadly viral weapon. Upon release, it will contact every biological life form in the vicinity, and spread from there to biologic life surrounding the original victim. Symptoms of the plague are dizziness, loss of orientation, later on coughing and vomiting, loss of consciousness upon which follows death. Small spots of red fungus can be seen growing upon a deceased victims body. Upon contacting the plague, a victim will require  immediate medical attention.

Optic Flare: The optic flare launcher has changed very little over the years. It can be used to fry a units optic sensors, to blind enemy soldiers or to light up dark areas during the night.

KAISER” Super Soldier

Even though there are lots of expendable Marines in the sector, especially before the Reformation their combat-effectiveness was lacking. They panicked easily, were hard to coordinate, communicated barely during hostile encounters and in general were less than suited for the job they were supposed to do. In the light of the Zerg victory, the destruction of the entirety of the UED fleet and the largest part of the Dominion army and with no help coming from the Protoss at all, a panicking Dominion Central Command tried everything they could to get an army up and running that could at least form some sort of buffer against the at this time seemingly unstoppable Zerg Swarm. Then, at the peak of the chaos, some Dominion inventory clerk whose job it was to clean up the archives of Nova Squadron’s tertiary command hub on Dylar came across a certain file, labelled ‘THE BIONIC SOLDIER: A Case Study To The Accelerated Creation Of A New Army’. The clerk in question was a disabled war veteran, and by using what little contacts he still had in the army, he got the report to Central Command within a month, instead of having it end up in some the endless bureaucracy. Not only did this get the clerk in question promotion from a lousy backwater post on Dylar to the rank of lieutenant-commander on Korhal Prime, at the time this report seemingly solved a lot of the Dominions problems. The bionic soldiers in question were a secret experiment, apparently carried out by some part of Nova Squadron the Dominion had had very little contact with (it was called the “Cerberus Division”), but the file somehow did not get to where it was supposed to end up, probably due to the chaos erupting all over Confederate space after the fall of Tarsonis.

The soldiers in question are artificially incubated. Growing from nothing to full maturity in merely six weeks, their muscle tissue and bones are synthetically strengthened during the incubation process. After the incubation they spend two weeks in a mental conditioning facility where they are taught unwavering loyalty to the Dominion as well as their brains are ‘prepared’ in such a way that the largest part of their pain and fear circuitry is cut out. After eight weeks, the soldier is ready for combat (instead of the twenty-plus years it takes for a normal human to mature). However by the time the first incubation facilities where ready and the first super soldiers were ready to face combat, the Reformation had already started and the panic that had gripped Central Command had made place for law and order. With the rapid restructuring of the command chain, and better communication between superiors and soldiers in the field significantly limiting casualties, the super soldiers were less necessary than before. However, Mengsk himself saved the project from being scrapped by adopting the soldiers into his own Imperial Guard. Nowadays, the ‘Kaiser’ soldiers as they’ve become known are an elite force that cleans up the rubbish other army groups are not capable of cleaning. Although they have proven to be extremely effective warriors, they are shunned by their ‘normal’ Marine counterparts because of their cold reasoning, lack of humour and artificial nature.

Purpose: Heavy Infantry

Armour: DMC Krait-manufactured type-2 combat suit.

Weapon: Mauser Mk 43 “INTRUDER” Portable Autocannon. The intruder is a .50 single barrelled drum fed autocannon that comes complete with an integrated grenade launcher for close-in fighting against multiple targets. The combination is increasingly effective, but so heavy that no normal human could possibly hope to effectively use it.

StimPack: The StimPack has barely been modified since it’s introduction some fifty years ago. It significantly increases the combat capabilities of soldiers for a short while, however little effort has been made to decrease the negative side-effects the drug injection has. However thanks to the Kaiser’s unique physique, the damage done by the Stimpack will regenerate over time without outside medical aid.

Regenerate: Some say it has something to do with secret experiments involving Zerg DNA, but nobody knows for sure. Fact remains that the Kaiser will slowly but surely recover from even the deadliest wounds without outside medical attention. This is a slow process, but still much faster than the normal human regeneration rate.

GHOST / POLTERGEIST AGENT

One of the things the Dominion left mostly unchanged even during the Reformation was the Ghost programme. Although some modifications were made to funding and supervising, the scientists working on the programme were free to continue their work as Dominion Central Command saw it as extremely useful. Ever since, Ghost agents have been used for a variety of tasks by the Dominion. Amongst those tasks are the monitoring and if necessary assassination of enemies, both rogue Terrans as well as political opponents and alien commanders, the gathering of intelligence data, the infiltration of enemy bases, stealing certain objects, tracking objects or movements, guiding nuclear missiles to their target etcetera.

To do their job, Ghost agents are equipped with a broad range of – at least to the Dominion – top-notch equipment. Their personal cloaking devices are constantly being modified to use up even fewer energy, their weaponry is constantly under development and last but not least, their implants are often recalibrated. Even under the Dominion, only the best is enough for the best. 

Purpose: Special Forces

Armour: Special Forces “Poltergeist” stealth suit.

Weapon: C-15 Smither multi-role attack weapon. The C-15 is a unique weapon that can be loaded with several types of munitions depending on the target. To make changing between the various types easier, the C-15 can be loaded with four different magazines at the same time, each loaded with different ammo. Thus, you can sport both high-explosive, anti-personnel, anti-carapace and tracer ammunition at the same time.

Cloak: The mark-2 Personal Cloaking Device allows agents to be virtually undetectable to the naked eye.

Electroshackles: These nasty devices allow Dominion operatives to literally short-circuit enemy operations. Electroshackles were originally devices used by the Ministry of Order to terrorize those unlucky enough to end up in the gulags. The device is a small anti-personnel mine that can be dropped or directly attached to an enemy unit. The charge does damage by neural induction, ignoring any armour the victim might wear. Neurolashes are powerful enough to reduce even the most able adults to a whimpering wreck in seconds. The pain is transitory however, even though the weapon can certainly be used to kill, if the device is removed in time the damage will eventually automatically regenerate. 

Electroshackles can also be used against buildings or vehicles: in case of mechanical buildings or vehicles they will significantly hamper the construction process by interfering with power-relays, in case of organic buildings they will simply start damaging them until destroyed. The shackles can be removed by worker-type units. In case of Confederate buildings they will automatically be removed by maintenance droids that move all over Confederate installations.

Induce Soporific Pathogen: Another by-product of Dominion biochemical research, the Soporific pathogen has the same effect on all biological life exposed to it: dizziness, slowed reactions and lacking accuracy in combat. The pathogen is induced by a special pistol, the LarsCorp SL-25. This weapon fires very small needles at incredible speeds towards a target. Once there, the needles (only 5 nanometers long and 0.5 micron in diameter) hit at such incredible speed that armour will literally melt before and after the needle. Thus, it will drill through armour and immediately afterwards close the gap and inject the pathogen into a target. The weapon is completely silent, and targets have no way of knowing where the shot came from. The pathogen will seize to function after a while.

Target Nuclear Strike: Even though more advanced nuclear weapons that no longer need targeting are in use by the Dominion, the surgical removal of key structures by means of a precise, tactical nuclear strike is still heavily favoured amongst Dominion commanders.

IZOLATOR

Every government has its dirty little secrets that the citizenry doesn’t know about. Coverups, fraud, presidential adultery. In some cases, the little secrets are just that, little secrets. In some cases, these take the shape of large amounts of skeletons in closets the size of basements. The Izolator is one of those skeletons, not just a dirty little secret but an extremely filthy whore of a secret. If the Terran Dominion has a dark side then this is definitely it.

Like every regime, the Dominion has its political enemies. People that disagree, openly or not, with the policies and the Emperor. And like every dictatorial totalitarian regime, the Dominion does its best to lock these people up. To this effort, there exist gulags on asteroids, large camps where political prisoners are locked away. The less dangerous enemies receive neural resocialization treatment and are incorporated into the DMC as valuable warriors. The more dangerous political prisoners, those who cannot be trusted to no longer revolt against the Emperor are permanently locked away in the gulags, doing slave labour for the rest of their lives under miserable conditions.

Sometimes, when the Ministry of Truth orders a political enemy to be carried away to the gulag, he is part of a family. In this case, the entire family is deported. Husband and wife are separated from their kids, and they will never see them again. They will never hear of their children again. The children of such prisoners are brought to the Dylar IV penal colony special penitentiary facility. The name is just a name, however; the SPF is definitely not like the rest of the penal colony. In this facility, the children are indoctrinated for years, trained and kept away from the citizenry. In complete isolation, they are turned into merciless killing machines. Unlike the Ghost agents, their job will not require them to contact other humans, so they do not need to have contact with people other than their own kind. During the years of training, they are turned into one of the most fearsome weapons in the Dominion arsenal: the order known as the Dying Stars. Their job is to annihilate all alien influences in human worlds by all means necessary. They are one hundred percent loyal to their cause. Usually, members of this unit are lightly armoured but heavily armed, preferring speed and stealth over heavy protective gear. They wear no insignia or badges, so even when noticed by regular Dominion or other Terran forces, those will have no clue about their affiliation. The body of an Izolator is loaded with mortuary enzymes, exotic bacteria which will dissolve the body within seconds when the Izolator is killed. These can also be activated by the Izolator when imprisoned or facing extraction of vital information. Extensive mental training and implementation of modified psi-repressor equipment are believed to render the Izolator immune to mind-invading or -controlling techniques.

Purpose: Special Forces

Armour: Special Forces “Berzerker” combat suit.

Weapon:

1) Ashrieketh ‘Deathblaze’. This unusual weapon fires smoke grenades across several hundred meters. Unlike smoke grenades deployed by police forces however, the Deathblaze’s grenades start spreading viral spores of the Wildfire strain when they have left the barrel of the launcher, leaving a trail of highly infectious spores in the air. Thus, the Izolator can contaminate large swathes of land. Every biological unit that comes into contact with the spores will be infected and will infect units next to him. The longer a unit stays in the spores, the more spores will attach to the victim and the faster the virus will do it’s destructive work.

2) Lockdown Grenades. These function just like lockdown canisters formerly deployed by Ghost agents. Their range is slightly smaller because the grenade launcher doesn’t reach as far as the old C-10, but they do have the advantage of exploding upon contact, releasing a wave of EMP-radiation that will knock out all electronic systems or mechanic vehicles caught in the blast for a short while.

SIEGFRIED WARWALKER

The LarsCorp-manufactured Siegfried is the Dominion’s second-generation walker, based on the old and abandoned Goliath chassis. The Siegfried-type walker stalks across the battlefield with earthshaking thread. They are piloted by a single man, strapped into the command module. His lower body is encased in the machines chest. His head and shoulders are located in the machines ‘cockpit’. The pilot controls the machine through twin joysticks and footpedals which allow him to steer and utilize the machines weapons systems. The Siegfried is large for a single-human piloted vehicle, but not as large as the Confederate Herculean. It is specifically designed to be able to function in most of the Dominions facilities, so it fits through most standardized cargo doors. Their primary role is that of infantry-support weapon and for this they are usually heavily armoured as well.

TECHNICAL SPECIFICATIONS:

Class: Infantry Support Walker

Mass: 8 tons

Dimensions: 5m x 2m x 1m 

Crew: 1

Armament: 

2 x Bergdahl ATLAS megacannon. These railgun-like weapons can propel massive amounts of bullets across long range at hypersonic speeds, making them extremely useful for mowing down enemy infantry en masse. Be sure to watch out where to fire: you don’t want your own troops to get caught in the crossfire.

