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One hundred and seventy-five years into the future
Humanity has managed to survive despite itself, but for
how much longer?

The human race has reached the stars. Travelling through
worm-holes, enormous commercial ships, run by the
international community, known as Circulars, jump from
one star system to another. Circulars are controlled
by 0-12, an international organism that is the second
generation United Nations but with much greater capacity
for decision-making and taking action. Asingle, massively
powerful Artificial Intelligence that is present in the entire
Human Sphere, and indispensable for the great powers,
assists the 0-12 in maintaining a fragile balance between
them.

The old nations have grouped themselves into great
international federations and have allotted among
themselves the star systems that have been shown to
be adequate for human life. These new powers, much
more powerful than the old ones, continue to be moved
by the age-old driving forces of human history: the quest
for living space, resources and power. They all want the
same thing and that makes peaceful co-existence difficult.
Confrontation and conflict are the constant norm, whether
they be open or concealed, of high or low-intensity, of
long or short duration.....the profession of soldier in this
epoch is far from dull.....

TransEtherea Comp. (an 0-12 division).
Circulars ines: C1, L2, (3, CH
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PanOceania is the N°1. Great Power of the Human Sphere. It owns
the greatest number of planets, has the richest economy and possesses
the most advanced technology. Pragmatic and generous, PanOceania
i5 & melting-pot of cultures, heir 1o the best democratic and welfare
traditions of the West. Proud of itself and somewhal domineering it can
claim to have the most technically sophisticated society and army in the
Sphere and likes to brag about it.

The competitor, the other great power, the etemal rval always
conspiring -and intriguing to bring down its adversary is Yu Jing (read
Dju Tching), the Asiatic giant. The entire Far East is united beneath
the banner of what was once China bul which has now formed a
single, though varned, oriental culture. Product of great industnal and
technological development and a forceful, thriving economy, Yu Jing is
determined to achieve the dominant position which it aspires to.

Haggislam, the New Islam, is a smaller power which possesses a
single star-system only, Bourak. Separafing itself from fundamentalism,
Haggislam bases its culture on an Islam which is humanistic,
philosophical and in confinuous contact with nalure. Biomedical
Science and Terraformation are the two major strengths of Haqggislam,
which includes the best schools of medicine and planetology in the
Human Sphere.
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The Nomads consist of three enormous ships whose inhabitants, ITY
discontented with a society controlled by huge macroeconomic blocks
and by A.l., have separated themselves from it and roam through
space, changing from system to system, Tunguska is dedicated to the
traffic and storage of information. Comegidor offers skilled labour at
a good price, while Bakunin trades in all that is exotic and illegal in
whatever area, from fashion to nanc-engineering.

Ariadna is made up of the descendents of the first human colonizing ~ § FROM: Psi Unit, Military Intelligence of Aegis Bureau, O-12

ship that disappeared into a worm-hole and was given up for lost.
isolated on a remote and hostile planet, the Ariadnians = Cossacks, ' TO: O-12 Senate Higher Representatives, Prima Concilium,
Americans, Scols and Frenchmen — have evolved into a hard and {-3
technologically less advanced race, which has just made contact with

ISSUE: Answer to - What is Infinity?
the Human Sphere and is trying to carve out a niche for itself without 1§

falling under the control of the other powers. ha CONFIDENTIAL

The battle-fronts, declared or otherwise, are on the planets and F_. SECURITY LEVEL-ACCESS: ALPHA PLUS
star-sytems which are shared by the various powers. Hard and cold
Svalarheima, the suffocating jungles and devastated cities of Paradiso, INFINITY: The Psi Unit of Aegis Bureau Military Intelligence
the dense woods of Ariadna. The unfathomable void at the Human works directly with ALEPH, the Al. to define a series of stages, or levels,
Edge system. Names only recently appeared, that yet possess a long of defensive operational alert. These levels are determined based on

history written in blood. An escalation of violence that has precipitaled reports coming from all areas of the Human Sphere and from analysis
the rise of the Mercenary Companies provoking the desperationof the | of the general situation by specialists working with ALEPH itself.
technologically well-equipped but small military forces of the O-12.

And while Humanity devours itself. a new threat, perhaps the most
terrible of all, has managed to form a bridgehead in the heart of the
Human Sphere. A Combined Army of alien races. united beneath
the dominance of an Evclved Intelligence, an ancient but supreme
arificial intellect with hegemonic aspirations with respect to any
race that crosses its path. A small expeditionary force, equipped with
technology superior o that possessed by humans, that has managed
to withstand everything the Sphere has thrown against it, and appears
to be awaiting reinforcemeants....

The present is a critical and decisive moment.__.Will - humans
become fully aware of what they're up against? Will they continue with
their internecine struggles for larger slices of power? What will be the
destiny of Mankind? The Chinese curse has come to pass and the
Interesting Times are approaching.......
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Following analysis of these reports, every possible scenario- is
anticipated and suitable and progressive responses are prepared in
the diplomatic and military spheres.

An Infinity level code is the state of alerl prior- 1o total confrontation.
Infinity is one of the worst possible scenarnos considered, a
complicaled sltate of affairs of great military gravity that could give
rise to a catastrophe. The Infinity level is also known as the "Chinese
Curse” or “The Interesting Times" in the jargon of intelligence agents
and analysts.

Confirmation of the Sphere's current political and military situation as
an Infinity level scenario would trigger off SRR EHEREHERR
FERTRnsERan

[ACCESS-CENSORED _SECURITY LEVEL: DOUBLE ALPHA PLUS] -

End of Report
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Walcome citizen!

This is the Interactive Access and Information Guide to the Human
Sphere. It has been especially designed o orientale people who come
from isolated regions like Ariadna or who have been cryogenically
preserved or compiled by compuler.

The Human Sphere is made up of a series of star systems inhabited
by humanity. 11 in total: Earth, Neoterra, Aconlecimento, Varuna, Yu
Jing, Arsch, Concilium, Svalarheima, Paradiso, Human Edge, and
more mnenl_iy. Dawn. [Enter here to find out more about these sysiems
and their nations]. Q-12, an international organization holding great
power, which has been created to maintain the peace, the law and the
collaboration between nations.

0-12 deals with all the tasks of supra-state character such
as the maintenance and supervision of ALEPH, the Artificial
Intelligence of Humanity, responsible for the management of the

large information and infrastructures systems. ALEPH, fruit of the

most advanced quantronics (electronics in a quantum state), is a
fundamental instrument for the advance and development of the
Human Sphere.

TransEtherea Comp. (an 0-12 division).
Circulars ines: C7,
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Another task for 0-12 is the control of the Circulars, monstrous
cargo ships, capable of jJumping worm holes that connect the divers
slar systems. The Circulars follow fixed inter system routes, collecting
other ships, cargos and passengers, maintaining the flow of commarce
throughoul the Human Sphere.

The data network of the Sphera, Cyberspace, the virtual space by
which information travels and is stored, is known as Maya. Home and
feud of ALEPH, through Maya vou can navigate looking for information
and entertainment. The leisure indusiry is centralised in the Maya
network, where you can enjoy cinema, music, sport and arls and any
type of amusement and entertainment. [...] Al the moment the most
fashionable extreme conlact sport Is Aristeial This is a circuit of high
level duels and armed combats.

The most advanced Medicine allows whims like Aristeial but also the
lengthening of life and combined with the best and costliest technology.
practically guarantees corporal immortality.

The Cube, very common in the Sphere, is a sophisticated brain
impiant of welware, a quantronic biotechnological microprocessor
where you can record the memories and personality of its camier.
Once dead — and thanks lo the synthesis of Silk. a powerful drug
developed by hagqislamist chemists — the Cube can be implanted
in & Lhost a clonically adapted biosynthetic body. The process that
allows resuscitation of those stored in Cubes is vary expensive due to
the high price of Silk, which is an exclusive monopoly of Haggislam,
Moreover, the institutions that regulate the Resurrections — religious
organizations in PanOceania or the Party in Yu Jing, for example
- issue few licences, exclusively for those who demonstrate their
personal worth as members of the society,

The advanced combination of biogenic technology and expenmental
Cubes, together with the great computational capacity of ALEPH,
has permited the development of the denominated Recreations,
sophisticaled Lhosts who carry faithful simulations of the personalities
of Important historical figures, These Recreations, with talents adapted
to prasent times, work as diplomals, soldiers, communicators or artisls,
laanad by ALEPH to those who ask for and finance their creation. [To

find out more, access:_Joan of Arc/f Sun Tze].

A everyday object, that most citizens possess and is of daily use, is
the comlog, a personal compact wnist computer. The comleg permils
continuous and instantaneous links with the global or local data
network-and with Maya, is the key slement for access: identification,
communications, dala, news, antertainment or portable office, agenda,
memaory, medical monitor, audio and video recorder, electronic wallet
atc... All the information and images are projected directly on lo the
retina through special lenses, or through small ocular implants although
they can also be projected by holograph in front of the user.

FrComlioog
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Basically the comiog is made of two parts:

a potent and diminutive microprocessor and quantronic memaory
usually implanted inside the forearm, and a hardware platform, in the
form of a bracelet, that includes the link devices with the network,
holoprojectors,

Micros, antennas, sensors, etc... The size and capacity of the comlog
depends on the funclions of the models and its price. The smallest and
most elegant are usually the most expensive, while military models are
characterised by their larger size and resistance.

At present, the comlog has become an indispensable element for
any cilizen. Its use and handling is simple and intuitive, but even so this
Guide includes an interachive Tulorial programme of ils use. [Activate
Tutorial)

To keep up to date with whal Is happening in the Sphere, the Access
Guide incorporates and automatic updating system of news that you
can consult throughout the process of recuperation. [Access]

=International> Reinforcements have been sent to the Paradiso
front due to fears of a new offensive by the Combined Army. The
increase of small incursions on the westen front seems toindicate that
the alien threaf has gained in strength... [More]

<Inlernational> Ariadna accuses PanOceania before the O-12
for breaking the Exclusion Zone in their eagerness in looking for
new seams of Teseum. Advanced unils have been seen escorting

corporate prospection groups i the areas of... [Mors]

<International> Increase in political military tension on the
frontier regions of Svalarheima. Recent counler declarations have
only served to ignite the hostility bewteen PanOceama y Yu Jing...
[More]

<lntermational> Haqqgislam announces a new price rise of Seda
and its derlvatives. The measure seems fo be a ploy lo apply pressure
on the Senate of the 0-12 lo accep! their package of proposals..
{Marea]

<Sport> In a spectacular duel, Wild Bill defeats the challengers
Rosebud and Wriezen. The veleran gunsiinger, Indian fighter and
prasent star of Aristejal has shut the mouths of critics about his physical
sfate in a two o one duel reminiscent of... [Mora]

<Entertainment> The Go-Go Marlene Show continues to be the
most successful on Maya. In a recent interview, the prima donna of
the mass media declares she's delighled with her audience and her
channal Oxyd... [Mora]

[Next]
[Repeat]

[Exit]
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MASSIVE EFFECT

[Comlog status: Online]
[Security/Firewalls: Active]
[Automatic news update system: Searching information]

Entering Maya...

Massive Effect! Your personal global information service! The reality *

of the Sphere from the critical point of view only InfoFlux channel can
provide!

Greetings, dear user,

It is a beautiful day today. The weather broadcast for today in your
planetary system indicates that the monsoon squall front is moving
away, leaving a clear sky with a bright sun. Exterior temperature is 25°
Celsius, [Access satellite images]

That was the good news, for today only offers bad news.

We could lie, but that is not our style. Massive Effect only broadcasts
real news, no faisified info, only fire-and electricity. [Exit:Y/N]

Millions of people like you live, eat, and sleep peacefully in a
society where nothing bad ever seems to happen. However, there are
things out there moving in the darkness, underground and behind the
curiains, Hints of whal is happening in reality are everywhere, some
very evident, others not so, but all entombed within an avalanche of
daily information. Massive Effect tracks the truth for you.

Summarizing today’s news: The Human Sphere i5 in a highly
unstable situation.

0-12's economic and logistic effort to stop Ariadnian Commercial
Conflicts has left it in a very weak position and the great powers want
to make a profit from it, Sharks have smelled the blood in the water and
want their pound of flesh. Nol since the tragic NeoColonial Wars have
such levels of economic and military: dynamism: been registered. Day
after day, the situation is getiing worse.

Each of the powers of the Human Sphere has started aggressive
political-and economic manceuvres, with the firm purpose of capluring
a larger slice of the cake. Their armies receive supplies and lie in wait,
as violent covert special operations test the ground for a possible total
conflict.
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PanOceania is trying to maintain its status as internalional leader
by expanding itself and imposing all its decisions through economic
and military power. Yu Jing. for its part, is ready to-end PanOceanian
supremacy by hampering its political initiatives and attacking its
economic power directly and indirectly. Haqgisiam tries lo increase
its influence by monopolizing Silk, strengthening its pharmaceutical
indusiry and engaging in trade. The Nomad Nation, with its fragile
support base, has doubled the number of its military patents and
mercenary contracts during the last month, at the same time reinforcing
its commercial routes. Aradna wants complete control over its home
system, eliminating any dominant foreign presence and exploiting the
riches granted by Teseum,

Adjoining systems are, litlle by litle, turning into bombs on the verge
of exploding. On frozen: Svalarheima, there is a constant struggle
batween PanOceania and Yu Jing for the teritories along the Equator,
trapping commercial Haggislamite and Nomad settlements in- the
middla. On Dawn, Ariadnians musi constantly face the incursions of
foreign scout troops in defiance of international law. In the Human Edge
system, the riches of asteroid rings and gaseous gianis have awakened
the greed of all the potentates of the Human Sphere.

As a sample, we have selected the following headlines for today:

« PanOcaania is hiding behind legal formulae to delay the payment of
their annual quotas to O-12. “We simply have o revise our accounis,
declared the PanOceanian Secratary of State. [More]

« Scouting PanOceanian spacecraft have been detected in-neutral
zones of the Human Edge system. The Hyperpower claims that they
are engaged in a scientific mission. [More]

« PanOceania imposes Important modifications to the Transystam
Trade Treaty of Maidan Basha. Nomad and Haqqislamite delegates
have expressed their indignation over what they consider an abusive
attitude. [More]
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- Jingbai. Corporation absorbs Williams Systems, the second
PanOceanian firm acquired this year. PanOceania has denounced Yu
Jing before O-12 for unfair competitive aclivities and illegal corporate
behaviour. [Maora]

» The Yu Jing consul in Sector 2 of The Human Edge has been
accused of electoral fraud in the Meteora Group Corporative Republic
election: “His is another example of the cunning attitude of Yu Jing's
diplomacy”. declared his PanOceanian counterpart. [More]

« The production capacity of Yu Jing space shipyards increases by
23%. The recent decision to increase personnel and doubling of shifts
has increased the production figures of their military shipyards. [More]
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= Ariadna reinforces all the troops deployed to the Eastern frontier
to avoid incursions of extra-planetary corporations. “The Anfipode
menace has been pushed inio the background. Now we have other
warries, " admitied Colonel Vioronin. [More]

* The amount of Teseum offered by Ariadna for export drops by 14%.
¥u Jing accuses Ariadna of stockpiling their strategic reserves of this
valuable ore. [More]

= Several groups of Haggislamite merchants are hiring pirate ships
to dafend their commercial roules. The so-called Silk Route is the most
heavily protected. [More|

=« Hagqislam declaresthe research of several bio-sanitary corporations
co-financed with foreign funds as Classified Army Material. Those non-
Hagqgislamite corporations that financed the research have submitted a
protest to O-12's High Court. [More]

*» Troops are deployed to protect Nomad workers in remote areas.
“Recent attacks on our people and interests have compelled us to take
measures”, declares a Corregidor represantative. [More]

« A decrease in the rates of Tunguskan lax havens shatlers
international banking. “Securily goes first® Is the new Nomad motto.
[More]
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= Use of Nitrocaine among PanOceanian youth increases
exponentially. The high price of this illegal Silk derivate does not
prevent the rise in addiction rates, which is now reaching worrying
levals. [More]

Meanwhile, what happens on Paradiso? We only receive reporls of
courageous military actions but what is the real situation in that war?
Because it must be called a war in truth, and we may be losing it. The
public lacks a global and realistic vision of whatever is happening at the
frontlines on Paradiso. We do not know anything about the Combined
Army, or the aliens who compose it. We are unaware of their goals or
whether they pose a real threat ta the rest of the Human Sphere. But
don't worry - Massive Effect will continue investigating.

Remember, if you want an optimistic view of realily, do nol choose
InfoFlux.

[Reload]

{Exit]
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PanOceaniaistheleadingpowerintheHumanSphere, the
nation with the greatest influence, the number one. Owing
to a powerful and thriving economy, the PanOceanians
can boast the most developed leisure and welfare society
in the Sphere. A pioneer in space exploration and the
development of the Al, ALEPH, PanOceania has turned
technology into its trump card and its best option for the
future. At the forefront of progress, PanOceania considers
itself the best example of Humanity and is quite reluctant
to give away its leadership. In order to remain in control,
its politics are impressive and its army counts the most
advanced and destructive technology in its ranks. If you
like to live on top the world, then PanOceania is the place
to go.

PANDOCEANIA: THECOURSEDF THEGIANT

PanOceania is the biggest and most influential power in the Human
Sphera. lls political weight, outstanding economy and cultural presence
are coupled with a continual eagerness to expand.

As a society and culture, PanOceania is a meiling pot of nations
and ethnic groups. During the second half of the 21st century, the
progressive fall of North America as the dominant power on Earth
provided opportunities to other countries eager to take the baton from
her. The failure of the North American economy was the unavoidable
long term consequence of a single nation attempting to provide world
leadership, its efforts consuming too many resources and too much
time from the power base of the country. The failure of North America
proved the effectiveness of the model used by the states comprising
the reformed European Union. However, the EU was too busy solving
the technical problems and internal adjustments caused by various
Eastern states and was nol ready to hold the dominant global position.
The alternative would come from the last place the average intemational
citizen would expect.

In the middle of the 21st century, the Australian and New Zealand
authorities felt compelled to join with their former Indonesian and
Malaysian commercial rivals to avoid the unstoppable advance of
Chinese corporations and their economic might. The success of this
partnership created a new economic sphere thal would soon compete
with dacadent MNorth America on an equal fooling. The Philippines
joined this new economic sphere shortly thereafter, contributing an
expanded labour market and a strategic position to compete with the
major Chinese ports. Industrial strength was conltributed by India's
antrance to the group, the subcontinent working to harmonise the
inequalities between her various regions to provide the most efficient
national industrial base. This would be the organizational nucleus of
PanOceania.

The progressive economic crisis in Morth America had the direct
consequences political analysts had foreseen. Inlernal problems
caused a gradual loosening of the pressure and economic control
wielded over South American countries. This gave them the opportunity
to grow economically and to reach a first world status appropriate for
such rich nations. Nevertheless, complex internal South American
politics saw that only two countries reached thal level: Brazil and
Chile. Their incorporation into PanOceania was the last great step o
its transformation into a dominant economic world power, pushing out
North America who was abandoned by its European allies for alliances
with PanOceania.

As a hybrid culture, PanOceania offers several fealures
recognizable as belonging to the diverse cultures that compose it. With
pragmatism as a guiding principle, an open and fiexible society was
born. A cultural integration policy followed its conslitution, a measure
that would result in a mixed civilization that worked in harmony.

These efforts saw great success, PanOceanians becoming
extremely proud of themselves and their nationality. This cultural pride,
in conjunction with economic success, has sometimes resulted in
amogance when dealing with other stales.

Prosperous PanOceanian society is mainly based on a culture of
walfare and leisure. It has a highly developed middle class with low
axtrames of poverty and wealth but nevertheless has a social elite and
an underclass of pariahs. Comparatively, the PanOceanian middle
class has a higher standard of living than their equivalents in the rest of
the powers of the Human Sphere. Because of this, PanCceanians are
quite convinced that they live in the best of possible societies.
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In such an overindulgent society, show business and entertainment
are naturally important. The service sector consistently has one of the
highest growth rates in the PanOceanian economy.

Religion has a strong presence in PanOceanian culture. Large
religious institutions, primarily the Christian Church, keep sirict control
over the functioning of the Resurrection system of memory Cubeas. The
Al, ALEPH, has transferred control to them over the possibility of a
lifa that if not eternal, is at least longer. This has seen a resurgence
of religious fervour and provided the Christians with a new epoch of
splendour and influence.

PanOceania was the force that drove the ambitious Project: Toth,
the origin of ALEPH, the first and only Artificial Intelligence of the
Human Sphere. Persuaded of the convenience of an Al in all aspects
society, the PanOceanian leaders gradually gave it a greater number
of responsibilities and powers until it reached a point where ALEPH
was omnipresent.

PanOceania (8 a nation of technophiles. Enmeshed in a
technological culture, it is the Sphere's leader in High Technology
such as Quantronics, welware and neomaterials. High Technology is
PanOceania's most developed industry and one of the strongest assels
of its economy, with the military benefiting from this technological boom.
The PanOceanians can boast that they possess the most sophisticated
and lechnically advanced army in the Human Sphere, and few can
argue.

PanOceania has invested a great deal of their scientific and economic
capital in the development of the space race and the invesligalion of
woarmholes. The PanOceanians were the first to reach the stars and
made use of this advantage to colonize the first inhabitable planets,
ensuring it is the power with the greatest number of planetary systems
and colonies. The PanCceanian space industry is the most advanced
in the entire Sphere, rivalled only by Yu Jing.

This steady expansionist urge is seen in a constant search for naw
star systems and planetary colonies to remain the pre-eminent Human
power. PanOceania is the Hyperpower, the largest giant in the entire
Human Sphere.

Exiract from "PanOceania. History and Character of a Giant”, by Dr.
Rosemarie Chamod, San Pietro’s Universily web publisher, Neolerra.
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THELOBBIES  EMPIRE

PanOceania has a political and economical system unique in all
the Human Sphere. Former hypocritical separation between political
and economical powers has been abolished, guaranteeing a higher
transparency in State managemant. The old political parties have been
abolished and replaced by a wide range of lobbies which complately
dominate the political arena.

A lobby is a group of pressure or Interest, formed by a cluster of
persons or entities with the purpose of influencing the politics of a
country in such a way that their points of view and interests are heard,

In the old days, different factions grouped themselves lo constitute
a lobby and participate in political debates. Their instruments of
pressure over the politicians were their votes and donations to political
campaigns.

Lobbies in PanOceania have evolved to the point of tuming into
entities able lo manage the State themselves. In the beginning of
the XXIl century, political corruption scandals such as the Canberra
Case involved almost all the great aclors of the PanOceanian political
arena. These sentenced the traditional political system (o death as
the political parties’ credibility disintegrated amongst PanOceanian
citizens, provoking their eventual disappearance. However, the lobbies
were still there and ready to fill the resulting political void.