2 x Nebelwerfer II missile launcher. These weapons are very effective against aerial targets but can be used against ground-based targets as well.

1 x (optional) Supergehenna plasma-based flamethrowers.

Speed: 80KM/H 

Engine: Sleipnir II Compact Fusion Reactor

Armour: 
Front: 4

Rear: 3

Top: 3

Sides: 4

Flamethrower Upgrade: The Dominion mounts these close-range weapons on basically everything that can carry them. The Supergehenna Flamethrower enhances the Siegfrieds close-in fighting capabilities.

MBT-42 “WOLF” MK 1

The Wolf is the Dominion’s brand-new main battletank. It is an excellent machine: large, heavy (80 tons), with a very powerful engine and sparring four turrets, the Wolf has enough firepower to deal with most enemies head-on. It has one main gun platform which furnished with the Wolf’s main weapon: a 180mm ‘Panzerfaust’ rapid-firing smoothbore cannon. In addition, the Wolf has one additional front turret and two check turrets, each of which equipped with a Larscorp Stonecleaver .75 Autocannon. Optionally, these three turrets can be equipped with the dreaded Supergehenna Flamethrowers.

The Wolf has rapidly earned itself a fearsome reputation and it is heavily favoured by its crews because of it’s solid armour, relatively high speed, heavy weaponry and its high survival-factor. Wolf-units have glamour. Their dashing, in-your-face style of warfare and the sheer power of their vehicles makes them the first choice of every cadet. The main role of a unit of Wolf tanks (or Wolf-pack) is usually to engage in diversionary attacks and light skirmishes until fleet and artillery have punched a hole in the enemy lines, after which Wolf-packs will perform a variety of tasks such as the escorting of Beowulf-type tanks into the fray, widening gaps in enemy lines, striking at enemy fortifications from behind and mopping up remaining resistance. In addition, because of it’s speed, armour and abundance, Wolf-packs are often used to patrol tracks of land in the Dominion outback and to guard vital installations.

TECHNICAL SPECIFICATIONS: 

Class: Main Battle Tank

Mass: 150 tons

Dimensions: 15m x 6m x 4m 

Crew: 7 (Commander, Driver, 4 Gunners, 1 Navigator) 

Armament:
1) Arclite/Klein 180mm Smoothbore anti-armour cannon.

2) 3x Larscorp .75 autocannons.

3) 3x (optional) Supergehenna plasma-based flamethrowers.

 Speed: 100KM/H (70 KM/H on open terrain) 

Engine: PRODIGY Type-5 Diesel Engine providing 1,500 HP. 

Armour: 
Front: 5 

Rear: 3 

Top: 5 

Sides: 4

Flamethrower Upgrade: The Dominion mounts these close-range weapons on basically everything that can carry them. The Supergehenna Flamethrower enhances the Siegfrieds close-in fighting capabilities.

ARCLITE ‘MJOLNIR’ ASSAULT PLATFORM

The demise of Arclite Inc.’s main-selling weapon, the mark-II siege tank, and the reasons behind this demise (extreme lack of agility) drove the company to the edge of bankruptcy. However the guys and gals at Arclite Heavy Weapons Research came up with a weapon that would give the Dominion the edge it needed as well as save the entire corporation: the MJOLNIR assault platform. 


The Mjolnir is essentially a big brick of metal kept aloft by several anti-grav generators borrowed from the scrapped Behemoth-cruiser programme. Onto this heavily armoured big brick of metal are installed a number of heavy assault guns and a missile launcher. And voila: a new piece of weaponry is born. Mjolnir platforms are supposed to follow the infantry into battle while still airborne, and once on the scene of a battle the entire assault platform lands to anchor itself into the ground, at which time it can provide medium to long range cover with its assault cannons as well as provide anti-air defence with it’s Nebelwerfer 8-tubed missile launcher. Granted: it is not a very sexy weapon and generally it’s crews are looked down on somewhat by both infantry and tank-crews but fact remains that their fast rate of fire, rapid deployment and steady aim have saved quite a few lives (in contrast to the tank crews, who have a tendency of shooting first before asking where their shells might plummet downwards).

TECHNICAL SPECIFICATIONS:

Class: Assault Platform

Dimensions: 10m x 10m x 5.5m 

Crew: 4 (Pilot, 2 Gunners, 1 Navigation Officer)

Dimensions: 20m x 20m x 7.5m  

Armament: 

2 x Arclite 80mm Assault Gun

1 x Nebelwerfer Missile Launcher

Speed: 250KM/H (none when landed) 

Engine: 1 Sleipnir Fusion Engine

Armour: 
Front: 4 

Rear: 3 

Top: 2 

Sides: 4
GBT-49 “BEOWULF” 

The BEOWULF giant battletank epitomizes the new Dominion doctrine which states that in mobile warfare, bigger is better. The BEOWULF is not so much a tank as a mobile fortress. It is larger than any ground-based assault vehicle previously produced in the Terran sector. It is so huge, in fact, that it can lumber through the jungle knocking down trees and other objects in its path. It's mighty engine can be heard from miles away, making it perfect for scaring the shit out of enemy soldiers who know what is coming their way.

 
This powerful vehicle is the Dominion's largest main battletank, bristling with weapons. It's main task: to pound the enemy into submission. The BEOWULF is to unleash a barrage of artillery fire onto enemy positions while at the same time THOR missiles plunge from the sky and Dominion bombers strafe enemy positions, bombing anything that remotely looks like a serious threat. During the continuous saturation bombing, the BEOWULF is to move forward very slowly but very surely, spearheading an assault that is to break through enemy lines, after which smaller armoured vehicles pour through the lines, attacking enemy fortifications from behind while the Dominion Fleet obliterates what little may still be left of enemy resistance. 

The BEOWULF has six turrets: one main turret which mounts the 200mm Tank Killer cannon and two 230mm mortars. These weapons can (and will) be used simultaneously when the tank moves forward. Next, there is one additional forward-facing turret equipped with a Supergehenna flamethrower and a 60mm cannon and four cheek-turrets outfitted with in total two AA cannons (each with a triple-barrelled Klein/Helitek 15mm Flak cannon), two 60mm cannons and two Stonecleaver autocannons.

TECHNICAL SPECIFICATIONS: 

Class: Giant Battle Tank

Dimensions: 30m x 18 m x 7m

 Crew: 20 (tank commander, second in command, tower commander, engine commander, 2 AA gunners, 3 turret operators, 2 engine mechanics, 2 main turret operators, 1 main turret loader, 3 drivers, steward, 2 signalists) 

Armament: 
1 x 200mm Tank Killer (range: 5000m) 

2 x 230mm Mortar (range: 20,000m) 

1 x Supergehenna Flamethrower

2 x 35mm Flak cannon

2 x 60mm cannon

2 x Stonecleaver Autocannon
Speed: 40KM/H (30 KM/H on open terrain) 

Engine: Colossus II Fusion Reactor providing 15,000 HP. 

Armour: 
Front: 9 

Rear: 7 

Top: 9 

Sides: 7

Stahler & Koch Junglemower Chainripper: This is a modification for jungle warfare. The Chainripper allows the Beowulf to move through jungle like it were normal terrain. 


NOTE: The BEOWULF is not to operate on its own. Its pace is slow and it is particularly vulnerable against heavy aerial raids against which it’s Flak cannons are lacking. It is vulnerable to hit and run attacks and since it is an extremely expensive piece of equipment it is to be protected by armed forces at all times. When properly used during an assault, two or three BEOWULF's can make the difference however, as their moving artillery can obliterate enemy positions from afar while its main turret is good for holding off any counter strike the enemy may attempt.

“THOR” IRBM LAUNCHER

Part of the Dominion's "VULCANUS" nuclear proliferation project (of which the Apocalypse-2 ISNM is part as well), the Thor is a road mobile, solid propellant, single warhead ballistic missile developed by Dominion technicians as weapon that was to destroy enemy installations from far away without having to risk the safety of the own troops. 

Originally designed with a range of 1,000 km, the range requirement was later increased to 4,000 km so that the weapon could be used as a trans-continental SSM. The increase in range also fits in with the wish of Dominion Central Command no longer rely on the overly complicated nuclear silo's that required Ghost target-acquisition for rapid battlefield strikes. Instead, the THOR is targeted by ComSat and with an advanced inertial navigation system that allows it to manoever in-flight, it is an accurate and difficult to counter offensive weapon system. The neuro-digital scene matching terminal guidance system has also been implemented, providing accuracy down to less than 5 m.
Thor was designed for transportation on wheeled tractor and trailer, each trailer carrying two missiles in containers that also act as launch boxes. The missile is reported to be 7.5 m long, with a body diameter of 0.53 m and a launch weight of about 1850 kg. The missiles carry the nuclear DNM-110 10 kiloton warhead. Reports suggest that the Thor trajectory is kept low, so that the aerodynamic control fins at the rear of the missile can alter the trajectory and range during flight as well as making evasive manoeuvres during the terminal phase near the target. 

Deployment: Once a target is established, the THOR launcher will go into launch-position. The trailer anchors itself into the ground and the missile containers are tilted 45 degrees to face the sky. At this point, an orbital ComSat satellite will take up stationary orbit above the target, providing real-time information concerning the target's status. After a short countdown sequence, one THOR missile will be launched towards the target. Once impact is achieved, the THOR system will be either free to relocate or to launch another missile if necessary. All in all, the THOR system allows the Dominion to strike targets from a much greater distance than the now-obsolete Siegetanks did.

TECHNICAL SPECIFICATIONS:

Class: Artillery

Dimensions: 30m x 7,5m x 4m 

Crew: 5 (Driver, Launch Operator, 3 Navigation Officers) 

Armament: THOR 10 Kiloton IRBM’s.

Speed: 100KM/H (70 KM/H on open terrain) 

Engine: PRODIGY Type-4 Diesel Engine providing 500 HP. 

Armour: 
Front: 3 

Rear: 3 

Top: 5 

Sides: 4 

DOMINION AIRFORCE UNITS

RAVEN GUNSHIP

The dropship was definitely a nice place to get your troops where you wanted them, but by far not fast enough to rapidly ferry troops onto the battlefield without risking the destruction of the entire craft by enemy anti-air fire. As such, dropships were forced to put their troops down way behind the front lines, forcing troopers to march onto the battlefield by themselves. Although this was still manageable, it also meant that Dominion troopers already on the battlefield had no way to be rapidly evacuated in case things got tight and the enemy crawled all over them. This has cost the life of many valuable soldiers and Dominion Central Command was determined to find some way to prevent these unnecessary losses.

The answer came in the form of a combine between Schröm/Larscorp Corporation, who introduced the SM-777 ‘Raven’ rapid aerial insertion/extraction gunship. The Raven can ferry a maximum of 4 soldiers onto the battlefield without delay and is outfitted to strafe the landing site, protecting other Ravens delivering troops by raining missiles and lasers down upon foes. Troops can get rapidly enter and exit the Raven through the doors in the side of the vehicle. Ravens usually carry two down and forward-facing C-75 cannons and a two larger Flak 35mm laser cannons in the doorways that can be manned by soldiers inside the craft (when no soldiers are present, these weapons are not active; when only one soldier is active, only one gun can fire at the same time). There is a Heavy Gunship version, which carries four missiles next to what weapons it already has. The heavier version is hardly used, however, as the Raven usually exits a landing site as fast as possible. This is because it is not a cheap craft: ton by ton it is one of the most expensive vessels created by the Dominion, primarily because of the advanced composites used, the large anti-gravity generator and specially for this vessel designed mini-fusion reactor.

TECHNICAL SPECIFICATIONS:

Class: Gunship

Dimensions: 10m x 4 m x 3m 

Crew: 2 (pilot, navigator/gunner)

Armament: 

2 x Burst Laser Mk. C-75 forward facing turrets (only fire forward).

2 x Flak 35mm laser cannons in the doorways (only fire sideways).

4 x BP-7 AtS HEAT missile (optional). Useful against armoured targets only. Two are fired per salvo.

Speed: Mach 5 (capable of limited extra-atmospheric travel).

Engine: ‘Sleipnir’ Special Fusion Reactor providing (in total) 3000 HP.

NOTE: Based on the ‘Raven’, designed by Shroom Man 777 for the ‘Terran Units Thread’ at scii.org’s forums.

“ODIN” DROPSHIP

Not much different from the older Terran dropships, the Odin has only one major difference: it is huge. Incredibly, staggeringly huge. The Odin is so huge that it can carry up to 8 Wolf-tanks or 4 Beowulf tanks, up to 10 Siegfried walkers or an entire regiment of infantry including gear. Odin vessels are usually well over 130 meters long, and have a span of roughly 60 meters. They are used to ferry large amounts of troops from planet to planet, and don’t usually see combat. This is of course with a good reason: the Dominion does not want to lose valuable equipment when one of these vessels gets destroyed. That’s why Odin-class dropships usually travel in convoys, escorted by at least several Battlecruisers and smaller vessels. They tend to drop their cargo safely behind friendly lines.

Although entire armies can be displaced fast and efficiently by these vessels, they have one major setback: because of their size, their atmospheric capabilities are limited. This means that they are not fast, and while unloading troops and material they are sitting ducks to enemy fire. They must be protected at all costs. If a commander loses even a single of these expensive and therefore valuable vessels he can be sure to receive a serious reprimand from Central Command. If there were any friendly forces aboard the vessel, then he or she will most likely be demoted or even dishonourably discharged from the army. Losing an entire regiment of infantry because their transport got intercepted is something Central Command most definitely does not want to hear.

TECHNICAL SPECIFICATIONS: 

Class: Interplanetary Transport

Dimensions: 140m x 60 m x 30m 

Crew: 10 (4 Pilots, 3 Navigators, 1 Captain, 1 Communications Officer, 1 Steward)

Armament: NONE

Speed: Mach 2 / Warp 6.9

Engine: Double ‘Sleipnir’ Fusion Reactors providing (in total) 10,000 HP.
KONDOR DIVEBOMBER

The first war between man and alien meant a complete failure of old Confederate aircraft designs. The main space superiority fighter, the CF/A-17 Wraith, was not fast enough, not strong enough, not agile enough, and barely made it through even light armour. It’s AG weaponry was a joke; the antiquated burst-laser-systems did great in Confederate propaganda movies but in reality hardly scratched the paint on enemy armour.

Facing a complete annihilation of the fleet, Dominion Central Command rigorously discarded almost the entirity of it’s fighter/bombers and returned to designs that were previously thought to be outdated. Nevertheless initial test-runs of the KONDOR divebomber were promising and it’s during it’s first deployment against a pirate fringe-stronghold a single wing of KONDOR’s managed to destroy 83 percent of all enemy armour in the area within four hours. Within six-and-a-half hours, the entire base was taken by Dominion armour with no casualties: most enemy infantry was found cowering and immobile in their trenches, dazed by the crash of the bombs and the shriek of the dive bombers, too stunned to even use their AA weaponry. Four hours of continuous punishment shattered their nerves. As one nameless renegade said in a diary that was retrieved from a trench: “Until sunset they continued to bomb us, and the consequences were wrecking for our vehicles, which could not leave the road, and our artillery, which could find no cover. There is no way out. Some of my squadmates made a run for safety, but after some one hundred meters they got intercepted and bombed. One of them was screaming for fifteen minutes before he died.”
That is exactly wat the KONDOR is supposed to do: it is to strafe enemy positions, blasting away at anything uncovered or unprotected, bombing the enemy into submission with a relentless series of explosions. The KONDOR is not very fast or very agile, but it is very solidly constructed. It can take massive amounts of punishment and it can store an excessive amount of ammunition. KONDOR craft are specialized in dive-bomb manoeuvres: the craft approaches its target from above, swoops down, unleashes the full fury of its STINGER batteries and immediately takes evasive action by strafing away from the enemy positions. The six STINGER auto-reload rocketbomb pods aboard are the KONDOR’s main weapon. They contain the IKARUS rocketbomb, which are short-ranged and highly explosive self-propelled missiles that find their target using an automated infrared sensor.

TECHNICAL SPECIFICATIONS:
Class: Fighter/Bomber

Dimensions: 20m x 10 m x 5m 

Crew: 5 (1 Pilot, 1 Bomber, 2 Gunners, 1 Navigations Officer)

Armament: 

6x STINGER pods containing IKARUS rocketbombs.

1 x 35mm Flak AA (range: 1000m, 10,000m high) 

Speed: Mach 7 

Engine: Double ‘Sleipnir’ Fusion Reactors providing (in total) 10,000 HP.

VALKYRIE

Originally a part of the first UED invasion force, the Valkyrie rapidly made its way into the arsenals of the various Terran factions in the sector. At first merely thought to be a valuable addition to the fleet, next to the leading space superiority fighter (the CF/A-17 Wraith), the Valkyrie proceeded to rapidly replace the fragile Wraith as the main non-capital Terran space ship. Being very solidly protected from outside threats and packing the punch required to fight off alien forces, the Valkyrie even survived the Wraith, at which side it was originally supposed to fight.

The Dominion has made few adjustments to the original design. The Valkyrie was thought to be way ahead for its time by Central Command and as such the craft has been incorporated into the Dominion air force as it’s primary capship-backup. The only real addition made is the installation of a couple of Arclite 80mm anti-ground laser cannons. Valkyrie-pilots are usually skilled aces, capable of surviving even the most hazardous encounters. The Dominion does not settle for any less. Tasks assigned to Valkyrie-squadrons can range from space-patrol to high-altitude atmospheric escort of Kondor divebombers or deeps-space missions when they are stationed aboard Walkuhre-class Battlecruisers. Although the Valkyrie is the only vessel in it’s class in the Dominion arsenal that’s capable of independent interstellar travel (up to Warp 6.5), if it’s not assigned courier duty or engaged in other short-ranged operations, they usually operate from a Battlecruiser.

TECHNICAL SPECIFICATIONS:
Class: Corvette

Dimensions: 40m x 18.5 m x 9m 

Crew: 8 (1 Pilot, 2 Gunners, 3 Navigations Officer)

Armament: 

2 x HALO AA Cluster Missile Launchers.

2 x 35mm Flak AG 

Speed: Warp 6.5 / Mach 7 

Engine: Double ‘Sleipnir’ Fusion Reactors providing (in total) 10,000 HP.

WALKUHRE-CLASS BATTLECRUISER

The backbone and old-faithful of the Dominion fleet is still the mighty Battlecruiser. Cruiser-like vessels have operated in the Koprulu-sector ever since the Confederacy grew beyond Tarsonis, and continue to do so up to this day. The newest addition to the Dominion fleet is the Walkuhre-class, which is to serve as a replacement for the Behemoth-class. The Walkuhre-class is smaller than you could expect from a faction which mantra seems to be ‘the bigger the better’. Even though the Walkuhre is a sizeable vessel, it is barely as large as the old Behemoth. It does look somewhat more square than the older classes as well.

For the Walkuhre-class, the Dominion has scrapped ‘design’ out of ‘functional design’. The Walkuhre does not look pretty. It is not comfortable to its crews. It scoffs at all modern theories concerning aerodynamics. Instead, this class is raw and unconverted power. As much firepower as humanly possible has been stowed together in this vessel and combined with a layer of armour unseen at any Terran vessel so far. Without access to the thin and powerful Silksteel alloys the Directorate uses to coat its vessels with, the Dominion has outfitted the Walkuhre-class with a staggering 20 inches of NeoSteel armour and an additional 10 inches of ablative armour which is designed for the sole purpose of dispersing and absorbing heat, impact explosions or acetous slime. Under all this armour lays a system of protective outer bulkheads which is about half a meter deep. After this follows an additional 15 inches of NeoSteel armour. The space in between the two layers of armour is filled with shock-absorbing materials, auto-repair systems and super-concrete to have even more protection.

On the craft, Dominion technicians have mounted several batteries of heavy AA-missiles, three AG-laser batteries and a Yamato-cannon. There are no windows in the craft: instead view screens allow the crew to see what’s going on outside. The large hanger bay on the bottom of the craft is normally sealed shut by a huge shield of reinforced steel. Altogether the craft looks like a huge flying square plate of metal with at the back four massive engine-outlets, the bottom covered with deadly Flak laser turrets and the top dominated by missile batteries which rival with the Chtulu-class Cruiser in firepower. Aboard are one hundred and fifty men and women and place for an additional twenty Valkyrie-class vessels and 30 Kondor-class craft.

You don’t want to see this vessel from up close if you’re not Dominion.

TECHNICAL SPECIFICATIONS:

Class: Capital-class, designated Cruiser

Dimensions: 1.3km x 1km x 400m 

Crew: 150

Armament: 

4x Nebelwerfer-3 AA heavy missile batteries.

3 x 88mm Flak AG laser batteries. 

Speed: Warp 5 5 

Engine: Double ‘Colossus’ III Fusion Reactors.

Yamato Cannon: The devastating Yamato cannon has not been changed by Dominion scientists. It is still equally devastating and still requires a lot of energy to be used.

EXPLORER

Formerly used to study interesting spatial phenomena, now the Explorers have been fully incorporated into the fleet to help turn the tide of the war. With their advanced sensors, they are often placed at strategic positions – with escort of course – so that they can serve as guard dogs for Dominion colonies. To optimally perform this task, the formerly huge Explorer-type stations have been significantly reduced in size. Although they are not armed with any direct weapons, they have many useful abilities that can be used to aid an army achieve its goals. The Explorer is a detector. Allied airships can dock with the Explorer and be repaired.

Even though they lack weapons, duty on Explorer-vessels is seen as a great way to increase the chance of surviving your ‘tour of duty’ relatively unscathed. They are known to be solidly protected both by armour and by hosts of vessels, and because of the scientific and less militaristic way of living aboard their commanders tend to be a bit lax towards slacking discipline from the onboard military. However cases are known where explorers were boarded by enemy forces, and in this case the usually pleasantly lit corridors of an explorer can rapidly turn into hell in space, a maze where enemies lure around every corner. To prevent the vessel from falling into enemy hands, all Explorer commanders are given the code to the Explorers mainframe and have the ability to self-destruct the ship. This can happen via a countdown through the station’s speakers, with a silent countdown or immediately on command of the captain. He will need the agreement of at least three senior officers, as long as there are three aboard.

TECHNICAL SPECIFICATIONS:

Dimensions: 400m x 400m x 300m 

Crew: Varies, usually around 150 to 300 men and women.