The importance of money has been steady and obvious in the history
of democratic nations. Moreover, its power increased exponantially
as the capitalist system grew more and more efficlent. Lobbies
are the tools of the great sharks of capitalism lo interfere directly in
PanOceanian politics.
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PanOcecania

Neverthaless, no PanOceanian lobby belongs to a sole corporation,
enterprise, or family. The volers have rejected every effort in that
direction. In each lobby, different corporations come together; some are
allied, some are competitors but all have a common area of interest.
They are joined by citizen groups, associations, small invesiors,
NGOs and other entities sharing the lobby's general vision. Thanks
to tachnology and quantronics, each citizen has a greater capacity to
participate in the decision-making processes of the lobby he belongs
to. In periodical virtual gatherings —and using voting systems that vary
according to each lobby — lines of action, proposals, and work teams
are adopted to face the next election or political term.

An example of a miscellaneous lobby would be Superbia, where
important and varied companies from the old EU (Namely three fashion,
cosmetics and perfumes companies, a motor-racing team and several
finance and investment organizations.) join with various philanthropic
foundations and three private universities with a shared right-wing
ideclogy. Another example would be the Zeitgeist lobby, where software
and welware companies, web-publishers and some Maya channals
join small ecological and minority protection groups. There are also
lobbies with a local streak, as the Nirutka lobby, which is devoted to
issues related to Hindu enterprises, societies and culture. The powerful
Christian Church is a pressure group in and of itself, present within
several civic and moral lobbies as well as having economic ties with
other less evident groups.

How do these lobbies act? They behave in a very similar way to
political parties but adapt themselves to the quirks of PanOceanian
governmental style. PanOceania's govermnmenlt is unique amongst
the human nations. To empower the decision making capacity of the
citizens, they do not vote for a sole lobby but must choose from among
the different lobbies a team of managers to run each Department. In
this way, there can be different lobbies in each team of managers,
spreading their influence between one or more departments. In the
general elections, the lobbies’ candidates will present their candidature
and administration programmes to each Department in an individualized
way and run the campaign almost independently. Each lobby usually
concentrales and specializes itself in a specific area, reflecting its
members’ main interast.

The citizenry and the different lobbies that compose the Government
choose their First Minister in a 50% equivalent combined poll
Therefore, when a PanOceanian citizen goes to vole, he must choose
g ballot for each depariment and another one for the Prime Minister.
The government on every planet and region comprising PanOceania
is chosen in this way. The First Minister's job is to appoint a political
focus and coordinate the efforts of the lobbies in each depariment.
PanOceania's global presidency is chosen between the First Ministers
of each planet.

The PanOceanian system is very clear about the interasts of thase
in the Government. The composition of each lobby is a public affair,
and a citizen only has to study it to discover its orientation and focus.

A good thing about lobbies is that it is very easy to be part of them,
bringing politics closer to the common citizen, It is however a different
question if the citizen is interested in entering the muddy waters of

politics...

The relationship between politics and companies is very similar.
Large corporations are always immersed in the political sphere,
whether or not physically represented in the Government. However, not
all executives have the time and money needed to involve themselves
in politics, so supporting lobbies provides an altemate route into
politics. Each of these lobbies constantly works for their own interests
and those of the greater nation... all for the benefit of the cilizens.

Article by Shen Miu for the program “Human Sphere”, Tinghui
channel, Yu Jing sector of Maya.
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THEHYPERPOWER

In a nation llke PanOceania any singularity, no matter how
insignificant it is, will have a massive impact, involving a lot of people
and money. In PanOceania MORE is the word; more space, more
luxury, more advanced, more compact, more fun, and also, more
destructive. PanOceanians have outstripped the achievements of
any empire in history as well as any contemporary nation. The term
power is not big enough to define their efforts - PanOceania is the
Hyperpower, the biggest nation ever in the history of Humanity.

Three complete star systems, parts of another two, and 1/4th of the
entire solar system are PanOceanian. Not even its closest opponent,
¥u Jing, can compete in terms of territory controlled. Living space is a
real necessity for PanOceania. Those living in the major cities suffer in
the constant bustle of a hyper-connected world and dream of moving
to a house in the new territories of the famous Living Cities. Living
Cities are perfectly equipped garden-cities with attractive suburban
neighbourhoods divided into comfortably-sized lots. Living in thess
utopias is the height of fashion and PanOceania needs all available
space to salisfy damand for their creation.

However, space also means resources. A market so wide and an
industry so advanced as the PanOceania's requires an enormous
amount of raw materials for construction and expansion, including
rare malerials such as Teseum. The greatest power in the Sphere
cannol depend on other nations to provide its resource needs, so il
is fundamental for PanOceania to control as many of the zones rich
in raw materials as possible. PanOceanian politics are based on the
expansion and control of all key areas by the use of economic and

military power.

This urge to find new areas and new energy resources has prompted
the historical PanOceanian interest in space exploration. PanOceania
has the largest fleet of spaceships with wormhole Jump Capacity in
the entire Sphere. In addition, most of these are military craft. Space
exploration is tightly linked to the PanOceanian Army; scientists work
closely with the military, which provides them with security in newly
discovered territories. Jump Capacity provides an undeniable sirategic
advantage, as it provides access to any solar system without having
to depend on 0-12's Circular transports. The PanOceanian Navy is
the Sphere's greatest supporter of advanced scientific research in
Astrophysics.

The PanOceanian Military Complex does not only extend its
influence to space exploration. All branches of Science and Engineering
capable of providing new advantages to the PanOceanian army receive
generous aid from the Ministry of Defence and the High Command. The
military industrial complex is one of the most thriving economic realms
and has the greatest growth of all PanOceanian sectors. In addition to
being one of the economic pillars of the Hyperpower, military industry
has lumed the PanOceanian army into lthe most technologically
advanced of all the Human Sphere. According to the Hexahedron, the
central headquarters of the Depariment of Defence, a lechnological
solution is always the best as it strengthens the PanOceanlan economy
as well as its army. Thus, the PanOceanian military forces always
have the most advanced, sophisticated and destructive equipment
in the entire Sphera. Multipurpose light weapons, targeling devices,
medical support, personal defence systems...nothing is too much for
the PanOceanian military.

In this respect, the Army is a reflection of PanOceania's society of
technophiles. Most of the Sphere's important technological corporations
are PanOceanian. PanOceania is the primary high-tech producer of
the Sphere, and the PanOceanians are the best buyers of their own

products.
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Each citizen of PanOceania possesses subille biotechnological
implants which are used in everyday life (Retinal projectors, integrated
headphones and mikes, direct connection to phone and communication
webs, biomedical scanners, administrative assistants, Maya connection
wetware, etc.) and this is as well as the indispensable Cubes used to
back up memory and personality. The high standard of living of the
average PanOceanian citizen, the highest in the entire Sphere, allows
them to possess a great quantity of cutting edge technological gadgets
which are not affordable for other citizens of thea Human Sphere.
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PanOceania is a hypertechnological society in which scieance has the
improvement of the living conditions of its citizens as a primary goal.
One of the main governmental motios is Technology for the benefit of
people! The intelligent use of sophisticated technical resources allows
the enviable PanOceanian lifestyle: more free time, less working hours
and a great consumer capacity. Only those possessing the category of
citizens, those who can log in to Maya and have an adequate income,
can afford this lifestyle. The Ateks, an atechnonological minority that
lacks those resources, do not have cilizen status and live outside of
the system.

Another technophile trait of PanOceania is its trust in the ALEPH,
the Al. The connection of PanOceania with the Al is greater than that
of other nalions. The majorily of PanOceanians deal with ALEPH on a
daily basis, for personal and professional reasons. ALEPH is in charge
of the majonity of the structural functions controlling and supervising
PanOceanian society. The Al ALEPH, plays an important role
in the information structures and management functions of the
Hyperpower, which are safer and more efficient than those of any other
nation. This assignment of responsibility has proved to be so useful
that the PanQOceanians live in a completely techno-dependant society,
more s0 than the rest of the Human Sphere, Nowadays, the automatic
systems of ALEPH are essential in the development of the most crucial
PanOceanian operations (Air, earth, and space ftraffic, water and
anergy supply, etc.).

This techno-dependence has ensured that the Informalion and Data
industry is very potent in PanOceania. Even so, it is excessively linked
to ALEPH. The majority of PanOceanian programmers are so used to
working plugged in to the Al that they would be complately lost without

its support.

The techno-dependence of the PanOceanian culture has its
undeniable advantages. Thanks to their relationship with ALEPH, the
PanOceanian Resurrection system is the most effective in all the
Human Sphere. The most important religions — especially the Christian
Church, whose influence in PanOceanian society is quite remarkable
- have acquired a primary role as administrators of a Resurrection
sysiem that sees ALEPH as the principal consultant. PanOceania’s high
Gross Mational Product allows a greater investment in Resurrections
and the Hyperpower has the highest annual rate of Resurrections, a
secondary effect of the celebrated PanOceanian life style.

Another consequence of the higher standard of living is the
recreational side of Maya. Around 60% of Maya companies are of
PanQOceanian origin, with the percentage increasing fo around 78%
fn the leisure and entertainment industries. Maya offers the parfect
escape; immediale conneclion, a praclically unlimited variety of
experiences, different levels of realism and sensations (According to
the equipment used), continuous enterlainment and the possibility
of multiple simultaneous participants. In addition, Maya provides
communications and data which are vital for industry and commerce
and essential in daily life.

As can be clearly appreciated, PanOceania is Number 1 in all the
important fields: space, resources, standard of living, connections,
entertainment, security... PanOceania is the authentic Hyperpower of
the Human Sphere. A nation that justifies its steady political, territorial,
and economic expansion, and ils dominion and triumph over othar
powers, by exemplifying undeniable excellence in the standard of
living of its citizens. We cannot forget the most important factor in any
national contest; PanOceania’s social and moral primacy is backed by
a powerful military force thal has no rival among the rest of human
polentates.

Extract from “Analysis of the authentic Hyperpower™ report from
the Socloeconomic [nvestigations Superior Council of Tocgueville
Foundation, Calculta, and The Earth.
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PANOC_NAV. A TRAVEL THROUGH
PAMNOCEANIA

<Attention: This program requires superior versions of BirdSight v3.5
from VirEsperience Inc. Search your retinal projection equipmeant’s
software library to make sure you have the required plug-ins. Thank

you.>

Welcome to GlobalNav, the most advanced Virlual Travel system,
used by hundreds of professionals to prepare their business and
pleasure trips all around the Sphere, My name Is Sibylla and 1 will be
your guide-escort in this trip [Enter Guides gallery]. :

Right now, we ara in the Platform, an area of reception and
distribution. From here, you can go to any of the main deslinations in
your trip around PanOceania. Each port of entry represents a planet
and has a brief summary of its general features, so that you can decide
if you are interested on surfing It.

[Start-  The Earth- Neoterra- Acontecimento- Varuna- Svalarhaima-
Paradiso-Controls-Exit]

[Earth] The cradie of Humanity and PanCceania. A planet

& ') crammed with natural and cultural treasures, covered in half-

empty cities with great historical value. The PanCOceanian

expansionist thrust has stripped bare whole areas of the planat,

prompling space immigration. On Earth, religious organizations are

predominant, with a weakened EU thal represents the humanist side
of PanOceania. [Access]

[Neoterra] PanOceania's capital planet. Thisis the headquarters
of the state and planetary Government, of the Church and of the
Military Complex. The first system discoverad by PanOceanian

P

space pioneers and the first lo be colonized. A destination for business
trips- of many executives, the heart of financial deals and an RED
nucleus for the main high technology companies in the entire Sphere,
Do not forget to visit the Impressive church of San Pietro in MNeoterra,
home of the Christian Pope. [Access]

“8 planet. The second system to be discovered and the first o
be massively colonized by the Latin nations and some

PanCceanian *minorities™. Acontecimento’s “garotas”, particularly the

incredibly sensual girls from Portobelo, are the most popular in the

‘) [Acontecimento] This is PanOceania’s granary and factory-

SVvAlI ARHEIMA

Sphere. This is a planet of contrasts, where arable land and extensive
stockbreeding alternale with the vast factory complexes thal constilule
the industrial heart of PanOceania. Acontecimento also possSesses
one of the largest Nature Reserves of the entire Sphere, the Great
Arboreal Resarve, and the last original ecosystem remaining on the
planet. [Access]

[Varuna] The cceanic planel. The third inhabilable system
adlﬁmﬂamd and the first possessing a semi-intelligant native
species, the amphibian Helots. Home of sea deities, Varuna 5
an island plane! with scarce inhabitable land, which has given rise to
the platforms, sub aguatic complexes and arificial islands which are
now part of its landscape. Varuna uses all the possibilities the ocean
offers: biotechnological industries and sea factories and farms, where
many Helols work, are the planet's main resources. Sadly, sporadic
violence from a number of insurgent Helots, the Libertos, occasionally
troubles the charm of this beautiful planet. [Access]

e [Svalarheima)] The snowball of discord. A planet far from its star,
?—ja Svalarhelma registers very low temperatures that make the
"% country uninhabitable with the exception of zones between the
tropics: In spite of climatic hardships, Svalarheima has proved to be
a very good source of resources, such as the prized Teseum, which
has sparked a feud between PanOceania and Yu Jing. FPanOceania
controle over two thirds of the planet, with the remainder resting in the
hands of Yu Jing. Svalarheima is not an attraclive planet, constantly
covered by a snowy mantle, but has a handful of industrialised cities.
The tension between the two powers constantly rides a knife edge.
[Access]

[Paradiso] The emerald jungle. Paradiso is a planet in constant

conflict. Recent attacks from the alien Combined Army have

devastated some of the most beautiful PanOceanian cities.
The areas far away from the front still keep their atiraction, even though
it Iz overshadowed by the persistent alien menace. [Enter]

[Reinitiate presentation]

[Back to Main Menu]

[Options]

[More products by VirtExperience Inc.]
[Exit]

PanOciNav, -GlobalNay expansion module, Vidual Trip soffware.
VirExperience Inc. Only In the best Maya virtual shops.




TA.G.

TAG.s (Tactical Armoured Gears) are a product of the dominant
military philosophies since the Nanotech Wars and the Centro-
American Campaign. The current warfare doctrine underlines the
importance of light aero and space mobile forces, considering them
the best option for the modem battlefield.

Contemporary wars are fast and offensive, with less strategic depth
than previous conflicts, moving the battle as far as possible from the
vital points of the state. Conflicts have shifted from frontier actions
{Caucasian Conflicts) to regional deployments (Centro American
Campaign, Ariadnian Commercial Conflicts). The large, heavy and
well-armoured war machines that were prominent in 21st Century
zones of conflict presented great logistical drawbacks. A power with
disseminated areas of influence cannol afford to have a potent and
expensive armoured force in each zone of interest or possible conflict.
in a time where differences are resolved in a few days or hours, wailing
for armoured corps to move from their headguarters and arrive in
combat is not an option. The cost in fime and resources of moving
a sophisticated armoured division with its machines, personnel and
maintenance equipment is excessive. For this reason, lighter tactical
alternatives were considered and chosen as they are faster and easier
to maintain.
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TA.G.s are individual armoured weaponry platforms
characterized by their humanoid, quadruped or bird-like shapes that
give them off-road properties. T.A.G.s. are designed to have a superior
movement capacity and greater manoeuvrability than the human body.
They are much smaller than any other support armoured infantry
vehicle and almost as fast.

T.A.G. engineers used cutting edge technologies to achieve the best
performance, with remarkable results in the combination of armoured
protection, firepower, mobility and lightness. T.A.G.s are built with hybrid
materials - polyceramic compounds and biotachnological finishes - and
outfitted with self-repairing systems for their exterior surfaces.

Their structural design philosophy concentrates on achieving the
lightest possible weight, combined with the greal resistance o tension.
The weight of TAG.s (once disarmed) varies according to model
and antiquity, varying between two tons, in the case of PanOceanian
models, and almost four tons for the crude RM100 Ariadnian series.
Weight also varies according fo typology. For example, Remote
Presence T.A.G.s are enormous armours inhabited by a ghost. They
have no pilots inside of them, instead controlled using an inviolable link
from a high tech bunker or armoured vehicle probably situated a few
hundred miles away from the TA.G. itself. The remarkable technical
feature of pilot absence contributes to a dramatic reduction in total
weight.

Anthropomorphic T.A.G.s are based on a philosophy of design called
synchro-protector or exoskeleton. They have control cabins lined
with sensor-receptors connected to the pilot’s data suit. In this way,
the T.A.G. reproduces the pilot's movements, detected by sensors
in his data suit and by a cybernetic interface. The pilot is complately
locked inside the cabin, protected by several walls of armour. He
depends on the T.A.G's external sensors lo perceive what happens in
his surroundings. Sensor batteries come in a variety of shapes, sizes
and functions; from visual and auditory to olfactory and tactile sensors
(Which are extremely sensitive). The more modemn the TA.G. is, the
smaller its sensors.

All TA.Gs have a redundant system of sensors that will transmit
environmental information to the data suit, which will be reproduced
for the pilot through a VR (Virtual Reality) Interface. The interface
is an efficient neuro-quantronic system thal will help the pilot control
the T.A.G, as well as provide GPS and communications functions.
The system will calculate the results of possible courses of action in
such a way that a pilot can know in advance the approximate result of
his actions before carrying them oul. The neuro-quantronic system is
designed to think tactically and is able to minimise civilian casualies
and unnecessary damage and destruction. The VR interface also
incorporates expert pilot programmes to give access lo automatic
personal combal routines.

Another advantage of the VR interface is its capacily to provide the
pilot with physical stimuli feedback that reproduces the strain the TA.G.
is suffering. This provokes a strong physical and emotional stress in
pilots but gives them intuitive control abilities superior to that of any
conventional navigating system. An optimized interface tumns a TA.G
into an extension of the pilot's mind and body.

Remote Presence TA.G.s' pilot cabins are equipped with a
complete AutoMediKit device that confrols the vital signs, dispensing

" painkillers or stimulants according to the situation and feeding and

exercising the body as well as resisting fatigue toxins.

The T.A.G. was the first light armoured vehicle equipped with an
advanced system of command and control. This sophisticated
system includes cartographic functions with diverse selectable scales,
a GPS, an extarior sensory net device and a decision making tactical
gystem in addition to other features. It also has an integrated system
failure detection suite with a Medusa Head type security conneclion
linked with the T.A.G.'s command and control system.
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Weapon engineers set out to protect T.A.G.s weighing less than four
tons with armour similar to that used by tanks and armoured vehicles
of around sevenly tons. This is achieved by embedding layers of
advanced protection technology materials that trigger effects in each
other o pravide comprehensive defence. Polyceramic compounds are
the basis for the Total Protection concept, these light and resistant
compounds improving the movement and bulk of T.A.G.s compared o
conventional vehicles.

Protection is a construction priority, especially in the structural design
of the cabin area and the main engine. The lower hull of contemporary
T.A.G.s is also designed to optimize protection against mines, while
the shell has been specially devised to reduce infrared emission-and
radar signals.

The concept of Total Protection is completed with ECM technotogy.
AT.A.G.'s integrated system of electronic countermeasures offers 360°
protection against enemy missiles. It consists of a battery of passive
sensors that will automatically detect any threat and activate electronic
interference and decoys, which will divert missiles and deaclivate their
fuses to render them completely harmless.

T.A.G.s' multispectral communication systems make use of
multiband radio devices, microwaves, wide and narrow laser beams,
and sateliite links with a command centre.

The movement capacity of TA.G.s is based around a concept of
noise reduction. The joints are completely muted, the noisiest thing in
a TA.G. being the air moving in and oul of the dissipator gnlles, and
even that can be muled.

The PanOceanian Cutters are a well known example: totally
amphibious, they have proved lo be as exceptional underwater as out
A TA.G.'s fire control system allows it to attack mobile and high of it. ‘

speed targets in zero or minimum visibility conditions. Thermal and
optical visors are used to identify and lock on to mimetized targets and
during night combat. A ballistic quantronic computer calculates three-
dimensionally the hoist and lateral angle of a TA.G.'s weapons and
their distance to the larget, gravity and Coriolis Effect, the inclination
angle of the vehicle, speed and direction of the wind, and the ballistic
data of the selected ammunition. All this data is transferred lo the
control and stabilization system that calibrates the gun with the pilot's
line of sight. The shot control system includes auxiliary elements to aim
and correct the range as well as provide assisted target shift, providing
an automatic lock on integrator. If the ballistic computer is damaged,
the pilot can use the oplical system which includes a zoom function, a
magnifying telescope and manual controls in case the hydraulic system
is not oparative.

T.A.G.s belong to a generation of weapons prepared for the modemn
battlefield. Armoured vehicle war is now a lechnological contest.
A TAG. pilot must possess swift reactions to take advanlage of all
technological possibilities. A capacity to react in time has acquired a
greater significance, demanding higher speed and reflexes from the
pilots, Experience has proved that Remote Presence TA.Gs are
the best option on the battiefield. Once the physical danger factor is
removed, the pilot's siress levels are reduced considerably and their
combat statistics improve. It has however been proven on Paradiso
and in the Aradnian Commercial Confiicts, that spending many days
inside cabins negatively affects a pilot's performance,

Al G

The construction and sale of TA.G.s is currently one of the most
profitable businesses in the Sphere. The largest supply contracls
for armias include T.A.G.s, their pilot training, maintenance, supplies,
documentation, simulators, and solutions to integrate their software,
wetware and hardware with that already possessed by an army.

T.A.G.s are very advanced and highly complex machines, designed
to operate with high efficiency levels. This means that in very heavy
and long campaigns maintenance has to be constant. With this in
mind, manufaciurers imposed easy access to the engine chamber as
a design requirement. This facilitates engine maintenance and even
its total replacement during a campaign in an hour or less. Stats show
that over 50% of immobilized T.A.G.s in combat can be repaired if
recoverad, and then sent back lo the battlefield. For this reason, armies
endesavour to have a T.A.G maintenance service able lo operate under
combat conditions on a 24/7 basis.

PanOceania is the biggest T.A.G. builder in the Sphere. Their
machines are by far the best and most modem in the military arena.
PanOceania exports T.A.G.s to other nations; the most modem and
advanced are the Zeta Units used by O-12, and the most rudimentary
are Haqqgislam's Magharibas.

Current standard issue models of the PanCceanian army are the
Squalo Series, manufactured by the PanOceanian company Moto.
tronica and considerably better than lheir predecessors, the Stingray -

Series. The Squalo shape is different, more organic and easily
camouflaged. Its lines are more angular, legs less squat and the thorax ‘
»

Before a T.A.G can enter its production phase exhaustive lests are
undertaken, including mobility and live fire tesls performed by pilot
teams and veteran technicians, providing total tactical operability over

any terrain.
gifted with an additional joint that improves high-speed rotation. Squalos

are said to flow instead of move on the battlefield. Their equilibrium
mechanisms have been oplimized, their hardware is more compact
and their arms are able to carry more powerful weapons. As fast as
they are resistant, the Squalos are the pinnacle of military technology.

As a rule, TA.G.s have a high degree of adaptability lo different
climates and terrain due to specific auxiliary modules and protective
filters to prevent corrosion of internal and mobile parts. All TA.Gs
have an amphibious capacity thal varies according to different models
and manufacturers. There are also naval and space TA.G.s, adapted
specially to these two dangerous environments.
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The quality of PanOceanian T.A.G.s is so high that, with good
maintenance, even the oldest models are unstoppable machines of
destruction. The Reptile senes, discarded for having basic design
flaws, was sold by its contractor to the Nomad Military Force. After
being reprocessed in Praxis labs, they have now become a main
competitor in terms of quality, albeit not of production, to the products
of Yu Jing's weapon factories.