Armament: NONE

Speed: NOT AVAILABLE

Engine: ‘Colossus’ III Fusion Reactor

Irradiate: A dense cloud of radiation, bound around a target through a magnetic field. Biological units will rapidly die off and the cloud is dense enough to even kill lightly armoured targets.

EMP-Shockwave: The Mark II EMP-Missile generates, upon detonation, a powerful electromagnetic shockwave that will short-circuit shielding and drain generators of energy. It also has the strange side-effect of slightly hampering Confederate automated war machines in their functioning for a short while.

Nuclear Bomb: Originally intended as a way for the Dominion’s Terraforming Agency to be able to rapidly access mineral deposits deeper than a fifty meters beneath the ground, the ‘Mole’ tactical nuclear device was rapidly incorporated into the army as a useful weapon. This drops a small nuclear device directly beneath the Explorer. The blast does not spread sideward, but downwards, creating a large and deep crater in the ground. This ability can be used to create an artificial easily defendable ‘trench’ in the terrain as well as it can be used to wreck enemy buildings.

APOCALYPSE-2 ISNM


The Apocalypse Type 2 Inter Stellar Nuclear Missile (or Apoc-2 as it is commonly referred to) is an integral part of the Dominions latest (and highly effective) anti-Zerg strategy. The fleet scouts out Zerg breeding grounds, usually located on remote planets, after which one or more Apoc-2's are dispatched to lay waste to them. The fleet then moves in and eradicates all remaining resistance. If the resistance still proves too heavy, the fleet retreates, several more Apoc-2's are launches and the entire planetary surface is scourged with nuclear fire. 

This way of working has proven itself to be very effective against the Zerg. It can quickly eliminate entire Hive Clusters while it costs only limited resources and no human lives are lost either. 


The Apoc-2 is 25 meters long and six meters in diameter. It is equipped with an independant warp system allowing it to move from system to system independantly. It is also outfitted with a cloaking device allowing it to reach its target without warning. The Apoc-2 carries fifteen 100-megaton warheads which can be aimed and launched independent from one another. In addition the Apoc-2 has an advanced subspace communications array which allows Dominion Central Command to change the course of each additional missile from light years away. The Apoc-2 can deliver its warheads to one planet, to various targets within a single system or even strike up to fifteen targets in multiple systems. It is without any doubt the most efficient and deadly weapon ever constructed by the Terran Dominion.

The Apocalypse-2 is manufactured at only one place: the Dominion's Advanced Weapons Research Facility at the Dylarian Shipyards around Dylar IV. These shipyards are the second most heavily defended installation in the Terran sector (after Korhal Prime).

 
TECHNICAL SPECIFICATIONS:

Dimensions: 25m x 6m x 6m 

Crew: NONE 

Armament: Fifteen DNM-130 one-hundred megaton warheads. 

Speed: 
Maximum Warp Speed: Warp 7 

Maximum Impulse Speed: 10 million kilometres per hour. 

Engines: Helitek "Angelus" integrated impulse/warp engine.

NOTE: This is a NPC (Non Playable Character) unit.

DOMINION BUILDINGS

COMMAND CENTRE

The Command Centre still serves as a hub for Dominion forces, wherever they may be deployed. From the Centre, NCO’s dispatch orders to their troops. Here, Dominion cartographers keep track of the movements of enemy forces and here too are the large communications arrays that allow Dominion commanders to contact their superiors back on Korhal, even when the base in question is located at the fringe of Dominion-controlled space. Command Centre’s also serve as processing facilities for raw resources. The CC has lift-off capabilities.

Command Centre trains: SCV (not listed)

Add-on: Nuclear Silo: Although the Dominion’s nuclear arsenal has been expanded significantly and most commanders think the use of tactical nuclear warheads is no longer of this time and age, there are times when a properly targeted nuclear strike can turn the tide of a battle in moments. Because the silo operates on a ‘fire and forget’ basis, the DNM 120 ‘Abaddon’ 1 Megaton nuclear warhead has to be targeted before launch by a Ghost/Poltergeist operative. CAUTION: When the targeting agent is killed or the signal is otherwise lost, the nuclear warhead can no longer be targeted and will crash somewhere along its trajectory from the silo to the target, depending on how close it was. This can have undesired side-effect and Dominion commanders are warned to ensure the safety of the operatives targeting the nuclear device.

BARRACKS

The Barracks is where Dominion garrisons are trained, stationed and healed in case they have been wounded in combat. The Barracks has lift-off capabilities.


Barracks trains: Marine, Paramedic, Kaiser, Izolator, Ghost/Poltergeist.

Add-on: Bionics Lab: The Bionics Lab is required before Kaisers and Izolators can be trained. 

SUPPLY DEPOT 

Supply depots store the Dominions supplies. Ground-based units that have depleted their ammo reserves, such as Paramedic Wildfire canisters, can be recharged here.

FACTORY 

The enormous, automated factories construct virtually all Dominion weapons of war. They have been designed in such a fashion that their production lines can churn out basically all common designs without having to extensively modify the line. The Factory has lift-off capabilities.

Factory constructs: Siegfried, Wolf, Mjolnir, Thor, Beowulf.

ARSENAL

The arsenal upgrades the weaponry of basically all weapons the Dominion has in use, from the simple Arclite N-35 rail pistol to the huge Flak 88 lasercannons and Nebelwerfer long-ranged missiles.

Add-on: Research Lab: The Research Lab allows Dominion scientist to further explore the scientific realm. A Research lab is required for Kaiser- and Ghost training.

STARPORT

The Starport acts as a giant… well… Starport, actually. Starships can dock with the Starport for refuelling and repairs.

Starport constructs: Kondor, Valkyrie, Odin, Raven, Walkuhre, Explorer

BUNKER

A bunker can provide shelter to a maximum of four soldiers, who can engage enemy forces from inside. Besides from the protection the bunker offers, it also grants additional range to those inside. 

“DRESDEN” BASE DEFENCE CANNON 

The Dresden-type BDC is about as low-tech as you can get. It was conceived in what were believed to be the last remaining hours of a besieged Dominion outposts. With primary defences down, the majority of its garrison dead or seriously injured and no relief forces to be expected until three days and facing one of the largest Zerg assaults that sector had ever seen, the commander of the outpost had already given up hope and decided to die honourably when a technician came up with a brilliant idea. He had put together a wrecked and empty Wraith missile pod, a large series of magnetic coils derived from defunct Gauss rifles and a huge amount of scrap metal. When properly mixed, this collection of random battlefield-waste proved to be one of the most deadly base-defence instruments ever invented. When activated, the series of magnetic coils will speed up the scrap metal to a velocity well beyond ‘normal’ hypersonic and release the chunks of metal in a storm of fire with approximately 0.05 seconds between each part. The immense speed with which a projectile hits an enemy is enough to totally shred even the thickest armour. Not only was the weapon powerful enough to save the colony in question until backup arrived, it was also rapidly incorporated into the standard Dominion arsenal. Once activated, there is no way to stop the cannon until it is empty, at which point it will take some time to recharge. 

MISSILE EMPLACEMENT

The ‘Nebelwerfer’ missile emplacement fires volleys of missiles at incoming enemy aircraft. Equipped with advanced tracking sensors, the Nebelwerfer seldom misses its target even when the target uses advanced sensor-blocking mechanisms such as a cloaking device. These emplacements are designed to be rapidly deployable, effective and cheap. Because of their cost-effectiveness and relative low cost, they are often scattered in great numbers throughout Dominion encampments, making an aerial approach of such settlements unadvisable.

WALL

An absolute requirement for encampments on the fringe. All Dominion outposts, small and large, are surrounded by thorough walls. Wall sections are easily mass-produced, tall (7 meters) and comfortably thick. They are made up out of super-concrete and reinforced with neo-steel bulkheads. Marines can mount the walls to rain death upon their enemies.

A Handsome Young Zealot Named Ace

Woëd Women At Every Base

But Once Ladies Glanced At

His Special Enhancement

They Vanished With Nary A Trace

- Barracks Graffitti, Korhal Orbital 4

THE TERRAN FREEDOM FACTION
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Symbol of the Terran Freedom Faction, sported on basically all vehicles, buildings and armours in use by the Faction. It shows a stylized ‘R’, made out of two bars and a single circle. Some say the ‘R’ stands for ‘Raynor’, others claim it means ‘Renegade’ or ‘Rogue’. Also notice the distinctive influence of Protoss style on the symbol, emphasizing the close cooperation of Protoss and Terrans inside the Faction.

A History of Resistance

Ever since the creation of the first Terran settlements in the Koprulu sector, there has been resistance against the establishment. Even when the dazed survivors of the crashed cryo-carriers got their act together, there where dissenting voices that did not wish to comply to the will of the majority, or the will of the strongest, or whoever was in charge. Perhaps there was a reality to the claims of the UPL scientists that condemned them to the Fringe. Perhaps there is a genetic ‘key’ for disobedience. Or perhaps there is another reason. Fact remains that the Terran worlds in the sector have a proud tradition of refusal, resistance and even open disagreement with the institutions in place. From the first independant settlements back in the days after the crash on Tarsonis and the large number of rogue militia’s on the fringe of Confederate territory all the way through to the Korhal Rebellion and the destruction of the First Confederacy.

But somehow, even through the large number of revolutions and a history of civil unrest and protest actions, somehow there is very little to no change. Those who sought refuge with the rogue militia’s to escape the grim dictatorship that was the Confederacy found out that these militia’s where just as strict if not even stricter than the Confederacy they tried to evade, and even though the Confederacy was eventually overthrown, it was replaced with the Terran Dominion, once again lead by a totalitarian government which did not accept disobediance. Apparently, no matter what the Terrans did to enhance their government, they somehow ended up back in the miserable position they had been in before. Even Arcturus Mengsk, who for a large part of his life symbolized the struggle against oppression and for a more human government, eventually fell prey to what some ironically called “the Korhal Syndrome”. No matter how valiantly freedom fighters fought for their rights, in the end they ended up either dead or corrupted by the very system they tried to destroy.

From that perspective, it isn’t particularly strange to look upon the Freedom Faction and it’s ideals with some mistrust and suspicion. After all, why would they succeed where so many others have failed?

Well for starters, they have the aid of the Protoss.

The Enemy of My Enemy…

The history of this particular freedom faction starts in the tumultuous chaos that was the result of the ravaging of Tarsonis, the fall of the First Confederacy and the subsequent emerging of the Terran Dominion. James Raynor, former Marshall of Mar Sara, former Confederate inmate, former friend of Sarah Kerrigan, former lieutenant to Arcturus Mengsk and survivor of countless battles and skirmishes, decided that Mengsk and his Dominion where not what he had in mind and defected from Mengsks side in what could be called the hour of his victory. Aboard the battlecruiser Hyperion and in the company of a few dozen like-minded companions, Raynor sought refuge with the Protoss Empire, just in time to see it fall to pieces. Even though the Protoss, with the aid of Raynor, managed to destroy the Overmind, they had to flee from Aiur. Raynor and Fenix chose to stay behind on the Motherworld. This was the birth of the alliance between man and Protoss, which would result in many of the technological feats that the TFF still uses up to this day.