The design and development of advanced combat vehicles seems
to be a priority for the future. TA.G.s are now a lypical product of
military human engineering and will continue to provide service in
following years as a trustworthy tactical arms platform. TA.G.s are on
the battlefields to stay and few would argue with this.

Caplain Vikram Varamiyani, second Sgquadron, Varuns Newal
Chasseurs Regiment. Article extracted from the miliary channel Sabot’
From StarTsar Channe!
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THE PANOCEANIAN MILITARY COMPLEX

PanOceania has a regular and disciplined army, equipped with
the finest weaponry and equipment. PanOceania possesses the
most technologically advanced army in the Human Sphere, with
hypertechnologized equipment and units gifted with the most
sophisticated weaponry systems devised. PanOceanian economic
power and the quality of its military industry has allowed the
establishment of a doctrine of war centred on the armoured forces, with
T.A.G.s essential to PanOceanian strategies and taclics. Technically
superior to their enemies, PanOceanian T.A.G.s are fast, light and
well equipped; a valuable and decisive support weapon for infaniry
units. The Military Complex is the main vector of the PanOceanian
expansionist urge. a force used to fighting and winning in all kinds of
War Scananos.
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Fusiliers are light infantry troops stalioned on planels such as
Acontecimento, Varuna, Svalarheima, and Earth. All are professional
soldiers trained to face a wide range of combat situations. They are
the backbone of the PanOceanian amy, defined by the wide variety
of support equipment at their disposal. They are good combatants and
well-trained professional troops, ready to take part in local or overseas
wars under high-technology conditions. Fusiliers are the best corps in
the army who do the real work; the other units exist only to support
them. Forget about hyper-technological weapons and Special Forces;
Fusiliers are the real Army... Would you like to know more? Click here
and enroll

FUSILIERS:
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KAMAU AMPHIBIOUS INTERVENTION TEAMS:

“High tide... ime to acl™ Kamau regimental motto

—

Kamau means "Quiet Warrior™ in the Kikuyu language (Kenya).
These are the best troops in PanOceania’s Fast Intervention Division.
Their headquariers are on Varuna, where they comprise the main body
of the army. In order to operate in a mainly aquatic environment, such
as that of Varuna, the Intervention Teams are experts in amphibious
activities. The Kamau have proved to be excellent soldiers both in and
out of water, using highly specialized skills and abilities. Nowadays, thay
constitute the nucleus of “Blue Sea”, an antiterrorist program developed
to confront the Libertos, rebel natives from Varuna. The Kamau role in
"Blue Sea” includes taking offensive operations to prevent, stop and
respond to terrorist activities and incidents. Thanks to their flexible
broad spectrum training, the Kamau can function as a main force or
as active support in circumstances of interagency cooperation. Il is
well known that the Kamau Amphibious Intervention Teams are one
of the few PanOceanian uniis that possess lotal authorization 1o lake
preventative actions against lerrorist groups and locations. In addition
to all this, they are greal surfers.
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ISC: Varuna Fusilier

BAGH-MARI UNIT:

The Bagh-Mari were ancient clans of figer hunters that travelled
all over India, killing the most problematic felines for money. Now the
name designates a PanOceanian unit specialized in jungle combat.
The Bagh-Mari are special troops, experienced and professional.
They are well equipped and have been rained to operate in modern
battlefields, where technology can be the worst enemy. Based in
Acontecimento, they undergo their training in the Great Arboreal
Reserve where they are the main champions. As the with the historical
tiger hunters, the jungle is their element and their ally. Their skills have
wrned them into the perfect fighters for the Paradiso wars and the
Ariadnian Commercial Conflicts. Bagh-Mari Units have won a temible
reputation for carrying out undercover Search and Desltroy operations,
an area in which they excel. Their name was given to them during the
MNeoColonial Wars after their success in Operation Madhava, where
they managed to repulse a strong airborne attack by Yu Jing Tiger
Soldiers. The Bagh-Mar Regiment usually recruits their members from
the Hindu population that dwells in the city of Peshawit but also builds
its numbers from those fiving around the Greal Reserve. Velerans
also frequently transfer from other regiments on Acontecimento, even
though the Hindu idiosyncrasy of the corps is still intact.
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AKALIS, SIKH COMMANDOS:

The Akalis are an airbome Sikh regiments. These elite unils are
very mobille, and are tasked with jumping behind enemy lines to
wreak havoc amongst their troops and attack their most vulnerable
points. The Akalis Commandos Regiment is fully qualified to be swiftly
deployed to ground, sea, air or orbit, occupy a combal zone and then
perform airborne raids or ground operations to neutralize enemy forces
and take control of key areas or installations. The Alkalis Commandos
recruit their members from the best warriors of the Sikh athnic group.
Their harsh training starts before boot camp, as every Sikh child
practices Gatka, a Sikh martial art, a combat system used in the front,
that has survived as an integral part of their culture. The meaning of
Akalis (sg. Akal) s “The Timeless®, though they are also known as “The
Children of God the Immaorial”.

VR

The Nisses are Svalarheima Tactical Assault Groups specialized
in Arctic environments and designated to operate in Advanced Force
operations.

NISSES FROM SVALARHEIMA:

ORC TROQPS

@

Only the best soldiers can aspire to join the Heavy Tactical Group,
better known as "Orc Troops®. The nickname Orc comes from the
company that developed their combat armour, the ORC (Omnia |
Research Creation) Corporation. Playing on their equipment name,
soldiers from the first regiments adopted the tradiion of painting |
grotesque faces over their armours’ green camouflage. Orc Troops AQUILA GUARD:
have a reputation for being veteran troops that always take part in the
most aggressive operations. The Orcs' martial notoriety is based upon “In ormnibus princeps” (The first in everything) The Aguila Guard's
the solid foundation of their military success. As multi-purpose heavy motto.
infantry, Orc Troops are sent to high intensity battlefronts to establish An elite regiment composed of the la créme de la créme of the
the toughest line of resistance and then to try and break through the PanOceanian army.
enemy lines.

e

ORC TROOPS:
AQUILA GUARD
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SACRED ORDER OF KNIGHTS HOSPITALLER OF
SAINT JOHN OF SKOVORODINO:

A religious military order based in the inhospitable monastery-
fortress of Skovorodino, on Svalarheima. The Knights Hospitaller are
warrior monks with both religious and military ranks (Brother-Non-
Commissioned Officer, Father-Officer, Grand Master-Brigadier, etc.).
Secluded in their monastery, they devote their time to praying and
developing their martial skilis. They are characterized by a religious
farvour that makes them unstoppable in combat. Faithful to their origins
of keepers of sick pilgrims, they have specialized in high rnisk rescue
missions to recover fallen comrades who have been taken prisoner.
This is the most influential Military Order in PanOceania and the one
with the highest number of adepts. The Knights Hospitaller know their
vocation Is an instrument for salvation, away from the narrow and mean
egotism of worldly fame and material gain. They devote all of their
courage and and capacity for sacrifice to the service of PanOceania,
the Church, and their companions.

SWISS GUARD

SWISS GUARD :

“Acriter et fideliter” (Strenuously and loyally) Historical motto of the
Swiss Guard.

The Swiss Guard is composed of professional warriors who waltch
over the security of the Church and the Holy See of San Pietro on
Meoterra, and it keeps the tradition of recruiting its members only from
the former Swiss cantons. Recruits undergo strict training, after which
they will undergo a year of service. If they want to continue their career
in the Swiss Guard, they must ask for an extended leave of absence to
be transferred to other regular units of the PanOceanian army. They will
not be able to ask to rejoin the Swiss Guard until having served a year
in a crisis zone and gaining a combat record with several honourable
mentions. Because of this, all those who rejoin the guards have the
rank of non-commissioned officers. The Swiss Guard conslitutes the
Special Action Group attached to the PanOceanian Heavy Infantry
and has at its disposal the most advanced weapons technology of the
Human Sphere. Besides security, the Swiss Guard takes care of Direct
Action operations, assaults and the seizure of strategically vital areas
and the interdiction of enemy forces. In combat, the Swiss Guards are
usually designated to the most dangerous areas and the most violent
missions... their history and tradition obliges them to go.

S B R T e

ARMOURED CAVALRY
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The Squalo T.A.G. series are Remote Presence combat armoured
units. The PanOceanian army uses culting edge technologies to achieve
the best performance, with outstanding results in combining armoured
protection, firepower and mobllity. PanOceanian T.A.G. units are not
crewed: their pilot is several miles far away, controlling his sophisticated
war machine from a VR pilot cabin through a distant combat interface.
Armoured Cavalry regiments are the most sophisticated units in
PanOceania, a symbol of their technological dominion. Operating in
well drilled teams, they have proved to be formidable troops. Armourad
Cavalry troops vary in name and characteristics according to their
speciality. Lancer regiments are the most versatile combat units,
carrying medium and long-range weaponry.

ARMOURED CAVALRY:

ISC: Kmight Hospitaller
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Uhlans are equipped as antitank unils. Dragoons, equipped with
neavy assault weaponry, are commonly used as infantry support.
Cuirassier regiments are the heaviest of all, fulfiling a heavy armour
roie. Finally, the Chasseurs are units trained to operale with great
mobility in specific terrain. All Remote Presence combat T.A.G. units
nave the Armoured Corps motto engraved on them: Wiima ratio
FanCcenaniam, “The last argument of PanOceania®. The Armoured
Cavalry s the finest PanOceanian instrument of persuasion.

~ X

DRAGOES, ACONTECIMENTO DRAGOONS:

“Semper aggressus” (Always attacking) Assault Dragoons Regiment
molto.

The Dragoes make up the Remote Presence Asssult Armoursd
Regiment based on Acontecimento. Units belonging to this regiment
take part in direct assaulls, opening breaches and providing support
where resistance is fiercest. Because of this, each Drag8o is equipped
with more powerful weaponry than is standard for Mechanized Cavalry.
Their combat style is fast and dramatic: they saturate the combat zone
with an uncommaon intensity of fire. The Acontecimento Dragbes are
an unstoppable armoured assault power, able to resolve any problam.
The Dragdo T.A.G. version has proved to be a formidable weapon
system, which obliges pilols to have a great control over its long
distance interface in order to control the massive firspower that gives
them their name.

CUTTERS, VARUNA NAVAL CHASSEURS:

“Nemo nos effugit” (Nobody escapes from us) Naval Chasseurs
Regiment motto.

Cutters are Remote Presence armoured uniis belonging to the Fast
Intervention Division, Varuna Chasseurs Regiment. They have been
designed to perform covert operations and amphiblous and sub-aquatic
aclions. They possess sound suppressing equipment and are covered
by a hi-tech skin that adapts itself to the environment, able to change
its reflective, radioactive and electric properties at will and to cancel
their optical and thermal image. As the main requirements of its design
are stealth and mobility, they can only carry a secondary light weapon.
Cutters are the armoured spearhead of the antiterrorist program
“Blue Sea". They are responsible for deep penetration operations in
highly conflictive zones, perimeter control and secure missions and
punishment actions {oo.
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JOTUMS, SVALARHEIMA MECHANIZED CUIRASSIERS:

‘N nos tremefacit® (Mothing makes us shudder). Motio of the

5 Svalarheima Cuirassiers Regiment.
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CROC MEN (CROCODILE MEN FROM PARADISO):

The Croc Men ars vet=ran scouts depiowes © T Dugnest combal
I3t tuoh 3 Faradss T Ragrmen tang CEaes Tee gfter
me Revenshroes Racey Cassooie A8 svooavs Te O
population of e oty cu= D Svax Of 2 s DocheTal ST
soverd Panlcsanan ovsors sre SEDiveC ¢ T UJ—an =3 D
Siop e &sen advance. Neverneess e numeEcE Sperorsy o
decimated Polynesian Division i0st contact with e Command Canss
organizing a fierce and desperate ressiance n e Francal Deeee
and the jungla surrounding it. Their sacrfice afowsd e svatuaion
of the PanOcsanlan rearguard and the patients and siaf Sfom e
fiald hospitals. When they finally withdrew, 80% of the Divson fad
fallen. The survivors became the nucleus of the Croc Men Regment
Although it is no longer composad exclusively of Maoris, their ancient
cultural features such as tattoos or subcutaneous skin grafts are an
unwritten tradition of the regiment. Croc Men specialize in missions
of Furtive Incursion, Surveillance, Tactical Recovery, and Search and
Deastroy in enemy territory. Their modus operandi is based on surprise
and hiding; they attack with ferocity and disappear just as easily in the
dark before the enemy can reacl, Croc Men have a flery reputation
as fearful enemies that it is better not to provoke... unless you have
already decided your coffin's colour.
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TRAUMA-DOC:

Trauma Docs are PanOceanian Army medical teams equipped
with cutting edge medical technology to provide the highest level of
battlefield care.

MACHINISTS:

Units of technical engineers specialized in high tech combat.

PanOcecania
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DRONBOTS:

Dronbet is a blending of the words Drone and Robot. They are semi
autonomous auxiliary robotic units that can be optimized in order to
perform diverse functions. The Pathfinder Dronbot is the maximum
expression of electronic sensitivity. It is outfitted with a sophisticated
compendium of receptors, short and medium range sensors, antennae,
radio receptors and netwark links to allow controlling of terrain and the
discovery of hidden enemy units. A cruder version is the Sierra Dronbot,
fulfilling all the functions of artillery, equipped with power reaction
senvos, a heavy maching gun, and a mine laying automatic device. The
Sierras are usually committed to perimeter defence missions as they
are able to react to an enemy advance with devastating firepower.
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The PanOceanian army also employs Clipper Dronbots, equipped
with guided missile launchers with a range that allows them fo be
piaced in the rearguard of the battiefield and dedicated to raining
g=struction on enamy troops. Using a forward observer and satallite
sacking, they can locate their targets with total precision and destroy
#em from a safe position with no loss of effectiveness, The lightest
and fastest model of Dronbot is the Fugazi, a highly mobile platiorm
%or 2 Repeater device which provides PanOceanian hackers extended
sattlefield range.

JEANNE DARC

JOAN OF ARC:

Jeanne d’Arc (1412-1431), French saint and hercine. Ardently
religious, when Joan was thirteen years old she began hearing voices
hat she believed had a divine origin, urging her to liberate her country
from English domination. At seventeen, the French Dauphin assigned
ner a small army and she obtained a series of successes that initiated
the defeal of the English forces. She was captured by the English and
accused of wilchcraft and heresy, then condemned by the Inguisition
and bumt at the stake. She was canonized in 1929,

@0 ?

The Project "Orieans Maiden™ was undertaken at PanOceanias
request {0 create a miltary leadar abia o inspire troops n e most
difficult of combats. Someone charismatic was required. who was abie
o tum the tide in an adverse siiuabon with exirems courage; anger and
ferocity. PanOcsanian analysts realized that some troops of Chnstian
ongin would respond very favourably to a personality with a3 religious
background. When recreating the Maiden of Orieans, they took care
to Instil a naturally heightened tactical ability and provided her with
rigorous religious and military training that followed the guidelines
of the PanOceanian Military Orders. Al the end of her training, she
entered the Order of the Knights Hospitaller where she eamed the
respect of her brethren with determination from the lowest rank of the
Order, advancing rapidly in her career during the Blizzard Skirmishes
against Yu Jing on Svalarheima. When the NeocColonial Wars were
declared, Joan of Arc was already Sister-Officer of the Order of the
Knights Hospitaller, transferred to the Order of Santiago to defend the
Saturn-Mars circuit. At the end of that mission, the Maiden was already
a living legend; men who fought along side her declaring it with pride.
She commanded the defence of Neolerra and calmed the masses
during the setbacks of the aerospace campaign in the Dividing Line.
Rumours of her arrival on a frontline were enough to elevate the troops’
morale and prompt them to accomplish impossible missions. Under her
command, men will fight until the very end. Her presence in combat
is an unequivocal sign of victory for PanOceanian soldiery. Joan is
touched by the hand of God. Her eyes are like two burning coals and
her voice is like a hurricane. She is a living incamation of Christian
divine power and authority. Joan is the mother-warrior of PanOceanian
soldiers - all women admire her and all men love her.
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—the latest technology

Yu Jing (pronounced “dju tching”) is the powerful Asian
power who has invested every effort in becoming the
force that shapes the destinies of the Human Sphere. The
second most powerful principality in the entire Sphere,
Yu Jing has a manifest destiny to reach supremacy
by fighting, manipulating, bribing and seducing all
opponents.

Yu Jing has managed to use the cultural

strength of the Far East as a foundation to develop a

modern society that does not depend on the fashions or
whims of the Western nations. Yu Jing avails herself of
and is one of the most advanced

forces in all aspects of the Human Sphere. The "New Asia”
sees herself as a glowing discharge in the electric night,
combining her past traditions with current technology
to shape a solid economy and powerful army. Whether
through intrigue or strength, it is the destiny of Yu Jing to
become the dominant power in the Human Sphere.

I5C: Invimcible
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YU JING IS THE EAST

The Popular People’s Republic of China, the sleeping Aslan dragon,
woke up later than the rest of the world had anticipated. In the first
half of the twenty first century, Chinese leaders saw a clear danger
in their future: China was In danger of dying from success. Sccialist
capitalism, an economic bastard that only the Chinese could carry
out successfully, proved to be more than effective, expanding the
Chinese industrial and economic base through controlled development
of foreign influence and investment in the country. As this model and
economic success spread across China, the faith of the Chinese
people in Maoist ideclogy faded away, outshone by the promises of the
materialistic Western world. The integrity of what was once the Middle
Kingdom was again threatened by foreign invasion, this time as an
insidious cultural assault.

The thriving Western leisure and entertainment industry took root
in the countryside, the great ideclogical heartland of China. Economic
achievemenis saw a formerly impoverishad rural population become
a mighty army of potential consumers. In order to overcome this crisis
they believed China had no choice but to reinvent itself, following the
ancient Chinese political strategy of changing in order to preserve the
status quo.

Maoist ideals, already damaged by the original Cultural Revolution,
were little by little eroded through generations that grew up with no
dogma: no Emperor, no gods, ne Maoism, no Tacism, no Buddhism;
nothing that had defined Chinese identity since the beginning of history.
China's leaders launched a new Cultural Revolution, but inverse to
the last one, to control this situation. The “traditional” Chinese values
was restored but sifting them through the Party's doctrine. Historic
“religions” were re-established by law, under tutelage of the State.

The Party was the champion of this change, but needed a distinclive
figure that would concentrate the admiration of people, symbolizing
and representing them: the Dragon, the Emperor. In an unexpected
manoeuvre, descendants of the Ming and Qing dynasties were located
and from their lineage the figure of the Emperor was restored as a
symbol, not only of China, but also of a new nation. Renamed as Yu
Jing, literally “Jade Capital”, this great power would face the world by
merging modem and ancient Chinese history. In this way, the rulers of
Yu Jing have been following the same goals as Qin Shi Huangdi, the
first Chinese Emperor: Conquesl, Unity and Uniformity. The vision of a
Great China remained the same: Everything under the sky.

The unstoppable growth of China was the main cause behind the
name change. Economic expansion over “satellite” countries was the
prelude to their political annexation. North Korea, Mongolia, Burma,
Thailand, Cambodia, Laos, Vielnam, Taiwan, Nepal, and Bhutan
all joined the new Chinese nation, keeping their cultural quirks but
assimilating as new Chinese prefectures.

The fall of the former U.S.A. battered all the countries that had
invested their economic future in North America. Japan and South
Korea, with an unstable economy, could not stand the loss of the
enormous North American market, while the markel of a Europe
in recession could not provide them with encugh supporl. With an
economic and social crisis on the horizon, the leaders of both nations
decided to morigage their future to that of China. This decision was not
very well received in several sectors of the societies of both countries,
especially in Japan, whose national pride was severely damaged.

In order to calm the tempers of all those who were not pleased
with becoming Chinese and to quiet accusations of cultural as well as
politic impenalism, China resolved to create a new name for its new
and immense country. In this way, China became Yu Jing, a nation thal,
not content with possessing half of the Asiatic conlinent, would set the
stars as its next conquest.
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In principle, the rulers of Yu Jing did not frust the possibilities of
space exploration, as they were convinced that it was a whim of
their PanOceanian rivals and that it would be their ruin. Yu Jing's
economists, cautious as they were, considered investment in “deep
space” as a bottomless pit where state budgets would fall, as well as a
means of political destabilization. For this reason, when the discovery
of Neoterra revealed the real potential of Jump Gates, Yu Jing was
saveral years behind in space investigalion and development in
comparison with PanOceania. To compensate, research funds were
redistribuled and whole universities were reshaped with the support of
powerful industries. Yu Jing would not be siow lo provide the logistic
support and scienlists needed. In relatively little time, but not before the
discovery of Acontecimento, not one but two fertile and suitable pianets
were discovered.

The star system discovered by Yu Jing offered several opporiunites
Most importantly, both planets were very closa, rotaling in paralie.
providing twice the space 1o colonize and alleviating = pan
overpopulation problems in Yu Jing. In this way, the woundad pnde
of the former Middle Kingdom would be staunched. The coor o e
stars was open.

To cemenl the government's commitment o space colonizston and
in order to avoid the internal issues with former nation states that had
joined Yu Jing, the capital was transferred to the new system. The new
capital was named after the unified nation tha! colonized &, becoming
Yu Jing, the Jade Capital, the Celestial Paradise. in this way, Yu Jing
was divided into three territories: the capital planet Yutang, s twin
planet Shentang and the Far East temtories on Earth, called Chung
Kuo.

The twin planets were colonized at an amazing speed, while the
search for new territories resumed. The legal vacuum prevailing in
international law was used to start a colony on the PanOceanian-
discovered but desered Svalarheima, starting a tradition of political-
military tension. The discovery of the system Paradiso would elevate
the tension level between Yu Jing and PanOceania on a steady basis,
as both increased their colonization efforts there. Conflicls in the
different settlements on Paradiso and Svalarheima would escalate until
axploding into the NeoColonial Wars.

After O-12°s intervention, the MNeocColonial Wars were assumed
finished. Yu Jing and PanOceania were grudgingly forced to share
the colonization of the Paradiso system. Nevertheless, racent conflicts
and incidents occurring there do not make the place as attractive as it
would seam at first sight.

Contact with the lost system of Dawn opened a new range of
possibilities after confirming that it was barely colonized by the
Ariadnians. Initial reports identified it as a planet rich in veins of
coveted Teseum ore. This time, Yu Jing is not going to let PanQOcaania
take the leading role. The Ariadnian issue has top priority in the
administration programs of the StateEmpire. The Party has made it
clear; they will invest all pertinent efforts and resources to achieve a
solution favourable to Yu Jing's interests.

Extracted from “Indispensable Stories to Look Educated” by Josef

Bankhardt, VissioRama divulgation program for Maya.
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i hese one Bang Pat dafines Yu Jing politics and soclely, It is the
teiance betwaes pomsr @ mfuence. All religious, politic, social, or
sconomec powss Bas one O Aty Svals that compete directly with it
and Ty © mposs ey will o0 & Ths state of careful balance between
ooposiiss coeee Toes Pe s Seciem mentality and the leachings
of Taoesmm

Even Pough e SomEopes & con-SenorinEuonal, there are three
T FECERCArToeys RS wtec orowce for T morale and faith of
Yo g cioers, Thess Tres oS preach Qo= aiferend 5008l and
el aspecs. Taos N 2 TG rowGasEe ShEacter and is the
chisd migon aTorg Te popuces Ciasses Corfucareo = the offical
religee of #e Impanal Sysie ard GFmaches The CETEnt gheckEnce 10
2 wesa ang tensyien power SotcesT Nas SSeC SO CONCeTmS and
5 the most popuiar relgor, e Paly ad amones T risdech o
and cultry sime of Yo Jng.

Power in the StateEmpire = dvided between Te Payy and the
Emperor. The Party rules Yu Jing. and the Emperor = bahoiden o 2
Nevertheless, the Emperor has total autonomy n the contred of padicary
power, which is the area of power that has been assignad o hem

Imperial power is divided into two dynasties, following the historical
Qing and Ming lineages. When one of the dynasties rules. the other
schemes against it, trying to impair its work and give it a bad name in
order to obtain more prestige by comparison. Both possess public and
secrel organizations providing funding and support.
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The Party, an evolution of the old Chinese Communist Party, is the
driving force of the political arena and the repository of State power. iis
harmetic behaviour makes it similar to a Masonic lodge in organization.
The Party is like a cult of great power and influence, mysterious and
often sinister. It is very difficult to join and start a career in it; all
candidates must pass a strict evaluation by the internal committee. The
Party has to perpetuate itself by recruiting the best men and women
in Yu Jing sociaty. Only the sharpest minds can rule the future of the
nation but once inside the Party, a career can be meteoric or a fall
endless, according to the ability of each member to survive the murky
waters of internal politics.

In spite of appearances, the Party is not a monelithic bloc of action
or opinion. Internally, the Party is divided into the Old Guard, leftist'to
the core, and the New Wave, which is reformist, younger and tries to
gbtain the maximum benefit from the posilive aspects of capitalism
while discarding the negative ones.

The Old Guard is characterized by its reactionary positions lo the
innovative and advanced New Wave proposals, accusing them of
liberalism. It must not be forgotten that in the Yu Jing language, many
of the connotations of the word “liberty” (ziyou) are completely negative
and allude to excess or licentiousness. "Liberal” does not mean open
minded, generous or in favour of economic liberalism; for the Old
Guard It is one of the worst insults,

Yu Jing's citizens can vole in the elections and referendums for one
faction or the other, making Yu Jing a de-facto two-party lefiist system.
The Party rules Yu Jing with an iron hand, with no dissident voices
tolerated and citizens are constantly bombarded by the propaganda of
the Ministry of Information. The diligence of this Ministry is such that il
is not necessary to control all the media to guide public opinion. The
average citizen of Yu Jing does not have a standard of living as high as
that of a PanOceanian, but he will feel less social differences.

Disputes and internal tensions between both factions inside the
Party are continuous. Every time a new direction for the government
is dabated or a new law proposed, a frantic tumult breaks oul.
Agreements, pacts and alliances are signed in the corridors and
cafeterias. Deals made in hallways are broken in the Council rooms
a few hours later. The Party's politics are dynamic, passionate and
exalted. All Yu Jing citizens love negotiating, and bargaining and
politics are the clearest example of this.

It is the Party that decides who in Yu Jing will receive the reward
of Resurrection. Advised by ALEPH, they analyze the career and
achievements of aspirants, rewarding the most valuable citizens with
a new life. Any Yu Jing citizen, except those belonging to the Impenal
System, can be awarded with this gift but only those who have proved
thoroughly that they deserve it will receive it. In crowded and awe-
inspiring Resurrection ceremonies, the fortunate resurrected of
the year are honoured by the Party and Yu Jing people, expressing
thair hope that they will keep on working for the good of their nation.
Resurrection, in the hands of the Party, is a prized instrument of power
and propaganda for the Information Ministry and they take care to
remind cilizens of this constantly.

The dichotomy composed by the Party and the Imperial System is
the basis of Yu Jing's stability. The Emperor is the symbol and the Party
is the government. Citizens can choose who will they follow but Yu Jing
advances towards the future with both side by side.

Fragment of “Structures and Systems” by Frieda Krakauer, public
broadcast Maya documeantary program.
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THE DRAGON, THE IMPERIAL SYSTEM

“The Law is tough, but it is the Law, and the only thing that
separates us from savagery” Ming Lian, second Emperor of the Yu
Jing StateEmpire.

When the government of ancient China needed a symbol 1o unite
the nations it had absorbed, it rescued and recovered the Emperor's
emblem, the Dragon.

When Yu Jing was being created, the Party desired to seil a different
image to that of an immense and powerful China who consumed all the
nations around her. The idea was to paint Yu Jing as a state composed
by the perfect harmony of all the virtues of the integrated countries.
Yu Jing is all Far East, a stable East, solid, educated, advanced,
and hypertechnical, a model for the rest of the nations in the Human
Sphere.

Y

In order to turn this idea into fact, an apolitical symbol was needed,
ane in which the majority would believe in and around which all
easterners could unite to create this new nation.
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The Emperor was the axis of one of the greatest empires in human
history, a reminder of a golden epoch of splendour. He was the perfect
nexus of a glorious past and tradition. The Party rulers discovered that by
combining propaganda with imperial pomp, they could create the image
thay were looking for. The Emperor figure provided other advantages as
a less polarized representative than the President of the Republic, a less
controversial personality and perfectly valid for the purposes of achieving
a new image for this new country.

Mevertheless, in order to make him a real and attractive persona, the
Emperor would be more than a decorative figure - he should wield some
power. In a swift political manoeuvre, the Party delegated judiciary power
to the Emperor; their refusal to control it was an example of change and
openness and a sign of a brand new era.

In spite of the evident advantages that seemed to come from the
restoration of the Emperor, the Party feared that power would corrupt its
beautiful ideals. In order to avoid the new monarchy ending up apathetic
and decadent as it had historically, the so-called Imperial System was
eslablished.

The Imperial System consists of rotating the succession of the imperial
title. When the Party looked for the descendants of the imperial dynasty
in order to reform the monarchy, they found a burning and controversial
polemic. The last emperor of China belonged to the Qing dynasty, a
family of Manchu origin, which had grabbed power after defeating the
Ming dynasty. Voices rose inside the Party in favour of one dynasty or
the other. As they decided which of the families thay should promote,
they opted for a Solomonic decision: both dynasties would take tums in
the exarcise of power.

B — W L e

The rotation of the Imparial System avoids the strengthening of only
one dynasty. Rotation compels both families to keep competing with
the other and frusirating the other's acquistion of more power and
influence. Both dynasties have their respective followers and allies,
who suppaort them in an undeciared war. The scheming in the Imperial
palace is as intenss as mn the old times, with paclts and alliances
forged and broken within days. Confabulations and plots involve all
the members of both dynasies, as both have a lot to win and lose.
Nevertheless, these intriguss do not direclly affect Yu Jing's citizens
and they ensure that neither dynasty has too much power - just as the
Party had planned.

The Emperor, head of the judhcary, has wide responsibilities as
prasident of the StateEmpers Supreme Tribunal. The most relevant
gquestions and disputes are solved n e Supreme Tribunal, Yu Jing's
highesl and most important cowrt one whose sentences cannol be
revoked before any other authorfy For Bes reason_ it i necessary that
the Emperor possess a sinict buf bensvolent famperament, knowing
human nature and being a good judos of fhes peopie. Confucian teachings
have marked the direcion of Yu Jing's autochéhonous legesiation with
laws not dictated by O-12 but by the protocols of mpenal families.

Young aspirants from the family suctseding the one curmently in
power must study Law if they want lo be Emperor. The Law Faculty of
Tian Di Jing, the most prestigious body of its type in the Human Sphere,
has separated from the StateEmpire University to become the imperial
Faculty; all the membears of the impenial families study there.

In addition, the Emperor has great influence in the entire Judiciary
Body, which is composed of Magistrates, District Attorneys. Judiciary
Police and lesser judiciary clerks. All members of these institutions must
bow before him. The Emperor can propose the election or substitution
of charges at any level of Yu Jing's Judiciary Body.

Gradually, careers in the Judiciary Body have completely absorbed
the Imperial spirit. All those wanting to prosper in a judicial career
must show a sincere love towards the Emperor. In addition, if one
likes intrigue and strong emotions, they may publicly praise one of the
imperial dynasties and join the intemecine struggle. The Ming and the
Qing are always competing to see which has the greatest number of
followers among the Magistrates, the District Attormeys, the Judiciary
Police and the other Impenal officials.

Besides the Judiciary Body, the Emperor has at his disposal the
Imperial Agents Section, that works as his direct representatives in
faraway zones or when the Emperor just does not feel like travelling.
The function of the Impenal Agents is to follow direct orders from the
Emperor, investigating the most important. delicate or sensitive cases.
They move all around Yu Jing interrogating, questioning and intimidating
all those who can ciarify a case or satisfy the Dragon’s curiosity, also
acting as executors of the pians of His Imperial Highness. They usually
belong to soldiers from elite corps or units from the personal Imperial
guard, selected and designated by the Emperor himself. Sombre
and fearful, tha Impenal Agents have caria bianche 10 aC In any way
necessary and ask for anything they may need o accomplsh their
mission.

As the Emperor is the head of the judiciary power and the canire
of Confucian doctrine, he has the power, delegaled by ALEPH. 0
manage the Resurrections for all Court and Judicial Sysiem personnal
The Emperor, advised by ALEPH, decides who can be Resurmmected
and who cannot. Nevertheless, and ironically, this powsr over iife and
destiny that he possesses cannot be applied to himsal. The Emperocr s
Resurrections are in the hands of the Party, which decides whether the
Emperor is worthy or not of Resumrection. Yu Jing inhentance laws slate
that under no circumstance can a Resurrected sit on the Jade Throne.
In addition, an Emperor cannot be Resurrected for four years after his
death in order to weaken power accumulated in his previous life.




Resurrected Emperors cannot participate in the political life of the
Court and relire to live in scattered palaces all over Chung Kuo.

To differentiate from the Party rhetoric and keep the illusion of a
recovered pasl, the Imperial System has taken up the pomp and
protocol of the former Chinese Imperial Court. The Emperor of Yu Jing,
although according to law a citizen like everyone else, receives all the
honorific treatment possible in the exercise of his station. The Emperor
receives the title of Dragon, Son of the Sky, Lord of Sheer Abundance,
Solitaire Prince. Lord of the Jade Throne, Celestial Emperor, Lord of
the Middle Empire and many others. Protocol recommends addressing
His Majesty with the words: “Your kneeling slave..” In addition,
protocol demands that the Emperor always sit facing the South and
that aristocrats and those belonging to imperial dynasties must remain
on their feet in his presence. Even though it is illegal, the most faithful
subjects can complete the kow-tow ritual if they wish, kneeling before
him and touching the floor with their forehead. Imperial decrees and
sentences, written with vermillion ink, always start in this manner:
“Dominating whole worlds, Us...", a clear reflection of the pomposity
of imperial arrogance.

The headquarters of the System, the Imperial Court and the
Supreme Imperial Tribunal, is in the Forbidden City of Tién Di Jing,
capital of the planet Yutang and the Yu Jing nation. The Forbidden
City Is an enormous complex constructed around the Imperial Palace,
a magnificent edifice of beautiful patios, superb lakes and awesome
gardens.

The Imperial Palace is the clearest example of the differences
between the splendour of the Imperial System and the pragmatism and
sobriety of the Party. Nevertheless, in spite of the Imperial System'’s
eviden! demonstrations of power, the Parly controls the Dragon
tightly and knows everything he does. The Emperor cannot avoid
the directives set by the Party for Yu Jing; otherwise he risks being
dethroned... or something worse.

The third Emperor, Qing Jenta, began abusing his power at the end
of his mandate, ignoring his obligations, imposing his will over the law,
eriticizing the Party and trying to establish tighter links with the higher
military echelons. This situation became a crisis that generated concam
over the stability of not only the Imperial System but of all Yu Jing.
Nevertheless, this situation was resclved by the accidental death of the
Emperor Qing Jenta who accidentally fell over a staircase while drunk.
Since then, no other Emperor has disobeyed the advice of the Imperial
System or refused to take care of his dulies and responsibilities.

Text by Dr Irene Ruibal for Maya's Fussion analysis program “The
other side .
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ON BOARD THE QUIAOYIN

The besl way to know a modern society is lo travel on ils public
transport, shoulder to shoulder with the average citizen, the common
man and woman. This humble servitor, who has travelled around
all the Human Sphere, from the Prophat's tomb to almost forgotien
orbitals in the Human Edge, can assure you that there is no better
public transport than Yu Jing's Qiaoying. Maybe a little too austere for
refined tastes. it is however modem, fast, safe and a clear example of
Yu Jing society. [...]

In case you go on a lrip to the ¥u Jing system, or to Chung Kuo,
do not commit the mistake of asking for full board in your hotel - it
would be a real waste. One of the happiest pastimes in Yu Jing is
eating out in little restaurants or street stalls, under the light of paper
lanterns. There are hundreds of food stalls in every cily where an exolic
although excellent meal can be enjoyed, each one with a speciality that
the tourist must discover. [...]

If you are fortunate enough lo travel lo both planets, you can
appreciate the geographical concentration of the different nations
comprising this state. It is very interesting to see how Yu Jing has
divided the settlers on both planets by following an ethnic and cultural
grouping program. On one hand, Yutang, capital and Imperal see,
has been reserved for those coming from China. Shentang, on the
other hand. was the destination of settlers coming from the countries
absorbed by Yu Jing, settied in different regions according to their
culture and origin. Thus, Koguryd, the great north-eastern region with a
Korean name, Is inhabited mainly by people coming from Korea, These
zones, while ethnically different, are all bilingual and their language of
origin is as official as the Yu Jing StateEmpire language.

Nevertheless, there are still divisions between the Chinese, as
much in Chung Kuo as in Yutang. There are several ethnic differences
batween the North and South of China, gastronomic, traditional and
attitudinal. In Yutang, pioneers were distributed according fo- their
region of ongin. In this way, former sociocullural archetypes are
preserved and they still speak ill of their neighbours... it is said that the
Qing dynasty represents the Northern Yu Jing, while the Ming dynasty
reprasent the Southemers and for this reason the capital, Tian Di Jing,
is on the equator of both reglons]...]

The Yu Jing are great creators of ethnic differences and very
sansitive to cultural variety. Vietnamese, Cambodians, Japanese,
Korean, Mongolians - all fry to establish a certain ethnic uniformity
in thelr semiautonomous reglons, to establish their traditions and
folklore and set up a bilingual system. Nevertheless, those who cling
too strongly to their habits and traditions, allowing no influences from
outside cultures. are not well received by Yu Jing society in general and
are condemned as reactionary isolationists.

Some good examples of this situation are the cases of the Uighur
and the Japanese. The Uighur people, Chinese Muslims, have axisted
for aver a millennium in the formar Chinese nation, Still, even though
their culture is praised publicly, the Yu Jing still consider them insular,
strange and politically suspicious.

A similar siluation occurs with the Japanese, who are directly
considered as second-class citizens. The Japanese ethnic group, in
spite of possessing large amounts of terrilory and a powerful industry,
\acks certain liberties. A hostile attitude from the Party towards the
Japanese is due lo the separalist leanings of the Japanese and
their constant negative and subversive afiitude towards Yu Jing's
government. Of course, this issue will nol appear in tourist brochures,
in state propaganda, or in Yu Jing's media...

Extract from “On board Qiaoyin. My travels around Yu Jing® by Johur
Ali al Sefi. for Haas, Al Buoushra voyage channel, only in Maya
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THE QINGDAO REPORT

Yu Jing StateEmpire is carrying out a campaign of infillration and
seizure of power in all areas of the Human Sphere. A top-secret
classified report reveals that agents from Yanjing (The Eyes), the Yu
Jing Military Intelligence Service, and some Triad-linked underground
organizations have established a series of bridgeheads through a
consortium of great Yutang enterprises that will allow Yu Jing to oblain
surreptiious control of the main activities of the Human Sphere.

The Qingdao Report, receiving that name as that city was the starting
point of investigations, was commissioned by Bureau Hermes and
elaborated on by agents from O-12's Bureau Noir. The original version
of the report was censored as it contained heavy political, economical
and military implications. A softer version has begun circulating through
Concilium corridors.

A well-situated source in the O-12 intelligence community has
transmitted to this political news server an intact copy of the original
report. The fact that part of its contents has been revealed has caused
embarrassment to the current PanOceanian administration, hindering
the preparations for a diplomatic visit of the PanOceanian president to
the Concilium and Yu Jing.

The Qingdao report shows that the intelligence services from Yu
Jing have infiltrated all aspects of Human Sphere society through a
complicated web of spies and organized crime figures. Many of them
possess other nationalities, which facilitates their movements between
different countries without arousing suspicions.

Two retired PanOceanian invesligators, Joseph Michael Priest
and Alfred Mahusarami, have provided confirmation of the explosive
nature of the report's contents. Priest is an internationally renowned
expert in Yu Jing's secret societies and their Chinese predecessors,
while Mahusarami is a former high ranking PanOceanian intelligence
official who devoted eighteen yvears of his life to monitoring Yu Jing's
intelligence acliviies in the Svalarheima system. As the Qingdao
report states, and both experts confirm, Yu Jing has been using O-12
as a bridgehead and initial base to start its hegemony over the entire
Sphere.

In spite of the report, there is an impression that the Bureau Noir and
the Hexahedron, the PanOceanian Intelligence Service, do not seem
to grasp, at least officially, the sinister nature of the complax Yu Jing
webs spread over their terrilories. Nevertheless, the original version
of the Qingdac Repon provoked strong reactions from PanOceanian
investors and the mercantile community, fearing that the conclusions
extracted from it would affect the business opportunities arising from
the removal of the blockade on the Niflheim region (or Huangdi, as the
Yu Jing call it), on Svalarheima.

The Bureau Moir intelligance team that prepared the original report
was reprimanded by the Conjoint Revision Committee (PanOceanian-
Congciliar), for producing Too extrame a dossier, confentious, and prone
lo spreading panic belwean poliicians and citizens”. For this reason,
a new report was ordered, 10 be more diplomatically favourable and
politically correct. A less omincus siant to the facls was commanded.

All copies of the original Qingdao Report have been destroyed,
erased or quantronically disabled. Members of the teams that composed
it have been silenced and transferred to other units, departments, or
stations.

Only one copy has survived and it is the property of our source,
whose identity we keep in secrel for security reasons. This copy is now
in our hands. Documents from the original version reveal important
evidence that we will publish in successive broadcasts. As a starter, we
will present some unpleasant “Truth pifls” about our enemy, Yu Jing.

In only one year, Yu Jing has invested around one billion Yuan in
the purchase of Concilium companies in strategically important areas.
Many of these are linked to PanOceanian corporations.

Yu Jing has wvirtual control of approximately twelve leading
carporations in the technological sector. The report reveals that more
than one hundred and fifty companies and international corporations
are under the direct control of the Interspace Trust Corporation of Yu
Jing. This corporation operales directly under the directives of Yanjing,
the Yu Jing Military Intelligence. Interspace Trust is one of the best
known international operators of container terminals in the entire
Sphere, possessing lucrative docks in thiteen ports across the Yu Jing
solar system and as many more in other Sphere systems. Interspace is
well known for their avid desire to find new ports for their transporns.




The commercial ties established in Yu Jing by PanOceanian
companies have allowed the carmying out operations of unprecedented
scale in the PanOceanian systems.

PanOceania is not the only body facing the growing menace of the
“yellow danger” and a breach in its security. PanOceania Is no more
than a primary objective, and 0-12 and the Concilium are a Trojan
horse. Yu Jing's goal is to conquer the totality of the Human Sphere
and force it to submit through the defeat of the only power that can stop
it. PanOceania must stay firm...

If you want to know more about this issue, you can download, on
receipt of the aforementioned amount, all the annexes produced by our
collaborating analysts. If you want to know the truth, stay with us, with
“Truth Pills”, the only channel that truly worries about PanOceanian
interests and is the only way to uncover the dirty enltrails of politics...

“Truth Fills”, an Autofocus program, a not independent PanOceanian
news and political analysis channel, Maya.

YU JING'S STATE EMPIRE ARMY

One of the most powerful armies in the Sphere protects the Jade
Capital. Yu Jing combines the ancestral teachings of their martial
tradition with the most advanced technolegy in an invincible union, The
deftness of the Shaaolin, the stealth of the Ninja and the power of Giijia
are good examples, bul the key element in the StateEmpire Army is
the Heavy Infantry. The High Command opted for a Heavy Infantry
that would adapt ilself to any condition and necessity in times of war.
Yu Jing's servopowered armours are the best in the market, lighter,
with easier maintenance and the most versatile. However, the level of
excellence of Yu Jing's Heavy Infantry comes from an intense level of
training and a tactical conception in which they are always the decisive
element.
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YUJING S TROOPS

KESOTSU

KEISOTSU BUTAI:

Front Line Japanese Light Infantry.

ZHANSHI

ZHANSHI (Zhanshi Qizhi Dadui, Banner Troops):

The Minister of State for Defense of Yu Jing has eight armies spread
across the StateEmpire’s territory, identified by a characleristic banner
unique to each one of them. This is the reason why these armies are
known generically as Shanshi Qizhi, Banner Troops. The Chinese term
Zhanshi (Combatant) which designates the Banner soldiers, comes
from the limes of the Popular Army of Liberation and has overtaken
the traditional term Bing (soldier). The Zhanshi are the pillars of the
army, the general purpose troops who participate in joint actions and
offensive operations as regular soldiers. They also constitule the
defensive garrisons of cities and frontier settlements. One of the main
characteristics of these soldiers is the importance they give to close
combat, moreso than other regular armies in the Sphere. The Zhanshi
are the unknown heroes of the Yu Jing army; disciplined troops, used
to enemy fire and conscious that it is they who are charged with primary
success of any military operation.




TIGER SOLDIERS

TIGER SOLDIERS:

In the Chinese tradition, the Tiger is the most powerful animal after
the Dragon, who represents the Emperor. Tiger Soldiers are the elite
airborme unit of the State, deployed in the hot spots of battles. They
are famous for their audacious, lethal and vertiginous attacks and have
earmed renown for their ferocity. Tiger Soldiers honour their totemic icon
with their painted armour. Their official service record does not reflect
the extent of their success, as they often are designated 1o perform
rescue or attack missions in enemy territory and for obvious secunty
reasons most of these operations are not publicly acknowledged. The
core of Tiger Soldier missions are Direct Actions. More specifically,
they are the first airborne attack and invasion unit of the StateEmpire
Army. Their operative tasks include movement towards the enemy and
hostile contact, ambushes, reconnaissance, airbome and air-deployed
attacks, selzure and control of positions and rapid establishment of
defences. As a Special and Covert Operations force, they receive the
hardest and strictest training and have several mobile secret basas
across Yu Jing's system.
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INVINCIBLES

INVINCIBLES:

The root of Yu Jing's military force is the Invincibles: an army
composed of troops esach as capable as several Heavy Infantry
troops in combat. The Chang Sheng Chun, or Invincible Army, was
bom during the military reforms proposed by Minister Tseng Huan. He
wanted to change the army model of the State, moving away from large
masses of poorly trained light infantry to 2 more modern and effective
approach. In order for this reform to take effect, military research
was improved and focussed on the development of body protaction,
creating stronger and tougher servo-powerad armour. Many camps
and training centres were buill, containing the finast combat instructors
in the whole Human Sphere. In a short time, Yu Jing had a very strong,
highly disciplined force that was able to camy out the most complex
tactical manoeuvres. The amount of progress that was made in such
a short time and their practical demonstration during the Shé (Snake)
Offensive, prompted admiration from all military analysis. Nowadays,
the Invincibles have become an excellent attacking force becauss,
although trained by foreign instructors, they have never forgotlen
their Chinese inheritance and are formidable close combat fighters.
Their precise discipline, order and tactical ability are Doth smgular
and excellent. Due to their appearance and reputation, they really do
appear invincible in combat.