Eventually, Kerrigan managed to murder Fenix, but not even this managed to break the relationship between Raynor and the Protoss. If anything, it strenthened it. And even though both Mengsks Terran Dominion and the Zerg Swarm are known to have brutally persecuted the rebellious TFF, they will not give up their struggle to liberate humanity from it’s oppressors and to avenge all the fallen comrades, both human and Protoss, that the members of the TFF have lost over the many years of fighting all across the sector. Actually, the TFF managed to expand even though it was suppressed in every possible way by the Dominion. Gaining an aura of enlightenment and glamour, the TFF exacts an irresistable attraction on those who manage to pierce through Dominion propaganda, who constantly portray the faction as just another band of rogue pirates or enemies of humanity who have sided with aliens to gain an edge over their fellow humans. The effectiveness of Dominion propaganda combined with the severe punishment that awaits those who defect from it’s side still manages to significantly reduce the amount of people willing to go out to the fringe of space and search for the TFF. Those who do are more often than not those with enough intellectual and military skill to both circumvent the Dominion secret police, border patrols and the propaganda offensive against the TFF.

Technology Galore

Throughout the years, the TFF has, more than any other Terran faction done ‘business’ with the Protoss. The Protoss consider Raynor and his companions as their equals and will never forget the role they played in both the destruction of the Overmind and the retaking of Aiur. Subsequently, the Protoss territories are often the spot to look for the TFF when the Dominion or the Zerg have launched another major assault on TFF strongholds. Since a significant part of the TFF actually consists of Protoss warriors who sympathize with the valiant struggle against overwhelming odds that the TFF is fighting, a large part of the TFF arsenal consists of exotic weaponry one would not expect in the hands of a Terran army. Even though over the years both the Dominion, the UED and the Confederates have been reverse-engineering quite some Protoss technology and have incorporated those elements they thought useful into their own weapons of war, still the Protoss have a significant technological edge over their Terran counterparts. The TFF, with its generally highly intellectual people, has been known to exploit this edge to the fullest, using many advanced composites and weapons systems that other Terrans, let alone pirate militias, could ever dream of. Many of these exotic technologies require to be operated by Protoss themselves, and because of this a lot of TFF tech is operated by a mixed crew of Protoss and Terrans. Not only does this speed up the human-alien integration, it also poses a set of interesting problems, not the least of which is the command infrastructure.

The Revolution Devours its Children

How do you design a command infrastructure for an army that is supposed to be a democracy? Throughout centuries, millennia even, human armies have been about the most undemocratic institutions one could think of. One of the core reasons revolutions are corrupted by the very system they are supposed to overthrow is their undemocratic nature. An ancient Terran saying is “the revolution devours its children”. The TFF is one of the few revolutions that are aware of the corrupting nature any army will have on it’s human components. Because they do not wish to repeat the mistakes the Sons of Korhal and countless other rebels made, the Terran Freedom Faction operates on the basis of the “primus interbarus”, the “first among equals”. Every man in the Faction, from the high level colonel planning the next strategic move to the people cleaning the exhaust pipes of the Flutter Petal space frigates, they are all equal. Everyone has a say in the workings of the Faction. Everyone, regardless of their rank, can walk in on a higher ranking person and criticise him for his actions. Of course there are limits to what a person can and cannot do, and it is likely that an unworkable situation would exist if the people in the TFF did not know their place. Therfore, you will not hear a master technician being criticised by a fighter pilot, simply because everyone knows that regardless of their function, those people doing the job they do are the best at what they do that the Faction has to offer. If you are not suited for the job you hold, then you will be replaced. For the Faction, only the best is good enough. Less than the best will just not do, simply because the long-term existance of the Faction depends on everyone doing their job the best way they can. Needless to say that, as the technological enhancement of the Faction’s equipment progresses, those working on and with that equipment are constantly being taught how to handle and optimize that what they are given.


Ranks Among Equals

Even in the Terran Freedom Faction, arguably one of the most democratic and flat-organized armies the sector has ever seen, people are still to a certain extent bound to ranks. Partially because it is a tradition that even the TFF cannot suddenly drop entirely, partially because it’s simply an efficient way to alert people to who they are talking to and to organize things in the most competent manner. However, the ranks are organized not in a hiërarchic way but in a “flat” way. This meaning that instead of having people outrankt each other (EG: lieutenant over private), those doing the same job hold the same rank. Those who have had any dealings with the Protoss know that this is a slightly modified way of the Protoss ranking systems, which was also largely based on horizontal rankings with very little vertical hiërarchy. The Protoss way of working is of course incorporated because the TFF is the first Terran army that incorporates a significant number of Protoss warriors into its ranks. Man and Protoss can now use the same ranking system. Some of the ranks in use are (first human, second Protoss):

Soldier / Warrior

Technician / Smith

Planner / Praetor

Ambassador / Consul

“We have access to more technology then we can understand, let alone implement!” – Gregory Rorykiev, TFF Master Technician

TFF GROUND UNITS

GUARDSMAN

The ‘Guardsman’ is the standard human TFF infantry. However ‘standard’ to TFF standards still means that it is a highly exotic unit to normal human standards. ‘Guardsman’ soldiers are supposed to be the frontline in TFF assaults and the last line of defence in defense. They are the first ones to go into the fray, and the last ones to bail out might things get too messy. They are, in general, hardcases that require little to no briefing, that know what to do and when to do it, and that are trained to a degree where ‘tough’ is no longer an adequate description.

Next to their general battle-hardedness, the Guardsman soldiers are equipped with state-of-the-art TFF technology. Their enhanced ‘Divinity’ combat suits ensure relative safety on the field of battle. The Divinity suit is outfitted with a stripped-down version of the PSILOCK mechanized telepathic enhancing and focusing array used for the TFF’s Disciple space fighters. PSILOCK allows soldiers to communicate telepathically. Although the human telepathic link is crude and inefficient when compared to it’s natural Protoss counterpart, it still outperforms old-fashioned Confederate radio-equipment by miles. Moreover, the telepathic nature of the link means that TFF battlefield communications cannot be intercepted by normal human sensor arrays which might be able to intercept and de-encrypt radio communications.

Next to this advanced communications module, the ‘Divinity’ suit features a built-in shield generator capable of generating a permanent defensive shield around the unit. This shield works in much the same way as it’s Protoss counterparts although it’s strength is more limited. Both the shield and the PSILOCK device are powered by a Khaydarin-Fusion generator (incorporating a small fragment of a Khaydarin crystal) inside the combat armour, providing the soldier with psionic energy even if the soldier in question has no psychic potential whatsoever. Because of this generator, the ‘Divinity’ armour is extremely expensive however and deployment of Guardsman-units should always be very careful, not only to make sure that all soldiers survive but also because this technology should not fall into the hands of enemy forces.

Purpose: Assault Infantry

Armour: ‘Divinity’ Enhanced Combat Armour

Weapon: PSI-X-001 ‘Warlock’. The experimental ‘Warlock’ is an amazing weapon entirely of Terran design, although many wouldn’t suspect that. Essentially, it’s an adaptation of the C-14 cannister rifle. The Warlock however incorporates neuro-organic relais that are connected to the Guardsmans suit and through it to the crystal fragment it incorporates. As a slug passes through the magnetic coils of the railgun, it is charged with psychonic energy. As soon as the slug hits a target, a small wave of psychonic energy in unleashed, stunning enemies in a small area or even turning them against their allies.

Shield: The Guardsman shield is generated by a special generator which combines the working of the Protoss shield (psionic energy is funneled through a set of Khaydarin crystals to create a spherical shield of pure energy) with Terran ingenuity. Because Terrans generally do not have the psionic potential to make a shield work, a special generator was developed, called the ‘Aeon’. This generator incorporates fragments of Kaydarin crystals with psi-emitters created by Terran engineers to mimic the continuous stream of psychic energy emanating from a normal Protoss warrior to create a shield around a human soldier. Although this method is not quite as powerful as 100%-Khaydarin based shields, it still performs remarkably well on the field of battle. The shield is permanent, does not have to be activated and will automatically recharge.

PROCTOR

‘Proctor’ is the name given to Protoss warriors who have chosen to side with the TFF against the Dominion oppression of the Koprulu Terrans, instead of fighting with their own brethren. In some Protoss tribes, it has become a custom of sorts to allow young warriors to spend a certain amount of time with their Terran allies, either to further Protoss understanding of the Terran mentality or simply so that they can gain battlefield experience in a way that they know they have a good chance of coming back in one piece. Usually, the Protoss warriors assigned to the TFF will stay with the Faction for a year, after which they can either decide to return to their tribe, or they can choose to stay with the TFF a little while longer. Surprisingly, both to Protoss and humans, quite a few warriors have chosen to remain with the TFF. Perhaps this is because of sympathy with the short-living Terrans, or perhaps there is some other reason, but well over 40% has chosen to remain with the Faction. Then again, as long as Aiur or the very existance of the Protoss empire is not on the line, there is very little reason for a Protoss warrior to exchange the TFF for his tribe. After all, when you have centuries to live, why bother about a few years?

Usually, Templar who choose to spend some time with the TFF will be transferred from their tribe to the Faction after they have completed the initial Templar training. They possess above-average knowledge of combat and the battlefield but their knowledge of the Khalai has not furthered to the extent that they are capable of making the ascension to High Templar level. This is of concern to tribe elders, because even during their stay with the TFF the young warrior will continue to exercise and expand his knowledge of the Khalai, while he is largely out of the reach of the Templar masters who are supposed to guide them safely to the next levels of training. In some instances, incidents have taken place where warriors ascended to a higher level of training too fast without proper guidance, which can be quite dangerous for the warrior himself and especially for his environment, which happens to be filled with humans who cannot quite stand extreme amounts of psychic pressure. To avoid such nasty incidents in the future, several Protoss counselors have joined with the TFF to make sure that Templar training can take its course without incident or delay, while at the same time avoiding damage to the warrior or his environment.

Proctors, as the warriors between Zealot and Templar training are called, are incorporated into the TFF as a rapid strike force capable of surprising and quickly decimating enemies and then bailing out to avoid contact with heavy enemy armour. To this extent, they are equipped with Protoss psi-blades and a shoulder-mounted disruptor cannon of Terran design.

Purpose: Strike Force Infantry

Armour:                  , pronounced as ‘Shai’Hiiara’, roughly translatable as ‘Believers Shield’.

Weapon: 

2 x Psi-Blade. These entirely psi-powered weapons are almost a ritual weapon for many Protoss warriors. They go to great lengths to ensure these weapons will keep working on the battlefield: it is regarded as a humiliation if the blades fail and a warrior has to rely on secondary weapons.

1 x Psi-Disruptor. This shoulder-mounted weapon of Terran design focuses the Proctor’s energy into a powerful, ranged blast of pure psionic energy that can do significant amounts of damage.

2 x Disc (optional). Developed by human engineers, the Disc has proven to be a valuable addition to the Proctor’s arsenal. Being launched from the Proctor’s wrists, the Disc can hit up to five targets before losing inertia and falling to the ground. By that time, it will have sliced through multiple targets, severing limbs and cutting arteries. Although the Proctor can only carry two discs at a time, launched discs can be retrieved from the place where they dropped. If no more than five targets are present, the disc will attempt to return to the Proctor so it can be fired again.

Shield: Like all Protoss powersuits, the Proctor’s armour carries a Khaydarin generator capable of generating an energy shield around the warrior, protecting the warrior from damage. These shields are much more powerful than the human substitute.

Hallucination: Formerly used by the High Templar, this ability is one of the easier ways to manipulate feeble minds on the battlefield. The Proctor can use it to create two ‘ghost’ images of either any unit or himself, so to confuse enemy warriors into thinking there are more opponents than there are.

Disc: The Disc-upgrade outfits all Proctors with two Discs that can be launched at enemies at will.

GUARDIAN

The increasing presence of Protoss warriors within the ranks of the TFF has had several strange and unexpected side-effects. One of the oddest of these effects is what is, in medical terms, called ‘accelerated psycho-dynamic hyperactivity syndrome’ and what in normal language is referred to as ‘psionic awakening’. This ‘syndrome’ first manifested itself when the TFF was still known as Raynor’s Raiders, a band of rogues that roamed the fringes of Terran space in the Battlecruiser Hyperion. In those days, a few Protoss High Templar where aboard, both as friends of Raynor as well as to act as ‘ambassadors’ to the Protoss empire. After several months, several technicians aboard the Hyperion started hallucinating. Only lightly at first, but eventually the hallucinations increased to the point where the technicians where unable to perform their duty. Then, the seizures started, after which the men where transferred to the Hyperion’s sickbay. Not too much later, the doctors caring for the patients – who could not find a single thing wrong with the men – started noticing telekinetic activity around their patients. Every time one of the technicians where to get a seizure, glasses would start dropping off of tables. Books would float around and fall down a few seconds after. Things would be lifted up, or displaced, simply to drop back down moments later.

It wasn’t too long before an answer to these odd manifestations was found. The technicians where all found to have worked in a section very close to where the Protoss Templar used to practice their skills. Some had been observing the practices on a regular basis. The current hypothesis and explanation is that every human possesses limited latent psionic potential. Some more than others, but all humans do, and the only thing neccesary to unlock this potential is a certain dose of psi-energy: a psi ‘infusion’, so to say. This dose varies from man to man and from woman to woman, but is generally found to be in relation with that persons potential: the higher a persons psionic potential, the smaller the power required to unlock it. Every Protoss emits a certain amount of psychic energy: a ‘halo’ or ‘aura’ of sorts. The size and power (‘magnitude’) of this aura varies, but again is found to be in conjunction with the potential and training of the owner: a High Templar has a more powerful aura than a warrior who has not yet ascended to that level. In addition, when practicing, a High Templar’s aura increases  in magnitude. Repeated exposure to this aura can in certain cases be enough to unlock the psionic potential in humans.

The Raiders and later the TFF did a few experiments with this phenomenon and with the aid of the Templar aboard the Hyperion they rapidly ‘activated’ the latent potential in several crewmembers. The psychic activity in their human allies somewhat concerned the Protoss, who generally thought that the humans where not ‘ready’ nor ‘responsible’ enough to wield psionic power, they agreed to train the ‘awakened’ in their skills. Over the years, the Templar have shown hesitation to expand the Terran knowledge of psionics, but gradually they have taught a select group of people that have shown significant potential the basics of the Khalai and the way the Protoss think those that are psionically active should deal with their power. 

The humans that now wield psionic energy are known as the Guardians. They have been trained by the Protoss and have adapted many Protoss customs. The number of Guardians is very limited, however, as many that ‘awaken’ can barely communicate telepathically over a few meters, let alone develop any abilities that might prove useful on the battlefield. Still, even these less gifted show signs of a slowly growing and maturing potential as they continue to train their skill, as well as a lack of aging. Neither Protoss nor humans known quite how to deal with their psionically active allies, as no human has ever wielded this power before and for Protoss the awakening of their race is too long ago to remember. However the ever resourceful TFF has successfully deployed the Guardians in numerous occasions, and their skills are very much appreciated on the battlefield. Take care, however, not to play any cardgames with them, as they seldom lose, something many TFF members had to learn the hard way.

Purpose: Special Forces

Armour:                , prounounced as ‘Shii’Zhiantiara’, roughly translatable as ‘Shield of the Apprentice’. The life-support system and exterior of the suit is designed by human engineers to suit the human fysiology, but the rest is designed by Furinax weaponssmiths – making this suit unique as it is the only human armour where Protoss smiths where actually involved in the designing process (usually it’s human engineers copying Protoss desings). The suit features several distinctive features, such as a neural focusing array which optimizes the control a human can exert over his (her) neural system, a full and pure Khaydarin crystal (which alone makes this suit more expensive than a sizeable frigate) and two fully integrated Furinax-manufactured psi-blades.

Weapon: Psi-attack: Slightly different from the Proctor’s psi-attack, the Guardian focuses a bolt of blueish energy through the power conduits on his suit, to be fired from focal point on the gloves of the suit, discharging a bolt of blue energy at his enemies at ranges longer than that of the Proctor’s psi-attack.

Shield: Like all Protoss powersuits, the Guardian’s armour carries a Khaydarin generator capable of generating an energy shield around the warrior, protecting the warrior from damage. These shields are much more powerful than the normal human substitute.

Ki Self Healing: Focusing his psi-potential, the Guardian radiates waves of healing energy throughout his body, regenerating flesh and broken bones. Using this technique, the Guardian can recover from even the most grievous wounds at an amazing rate. However, it will rapidly drain the Guardian of his innate energy. Units very close to the Guardian will, to a lesser extent, profit from this ability as well.

Probe: Entering the mind of any organic enemy, the Guardian can make out exactly where that unit has been in the last few hours, revealing that terrain and everything on it to the Guardian. Be cautious though, for there are several drawbacks to this technique:

· Protoss units will link with your mind, making the process of knowledge-transfer a two way street. They will hence be able to see where the Guardian has been as well.

· The same goes for Zerg Overlords.

· This technique for some unknown reason does not work on Dominion Izolators.

· This technique does not work on any Confederate unit, as they are robotic and/or protected by CEREAL hunter-seeker algorythms. 

Psychonic Wave: Although the powers of most Guardian’s are no match for the vastly more powerful Protoss High Templar, some of the most thoroughly trained and gifted Guardians manage to master some techniques that are but a flinch away of High Templar levels. Needless to say that this greatly concerns the Protoss. Regardless, only one or two Guardians have managed to attain such levels of training and even then at the great pains. There is no need to assume that significant numbers of Terrans will be able to ascend to this level anytime soon. Either way, the Psychonic Wave is a technique that twists the minds of enemies by distorting the flow of psionic energy in an area. Units caught in such a distortion will temporarily go mad, unable to receive orders. Some will go as far as to attack their own allies.

SERAPH

Not much has changed since the days of the old Vulture. Still, expeditionary forces need to be able to scout terrain quickly. Still, this cannot always be done by electronic or unmanned means. And that means that at some point, people will have to leave the outskirts of a base or army group to enter an often unknown wasteland, to see what’s going on there and to return to base with the information they gathered. This is something that had to be done back in the days of ancient Rome, and it still has to be done. And people still get killed when their – often rather fragile – scouting vehicles encounter an enemy they cannot outrun. However, the TFF thinks they have now developed a recon vehicle that is much more capable of actually surviving both the dangers of outland scouting as well as all-out combat. 

The Seraph hoverbike is based to suit the role of a fast recon vehicle, but with the addition of several radical new technologies employed by the TFF, it’s become a much more robust vehicle capable of taking significant amounts of punishment before breaking up. Of course, it has, like all TFF machines, an on-board shield generator, but it has also been outfitted with anti-grav boosters, capable of temporarily lifting the vehicle off the ground. It still carries the dreaded Spider Mines, but they have been upgraded to do even more damage, and the old Vulture’s frag grenades have been replaced with an ‘Arbalest’ multi-role RPG. All in all, the Seraph is capable of delivering deadly blows to pursuing foes, while still able to do the job it was originally designed for: scouting of enemy territory.

TECHNICAL SPECIFICATIONS:

Class: Hoverbike

Dimensions: 5m x 1.33m x 2m 

Crew: 1 

Armament:
1) ‘Arbalest’ RPG. The Arbalest Rocket Propelled Grenadelauncher is capable of firing salvo’s of propelled grenades at ground-based targets. It can target aircraft flying near to the ground as well.

2) 3x Spider Mines (optional). The TFF have slightly modified Spider Mines to emit strong magnetic fields upon explosion. These magnetic fields are not quite powerful enough to do considerable amounts of damage, but they do restrain the movement speed of enemy ground units caught in the blast radius.

Speed: 200KM/H (150 KM/H on open terrain)

Engine: Super Hydrogen Engine, providing 600HP.

Shield: Like all TFF machines, the Seraph carries a Khaydarin-fragment generator capable of generating an energy shield around the craft, protecting it from damage.

Anti-Grav Boosters: These boosters allow the Seraph to take off to the skies for a short while. Since none of the guidance systems present in real starfighters is present, the Seraph cannot travel at altitudes higher than 300 meters.

SAINT

The Saint was originally developed as a second-generation walker, a machine that was supposed to be better than the old Goliath and more powerful than the new Dominion Siegfried-class walkers. To achieve this goal, original designs called for the Saint to have multiple cannons, missile launchers, a shield generator, advanced composite armour and a heavy fusion reactor, but when the prototype of this awesome machine was delivered, it proved to be too heavy to be properly operated. In TFF tests, it appeared that even a normal human soldier could, by ducking and rolling at the right times, evade the fire of the machine, attach explosives to the legs and blow the entire machine to kingdom come. This clearly was not working.

Therefore, engineers went back to their computers and designed a second version. This time, it was a four-legged walker, huge, with mostly laser-based weaponry and a few grenade launchers attached to ‘murder holes’ in the belly of the craft to dispose of soldiers directly beneath it. This machine was tested and proved to be fatally vulnerable to aerial attacks as it was slow and had a large back that was constantly exposed to the air. Again, the design was scrapped.

Finally, technicians came up with a hybrid between the two designs. The new design walked on three legs, was primarily laser based, was relatively fast and, last but not least, it included a troop compartment, enabling the vehicle to carry troopers to and from the battlefield quickly. Again, the machine was field-tested and it proved to be fast enough to avoid aerial attacks while still carrying enough armour to withstand several direct hits. In addition, the Saint, as it was now officially called, was the first walker to sport an independantly moving ‘head’ where the cockpit was located – plus a large laser cannon. This way, even the most nimble soldiers could be intercepted before they reached the machine itself. The Saint was incorporated into the mainstream TFF army, and has served with destinction ever since. 

TECHNICAL SPECIFICATIONS:
Class: War Walker

Dimensions: 25m x 7m x 15

Crew: 4 (Driver, 2 Gunners, Chief Engineer) 

Armament:
1) 1x 8.5/7 Laser Cannon. Located underneath the cockpit in the ‘head’ of the Saint. Against ground-based targets only.

2) 2 x 8.5/7 Laser Cannon. Located in twin laser turret on top of the vehicle. Capable of targeting aerial targets and ground-based targets (minimum range for ground-based targets: 10 meters).

Speed: 100KM/H (75 KM/H on open terrain)

Engine: Twin Super Hydrogen Engine, providing 1800HP.

Manufacturing Unit: The Saint can be outfitted with a small manufacturing plant. This enables the Saint to construct OMEN aerial drones.

Troop Compartment: The Saint can carry a maximum of 6 soldiers into battle. It cannot carry vehicles. Wounded infantry will automatically regenerate inside the troop compartment.

‘BISHOP’ MISSILE TANK

Even though the TFF army was taking shape, and a very powerful shape, there where still some gaping holes in the TFF’s line of defence. One of those vulnerabilities was it’s overwhelming lack of sheer stopping power. Not only lacked the rebellious army a conclusive answer to the hordes of Zerg, it also had no answer to the Dominion divebombing doctrine. Virtually all it’s ground forces where to some extent vulnerable to massive aerial assaults, and with Dominion forces numbering in the ten millions while the TFF had to stick with mere thousands, this was obviously of some concern to TFF tactical planners. To solve all these problems at once, the TFF developed the Bishop Missile Tank.