WU MING
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WU MING, “THOSE WITHOUT A NAME":

The Wu Ming Assault Corps are a penal military regiment, marked
as cannon fodder for the battlefield.
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DAOFEI, TACTICAL RECONNAISSANCE SECTION:

The Daoféi are Heavy Infaniry specialized in infiltration and survival
in hostila environments. The Taclical Reconaissance Seclion of the
Invincible Army combines instruction in infiltration techniques with
that of Heavy Infantry combat. The Daofé Units receive their name
(Bandits) because of the graduation trial they have to pass in the
State Scouts School. This trial consists of leaving them without food

or weapons for two months in the inhospitable lands of Dailing, where

they must survive by competing with poachers, bandits, smugglers,
fugitives and the zane's police force that treats the Daoféi even worse
than the above-mentioned thugs. In order to survive in this terlory
it s necessary that they devote themselves lo robbing and pillaging,
which besides alarming the police, attracts local professionals who are
not ready to share their territory with any foreign arriviste. This is the
point where the trial gets complicated and people start to die. Survivors
are toughened infillrators and enter the Daoféi Section, where they
will accomplish very similar missions to their graduation trial but using
better equipmentL.

HAC TAO

HAC TAO SPECIAL UNIT:

The name of the Hac Tao Special Intervention Unit means “Black
Tao" or “Black Magic”, referring to the camouflage technology and
thermo/oplical emission suppression used by their armour. Brave,
loyal, and trustworthy, the Hac Tao are characterized by their soft
and silent moves and famous for playing very hard. The function
of this well trained troop is the interdiction of enemy troops,
causing as much damage as possible with their actions. Hac Tao
are specially outfitted lo accomplish harassment and annihilation
missions. In addition, they can be deployed in a wide range of
special operations and perform collateral activities such as Direct
Action, internal defence and Search and Rescue in combat. The
motto of the Hac Tao Special Unit, their combat philosophy, has
been extracted from Sun Tzu's the Art of War,

Be suble until being invisible,
Be myslerious as silence,
And you will be able to be the owner of your enemy’s destiny.
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ISC: Zhanshi
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“HSIEN" WARRIORS:

The Hsien (or Immortals) are the Emperor's personal elite
guards. A very prestigious unit composed of decorated officers and
aristocrats, their members are charged with the personal security of
their Emperor, a top distinction in the military. For this reason, their
will and determination in combat are unbreakable. The Hsien are the
most abnegate of the chosen, the best of the selected, those devoted
to the Emperor until death without thought for themselves or anyone
else. They are a defensive/offensive sphere surrounding the Emperor's
persona. As special security forces, they provide armed escort and
armoured protection. They specialize in intense combat actions and in
executing or repelling assaults by sheer fire power as well as in close
combat and via counter attack. The Hsien are Imperial Agents, posted
in the Imperial Palace in Tian Di Jing but they will be anywhere the
Emperor goes, or wishes te go. When the Emperor wants to have a
representative in a place or situation he considers important, he sends
them as manifestation of His will. Feared and respected, the Hsien
have full authority to take decisions, execute them overwhelmingly and
then disappear from the scenea.




YAOKONGS:

Yaokongs are remote control units used by Yu Jing to support their
troops. Able to link with the systems of a GQijid, or with those of a tactical
Hacker, they can turn into the ayes of the army or ils execulioner's arm.
The great versalility of Yaokdngs lies in their modular composition,
which allows adaptation of any model to the necessities of the battlefield
with the greatest speed and ease. The Yaokéng Welbing, translatable
as Remote Guardian, has a battery of sensors that enable it to discover
hidden enemies while also amplifying the range of hackers or providing
coordinates for artillery. The Yaokédng HOséng, or Escort Remote,
has a heavy machine gun and a mine dispenser. It can be used as
mobile support, to defend a zone or to stop the enamy advance.
Yaokong Son-Bae are armed platforms equipped with intelligent
guided missiles. Yu Jing artillery forward observers have a helmel
that integrates a control system through a screen-visor. In this way,
the Yaokéng Son-Bae can monitor the projectiles’ trajectory after being
assigned a target. The system is safe and accurate, designed to resist
interfereance from Electronic Countermeasures or interferance from an
external agent trying to influence the projectile’s trajectory or in the
target acquisition system. Yaokong Chalyi (Messenger) are support
units for cyber-attacks in infowar environments. They are very fast but
fragile and are specifically designed to enhance the performance of
StateEmpire army hackers.

GUILANG SKIRMISHERS:

Guilang skirmishers (Phantom Wolves) are the special arctic branch
of Yu Jing's State Army. They receive the same training as the Zhanshi
Qizhi (Banner Troops) bul must also pass an eight month course in
a remote part of the Huangdi peninsula, (Or Niflheima, according
to the PanOceanians) enduring extreme weather conditions. Their
training is very complete and is adapted to the corps operational
profile. The Giilang accomplish missions that can range from aquatic
andlor airborne operations, nfillration, camouflage, artillery forward
obhservation, movement through rocky and snowy terrain - all carried
out in the midst of Svalarheima’s terrible Fimbul storms. They usually
jump in parachutes over icy terrain, or are deployed from a submarine,
performing 30 mile marches through no man's land, or even worse,
through enemy territory, charging with a pack full of material, weapons
and communication devices. Only the Goilang are able to consider
such hell as pure routine.
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NINJAS:

Ninjas do not exist. Ninja clans and families disappearad at the
beginning of the 20th century in the midst of the Meiji era convulsions.
Ninjas were shadows with human form, masters in stealth, infiltration,
disquise and many forms of killing, both armed and unarmed. Yu
Jing StateEmpire cannot allow the unruly Japanese lo have a breed
of sinister executioners unless, of course, they also work for the
State. Officially, the State does not recognize the existence of Ninjas.
Rumours about highly technological assassins accomplishing secret
missions for the StateEmpire are anly that, rumours. After all, no Ninja
has ever been caught alive...

SHAOLIN WARRIOR MONKS

SHAOLIN MONKS:

Shaclin wamor-monks are integrated into the state army by virtue
of an oid treaty with the Wan Hou monastery and Yu Jing's State. In
the treaty, the Wan Hou monastery agreed to provide the State with
a mobile aftack force in exchange for tax exemptions. Shaolin monks
practice Zen Buddhism and are superb martial arlists. After their
training period in the monastery, they are not very good at ballistic skills
but in close combat and hand-to-hand killing, they are unbeatable, The
severe discipline and rigorous training they endure in the temple lurns
them into instinctive fighters, both fast and lethal. Shaolin monks are
always ready for combat, liberating their mind and moving without
inertia, set to act in any direction. Yu Jing’s army uses Shaolin as light
assault troops and spearheads to break through and disband enemy
formations, a task they perform with lethal beauty.

DOCTOR (ZHANSHI YISHENG):

Military doctors specialized in Combat Medicine.

MECH-ENGINEER (ZHANSHI GONGCHENG):

Military sappers and those responsible for providing technical
assistance to Mechanized Infantry sections of the StateEmpire army.



GUIJIA, SSU LING SQUADRONS:

“The State Cavalry Giijid machines are the best tools of combat
that man ever created until now. [...] A long time ago, you could enter
a unit if you belonged to certain caste or had a specific status. Thanks
to imperial socialism, now only the best, no matter their social status,
enters these units. y

ISC: GOyia

A selection program based on aptitude tests taken in the education
centres chooses the youths thal have proved to be able o serve the
Stale in the higher ranks of their army. Once selected, they are sent to
instruction centres, where they are trained and evaluated by veteran
officers. Then the final sieving is performed and regardless of their
social status, only the most fit will receive the reward of joining Yu Jing's
best military units. [...]With a Giijia, the finest light combat machine
that our advanced technology can offer, a soldier can cross the most
infernal battlefield without fear, helping Yu Jing achieve its destiny. [..]
Ssu Ling Squadrons from Yutang are distributed, as with legendary
spiritual creatures, to the four cardinal points in order lo defand all
the territory. The Ki-Lin (Unicorn) Squadron is posted o the West of
the continent [...] Feng-Huang (Phoenix) Regiment protects the fertile
South. [...]G0-Xian (Tortoise) Squadron covers the North, our cultural
bastion. [...] and the Long (Dragon) Squadron defends the productive
East and our beloved capital. [...] Ssu Ling Squadrons weare responsibla
for several glorious victories during NeoColonial Wars [...] Comrade-
subjact, your sons can bacome heroes of the Yu Jing StateEmpire, and
your efforts are the authentic foundations of socialist-imperial society,
without representing...” (Fragment of electronic propaganda from the
Information Ministry).
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* could tell you a lot of things about Ko Dali, but all is classified
material... She was one of the best and more lethal operatives that wa
had in Yanfing... She could seem nice and funny but in fact, she is like
a razor inside a silk cloth... If after leaving service she had left our side,
we would have had to kill her..."

Fragment from an interview with a veteran Military Intelligence
officer. Documentation taken from the dossier on sergeant Ko Dali.

Ko Xiang is the daughter of Ko Dali, an officer of Yanjing (The
Eyes), Yu Jing's Military Intelligence. Ko Xiang followed her father's
footsteps in military intelligence, working as a covert agent. Owner of
a rash spirit, in love with danger and cheap thrills, Ko Xiang always
asked to participate in the most risky missions. Her combat record was
impressive and her promotion as an intelligence officer was meteoric.
However, her father's murder by a PanOceanian double agent would
cut short her career. Grief-stricken, she abandoned the mission she was
working on and, appropriating contacts and military material, initiated
a personal vendetta to eliminate her father's murderers. After killing
them all, she was court-martialled, stripped of her rank and condemned
to six months in prison. After doing her time, Ko Xiang enrolled in the
Special Forces, adopting her father's name as a posthumous homage.
Since then, her spirit and skill has turned her into a living legend in the
regiment,

The physical look of Ko Dali is perfect for undercover missions. She
is neither tall nor muscular and does not seem a military commando
at all. Her beautiful body is as a night in the mythical East, ardent,
warm and fabulous. Her face is a perfect oval. Death dwells in her
cruelly voluptuous green eyes. A soft and purring voice and her feline
movements, languid but ready, recall those of a tigress, her totemic
animal. Still, after having served in many dangerous places, her combat
style, fast and dirty, is characteristic of Military Intelligence agents. As a
reminder of former missions, the beautiful Ko Dali always cameas with
her hidden fast action holsters, in the same way as Noviy Bangkok
outlaws.
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SUN TZE

SUN TZE:

Sun Tze was born in China, in the Kingdom of Qi, during the period
of the Warrior Kingdoms (476-221 BC). A soldier and a poelitician, he
sarved the Wu Kingdom, which he helped reach pre-eminence during
this pariod in Chinese history. Sun Tze is famous for his influential
treaty on military strategy “Sun Tzw. The Art of War", a work of great
psychological dimension, where he enunciates a series of surprisingly
modern and valid principlas, useful as much for military life as for
political or civil arenas.

The Project "Advisor” was Yu Jing's answer to Project "Orleans
Maiden". Yu Jing's High Command requested ALEPH recreate a military
strategist, a less notorious persona that functioned as a power behind
the throne, creating victories without receiving too much publicity. The
character of Sun Tze seemed the most appropriate, as much for his
qualities as for his cultural affinity. The recreation of his personality
was completed with a military background from Yu Jing schools of
strategy, preparing him for modem warfare. Sun Tze is a natural born
sirateqgist, with an extraordinary vision of the future. His intense military
talent is reflected in all his decisions. He possesses a sharp computer
mind with which he can imagine and devise hundreds of plans and
contingencies in an instant, which makes him a vital element in any
operation. He is an experienced soldier and has greal perspicacity
and all the leadership qualities that could be required. Physically, he
is tall and of normal build, with very cold eyes in a stone face, pale
and detached as death. He possesses a solid temperament, with the
calmness and sardonic armogance proper of a veteran officer combined
with the tranquillity and security of one who knows many secrets. He
always talks slowly, with few expressive gestures and never raises his
volce. He has a haughty demeanour, with a grave priesily air provided
by the robe he usually wears over his armour but his attitude reveals all
the vigour of a general. He shows some harshness in his behaviour but
he treats all his business with such intelligence, security, and tact that
it iz not strange that he is successful in all his deeds.

Sun Tze proved his worth during the NeoColonial Wars and the
Ariadnian Commercial Conflicts. He was the author of the Liéqd Action
and the successful Operation Dajig, in which the leading adge of the
PanOceanian forces in Paradiso was stopped. This military operation
alone would increase his prestige in the StateEmpire army.

Troops and officers consider Sun Tze a man that dares to put into
practice what others would not even imagine trying. Such popularity
could be dangerous for the High Command but Sun Tze has never
showed non-conformity or rebelliousness and in fact is considered a
man of proven fidelity to the Yu Jing StateEmpire.
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Ariadna

“Eat or be eaten, that is Ariadna” Colonel Yevgueni
Voronin, Cossack Diplomatic Corps.

on a hostile planet without resources. Resistance and
tenacity substitute for lack of high technology. Cossacks,
Americans, French, and Scottish fighting each other and
the planet built Ariadna, where only the toughest survive.
Welcome to Ariadna, welcome to the army.

A lost human colony in an isolated system, abandoned ]

ARIADNA: FORMATION,
SUFFERING AND CONTACT

INITIAL PHASE

of space colonization in the first century of the third millennium. The
almost accidental discovery of the space object GAGD3T283, the first
tangible wormhole, allowed the space agencies to take extrasystem

"Project DAWN" was the name of the most ambitious enterprise |
space exploration seriously. l

This was the genesis of “Project DAWN®, an international program
thal saw MASA, the European Space Agency and the Russian
Cosmonautic Agency join in cooperation. The project's first phase
consisted of the delivery and recovery of a probe through the wormhole,
The probe, called Laperouse, returned with data on a new planetary h
system, identified as Delta-Pavoni.

This first report was the signal to begin the planning and construction

of Ariadna, a huge colony ship that would transport the first crew of
pioneers to this new system.
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A double probe called Lewis & Clark was sent with the purpose of
collecting and analysing an exhaustive amount of data, as much about
the system as concerning the terraforming possibilities of the planets
composing it. These compiled biophysical reports confirmed the fourth
planet was suitable for terraformation and colonization. This planet was
baptized Dawn (Dawn, Aube or PaccaeT). The international community
was swept up in midst of a great media campaign and the planning of
a second ship, the Aurora-Dawn, began.

To guarantee security and the stability of the wormhaole a third probe
was sent, the Pallas, which confirmed the planetary data collected and
the reliability of the Portal.

As the Pallas reporis were analyzed, the building and outfitting of
the Aradna was completed. The pioneer crew was enrolled, from
the most part selected from Europe, Morth America and tha Russian
Federation. As a joint project of the American, European and Russian
space agencies, very few members from other nations were included.

The axpedition had a marked techno-military slant, with all analyses
predicting difficult conditions for the pioneers. In addition to the flight
crew of the craft and the scientific team, two military contingents were
organized, one American and the other European, composed of Anglo-
French units. The Russian Federation contributed a Cossack regiment
plus their families, with the idea of establishing a traditional Cossack
colony combining military, agricultural and industrial expertise. That
regiment would be responsible for the surveillance of frontiers and
ensuring that law was respected between the colonizers. In order to
fill the ship with the planet’s first colonists, European, Russian and
American citizens were invited to sign on, with both individuals and
whole families accepted provided they had demonstrable skills as
technicians or qualified workers.

Besides enrolling crew and settlers, donations of tissue, ovum and
sperm samples were taken from civilians and institutions to safeguard
the variety and genetic viability of the expedition.

The ftrip was planned in such a way thal the passangers would
ramain cryogenically frozen until well past the Portal. The craft was
controlled by a rotating flight crew, assisted by automatic systems.
After arriving in Dawn's orbit, they would install orbital infrastruciures
and then prepare for landing. Once this phase was completed, the
military team would be defrosted in order to create defensive positions,
establish the first setflement and explore the area. After completing the
second phasa, the settlers would be progressively defrosted in order to
build the first setllament.
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SETTLING PHASE

The U.S. 1st Ranger Division located several seltiements of the
native inhabitants of the planet, the Antipodes, on the other side of the
East Mountain Range. A bloody clash ensued with the Antipode “River
Tribes”. which showed an unusual unruliness. All communications
efforts ylelded nothing; the survivors of the previously devastated
sgtilements had warmned their brothers. War drums echoed in the

night.

The first task of the crew after arriving al Delta-Pavoni was fixing
a slable orbit around the planet and then proceeding to install the
necessary orbital structures for the colonization. At the same time, a
web of scientific-military satellites was established in order to survey

the majority of the planet.

From orbit, planetary cartographers started working, baptising the
different continents and larger islands with imaginary names extracted

from Westermn and universal literature. During the following months, the 1st Ranger Division suffered

serious losses in a series of coordinated attacks by the “River Tribes”. |
The second phase consisted of delivering landing shuttles with Concerned over the increasing danger level, they established a fortified

the necessary military personnel to secure the landing area and setflement. Mount Sion-The Wall, which became the main defensive

making the first surveillance of the terrain. The landing zone chosen bastion in the western part of Ariadna.

in the Northern hemisphere was sufficiently distant from the tropic to

guaraniee a soft climate. Placed near the Mirror Sea, watered by two

rivers and protected by mountain ranges with no volcanic activity to the

North and East, it seemed the ideal place to start colonization.

AN B A F SRS

The increasingly difficult situation with the natives and the lack of
contact with Earth forced a reconsideration of the general politics of
Ariadna. Several dissident voices arose, proposing that "areas be kept
culturally pure, to achieve greater collaboration and work performanca”.
Internal problems saw the split of population groups into diverse
factions, establishing separate ghettoes. The Russian Cossacks and
southern and Eastern Europeans entrenched in Matr, founding a
nation called Rodina (Mother Country), with a Cossack majority. The
descendents of the North Americans sefttled in The Wall, declaring
USAriadna the fifty-first state of the Union, The English and Scottish
settled in a zone called Caledonia, bounded by the Hadrian’s Mountain
Range and close to the prosperous mining city of Scone, their capital.
The French established their settlement, called Mariannebourg, in a
natural node of communications between Rodina and the Northern
mines, starting the FrancoAriadnian Republic of Merovingia.

Landing, in general lerms, was a success and the zone was

safeguarded with no casualties. Work began to erect the initial
structures to receive the Ariadna. In the first explorations, the existence
of several exploilable veins of ore at the North and South of the

sottiement were confirmed.

Defrosting of the civilian personnel required for the final landing was
performed with a reasonably low number of losses due to technical
failure {1.5%).

- IEEEEESSNESSSS———

Mearnwhile, the Aurora had left Earth. The second colony ship had
a grealer capacity, transporting more setllers, supplies and support
material for Ariadna. Sadly, the Aurora would never arrive at her
destination. The wormhole would collapse during her travel, losing the
Aurora and isolating the Dawn system from the rest of Humanity.

This separation of the colonies generated new economic needs,
necessary to establish new structures in the various settiements. The
division of available resources would lead to an era of scarcity known
as the Depression.

The absence of high range astronomical sensors prevented
the passengers of the Arfadna from discovering the collapse of the
wormhole, The colonization program continued as planned.

After several months of preparations, the final landing of the mother
spaceship Ariadna took place. [t functioned as a temporary bivouac for
the settlers and would never again cross space. Around it installations
were bullt, as modules for living, research and support. This Zone was
aflerwards known as Marp (Matr: Mother). As Matp was being built,
the pioneer crew was defrosted to aid in the construction. The fallure

rate of the defrosting process was reduced to 0.75%, and the settiers’ |

morale was high.

Military units started long distance reconnaissance patrols to widen
the safe area in Ariadna. Settlers began exploiting nearby raw material
resgurces. The Settling Phase entered a dynamic expansian.

Once the first Settling Phase was completed successfully and the
settiers defrosted and organized in a productive social system, a series
of military campaigns of advance exploration and expansion began,
The Cossack contingent look over the defence and conirol of the
base settiement while the other military units established advanced
sattiements far from the limits of Ariadna-Matr.

And then first contact was made with the indigenous inhabitants
of the planet, the so-called Antipodes who were found in the East
Mountain Range. In spite of their community's surprisingly complex
nature, they were initially considered common wild animals. All their
villages detected by the military were destroyed.

As the delay of the Aurora became apparent, the settler’'s morale
fell steadily.
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Ariadna

The Depression was characterized by the numerous acts of pillage
and robbery commilted in the outer settlements and in Rodina.
Each robbery provoked punishment, creating a constant escalation
of violence. As a result of the famine and the steady attacks of the
different Anlipodes tribes, the Arniadnian population was decimated.

During the Depression, a Cossack summit took place; they
consolidated their power in Rodina and offered their services and
social model to the Ariadnian controlling committee. The Cossack
proposal triumphed after proving that they could keep the situation
controlled by establishing a series of self-sufficient settlings (sfanifsas)
between Rodina and the limits of the human dominion, marked by The
Wall. Stanitsas allowed the surveillance and control of communication
routes and surrounding territory, as well as observation of outlying
seftlements and any possible indigenous incursion.

The general feeling of the Aradnians in thal moment was thal the
Aurora was not going to arrive and that Earth had abandoned them. This
sentiment boosted the growth of the radical party AriaDNA, supported
by some Cossack factions. Meanwhile, the conflict in the colonies
and with the natives increased. As a cautionary measure, compulsory
military service was enacted and the Military and Command Academy
in Novocherkask was created, two clear reminders of the military
Cossack tradition.

The end of the Depression was marked by a relaxing in the radical
positions of the different factions in favour of a wider collaborative
attitude to overcome the crisis. This did not mean that incursions
diminished but they were less frequent and bloody, Mariannebourg
improved relations with the Cossack government in Redina, giving rise
to the expansion of the French settiement. The Wall and Scone were
more reluctant to unite with Rodina and kept @ more aggressive and
detached atfitude. Nevertheless, necessity obliged them to establish
an alliance under which they recognized a joint government for the
Ariadnian humans. Despite the good intentions, it was widely known
that both settlements would try to separate as soon as they found a
propitious occasion.

":Iper'atnn “Death from the Clouds™
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- ARradna Commercal Conflicts

CONSOLIDATION PHASE

Teseum, a neomalterial very molecularly dense but light in weight
and a superconductor, was very scarce in the Human Sphere but
present in vast quanliies on Ariadna. Its manipulation was extremely
complicated and for this reason, the Arniadnians could not use it as often
as their mining output would otherwise indicate. In spite of this, they
ware aware of the great industrial value they possessed and it turmed
into a great economic and cultural resource for the Ariadnians. Teseum
actively contributed to the end of the Depression and the beginning of
the Consolidation Phase.