In essence, it is very simple. You take a tank chassis, one of the many in use in the sector, you remove the weaponry stationed on top of that chassis, and instead you build a huge rail missile launcher on it. Do some wiring and a new and fearsome weapon is born. Well in fact it wasn’t quite that easy, but essentially this is what it comes down on. A rail missile battery built on top of a tank chassis, with enough armour covering the tank to prevent it from being taken out anytime soon. The new Bishop Missile Tank is supposed to bridge the gap between the Saint and the Cardinal and in addition provide cover to allied forced against aerial assaults.


The Bishop is not a very good looking machine. It is not extremely fast (though it is not slow either), and it’s definitely not the best weapons system ever constructed, but it does the job and it does the job remarkably well for such an improvised weapon. It can put a hail of missiles into enemy armour, reducing a tank into shrapnel in seconds, just like it can down any cocky pilot that flies his craft too low. Aside from the standard shield, it does not have any fancy Protoss technology, but it doesn’t need it either. It’s simply a reliable piece of equipment, end of story.

TECHNICAL SPECIFICATIONS:
Class: Missile Tank

Dimensions: 10m x 6m x 6m 

Crew: 5 (Commander, Driver, 2 Gunners, Navigation Officer) 

Armament: Rail Missile Battery, capable of firing six missiles per second, with a total load of 100 missiles per battery.
Speed: 175KM/H (100 KM/H on open terrain)

Engine: Super Hydrogen Engine, providing 900HP.

Shield: Like all TFF machines, the Bishop carries a Khaydarin generator capable of generating an energy shield around the craft, protecting it from damage.

‘CARDINAL’ GENERATOR TANK

If you are planning to liberate a planet, a system or eventually even a sector, you will sooner or later have to take the battle from space to the planetary skies, and even later from those skies to the ground. What’s more, while the TFF might for a long time have been perfectly comfortable with the idea of hiding in space, even they did not escape the need of having planet-side bases to rely on for reinforcements, rearmament and repairs. Without an adequate ground-based army, the threat of a ground attack by enemy forces was basically constant. This pressure on TFF forces to fight a ground war eventually culminated in the design of the Generator, which was to be the new ground assault weapon for the TFF and a direct couter to the massive waves of Zerg or the endless regiments of Dominion armour. The TFF infantry, although in some aspects superior to mostly everything an enemy could throw at them, where vastly outgunned by the endless cohorts of enemies and had no way of actually winning a conflict without spilling large quantities of blood – somethingt the TFF was not willing to do. And while the Faction had some equipment left, most of that was old-fashioned Confederate equipment, predating even the first struggles with the Zerg and absolutely not up to par with the technological standards of the TFF’s opponents.

Realizing the need for an adequate army, TFF technicians and engineers got to work. One of the first useful tools they developed was the ‘Cardinal’ Generator Tank. The Cardinal is based on the chassis of the Siege Tank, a model presumed outdated by the vast majority of the Terran armies active in the sector. While the original model – slow, bulky and relatively fragile – may indeed be obsolete, this is a qualification that most definitely does not go for the Cardinal. The model has been extensively modified to suit the TFF. It has been outfitted with reactive armour and carries – in normal mode – two heavy laser-targeted rail gun turrets, employing a technology amazingly close to the Directorate’s Mass Driver Cannons [see: Roswell labs / Cybertronics FTL ‘SPECTRE’]. Like the old Siege Tank on which it is based, the Cardinal can switch to a stationary artillery modus. The tank then employs it’s most powerful weapon, the Gravo-Magnetic Pulse Cannon. The name of this weapon might be somewhat deceiving, as it in fact is not an energy weapon. Instead, it fires large 350mm grenades, based on Protoss Scarab technology. Upon detonation, they create a series of intense magnetic disruptions, tearing into everything unlucky enough to be caught in the blast radius.

Finally, the Cardinal has a third modus, and this modus is why it is called the Generator Tank. Like all TFF war machines, the Cardinal is outfitted with primitive shield technology. However unlike the normal shields employed by the TFF, those present on the Cardinal are specifically designed in a supporting role. One of the pinnacles of TFF technological expertise is the ‘REPULSOR’ shield generator. By combining the normal shield harmonics generator with energy transmitters (reverse-engineered from Directorate psi-disruptor technology), this special generator is capable of reinforcing the shields around allied units, making them even more impervious to attacks. Once activated, the Cardinal emit a faintly visible energy field that will encase the shields of allied units, strengthening them as long as they stay in the radius of the Cardinal. What’s more, multiple Cardinal’s can work together, even further increasing shield strenght of nearby units (including other Cardinals). This, combined with the Cardinals already powerful weapons, makes them a deadly support unit.

TECHNICAL SPECIFICATIONS:
Class: Battle Tank / Artillery

Dimensions: 15m x 7,5m x 4m 

Crew: 5 (Driver, 2 Gunners, Generator Operator, Navigation Officer) 

Armament:
1) 2 x Heavy Rail Gun Turrets. These weapons propel 120mm explosive slugs at amazing speeds.

2) 1 x Gravo-Magnetic Pulse Cannon. The GMPC fires 350mm Gravo-Magnetic Grenades which do significant amounts of damage to anything in their path.
Speed: 150KM/H (90 KM/H on open terrain)

Engine: Super Hydrogen Engine, providing 900HP.

Reactive Armour: “Amazing stuff”, to speak with TFF engineers. Reactive armour reacts to the kind of weapon it is attacked by. Meaning that when you constantly attack with explosives, you will eventually do negligible to no damage to all, forcing you to switch to other weapons instead.

REPULSOR Generator: The REPULSOR Shield Generator can strengthen the shields of all nearby allied units for a limited amount of time.

TFF AIR UNITS

OMEN

The ‘Omen’ gravity generator vessel was designed by TFF engineers who felt that having to train endless pilots to fight in fragile-but-expensive strike craft in order to protect against other small, fragile ships was wasteful of both life and resources. When high-speed turrets failed to be the final answer in point defense, field-effect scientists went working trying to end the strike craft threat once and for all.

The solution was to construct a small vessel around a massive gravitic field generator, which was capable of generating a field strong enough to seize any strike craft within its range and hold it still in space until it could be targeted by heavy turrets and destroyed. At the moment, the generators are strong enough to hold anything smaller than a frigate-class vessel, and significantly slow anything else.

Another nice pro to this craft is that it is extremely small, so small in fact that it can be fabricated by mini-factories, which have recently been copied by the TFF off their Protoss sponsors. Omen-production is currently being carried out by Saint-type War Walkers to free up industrial capacity for other, more deadly weapons.

TECHNICAL SPECIFICATIONS:

Class: Grav-Well Generator

Dimensions: 0,5m x 0,5m x 0,5m 

Crew: NONE

Armament: NONE

Speed: 50km/h

Engine: Mini Khaydarin-Fragment generator.

Shield: Like all TFF machines, the Omen carries a Khaydarin generator capable of generating an energy shield around the craft, protecting it from damage.

Grav-Well: This is a permanent ability which captures small strike craft within its range and makes them come to a dead stop in space so that they can easily be destroyed. Larger craft are slowed down significantly.

AVENGER

The Avenger (or Avy) is one of the most colourful TFF interceptors. Designed by a committee of engineers to be a light fighter, the committee was unable to pack all of their requirements into anything lighter than a heavy fighter: either the vessel became too heavy, or too slow, or it didn’t have the stopping power the TFF required. Finally, the TFF settled with a heavy fighter, piloted by two men: a pilot and a Weapons Officer. A prototype squadron was assembled, which flew a certain number of test missions, and was then transferred to TFF front lines. 

When a pack of Zerg attacked the prototype squadron and expected to find six light interceptors, they where quickly gunned out of the skies by the heavy Avy’s. Since then it’s been a favorite of TFF pilots everywhere, only to be exceeded by the newer and more expensive Disciple.

The Avenger is lightly shielded and posses only average armor, but it packs a firm punch with a combination of lasers and rail cannons. Following standard TFF doctrine, the Avenger is fast, especially for a heavy fighter. Despite the average protection, the Avenger is fully capable of engaging in a prolonged firefight and coming out the winner, also because it does not rely on a depletable source of missiles to overcome enemy armour.

TECHNICAL SPECIFICATIONS:

Class: Heavy Fighter

Dimensions: 15m x 7m x 3m 

Crew: 2

Armament:

2 x 8.5/7 Laser Cannon.

3 x Rail Cannon

Speed: Warp 7.5 

Engine: Single Hybrid ‘Yl’Ghiiana’ Khaydarin-Fusion reactor.

Shield: Like all TFF machines, the Avenger carries a Khaydarin generator capable of generating an energy shield around the craft, protecting it from damage.

DISCIPLE

The Disciple is a classically designed Protoss fighter. Stressing firepower and protection over speed, the Disciple, is massively protected by powerful shields and armour. Shaped like a Y of which the three ends slowly curve downwards, it is a very elegant looking craft.

Originally, it was designed for use in the Protoss fleet, but with the installment of the new Protoss dogma that preached the conservation of as many lives as possible, fighter craft where scrapped alltogether in the favour of corvette-class vessels. Rapidly afterwards, the now useless designs for the craft found their way to the TFF and its engineers, who where eager to adapted the craft for use by the Faction. Due to it’s original nature, the craft has to be flown with at least one Protoss aboard, acting as a pilot. The additional WO or Weapons Officer is usually a human, although there are all-Protoss crews in the TFF. Pilot and WO are separated, the pilot being located in the front of the craft while the WO is located in the turret on the back of the craft. To optimize communications between human WO and Protoss pilot, the TFF uses an advanced communications system called PSILOCK, which allows instantaneous telepathic communication between the weapons officer. To prevent the Protoss pilot from being overwhelmed by the erratic thoughts of his human counterpart, the system is set to, through the use of a set of psychic sensors and threat-assessment algorythms, filter out that information important to the pilot. Lately, human technicians have found a way to wire the crafts computer systems into the psi-matrix, allowing data from the human computers aboard to be telepathically transmitted. In virtually all cases, this system allows verbal- and written communication to be discarded entirely even though the strain of a constant telepathic datafeed has been known to result in massive headaches after each mission for the human WO.

Original designs called for this Interceptor to be entirely energy-based, however changes resulted in adding two hard points for Photonic Missiles. The Disciple also benefits from a turret, controlled by the Weapons Officer, usually human. This second set of weapons makes the Disciple one of the most lethal interceptors in the sector and the ultimate goal of TFF pilots.

TECHNICAL SPECIFICATIONS:

Class: Heavy Fighter

Dimensions: 20m x 9m x 6m 

Crew: 2

Armament:

2 x Ion  Bolter. The Ion Bolter cannon is highly effective against organic matter. It’s extremely high speed of fire makes it ideal for hitting multiple targets standing behind each other.

2 x Photonic Missiles. AA as well as AG, the Photonic Missile is particularly useful because it can be used while at high speeds. In addition, the missiles operate on a fire-and-forget basis, making them perfect for hit-and-run tactics.