The Consolidation Phase was characterized by a partial political
stability and a great industrial, economic, and demographic
development. Communication routes were consolidated and
infrastructure developed. Many colonies and stanfisas abandoned
their temporary aspect, becoming authentic cities.

In the midst of the Expansion Phase a series of severe storms
erupted, accompanied by extreme drops in lemperature, especially
in the MNorthern zones of the main continent. Intense cold and
snow provoked a massive exodus of Antipodes towards the South.
Demographic pressure, hard living conditions and accumulated hatred
towards the humans triggered the Second Antipode Offensive.

This new attack had all the characteristics of total war; the Anlipode
tribes allied against the Ariadnians and attacked them on all fronts.
Battles were long, hard and bloody and there were victories and defeals
on both sides. Anlipodes took the worst parl and were repulsed but the
Ariadnians also suffered many casualties. Cities such as Springfield,
Brigadoon and Toulouse-sur-le-Boire were destroyed and abandoned.
Mevertheless, so much blood served to provoke more unity from
the Ariadnians. Cossacks, French, Scoltish and Americans had to
forget politics to fight together and protect each other, the evacuation
of cities prompting their inhabitants to mix with other settiements.
The consumption of material, resources and people temperad and
postponed the separatist ideas of the more radical.

One of the consequences of the Second Antipode Offensive was the
birth of the so-called Dogfaces, the hybrid human-Antipodes. Pregnant
women who had been bitten by an Antipode would bear children with
mutations that presented genetically hybridized traits of both races. In
spite of the initial repulsion, their mothers insisted on keeping them and
taking care of them as they proved to be intelligent and very loving,
even though they would be considered second class citizens for a long
time by Ariadnian society.
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After the Second Offensive came a period of reconstruction. Oceanic
exploration was undertaken and funds provided to boost the Naval
Exploration Corps. The number of mapped temitories increased and
new routes and ways lo faraway places were established. The old plan
of putting to work the satellite network was reconsidered, The industrial
capacity of the American, French and Scotlish boosted exponentially.

Towards the end of the Consolidation Phase, and owing to the funds
bleading to the space plan, Rodina imposed a strong increase in taxes
in order to exploit the aconomic bonanza. The measure was unpopular
and the separalist politicians took their chance to slir up the citizenry
against Rodina. A peaceful protest before the headquarers of the
Cossack govemment was violently suppressed, sparking revolulion
and provoking the Separatist Wars. USAradnians, Merovingian and
Caledonians said they were fighting for freedom, as Cossacks defended
their ideals of unity and joint progress. Their positions were completely
opposed and irreconcilable, Politics gave way to warfare.

The Separatist Wars were as bloody and fierce as all civil wars.
Separalists entrenched in their temtories were ready (o defend
themselves unlil death, ignoring their neighbours and probable allies
lo repulse the Cossack troops. Their isolationism would finish them
off, with a co-ordinated effort possibly enabling attacks on Cossack
territory from diverse fronts, obliging them lo divide and weaken their
forces. Instead, they gave their enemy a chance to attack them with its
full power one by one as secondary forces harassed their neighbours.
The expensive Cossack victory in the Separatist Wars served to create
a federal statute, linking the three separatist states to Rodina but with
some liberties and prerogatives that palliated their feeling of defeat.
The Ariadna Federal Nation was borm.

After the Separatist Wars, a streel sport called Dog-Bowl,
usually practiced by Dogfaces and some larger Ariadnians, was
professionalized. Dog-Bowl is now the brutal king of sports in Ariadna
and its rules can be summarized in only one sentence: If there is no
blood, there is no fault. Under this premiss, it has become a fixture
of Ariadnian society, with professional teams in every major city,
regional leagues and the great Five Nations Cup, in teams from the
main Ariadnian regions compete: Caledonia, USAriadna, Merovingia,
and from the Cossack side, Matr and Tartary. Dog-Bowl has indirectly
served lo improve Dogface status in Ariadnian society, raising some of
them to the rank of sports heroes.

CONTACT PHASE

Twenly years after the Separatist Wars, the Ariadnians had already
found a meaning and an understanding of having their own state,
considering Dawn their own planet. This was the moment when the
PanOceanian exploration craft Nirriti arrived at Dawn through a new
wormhole. Two months after the Nimiti, the Yu Jing Lei Feng military
advance craft amived. Almost two centuries of isolation disappeared
in an instant. The Ariadnians did not welcome the newcomers happily;
a fealing of having been dumped by Earth was renewed. PanOceania
and Yu Jing's liberal use of Anadnian land to settle their advance troops
did not contribute to Ariadnian leaders’ happiness. The mediation of a
diplomatic O-12 delegation helped to calm tempers but did not hide the
obviously expansionistic aims of PanOceania and Yu Jing.
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A special urgent meeting of the Concilium Diet took place in order
to deliberate the political status of Ariadna. PanCceania stood directly
opposed o Ariadna’s autonomy, claiming Ariadna as theirs since most
of its founding nations were now mostly part of PanOceania. But with
voles from Yu Jing, Haggislam and the Nomads, it was decided to confer
on Ariadna the status of independent nation. What was impossible was
arriving al a consensus in regards to the property ownership of planat
Dawn and its system. According to Yu Jing's legal experts, only the
occupied territories, the interior waters and a territorial sea limit of three
hundred miles could be considerad Anadnian. PanOceanian diplomats
alluded to the Antipodes as the authentic owners of the planet and
oullined that bad relations between both races were endangering the
gxistence of the Antipodes.

While politicians discussed, the militaries of both powers hurried
to um their initial settlements into permanent instaliations before the
vigilant and indignant eyes of the Ariadnian Scouts.

Taking advantage of the legal vacuum, the govemments of
PanOceania and Yu Jing sold the exploitation rights of all Anadnian
zones with natural resources and business options that did not have
clear Ariadnian ownership. Great companies started {o fand on
Ariadna, clashing with everybody. they even fought sach other, with
PanOceania and Yu Jing sometimes sailing the same tamitory (o two
different companies. In other situations, the lerritories were already
occupied by a Haqgislamite or Nomad company sold the territory by the
Ariadnians. More often, companies would find a village of aggressive
Antipodes who were not very likely to let themselves be thrown out by
humans.

To solve what they called “delays in pre-production”, the corporations
enrolled Mercenary Companies and units. To stop the nsing ascalation
of violence, Ariadna ftried to disarm the mercenaries, provoking the
indignation of the megacorporations who considered Ariadna the
biggest obstacle of all. Different states resolved to defend their own
interests, resulting in the so-called Ariadnian Commercial Conflicts.
Save Aradna, who allied herself with the scarce representatives
from Haggislam and the Momads, the Conflicts became a conflict of
everybody against everybody. Skirmishes turned into batties involving
corporate troops, mercenaries, regular troops, guerrillas and militias.
The Ariadnian side, thanks lo their knowledge of the terrain, managed
fo resist the ravaging of their adversaries, keeping their positions.
Panoceanian and Yu Jing troops were obliged to fight corporations of
their own nationality. Just when the destruclive spiral was losing any
kind of sense, 0-12 intervened with energy. Diplomatic measures and
troops from the Bureau Aegis hovered over PanOceanian and Yu Jing
interests on Ariadna, deactivating the conflicts with the subtlety of a
hammer.

The question of the zones of exploitation was resclved with
a distribution of the areas of influence by O-12 experis and the
establishing of the Exclusion Zone around the territories of Ariadna, in
which no power could settle or probe.

0-12's favourable sentence allowed the Ariadnian politicians, ignoring
pressures from ultra-conservative groups such as AriaDNA, to offer a
stabilized policy of progressive though moderate openness lowards
the Sphere. The commercial community of the Sphere was anxious lo
anter the Ariadnian market, to flood it with new products and technology
in exchange for Teseum. Nevertheless, many large companies have
appealed against O-12's distribution, creating a current impasse. Until
lawyers and politicians produce a definitive solution that prevents
the expansionist urges of great powers and reassures the mistrustful
Aradnians, Ariadna-Dawn will be a powder keg.
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POOVMHA (RODINAX COSSACK SETTLEMENTS

“USAriadnians are arrogant, French are condescending, Scotfish
are rude, and the Cossacks calegorical. Sincerely, | do not know
how the hell there is still human life on this planet”. Colonel Yevgueni
Voronin, Cossack Diplomatic Corp.

Ariadna is the name of the great central continent on Dawn where

the humans seltied. It was baptized with the same name as the ship °

that transported the pioneers o this faraway system. And it is the
same name they would give themselves, first as a colony and then,
after being abandoned by Earth, as a nation. After the secession of
the American. French and Scottish regions during the Depression,
Cossacks from the original core, Marp (Matr), adopted the name of
PéawHa, (Rodina, Mother Country) for their zone of influence. After their
victory in the Separatist Wars, Rodina imposed the name of Ariadna on
the common nation of all earthly pioneers. The Ariadnian denomination
is understood as a common sign of identity over individual nationalist
feelings.

Cossacks have remained in power since the Depression. They are
the biggest cultural group in Rodina and have known how to maintain
a moderately fair and balanced government. The main basis of their
political ideology is very simple: in hard times to tighten one's beil
and give a hand. Untinng workers, they have laken care to establish
rings of militarized colonies (stanisas) to secure their territory and to
establish a net of infrastructure and services thatl is more pragmatic
than comfortable.
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Cossacks have been the authentic authors of the current political
situation of Ariadna. Their eagemess for unity and fear of a divided
human population that would not be able to survive the planet or the
Antipodas has conditioned their relations with the rest of Ariadnian
colonies. Nevertheless, even the most critical analysts of Cossack
politics admit that a divided Ariadna would not have been able to cope
and parsevara until the arrival of the great powers from the Human
Sphere. It is the Cossack politicians, advised by the representalives
of the other colonies, who take care of relations with the rest of the
Sphare,

Rodina is divided into two zones; Malr is the metropolis, the
biggest and oldest human setllement on the planet and Tartary, which
is the moslt distanl zone of colonization in the northwest of Ariadna,
following the coast of the Mirror Sea. Tartary is a zone where Antipode
incursions, those by troops of Human Sphere powers and even
raids by the alien Combined Army raids happen on a daily basis. It
is riddled with stanitsas, at least in comparison with Matr, that in spite
of communication problems maintain a strong temitorial feeling and
frontier mentality, controlling Antipode incursions as well as those from
other Sphere powers.

The main railroad track in Ariadna is the Transtartaric, one of the
longest in all the Human Sphere. It spreads all over Tartary, from
Matr 1o Dalniy, from the most northemn shore of the Mirror Sea to the
banks of the Cousteau Ocean. The Transtartaric is the main artery of
communication and supply to the interior stanitsas. It has also facilitated
the exploitation and colonization of the vast plains of the Tartary. The
Transtartaric trains are reinforced, and many are ammed, outfitted with
machine gun posts on the wagons' roofs to protect them from attacks
by Antipode tribes and plains bandits.
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USARIADNA: AMERICAN SETTLEMENTS

“On this planet there is only one thing worse than the Anfipodes...
Americans”  Aftributed to Colonel Yewvguenl Voronin, Cossack
Diplomatic Corps.

During the Depression, the descendants of the investigators and
scientists of NASA and the soldiers of the U.S. Ranger Division
emigrated towards the Spine Mountain Range in the East, to create
their own state. USAradna would tumn into the fifty-second state of
the United States of America. The spirit of the Founding Fathers was
the basis of a community that stood for the defense of liberty and the
Amarican Way of Life.

The American Ariadnians established a society that was heir to that
of the middle of the 21st century USA. Histonians, anthropologists and
sociologists of the entire Sphere have gone to American Anadna (o
study this fragment of their past which has remained virtually unaltered.
USAradna counts its own Coca Cola factory; a famous and now
defunct American trademark of soft drink, as well as its own hisloric fast
food stands. They speak the archaic English of the 21st century and
keep many of their past cultural peculiarities. USAradnians consider
themselves a frontier country, descendants of the strongest among the
strong, those who managed lo survive in the hardest part of a terribly
hard planet.

The majority of NASA investigators were Anglo-Saxon and Oriental
while the members of the Ranger Division were mainly Latino and Afro-
American, As a result, USAriadna is the region with the greatest racial
varialy on Anadna.

USAriadna is the Eastern frontier of Ariadna. ILis a region in constant
conflict with the Antipodes and, more recently, with the invaders of
powers from the Human Sphere. Constantly besieged, USAriadna
has to keep ils enemies at bay in order to survive. Because of this,
it is strategically prominent in the defence of Ariadnian territory. The
USAriadnian army works side by side with the Cossack troops, even
though they do not like each other, in order to reduce any foreign
interference to a minimum. The task of controlling the frontier demands
a constanl effort from the USAriadnian army, preventing them from
participating fully in certain Ariadnian joinl operations.
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CALEDONIA: SCOTTISH SETTLEMENTS

“The Scottish... first they fought each other... then they fought us"
Extract from a statement by Colonel Yevgueni Voronin, Cossack
Diplomatic Corps, in Police Station n°8, Matr.

When in the Northern Mountain Range, later known as Hadnan's
Mountain Range, a team of sapper engineers located an important
vein of Teseum, they called for the 45th Regiment of Highlander Rifies,
known as Galwegians, to protect the area, As it would be a parmanant
destination, the ragiment took its families with il. As the mining teams
were composed of Anglo-Saxon people, this facilitated harmonius long
term relations with the security unit. In this way, Scone was born, and
would rapidly turn into the biggest producer of Teseum on Ariadna.
Litle by little, heavy industrial factories wera established in close
proximity to the mines and Scone grew into a city, with all the negative
connotations of the term and some of the good ones too.

The separatist spirit that accompanied the Depression resulted in the
majority of the population who descended from Anglo-Saxons (English,
Welsh, the Scottish descendants of the Highlander Division, Insh and
some Danish) moving to the region on the sides of the Hadnan's
Mountain Range. As the Scoltish had the heaviest population there,
a dominant culture formed with some Scottish traits. In this way, the
region thal surrounded the Hadrian's Mountain Range was called
Caledonla, the ancient roman name for the barbaric Britain behind
Hadrian's Wall.

Socially, Caledonia is structured in tartans, a social organization
based on the family; all members of a tartan are united by being
descended from a common ancestor, the tartan founder, Inside a same
tartan there can be different families thal, although they do not have the
same sumame, have blood, economic, or social ties.

Traditionally, Caledonians are considerad by the rest of Anadnians
as somewhat rude and wild people, noisier than the USAriadnians and
almost as heavy drinkers as the Cossacks (Annual competitions prove
this). The cold, mountainous and implacable environment where they
live has made them a race apart, particularly resistant and tenacious.
They are separalists, not because Matr's interference annoys them
particularly but because they like to live isolated in the Hadrian's
Mountain Range. But constant trade with Mariannebourg and being
pampered by Malr because of Teseum has softened their rudeness,
turning them little by little into a more open people.
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“The French, the damned French... They love to complicate things,
beating around the bush, twisting everything until, in the midst of
confusion and boredom, they get their own way. They always do’,
Colonel Yevgueni Voronin, Cossack Diplomatic Corps, after the
negotiations of the Commercial Traffic Treaty.

In the times before the Depression, a group of French families
installed themselves in a natural communications node between
Matr and the East and North frontiers. The settlemen!t was called
Mariannebourg to honour the feminine representation of the French
Republic. Thanks to commerce and the travellers that passed through,
the city grew and prospered. During the Depression, in spite of ihe
fall in travellers and cargo circulation, Mariannebourg managed to
survive the crisis. The success of the city attracted several people who
were looking for an opportunity and a job. Maniannebourg attracted the
descendants of pioneers, investigators and soldiers from France, the
Benelux, and to a lesser extent, Austria, ltaly and Germany. The main
culture was French, which had a higher representation and who gave
the city its name. For this reason its inhabitants are called Merovingian,
even though they are also referred to as French.

Lacking any ostentatious source of raw malerials, commerce
became the main assal of the Merovingians. To assure total control
over the maln communication channels on Ariadna, Marannebourg
deployed a series of colonies to other points of economical interest.
Before realizing it, the “offices” of the metropolis had acquired their
own entity, developing a community feeling around which was born the
FrancoAriadnian Republic of Merovingia.

Famous for being deft and sage merchants, and gifted with an
economic talent, the Merovingian are the greatest travellers in all
Ariadna (Besides the Cossack troops). Probably in order to avoid
contradicting others, the Merovingian French are very jealous of their
nationality. Apart from this, they are considered as restless, audacious,
enterprising, and above all, very hospitable, as they are used to their
reglon being a busy transit zone.

The Merovingian forces have assumed dulies in surveying and
securing the channels of communication in the interior of Anadna.
Nevertheless, the sirategic position of Merovingia in the centre of
the country turns the Merovingian troops. into the mobile reseve and
firemen par excellence, their central position making them more able to
respond to danger or menace in surrounding Ariadnian regions.

APWAOHA APMUA (THE ARIADNIAN ARMY)

After all this time, the Ariadnians still face a partly unexplored
hostile planet. They have sweated blood for every mile colonized.
The Ariadnian army reflects perfectly the character of this people and
the diverse regions where they live. The exploration, advance and
infiliration units, indispensable to open new temilories, constitute the
greatest part of their army. The line infaniry of Ariadna possesses a
strong frontier spirit, essential to maintain the nation's security from the
Antipede menace. The Aradnians compensate for their technological
inferiority compared to the rest of the Sphere with a great tenacity
and the use of their planet’s resources: Antipedes, Dog-Warriors and
Teseum Veins, which equalizes the offensive-defensive abilities of the
Ariadnian army with their most advanced adversanes,

APWALHA: BOMCKA (ARIADNA: TROOPS)

LINE KAZAKS

LINE KAZAKS:

Line Kazaks are light infaniry troops thal compose the first line of
defence of isolated Ariadnian stanitsas. The Cossack infantry soldier
is stout, demanding, a bit imprudent and shows a convinced fatalism,
but their most defining trait is their physical training. Maybe they are
not as well equipped as their equivalents in other armies, bul they are
perfectly trained, do their duly and know the region they protact.

ISC: Line Kazak
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Line Kazaks do all the dirty work that is not assigned to the veteran
glite or the volunteer Militiamen. Cossacks follow a rigorous training in
the frontier units: “Professionalism and Definess equal to Dignity”. Line
troops consider themselves the real elite and when things getl ugly, they
do more than their share. In these units the dominant ethnic group is
the kazaki (Cossack) so thay belong to the Russian Cossack tradition,
even though this unit enrols people from other Ariadnian minorities.

1er REGIMENT DE PARA-COMMANDOS:

“Preux et audacreux” (Proud and audacious) 1st Para-command
Regiment motto.

The First Regiment of Para-Commandos is the Merovingian
airborne infantry regiment that serves as an immediate response and
interdiction unit. Para-Commandos are the first to arrive in combat, and
usually deployed even before the battle starts. The role of the First of
Para-Commandos is (o do the nasty work of the light infantry: airbome
incursions, rapid advances, ambushes and fast retreats to the recovery
point. The First belongs to the corps of Lanciers Parachutistes, They
are specialized in HALO jumps, high altitudes with low opening in order
to avoid radar detection. The high casualty rate of their missions has
provided the moniker Jacques Demi-messe, Jacques Hall-Mass, for
their short life expectancy. The Para-Commandos are guys who have
a dangerous job and they love it. Blusterers? If they were not as good
as they are, nobody would forgive them for baing so vain...

TANKHUNTERS REGIMENT:

The Regiment of TankHunters is formed of units equipped with anti
tank weapons and is specialized in the destruction of heavily armourad
troops. The Ariadnian Army compensates for their lack of heavy
gquipment with a regiment specifically designed o fake on heavily
ammoured troops. The regiment trains their men intensely, turning
them into a highly efficient combat unit. The cost of instruction is high;
desertions, discharges due to exhaustion, sick leaves and occasional
suicides. The regiment’s philosophy is that the only way to obtain a
good TankHunter is to submit him to such hard instruction that he will
feel proud to have survived it. Their modus operandi is based on good
knowledge of the terrain to perform ambushes and lightning attacks,
withdrawing and dispersing rapidly before the enemy can locate them.
Owing to the character of their operations, the regimental motto is “Wail,
shoot, and run”, TankHunters also work in recovery missions, trying to
damage enemy vehicles in such a way that they can be repaired and
used by their companions.
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S5th MINUTEMEN “OHIO":
“Ready in a minute® Sth Minutemen Reg. Motto.

Heavy infantry assault regiment from the USAriadnian colonies.
The 5th regiment of Armoured Rangers received the designation of
Minutemen as a patriotic reference to the War of Independence militias.
It also reflects their similitude with the former ballistic missiles of the
USA: big, strong, and of course, explosive. The Minutemen are the
best organized and experienced combat regiment of the USAriadnian
military force. They are a little elite shock force characterized by their
great mobility and capacity for rapid regrouping. The struclure of the
5th Minutemen harks back to the former Delta Teams, with specialists
in different technigues and military skills. The Minutemen have played
a crucial role not only in the Separatist Wars, but also in the previous
conflicts, and later with the Antipodes and the Ariadnian Commercial
Conflicts.
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13éme MOBLOTS:
“En avant-garde toujours” 13&me Moblots Motto,
The Treizieme de Mobiois, the Merovingian Heavy Infantry, use

their name to honour the memory of the French mobile soldiers of
the Franco-Prussian war. The regiment takes on offensive middle

and large-scale aclions and participates in tactical front line combat.

operations. Searching for the best in operative flexibility, the combat
units of the 13éme count in their ranks experls in diverse techniques
and military specialities. The Moblots are chosen for their enthusiasm,
liability, endurance, and rudeness, all of them soldiers promoted from
other units by their commanding officers. They are famous for being
excellent improvisers and knowing how to adapt to any situation. In
general, everybody consider the Moblots as a goddamn nuisance
and that is a great truth...until its breakfast time for Rosalie, the large
French bayonet. When aclion comes, the Moblots are the first into the
breach, before all the rast. Call it having a hard head.

VETERAN KAZAKS

VETERAN KAZAKS:

“‘No guts, no glory™ Official motto of the Veteran Kazaks

The Veteran Kazaks Regimant is composed of troops baptized in fire
and equipped with the best equipment the Ariadnians can obtain. The
Cherkésska, the Kazakian heavy infantry gear, is technically inferior
to that belonging to other troops from the Human Sphere. Howaver,
it maals the PanOceanian armour standards because of the use of
Teseum in its manufacture. Arladna possesses great veins of this
ore but lacking highly advanced industry, has a very slow system lo
process il Suffering as well from an outstanding lack of heavy infantry
equipment, Ariadna can only admit to her Veterans Regiment those
soldiers who have proved their bravery on the battlefield. Every bearer
of the Cherkésska, the heavy Kazak combat uniform, is a hard-boiled
non-commissioned officer. Commissioned or not, Vieterans are the most
popular characters in their patrols. Belng a Veteran in Ariadna implies
more than knowing a few war tales. It means you have taken part in so
many operations that you will be cool in any kind of situation.
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Mot everybody dares to stick his head out in the midst of crossfire
to fit the sights and locate the foe’s fire or figure a way out. A Veteran
Kazak will do it, hitting an enemy at the same time. And next, with a
confident look, he will skelch in the dirt an emergency refreat plan that
will keep you away from the fight with the least amount of risk, as he will
be covering you. Do you understand now why they are so popular?