2 x 7.5/5 Disruptor. Operated by the WO, the Disruptor is located in a barely visible turret on the top-back of the craft. Only when disruptor bolts suddenly emerge from what appears to be a vulnerable spot on the Disciple will enemy fighterjocks know that they made a mistake. Usually, that means it is already too late.

Speed: Warp 8 

Engine: Double Hybrid ‘Yl’Ghiiana’ Khaydarin-Fusion reactor.

Shield: Like all TFF machines, the Disciple carries a Khaydarin generator capable of generating an energy shield around the craft, protecting it from damage.

DEACON-CLASS DESTROYER

Desperate wars require desperate measures, and the development of the Deacon-class Destroyer was no exception. Even though the TFF struggled valiantly, it eventually became clear that it’s fleet had no answer to the massive amounts of large and mega-powerful ships the other Terran factions could churn out. The few Cruisers the TFF possessed where slow, vulnerable and outdated. And although the technology was available to build a human version of the awe-inspiring Protoss Tiirshak Supercarrier, it would at least take another year to reverse-engineer the technology and design such a vessel. It could very well turn out such a vessel would be way out of the reach of the TFF.  It was also quite obvious that by the time a prototype vessel wasa finished, there would be nothing left of the TFF, as at this point they where pursued by both Zerg and Human and had very little place to hide for long.

Eventually, TFF engineers tried to duplicate the transphasic binding technology used to construct the immensely large Protoss capital ships. These experiments where less than successful, and several engineers nearly died as experimental alloys gave out to the immense pressure they where subjected to. Finally, as losses where threatening to push the TFF beyond the fringes of Protoss space, TFF technicians where able to produce a hybrid design that had some of the durability and power of a Protoss capital ship while and was still manageable with a skilled human crew.

The Deacon combines the best attributes of Cruiser- or Frigate-type capital ships, and shields it in a hull of curved, bonded armour that deflects more damage than it absorbs. With three heavy turrets backed by two full missile banks, the Deacon initially had a powerful offensive punch, but was still vulnerable to flanking maneuvers that brought enemy fire in from the rear, where the heavy cannons could not reach. This problem was solved rather drastically with the addition of two Phase Disruptor Cannons, which coevered the tope fore and bottom aft hemispheres. Once released into active service, the Deacon proved devastating to Zerg and Human forces alike, despite the fact it takes a crack crew to keep her power systems under control.

Class: Heavy Destroyer

Dimensions: 200m x 200m x 75m 

Crew: 90

Armament:

1) 3 x Heavy Tau Turret. Tau particle-accelerators are based on research into transphasic binding. In essence, it means that the energy of enemy weapons fire directed at the Deacon does not in fact damage the ship, but is converted into raw energy that is guided through the ships hull directly into the Tau Accelerators. This means that the heavier the attacks on the ship, the more powerful the Tau Turrets become, making them a very lethal weapon indeed.

2) 2 x Missile Bank. The development of the Rail Missile Bank is a huge breakthrough which enables relatively cheap missiles to be much more effective against enemy ships. The Rail Missile Launcher is, because of incorporated railgun technology, much more effective on long range. Most missile launchers fail at longer range because the missile can be easily spotted and avoided at such distances. Not in case of the RMB, however, as this is the longest ranged small guided missile in the sector (needless to say that huge ISNM’s travel longer distances, but these cannot be compared with the missiles used in normal battles).

3) Phase Disruptor Cannons. An old reliable copied from the Protoss, the large Phase Disruptor Cannons are mounted on the back of the Deacon to prevent it from being attacked from the vulnerable rear. These cannons always fire backwards and cannot be turned. Since the ship is fast for a vessel its size, but cannot turn 180 degrees very quickly, these weapons are essential for the survival of the Deacon.

Speed: Warp 7 

Engine: Quadruple Blended Hybrid ‘Yl’Ghiiana’ Khaydarin-Fusion reactor.

Shield: Like all TFF machines, the Deacon carries a Khaydarin generator capable of generating an energy shield around the craft, protecting it from damage.
JANISSARY-CLASS DESTROYER

The Janissary-class is another interesting story. It was originally designed for the United Earth Directorate as a deep-space resource collector, most likely to be used by the Directorates Deep Space Brigades special forces. However the first fleet never got around to implementing these craft, and they where presumed lost when the fleet was destroyed after the Battle for Char. Several months after that cataclysmic battle, the TFF – then still known as Raynor’s Raiders – stumbled across the wreckage of a UED Cruiser that had crash-landed on Ariana III, a planet not too far away from Char (it’s got to be said, it’s not very far away either). There was no trace of the crew, except for a number of freshly dug graves, which the Rayders left alone. They did however plunder the remains of the Cruiser, and from its databanks they managed to collect – amonst others – plans for the Eagle Resource Collector. Not needing such a ship at that time, the Raiders copied the plans but did nothing with them, until a few years ago, when the Raiders changed name to the TFF and decided to liberate the sector. Since the newly erected army needed resources and mobile bases which they did not have, the plans for the Resource Collector where dusted off, and technicians went to work.

Eventually, this hard work culminated in the Janissary-class Destroyer, a multi-role attack vessel, amongst others capable of harvesting in deep space, but also of touching down on a planetary surface to act as a (temporary) headquarters before a permanent base is established. Although it is not as powerful as the Deacon-class, it is definitely a must-have for each army, as it is usually the core around which new TFF bases are established. First, a Janissary touches down on a planet, after which resource are gathered and brought back to the ship, and a base is created around it. Afterwards, the vessel can lift off, leaving a fully-operational settlement behind.

TECHNICAL SPECIFICATIONS:

Class: Heavy Destroyer

Dimensions: 250m x 100m x 90m

Crew: 110

Armament: 4 x Plasma Bomb Launcher. The heavy plasma bomb launcher is copied directly from UED databanks concerning plasma-manipulation and has suited the Janissary well. With two forward facing bomb-launchers and two launchers on top with a 180 degrees coverage, the Janissary is well protected against all sorts of attacks.

Shield: Like all TFF machines, the Janissary carries a Khaydarin generator capable of generating an energy shield around the craft, protecting it from damage. The shield remains active even when touched down.

Build Worker: Builds an Acolyte worker to construct additional buildings.

TFF BUILDINGS

JANISSARY

This ship touches down on a planet to serve as a base. For additional information, see the JANISSARY. The Janissary-class has several upgrades, which allow it to strenghten allies armour, research advanced technologies or that are simply required in order to build better units. Upgrades for the Janissary-class are sweeping: once researched all vessels of this class will carry the upgrade.

Upgrade: Ballistics Lab: Required for Helios Assembly Bay. Researches better armour and weaponry.

Upgade: Psionics Lab: Required for training of Guardians and shield- and weapons-upgrades concerning psionics.

Upgrade: Praetorium: Required for Helios Space Fleet Dry Dock, Proctor training and Disciple construction.

HELIOS

The airborne Helios consists of a system of satellites that passively collect microwave energy from local stars, which is then transformed into raw energy that is used for the production of goods. Although the Helios normally only includes this microwave converter, it is also the basis for all structures for the TFF, which are all based on the Helios and can be seen as upgrades for this building. The Helios is a very agile and pretty fast moving building, providing the pace and flexibility the TFF needs to always stay at least one step ahead of it’s opponents. Helios upgrades are non-sweeping, for one specific building only.

Upgrade: Instruction Center: This upgrade allows you to train infantry from the structure you upgraded. When an infantryman is trained, the Helios has to temporarily touch down in order to let the infantry exit the building. A maximum of five infantrymen can be located in the Helios at the same time, when the building is destroyed with the units still inside the units are lost.

Trains: Guardsman, Proctor, Guardian.

Upgrade: Assembly Bay: This upgrade allows you to construct vehicles from the structure you upgraded. When a vehicle is assembled, the Helios has to temporarily touch down in order to let the vehicle exit the building. A maximum of three vehicles can be located in the Helios at the same time, when the building is destroyed with the units still inside the units are lost.

Constructs: Seraph, Saint, Bishop, Cardinal.

Upgrade: Space Fleet Dry Dock: This modification allows ships to dock with the Helios for rearmament and repairs, as well as allow the building to construct airborne vessels. The Helios can remain airborne when these units are completed, as they will automatically exit the building.

Constructs: Avenger, Disciple, Janissary, Deacon.

NOTE: Based on the ‘Helios’ from the old ‘Terran Units Thread’ at scii.org’s forums.

Upgrade: Photon Focusing Array: This upgrade modifies the Helios’ microwave converters to, instead of assimilate the waves and transform them into usable energy, focus the waves into deadly energy beams. Thus, the Helios can be used as base defence and even during assaults, although the latter is seldomly seen. Removes supplies.

COMPARATIVE UNIT COST

Most expensive unit on top; least expensive (cheapest) unit on the bottom. I have not included exact prices as A) I do not know what kind of resources SC2 will use, B) the Confederacy does not use raw resources (screwing up any comparison beforehand) and C) properly cost-balancing so many units takes more time than I am willing to spend on it. This list is for quick reference in case you need it. It can also be used as a “power-check”; the most powerful unit will inevitably be the most expensive. Units in the same price-class are NOT exactly as expensive, but more or less comparable in cost, like a Carrier and a Battlecruiser in SC.

Note of course that the various categories (infantry, armour and airforce) cannot be compared with each other. Ergo, the number one for infantry (Confederate Cuirassier) does not have the same price as the number one armour (Dominion Beowulf) or the number one airforce (UED Chtulu). Each unit can only be compared with other units inside that category.

CF: Confederacy

TDM: Terran Dominion

UED: United Earth Directorate

TFF: Terran Freedom Faction

INFANTRY

1. Cuirassier (CF)

2. Izolator (TDM) / Guardian (TFF) / Ajax (CF)

3. Plasmatica (UED) / Poltergeist (TDM) / Proctor (TFF)

4. Storm Marine (UED) / Yeager (UED) / Paramedic (TDM) / Kaiser (TDM) / Guardsman (TFF)

5. Marine (TDM)

ARMOUR

1. Beowulf (TDM)

2. Herculean (CF)

3. Spectre (UED) / Cardinal (TFF) / Thor (TDM)

4. Oracle/Achilles (CF) / Wolf (TDM) / Mjolnir (TDM) / Saint (TFF)

5. Siegfried (TDM) / Yggdrasil (UED) / Bishop (TFF)

6. Ranger 400 (UED)

7. Artemis (CF) / Montana (UED)

8. Trojan (CF)

AIRFORCE

1. Chtulu (UED)

2. Walkuhre (TDM) / Odyssey (CF)

3. Deacon (TFF) / Janissary (TFF) / Yamato (UED) / Explorer (TDM)

4. Prometheus (CF) / Odin (TDM) / Disciple (TFF)

5. Raven (TDM) / Valkyrie (TDM) / Epitomes (CF) / Chimera (UED)

6. Cheetah (UED) / Avenger (TFF)

7. Kondor (TDM) / Medusa (CF)

8. Hyena (UED) / Omen (TFF)

CREDITS AND SOURCES:

Originally written for the StarCraft II forums at http://www.scii.org.

Thanks to:

· Shroom Man 777 for letting me use the Raven.

· Whoever came up with the orignal ‘Jaegar’ unit at http://www.scii.org.

· Whoever came up with the original ‘Helios’ unit at http://www.scii.org.

· Prisma Dictonary of Greek Mythology

· Prisma Dictionary of Norse/Germanic Mythology

· Countless games, movies and TV-series.

· Bob Seger and the Silver Bullet Band.

Have fun and take care.
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