7th FOXTROT RANGERS “NEWPORT":

“We fear no man” Regimental motto of the Tth Foxtrot Rangers.

American Regiment of skirmishers composed of experis in
surveillance and "Death and Escape” operations. The Seventh Foxtrol
Rangers is the main regiment of explorers in the USAnadnians
settlemants. Their main weapons are stealth, surprise and ambush.
The operative philosophy of the regiment consists of giving a hard
underbelly blow o the enemy, and when he bends in pain, the line
forces apply the ciup de grace. The Foxtrot are also known as the
“naughty kids" for their affection for explosive trap ambushes.
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According lo Ariadnian military folklore, the Scouls are phantoms
with human faces, stealthy night predators, those who waylay and Kill
in silence. They are elite long-distance recon units, trained in the Kazak
Spetsnaz Shkola (Cossack Spetsnaz School). As elite observer/recon
troops, they are specialists in survival, infiltration, reconnaissance,
evasion and clandestine recovery of personnel and material. Their main
task Is to enter, and get out of, enemy temitory without being delected.
Scouts can move through the deep forest of Ariadna as silently as a
breeze. Their primary job is to control the movement of the lribes of
the alien Antipodes and cbserve the beachheads of enemy invasions.

ARIADNA SCOUTS: ISC: Minutemen

But when HQ needs a dirty job done, they perform reconnaissance,
acquisition and destruction covert operations, with the aim of causing
maximum damage to the enemy behind his own lines. Scouts use the
trusty Ojotnik, a powerful big game rifle of large caliber, reminiscent of
their ancient job as forest guards. Ojétniks are handmade to fit their
owner, and are a statlus symbol in Ariadnian sociely.
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1st HIGHLANDERS S.A.S.:

Scottish regiment of advance explorers composed by experts
in “lncursion, Contacl, and Exil" operations, The Highlanders
S.AS. (Special Aradnian Service) are the Caledonian advance
reconnaissance. They keep the old unit's motto: Who dares, wins,
and honour it. The S.A.5. love the night and are specialized in night
operations and worship ambushes. Their style consists of hiding until
the last moment, then jumping over the enemy to cut his throat silently
or simply eliminate him with superior firepower.
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ANTIPODES ASSAULT PACKS:

The Assault Packs are composed by Antipodes groups, Ariadnian
native inhabitants biochemically altered to be directed by a Controller. In
this peculiar race, three differant Antipodas are necessary (0 compose
an intelligent individual, to whom they provide diverse characteristics
and skills. The Ariadnians have discovered that if they biochemically
control one of these beings and put him with two other savage beings,
they obtain an individual that can be controlled by an experl. These
controlled Antipodes are the basis of the fierce Ariadnian Assault Packs.
The history of the Antipodes of the "River Tribe” in their confrontation
with humans is long and bloody. The troops of Ariadna have long since
learned to their cost to respect the Antipode’s combat potential. In
the Ariadnian army, the Packs accomplish a dual mission. They are
used as a spear point to open breaches in the enemy lines and locate
anemias or other hidden menaceas. [hanks to a highly developed sense
of smell, an Antipode is perfectly capable of detecting any target within
a radius of several metres even though it is well concealed and for this
reason the Antipodes are employed in security and exploration tasks. In
addition, keeping an ancienl wamor tradition, the Controllers sheathe
the claws of their Antipodes in Teseum, which added to their speed
and strength, turns them into fearful close combat fighters as many
unsuspecting and unwary enemy soldiers have discovered.

Ariadna
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45th HIGHLANDERS

45th HIGHLANDERS RIFLES "GALWEGIAN":

“Scots, who have bled for Wallace! Scots led by the Bruce! Charge
for the bloody bed and for victory!”

Captain Craig Munro. Loch Kirkshaig Battle, Ariadnian Commercial
Conflicts.

Units of crazed Scols specializing in close combat. The “Galwegian®
are strong men, extraordinarily big, with broad shoulders and rough
movements. The various platoons of the 45th are made up of soldiers
from the same clan or family, and they prefer to follow orders from
an officer who wears tha same tartan. Extramely proud and jealous of
their honour, thay are all ready to kill each other for the most minimal
insull. They are famous for their extravagantly large cutting weapons
and their amazing resistance to hunger, cold and fatigue. Too dirty to -
belong to the Third of Rifles and too impatient to be S5.A.5, the 45th
guys prefer to charge directly against the enemy and destroy them with

their own hands.
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The Dog-Warriors are a baslard hybrid between a wild Ariadnian
(A 45th or an Irmandinho), an Antipode and a T.A.G. During the first
incursions of the River Tribes, some Anlipodes bil pregnant women who
survived the attack. When their babies were bomn, they were a crossbreed
between a human and an Antipode. It seems that Antipode spittle contains
a retrovirus charged with genetic information, able to infect a foetus inside
the uterus and provoke changes thal make them remarkably similar to
the aggressor who bil their mother. This "cuckoe-virus™ appears to be a
natural selection mechanism that helps propagate the genetic stock of
the stronger or most aggressive tribes or ethnic groups. When a Dogface
gels angry. his body suffers a violent transformation, his endocrine system
rockets and his muscular mass increases, turning into a Dog-Warnor. Dog-
Warmiors have marked Antipodes features but they are more corpulent and
humanoid. They are perfectly able to communicate in human languages,
aven though it is not easy to understand them. In spite of their claws, their
tactile ability is greater than that of an ordinary Antipode. Dog-Warriors
are fasl, strong and resistant bul they are nol very clever. Theair wild and
aggressive look has tumed them into the pariahs of Ariadnian society who
nevertheless adore them in the Dog-Bowl matches. For the Aradnian
Army, which integrates them into irregular regiments, the Dog-Warriors
are overwhelming assaull troops. Their alien metabolism seems to be
invulnerable, ignoring the effect of weapons, allowing them to run at full
speed towards the enamy in spite of being shol several times. The Dog-
Warriors are not expert sharpshooters, a flaw they compensate for by using
Chain Rifles, which seem toys in their enormous claws. Thay compensate
for this with an awesomely destructive close combat capacity., i
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IRMANDINHOS:

DOG-WARRIORS

DOG-WARRIORS:







CORPORAL UXIA McNEILL, 1st. HIGHLANDER S.A.S. REGIMENT:

“Man, they had me in their sighls before... and | survived”
Uxia McNeill to the Recruiting Sergeant as she picked up his shirt.

Uxia McNeill is a 5’8" wild beast. Rude, temperamental, |

violent and foul-mouthed, she's an authentic bad apple. Since she was
able to think for hersell, she has never gone with the flow, a rebel with
a cause, the cause being breaking the law. Expelled from two normal
schools and a reform school, she chose the wild side of life. She was
the boss of the gang “Scots Razors”™ and a member of an Irmandinho
weab of contrabandisis. She was fired from every normal job she has
had and those she supposedly took to keep a low profile. Still, she
has now survived four years in the Caledonian army. Her recruiter
was surprised when he discoverad that such a noisy character had
aplitude for stealth and cover, After an unusually long boot camp period
(For being sent repeatedly to prison), she was transferred directly to
the Highlander S.A.S Regiment. There Uxia realized that her real
vocation, besides shooting people, was avoiding authority. In the
Special Ariadna Service she can put into practice the danng taclics
leamed with the Immandinhos smugglers. She leamed how to avoid the
border patrols while smugagling illegal cargos, and now she knows how
o stay undetected by security networks. Nevertheless, Lixia, owing to
her boundless urge to fight and raise hell, is not the most appropriate
person for performing oul stakeouts. Once the enemy is in the firing
line: she goes wild, shouting oul insults and making “"Ramona”, her dear
reliable shotgun, spit bullets non-stop.
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VAN ZANT, CAPTAIN OF 6th AIRBORNE RANGERS "OKLAHOMA":

“l lead, you follow”

Van Zant to Caplain Pendleton of the 2nd Airborne Rangers during
the briefing of the “Death from the Clouds® Operation. Artadnian
Commaercial Conflicts.

Roger Van Zanl is a corpulent man with a bull neck, bushy goatea
and shaved head, very fond of beer and doughnuts. He is a hardened
officer, one of those who ascended from the lower ranks due to his
outstanding services. As a person, Van Zant is authoritarian, twisted
and secrelive with his pals, insultingly frank, irascible, and proud to
excess. His character awakes mixed feelings. He possesses an
attractive personality when he wishes to but he is not very popular
among fellow Ariadnian officers; he has had several clashes with
almost all of them. His troopers revere Van Zant in his good moments
as much as they fear him when he gets pissed off. He is an intrepid
and natural bomn leader. In spite of taking the moslt risky and decisive
operations, he never lacks volunteers o participate. He is an action
man from the Ariadna frontier, and as a soldier, he cannot be judged by
his personality but by his combat record. Van Zant has been wounded
on sevearal occasions and has stuck all the bullets and shrapnea! in his
axe’s handle. He is the classic Ariadnian officer thal remains static in
the midst of a crossfire, giving orders as he lights up a cigar. A show
off? No, he simply knows that it is there where he can control the
situation besl

KAZAK DOKTOR:

Cossack Doctors, velerans from the Ariadnian army.
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Haqqislam

HAQQISLAM: From the Arabic Hagq Islam (New Islam),
the religious doctrine resulting from a combination of
Islamism and NeoMuslim culture; a group of dogmas and
precepts of the Koran encompassing all aspects of the
daily life of its followers. Founded by Farhad Khadivar at
the end of the 21st century, the Haggislamite movement
proposes a philosophical and theological revision of
classical Islam, updating and adapting it to contemporary
times. Haggislam proclaims Humanism and a quest for
Knowledge as its basis, with metaphysical influences
from Sufi thinkers as the nucleus of its doctrine. It also
decries religious hierarchies and the Sunna, or tradition,
as unnecessary dogma. [...] This doctrine has deep socio-
political preoccupations and has successfully established
a culture that recovers the scientific-artistic heritage of
Islam's golden eras. [...]

Extract from the Conciliar Universal Dictionary,
simplified edition, Manaheim, Concilfum Prima

THE FOUNDER

The creator of Haggislam, the New Islam, the most relevant Muslim
doctrine in the Sphere, was an apparently insignificant and bland man
that in ten years succeeded in establishing the basis for the awakening
of Islam as a relevant power.

Farhad Khadivar was his name. A lot is known about his ideas
but, ironically, the man is a mystery. Khadivar presented himself
as a messenger, not as a prophet. He did not want to be seen as
a cult leader and he expressed it clearly on several occasions. His
unexpected death, at forty-two years old, in a violent terronist attack
ordered by the imam Khalaf ibn Ahmad, would turn him into a martyr of
the Haqgislamite cause.

The Hagqgislamite official story does not concentrate much on his
figure as a human being. Quoting Khadivar's own words " The important
thing is the message and not the messenger”. However the interviews
and recordings of his majalis al-hikma (Wisdom sessions), discourses
and cultural gatherings, reveal a special personality. Khadivar offerad
hope to the Muslims. And it is not easy to sell hope to a people so
heterogeneous and fatalistic. In order to do this, a strong presence was
required, a message was necessary, but above all, something special
that made the messenger credible.

The nucleus of the Haqgislamite doctrine is the Book, the Quran or
Koran. Khadivar wanted to liberate the Muslim people from the tyranny
of religious leaders, as he fell they were gripped by ignorance. He
wanled the pride in being a Muslim to have a rational basis before a
fanatical one. He wanted the Islamic people to reach the prosperity
level of Westemners without giving up their religion. For this reason, he
clung to the Koran and threw away the hadiths, sunnahs, {imas... all the
traditional sentences, the precepts of Islamic law. He also discarded
the divine illumination principle that gave authority to the imams.
Moreover, he established the Koran and Knowledge as the only basis
of the Mew Islam.

Khadivar wanted lo give back Islam its former splendour as a
civilization prominent in the Aris and Knowledge. The splendour of
the great caliphs and the paradisiacal gardens of Al Andalus weare his
inspiration. He dreamed of a rich and prosperous Islam which would
be the envy of the entire Sphere. He wanted lo take the greatest ideals
of the Koran and turmm them into the pillars of @ modern but spiritually
rich community, far from the economic and theological poverty which
wracked the Muslim world in his time. For him, traditional Islam with
its volumes of hadiths, narrations falsely attributed to Mohammed and
an intolerant and medieval jurisprudence, was incompatible with the
values of the universal human rights that define the Koran. Without
democratic and humanistic reform as proposed by Haggislam, the

traditional Islamic world would always leave an open door in the name
of religion to the abuses of tyrants and corrupt clergymen.

As he stated: “Oppressive rules creale loxic societies thal only
generate and produce hatred, fear, and ignorance, the three greates!
enemies of Faith. The Musiim must abandon the reaclionary teachings
of clergymen and let themselves be guided by their only sacred
book, the Koran®, (Extract from the The Spring of Intellect, Farhad
Khadivar).

Khadivar's main interest was to give the Haqgqislamile movement a
voice and a theoretical doctrine that was easily defensible. He knew
his ideas would have to face severe initial opposition and he wanted
his ideclogy to be easily assimilated by the less educated Muslims: “In
theological questions, the rich knows as much as the poor, if you can
see thal both understand you, you will have travelled the first half of the
road”. For this reason, the most important books by Khadivar, The Soul
Quietude, The Spring of Intellect and his majalis al-hikma, are all easily
accessible to the general public. Khadivar was a natural communicator
and above all a good salesman, and ook care that everybody could
understand the origin of his knowledge, the Universe he analyzed, the
Paradise he awailed, and the God he venearated.

Extract from Khadivar: the Crucible of New Islam, by Abu Al-Asani,
Ahl Fawara web-publisher, Maya.
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. THE BIRTH OF NEW ISLAM FOLLOWING THE PROPHET SFOOTPRINTS

In spite of counting the support of powerful people and corporate
barans, the Haggislamita movement could not avoid being attacked
continuously by traditional Islam. Haggislamite followers were
persecuted in Musim countries where the only important law was
religious. Even in democratic and politically stable Muslim countries,
governments contemplated the Haggislamite movement with distrust,
considering it too powerful.

The ascent of the Haggislamite movement took place in a moment
of great historical importance for the Islamic religion. Many currents
in Muslim philosophy and theology, the re-awakening of Sufism, and
certain violent episodes of sectarian rivalry all converged during the
second half of the 21st Century. It was a time of great achievements and
cultural advance for Islam and in particular, for the new Haggislamite
doctrine.

Given tha increasing political and religious instability, several voices
ralsed inside Haggislam pleading for the creation of their own country.

Instead of trying to avoid great debates, the Haqgqislamites threw
themselves into theological discussions and tumed into a fiery

AW A T A S

adversary of imams and the most reactionary scholars of traditional They staried dreaming of a nation where they could establish a society

Islam. They had no option if they wanted to win the hearts and minds based on Haggislamite principles which was a mode! of prosperity and

of the majority of Muslims. tolerance, proving to the rest of Humanity the values of a humanisl
Islam.

Inside the Ahl Haggislam movement sprouted two complementary
currents thal enriched the official Haqgislamite doctrine. The The physical location of this couniry could not be on Earth, as there
HaggMuziazilites defended a rationalist conception of the Muslim was no nation ready to give up part of its territory in order for them
doctrine, while those called the Philosophers, of Sufi influence, opted start an independent country. They needed a new place, a place they
for a more metaphysical method, but completely far from the divine could call their own. They started searching the orbilal colonies and tha
illumination of the Imams. domes of the Moon and Mars, but the cost was too high for what they
envisioned. The number of followers that could be relocated would be
too low to fulfill the Haggislamite dream. The ideal option was localing
a Wormhole that led to a system containing a habitable planet, as
PanOceania and Yu Jing had previgusly done. The problem was to
discover which point of the vast immensity of space would contain this
portal.

f

The intallactual and material dimension of the Haggislamite program
was as serious as the theclogical and required a good team of thinkers,
economists, writers and publicists. Their great triumph was achieving
in a brief space of time the conversion of a great number of Muslims
from varied social spectra to the Hagqislamite truth.

Khadivar had a great ability to make himself understood by the rich The Sufi astronomers would find the solution. The Al Algsa Mosque

and powerlul, earning their support and funding from the outset. The in Jerusalem, also called the Omar Mosque, was built around a rock

great Muslim magnates wanted to recover a geopolitical relevance lost from which, according to the Islamic tradition, Mohammed had risen to

since the important Energy Crises of the middle of the 21st century heaven and left his footprints in that very same rock. The solution given

and Khadivar presented the Haqqislamite revolulion as a good bet by the Sufi astronomers was to follow Mohammed's footprints. They

for a prosperous future, free from compelition with a fanalical and recreated the position of the stars in the sky over Jerusalem the night

intransigent religious power. he ascended and determined the quadrant of space that was over the
=1

Meosque. Comparing the astronomic charts of those times with those of
the present, they determined the location of that quadrant. According
to the Sufi, in that region of space would be where Hagqislam would
find the key to the stars.

One of the great heralds of Khadivar's vision was Hamid al-Din Al-
Hamdani, who headed a fierce media campaign that would establish his
control over the media in the Muslim world. Al-Hamdani was the most
successful advertising executive in the West and as a Haqgislamite
pupil, he succeeded in flashing the message of Khadivar everywhere
and anytime. He conquered the mass media of his time: lelavision,
radio, cinema, press, the global data network... He knew how to move in
the halls of power and eamed more followers in the ranks of politicians
and tycoons. With his campaigns, he seduced and instructed millions
of new followers and undermined, mocked, and ruined any religious
opponent who raised their voice too much. Al-Hamdani was compared
to gunpowder over the fire of Khadivar's ideas. [...]

In order to carry out the exploration of the quadranl, Haggislam
enrolled NASA, which was in need of funds after the successive
economic crises thal had battered the USA. NASA had the necessary
equipment, archaic but funclional, and had properly qualified personnel.
Haqqgislam contributed the required funds and a good number of
scientific personnel. Donations from patrons and Haggislamite
followers all around the world financed the project.

In a brief period of time, and with the rhythm of an ascending
crescent, the peak of Haqqgislam was unstoppable. Five years before
Al-Hadani, the Hagqislamites were an unknown movement in the wesl.
At the end of his life, they were emerging as an economic-religious
power. Publicity was the silk glove for the words with which Haggislam
grabbed the Muslim people.

“Deconstrucling Haggislam®, assay by Dr. Yves Pierrepont for the
cultural channel of Universalia, Maya.
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After a series of failed trials, and just when they were starting to
doubt the feasibility of the operation, they located a stable wormhole
that connected with a promising system. The probe Nailah discovered a
system composed of a suitable Sol type star and four planetary bodies,
one of which, even though a bit too close to the star, was capable of
colonization.

The discovery of the system that would be called Bourak (As the
Prophet's horse), would be interpreted as proof of the legitimacy of
the Hagqgislamite movement. Haqgislamite success was nol the
result of good fortune or a deft promotion campaign, but it was Allah,
through Mohammed's footprints, who had shown them their destiny.
From that moment onwards, the movement was unstoppable. O-12
acknowledged the new nation and its territory, and in Muslim countries
not controlled by religious authorities the number of followers would not
stop increasing, all wanting a ticket to Bourak.

Nevertheless, the chosen planet, the third in order from the siar,
was not the promised paradise. Its orbit was too close to its sun, called
Fareedat (Precious gem). The average temperature was high and the
most part of the surface was between the fropical and equatornial zones
of the planet, making it not particularly hospitable. In principle, life on
Bourak would not be easy, but Allah likes tenacious people.

Living on Bourak was not very different from living in most of the
countries where the Haqgislamites were coming from. According to the
words of a pioneer: Allah is wise, how could the desert people live in
a tundra planet? Agronomic technicians and environmental engineers
were the specialists most needed to make colonization feasible.

The Haggislamite movement had already taken care to ask their
youngest followers to prepare and study for that eventuality. By the
time Bourak was discovered, Haqgislam already had at their disposal
a wide range of expert professionals that would face the challenge of
adapting the planet to human necessilies. This group would end up

becoming the source of the prestigious Bourak Planetology Academy. r

ISC: Kum Motorized Troops

The planetary climatology was particularly inhospitable in certain
equatorial regions. However, the tropical areas were perfectly suited
for colonization even though the climate was somewhat uncomfortable.
The task of the Planetology group was to turn Bourak into the promised
Paradise. In order o do so, they opted for evolutionary techniques
instead of aggressive ones and erected Terraformation Towers (T2)
working 24/7 all over the planet. With this sysiem, the climate change
and the biosphere transformations were performed gradually, In a
slow process which was also better for the planet. The objective of the
Planetology Academy was, and is, lo transform Bourak into a place
akin to the cosy gardens of former Al-Andalus or the lost Nineveh and
Babylon.

To facilitate colonization they established a continuous
communications net with Earth through purchase of the semi-
abandoned MNorth America space installations. The USA, owing lo
a severe economic crisis, had finally relired from the space race.
Because of this, 2 good part of the NASA personnel and that of the
orbital installations remained at the service of Hagqgislam and even
converted to the faith.

While planetologists did their work, Bourak was colonized region by
region. Hagquislamite followers arrived from everywhere around the
Solar System. The colonization was organized in the same way as Yu
Jing, through regional deployments, endeavouring to give each zone
its particular cultural identity. The most arid zones were the home of
planetologists and those who preferred a wandering life.

“Religion and Science, Pillars of the New lIslam” by Ibrahim
Borkowsky, University of Manaheim web-publisher, Concilium Prima.




THE NATION OF MERCHANTS

Key words: Commerce, Caravansaries, Corsairs

Not only is commerce a part of the economic structure of Haggislam
but it is an essential element of Haqqislamite culture. Cliché defines
Hagqislamites as traders, sellers and bargainers. Cliche also assumes
that they are crafty and always try to make the maximum profit from
any commercial transaction, because for Allah it is not a sin to rip off
infidals.

The reality is that, in general, Haqgislamites are deft traders
and negotiators because their markel rules oblige them to bargain
constantly. The process of buying and selling requires this almost ritual
process of negotiation for the final price of any product. There, the
initial price is always high and must not ever be paid because the joy
of the merchant is the bargaining. The buyer must always bargain until
the merchant offers a lower prica, crying because his family will be on
the street for such a bad decision. That is the moment of purchase,
even though it is possible thal loo high a price will ba paid, one that no
Haqqislamite would ever pay.

For the Haqgqislamite merchant it is always fair that foreigners pay
three timeas the value of any product. Nevertheless, they admire thosa
that dominate the art of bargaining and with those they will always
perform honest transactions and will invile them to be their aternal
friends.

The Silk monopoly is the greatest resource of Haggislamite commerce
but not the only one. The exportation of Silk and its derivates, as well as
any kind of medical treatments, Chisisi arks and luxury woods (Between
other luxury and non-luxury products...) has generated an infense
commercial boom that the Haqqgislamite merchants have not wasied.
The commercial network of the New Islam is spread all over the Human
Sphere in a fertile mercantile wave. The main basis of the Haqgqgislamite
commercial net is the caravansary system that functions as a series of
free ports for their mercantile transactions and operations.

[ I

As with their homonyms in ancient times, the caravansaries are
stations, roadhouses and outposts for tired travellers that follow
commercial roules. Current caravansarias lie on the crossroads of the
main space commerce routes. Normally, they are in proximity fo the
Vila Booster stops and in zones of Circular transit or on the route of
intersystem passage, both freight and merchant. Usually promoted and
managed by Haqqislamite merchant societies. with the support of the
Bourak government, caravansaries always host an office of the Diwan
of Commerce as a legitimate representative of the Haggislamite state.

Structurally, caravansaries are orbital siations or asteroidal colonies
consiructed by Nomad subcontractors perforating 2 rock fragment big
enough and filling it with different habitabiity and senace modules.
Once work has started, the asteroid is propelied until piaced artificially
in the proximity of 8 commercial node. An ice shell, a cheap medium
lo protect it from eventual impacts and cosmic radiabon, ususily COvers
the exterior of caravansaries. Protruding from the ice shell ars the sharp
needles of communication syslems and sensors, as well 32 docking
and maintenance modules.

There are always a great number of ships coming in and out of any
caravansary. Commercial traffic is imesitably attracted o these locations
that symbolize an oasis in the desert of the void, a sanctuary and haven
for business. Caravansaries have been created as neutral places 0
celebrate commercial meetings, where one can enjoy an acceplable
lavel of luxury. They are also seen as places to await the arrival of the
next Circular without having to refuse any comfort.

In the main habitability module, called the Winter Room, the main
part of the leisure services and businesses of the caravansary are
located, as are the Momad commercial Delegations. This module
always has a well provided Bazaar, where one can purchase goods
and services before leaving. The Winter Rooms of the most prosperous
caravansanes possess authentic Haggislamite Gardens (Which can be
public or private) in order to treat guests as if they were royalty. If you
have enough money, caravansaries are places where the stay can be
very pleasurabie.
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The Winter Room s a no man’s land, a neutral zone where any
kind of commercial operation is possible. There treaties are signed
and industrial agreements sealed, aggressive business acquisitions
and friendly mergers execuled, purchases are made and secrels are
sold. Industrial or commercial intrigues and espionage are the mosl
frequent fopics of conversation in caravansaries, as the interchange of
information is but another form of commerce.

Caravansaries also function as base ports for the ships of several
commercial Haqgislamite companies. In order for a ship to travel
through the Human Sphere, it requires a flag, a licence provided
by a sovereign nation. The offices of the Diwan of Commerce, as
representatives of the Haggisiamite government, facilitate this service
for legitimate caravansaries in exchange for the payment of certain
tariffs. Licences used by the caravansaries are slill known in naval
jargon as “convenience flags”.

Part of the success of the Hagqislamite orbital stations is due to the
fact that commercial agents like places where products are not scarce,
police control is light or non-existent and where they can engage
in commerce and bargains without the inconvenience of complex
proceedings or gross bureaucracies.

Caravansary authorities are generally very reasonable regarding the
needs of autonomous merchants and the Free-traders Brotherhood.
They are not excessively demanding as to inspections, reporis,
routes, searches and bureaucralic paperwork If these omissions are
compensated by a fine payment. These fines are an important part
of the funding structure of the caravansaries and o many merchants
it is much more convenient to pay a fine than submil to a stricter
regulation.

As convenience ports, caravansaries are also a refuge for smugglers,
especially those related to the black market of Silk, and for corsair
commercial ships. Corsair ships are modified and armed merchant
craft crewed by veterans and ex-soldiers that, in times of war, are used
to attack enemy ships.

ISC: Ghulam
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Their missions, authorized by the Bourak government, are as official
war craft of the Haqgislamite Navy, and they are charged with hampering
and damaging the commercial activities of the enemy, capluring their
transports and merchants. Nevertheless, the main interest of corsairs
is in profit and they prosper by capturing merchant ships, while typical
warships concentrate on military targets.

Usually, the proprietors of the corsair ships are merchants that have
their interests affected by some war or conflict. The Diwan al Jund, the
War Offica, affords them an authorisation to become corsairs and take
revenge on the enemy. Thanks to that document, the corsair ships are
authorized to capture craft, be they merchants or war ships, balonging
to whatever nation is declared as an enemy of Hagqislam. Later, if the
Divéin al Jund approves it, the corsair will keep the ship and the cargo.
Many fortunes among the great barons of Haggislamite Commerce
were built up on war fronts instead of mercantile boardrooms.

For evident reasons, corsairs are not very popular in the military
and commercial circles of the rest of the nations in the Sphere. The
punishment for corsair activity is usually heavy: operalions are
somelimes undertaken lo cleanse whole quadrants and, on some
occasions, summary executions of captured corsair officers are
performed.

The corsair patents of the Haggislamite government are only valid
in times of declared war. When these conflicts conclude, the corsair
ships musl be demilitarized or be accused of piracy. As an alternative,
many ships sign support and transport contracts with mercenary
companies, a less lucrative activity but just as risky. No malter what,
corsair captains know that peace is temporary and that they will not
have to wait too long until the next confrontation, the next chance for
fortune and booty.

Extracted from Chapter VIl of “An approximation fo the Sphere
Commerce and its particulanties” Monique Clouel, collaborafor of the
contemporary analysis and opinion channel Orakl, Maya.




TEBB AL-NABI. THE PROPHET'S MEDICINE

According to the Islamic tradition, Mohammed referred in several
occasions to Medicine as the “Salvation of the body, while Theology
was the salvation of the soul”. For this reason, from the VIl century AD,
Medicine was considered by Muslim society as imporiant as thaology,
which is the pillar of Faith. In Islamic societies, doctors were the object
of the same respect and prestige as Law doclors, priests, judges and
generals, enjoying a remarkable reputation.

Medicine was one of the main icons thal Khadivar tried to recover
from the former splendour of Islamic culture. At his request, several
Hagqislamite potentates created grants for technomedical investigation,
which would create the basis for a new epoch of Islamic scientific and
cultural richness.

At the beginning of Bourak’s colonization, a number of bimaristanes,
or hospitals, were rapidly installed to tend to the needs of pioneers.
At the same time, they investigated new techniques, methods and
pharmacological patents that helped fund the axpensive colonization
of a planet that lacked the support of a state. In these heroic imes, the
work of Haqgistamite doctors was crucial; some outstanding figures,
such as Qasim Asmi or Khalaf al-Atebba, achleved the utmost prestige
in scientific circles with their discoveries about the cultivation and
preservation of organic tissue. Still, the most well-known name is that
of Qayyim Zaman, the first to synthesize Silk, a product that would
revolutionise the Sphere's sociely and give Haggislam definitive status
as a greal power.

The lucrative patents obtained allowed, among other things, the
financing of the Medina Investigation and Formation University Centre,
equipped with the most advanced installations for medical research
and development that can be found in human temitories.

Haqqislam is the leading power in Medicine, Bioinvestigation and
Pharmacy. Every year, hundreds of paitents are registered in Bourak
that make important advances in medical science, Three out of five
of the moslt important pharmaceutical corporations in the Sphere are
Haqgislamite. The cther two companies have Haqgislamite personnel
or trained their R&D staff on Bourak. The main centres of research and
analysis, as well as the bimaristanes faculties of greatest prestige, are
in the region of Al-Medinat. There, students from all comers of human
space go to start careers that will place them in the history books or in
the most competitive companies. The city of Medina is the Medicine
capital of the Human Sphere.

AT A O &

=

— = —

The main difference established between Teb al-Nabni, the Prophet’s
Medicine, which is the term that Haqgislam uses, and “normal” Medicine
is a quaestion of concept. Medicine is practiced in Hagqislam not only
as a science bul also as an art, for there are certain principles that
cannot be explained through logical arguments but through mystical
and philosophical ones. Haggisiamite leadership in medical-sanitary
R&D obeys this difference in concept. In Haggislam, Medicine and
Philosophy are studied together, with the Arabic term Hakim meaning
both doctor and philosopher. Such a global concept of Madicine allows
formulation of new inlerpretations for problems of an apparently
insoluble nature, to be later resolved into fact by technical specialisis.

Haqqgislamite doclors and investigalors are pioneers in the
development of genetic therapies and advanced systems of healing
and diagnosis. For instance, the main advances in organ tlssue
regeneration were performed in the laboratories of Medina's bimaristan
faculty. The prestige of the biological Haggislamite matenals has
been acknowledged as a mark of quality by the Lhost internabional
market, which deals with biosynthetic bodies prepared to receive
Resurrections. The Bourak government knows that Medicine and
research are the great assets that allow it to play in the highest spheres
of international politics, so it gives all its support to those companies
and local institutions involved in promoting research. The Haggislamite
army, for its part, finances the investigation of not noxious treatments
te improve and increase performance, overseeing a top secret super-
soldier program.,

However, Haggisiam is not only famous for its advances in the arena
of so-called High Science. Aesthefic and commercial solutions have
also had their origin in the advanced Bourak labs. Some have been the
product of necessity, for instance the ariificial increase of average life
expectancy in humans (Given the scarce use of Cubes in their sociaty ),
or the melanin alteration so that white race ploneers (Such as many of
the refugees from the abandoned bases of American NASA) can endure
the rigours of Fareedal, the inclement sun of the Bourak system. Cther
innovations have been more related to money and vanity, as with the
Hanbal trealments to retard aging, preventing the oxidation of tissues
and prolonging youth and vigour in those who can afford iL.

Health tourism is one of the greatest income sources of Haqgislam.
Every year, millions of persons visit Bourak lo spend seasons of
relaxation and aesthetic-medical therapy. Hagqgislamites have
learned to adapt to tourist necessities and their offers are varied and
adaptable to all kinds of economies. The quality of their treatments and
installations, looked after by Master Gardeners, have allowed Bourak
to be a synonym for beauty and health, terms associated with success
and prestige in the human Sphere.

An article by Gavin Johnston for the analysis section of Infoflux Maya
Channel.
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BOURAK A GO-GO

<Iniro= Welcome on board of Go-go_Rockel! Today we will lake you
to the country of spices and Silk!. Come with us fo Bourak!
<Adjfoint: Program theme. Tech_\Version>

| am Go-Go Marlene and you are enjoying (besides my legs ) Go-
Go Marene's show!
< Adjoint: Program theme. Reprise. Crescendo>

<Take 0004. Presentation v.2> The first thing you must know:
Haggizlam is a confessional pariamentary democracy. This. means
that its Constitution and society respond to values of a specific religion,
the New Islam. The flash news of today will concentrate on the social
aspects that will be more attractive to any fourist visiting Bourak.
Follow Go-Go Marlene, discover, enjoy and boast about it to your
friends latert

<Adjoint: Image Montage Preview. Fast Forward>

<Adjoint: Program theme. Tech_version=

<Take 008. Bourak v.1> First and foremost, Bourak is a modem
planet. If you imagine the Haggislamites are constricted by their
religion, you are completely wrong. It is not Iinfrequent to see women
carrying the hiyab, the traditional scarf covering their head, although
it seems more a personal choice than any kind of social imposition.
Haggislam has recognized that the Koran says nothing about the
veiling of women and not even Mohammed's wife covered her face with
a veil, Nevertheless, on a planet with such severe climatic conditions,
it is advisable to cover one's head, especially al cerlain hours of the
day. Secondly, Hagqislamite women have discovered the gentle art
of flirtation and seduction with the hiyab and the different ways of
carrying it or playing with it. Moreover, some of the veils are charming.
| personally could not resist the temptation of buying a hiyab to protect
rmy beautiful head from the sunrays...

<Adjoint: Go-Go imagas in front of the Great Medina Mosgue,
posing with & Hiyab>

<Adpomt: Program Theme. Tech_version>
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<Take 0011. Bourak v. 2= Haqaislamites have a spiritual leader, similar
to our Pope, called Wali, which means “saint”. The Wall is a scholar of
Faith and a searcher of Knowledge that has achieved greal preslige by
studying tha depths Truth and Spirituality. The idea is that the Waliis a
spiritual guide and a moral example to all Haggislamites, bul never a
political leader. Hagqislamite faith does not need charismalic leaders,
only people who search for Knowledge and are able to transmit it to the
rest of the faithful. The truth Is thal your beloved Go-Go would like to
receive some of that knowledge... to get a salary rise!

< Adjoint: Images of Go-Go with a group of Theology studenis >

<Adjoint: Programe Theme. Sofl_version=

<Take 0013. Religion v.5> In spite of the fact that the official religion
is Hagqgislam, the people of Bourak are toleranl of other religions,
especially those of the Book: Hebrew and Christian. There is freedom
of worship and there are groups of religious minorities in cerain
neighbourhoods, such as the famous Jewish Neighbourhood in Dar el
Fundug, the mosl populous on the planet. Infidels have a special tax
status. The Diwan al Kardj, the Treasury Department, allows them to
be exempl from certain taxes, such as those funding the Haggislamile
faith, even though they must pay the jaziya, a compensatory tax
dedicated to social welfare. Some representatives of religious minorities
have protested against the amount of the taxes, though | do not know
about you boys but for me taxes are always 0o high!

<Adjoint: Go-Go images al Dar el Fundugq synagogue and visiing
the Christian neighbourhood of Medina=>

<Adjoint: Programe theme. Tech_vesion=

<Jake 0018 Women in Bourak v.2> One of the things | like best
aboul this planel s women's role in society. Haqaislamile docirine,
perhaps as a reaction against so-many years of male dominion, has
glorified women. Following certain Koran suras, women are dignified
as Mohammed's chalice, respecting them not only as an equal to men
but in cerain areas and issues they are considered superior. The
inner circle of Hachib assessors, the Haqgislam presidency, is entirely
composed of women who receive the honorific treatment of Tanqgas for
their wide knowledge and profound wisdom. Go-Go says Girls rulel

<Adjoint: images of Go-Go before the chromosome XX monument
at Medina’s University>

<Adjoint: Programe Theme. Tech_version>

Go-Go Marlene. Downloaded exiracts from 248 emission of "Go-
Go Marlene's Show™ an interactive fashion and tendences programma
from the PanOceanian channel Oxyd, only in Maya.

THE SWORD OF ALLAH

Haqgislam's army possesses the largest number of troops in all the
Human Sphere. In such an inhospitable climate as thal of Bourak, a
military philosophy of concentrating on light troops has prevalled, given
their greater capacity of movement and deploymenl. This massive
approach prevents the whole Haggislamite army possessing equipment
and weaponry as sophisticated as that of richer nations: Nevertheless,
this lack is made up for with a large, well trained and disciplined army.
Light unils are a real wave of aggression, Allah's Sword, receiving
support from smaller select and better-equipped troops.
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DAYLAMI INFANTRY:

Militias strictly conscripted from mountain villages from the tribal
provinces in Iram Zhat Al Amad.
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GHULAM INFANTRY:

Ghulam Infantry are the most numerous military force on Bourak.
Hagqislamite military strategy is based on the principle of hammer
and anvil. According to this principle, the hammer blow, made of large
Ghulam units, crushes the enemy against the anvil of smallar haavy
units or specialists. Haqgislam, with fewer resources than PanOceania
or Yu Jing, always adopts strategies based on numerical superiority.
Ghulam Infantry is always ready to organize an effective and decisive
combat force as fast as necessary. They can perform the main military
operations in any kind of campaign, no matter how long it is, as well
as any contingent missions that can arise. Ghulam Infantry are a well-
disciplined regular force and have a highly combative spirit. Ghulam are
very motivated as they know they are the true protectors of Haqgistam.
They know that in the hour of crisis, they are the onas who must stop
an invasion. Even in technological war, an unbreakable will is still the
most powerful weapon. All Ghulam soldiers are willing to give their lifa
for Haqgislam and this is the type of conviction that cannot be bought
with maneay.

HALQA MECHANIZED INFANTRY:

Halga troops are a mechanized light infantry unit designated for
advanced support. Halga infantry know they are fortunate. They know
that, unlike the Ghulam, they do not have to walk lo the baltleheld,
since they have the Luzige (Locust), an armoured vehicle able to
absarb almost any kind of impact. They also know that an armoured
vehicle is an easy target for heavy enemy weapons. Once they get off
the vehicle, they will have to take a sirategic position on the battlefield,
which will see enemy fire concentrate on them. However, they can
deploy an impressive amount of firepower with their support weapons.
The Halga have the capacity to suppress any enamy in their line of fire.
With this in mind, the Halga know that even though Allah is merciful,
luck always has two sides.

NAFFATUN
NAFFATUN:

Unit of specialized light infantry, equipped with Incendiary
wWeaponry.
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KHAWARIDS
e
KHAWARIJS:

The military religious brotherhood of the Khawarijs, “The Red
Turbans®, was created by a group of HaqgMuztazilites thinkers to
protect Haggislam from enemies, whether internal or foreign. It is a
light assault troop, severe and audacious, thal has been trained
man by man. After passing a rigorous selection fest, the aspirants
submit to Runihura (Destructor), a super-soldier program of intensive
genetic improvement. Because of this biogenetic therapy of physical
improvement, their strength, endurance and reaction capacity is
amplified. Afterwards, they are quite able to kill a crocodile with their
bare hands. Nevertheless, the Khawarijs devola as much time (o
study as o combat training and all receive the fitle of Ulema, doctor in
Faith. They are very respected by sociely and the Haqgislamite army,
have a strict code of honour code and as Haqgislamite soldiers they
are subordinate to Allah and Sharia, the Islamic law. They could be
described as proud and submissive, fiery and magnanimous. devoted
but not proselytising, altogether a “wise confradiction™. The Khawarijs
are convinced that Haqqislam could not succeed by doing away with
Allah's Word, which they champion, The Word, for them, can be as
sharp as any sword. Nevertheless, they will not refuse swords either. In
a brief space of time, the Khawarijs have tumed into the reference for
Haqgqislamite troopers. It is common to see them working as advisors
and bodyguards of Haqgislamite officers, or in the first line of combat,
commanding the most dangerous assaults.
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DJANBAZAN TACTICAL GROUP:

The Djanbazan Tactical Group constitutes the Special Assaull Corps
of the Muhafiz, the Fundug force of Security and Intelligence. They are
responsible for security control of the spaceports and the protection
of the orbital base of Sari Han, where craft jump to other systems.
Their mission is to defend the entrance and exit points of Hagagislam
and to protect Silk commerce. This means that they mus! be ready lo
close combat fight against pirates, smugglers and insurgents. They are
specialized in assault, boarding and riot control, and constitute the anli-
insurrection unit of the Muhafiz. As a special unit, they have submitted
to a programme of biogenelic therapies to provide them with superior
stamina and recovery capacities. The Djanbazan are trained to fight
and die without any doubt or fear. Thay are famed as being reckiess
and above all, dangerous. It is said that they have spent so much time
fighting against their enemies that that they have become like them.
The Djanbazan Tactical Group also usually takes care of the Sultan’s
secret operations, but have undertaken so many covert missions that
it is difficult to be sura who they really work for. Some analysts have
pointed out that the Djanbazan receive direct orders from Hachib (First
Minister of Haggislam), even though it is also said that they have
undertaken missions for important groups of merchants from the Silk
trade. The commanders of the Muhafiz are conscious that they cannot
create a predator and then pretend that everything is under control.
Accordingly, provided the boys do what they are told, it is unimporiant
if they work for somebody alsa.
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HASSASSIN RAGIKS
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HASSASSIN RAGIKS:

Ragiks are the members of the Hassassin, or the Secret Society of
the Assassins. Their mission is, with the help of the Almighty and by
force, to overthrow corrupl powers. Ragiks are hardened jump troops
with a high standing in the ranks of the Hassassin. Also known as
The Companions, they work as instructors of the novices, or Muyibs,
and are meant to become leaders in the organisation, if they survive.
Through their association with the Haggislam government, the Ragiks
conslilute the Immediate Response troops of the Haqqislamite army.
They are trained in hidden bases on the Moons of the Seven Imams
that orbit around Bourak. Their main mission is to be deployed in any
possible area as fast as possible, perform airborme attacks, execute
combat missions and above all, always win. The Ragiks are blitzkrieg
specialists. They are also specifically trained to assault, take and
defend a position in a solo combat action, organize the resistance of a
city and above all, raise hell over the enamy units.




JANISSAIRES
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JANISSARIES:

The Janissaries are a heavy line infantry regiment, trained hard
to fight and resist until the last man. They are equipped with tactical
armoured exoskeletons and their mission is to stand against the
toughest enemies, The Janissaries Regiment is formed by the Orphans,
the Donated and the Collected. Their members are recruited whils!
very young, from the orphanages of Fundug and aisc among the sons
of non-Haqqgislamiles who are given to Haqgislam service. The state
accepts these children to convert them to the true faith and as a sign
of loyalty from their parents. Many difmmi parents, lollowers of ancther
redigion, give their sons to improve their position and social status. The
children are taken to high performance training centres scallered all
over Fundug. There they are educated in the creed of Haqgislam and
trained in the hard military life. Young Janissaries are turned into solid
wamors and staunch believers thal despise their biological parents
for having wrong beliefs. None of the Janissares have a Cube: al a
very young age, they undergo special surgery to avoid any possibility
of personality recording. They use the same medical and educational
procedure as the Orphans at the disposal of the State. Some rumours
point to a similar recruiting process being applied to Collectad, the
sons of infidels captured by slave traffickers in their razzias. Il is said
that the slave traders sell their surpluses, those who cannot be sold
in the private markel, to the Hagqislamite State, who accepis them {o
avoid their death and to transform them into warriors of the Faith.
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REGIMENT AHL FASSED:

Heavy Assault Regiment also known as the “Seven Times Cursed”.

MAGHARIBA GUARD

MAGHARIBA GUARD:

Thae Maghariba Guard is the best of the best in the Haggslamite
army. A renowned regiment that supples the unds thal consbiute
the personal guards of the Wah and the Hachib, the First Minister of
Haggisiam. T.A.G technology, that of individua amourad vehecies. IS
very axpensive and the Maghariba Guard &= the only Regement aquipped
with them. Because of the scarcity of thesse units. the Hagoislamite
army tnes not to risk them too much. Do not expect o S22 Massive
ammoured charges in Haggesiamite depioyments. The Maghanba Guard
is the amrmoured anvil against which the Ghulam Infantry hammers the
enemy. This is not the same as saying that Maghanba pilots are oo
cautious; in reality, they are very shrewd and quite able to tum their
numerical inferiority into an advantage.
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Haqqislam

HUNZAKUTS:

Hunzakuts are infiltration units specialized in mountain terrain,
experts in climbing, guerrilla combat, enemy terilory incursions,
camouflage, ambushes... Accustomed to hunting the terifying jaguars
of the mountains of Gabqgar, they have developed a natural talent
for making themselves invisible lo survive such dangerous hunting
expeditions. Huzakuts like to hide beside mountain passes to ambush
any enemy patrols thal may not even appear, but if they do, will lose
half their soldiers before even knowing what is happening. Moreaver,
when they are ready to return fire, they will find out that there is nobody
to fight. The Hunzakuts will have run away as lizards between the

MURABIDS TUAREG
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MURARBIDS TUAREG:

Murabids are the desert people, the people from the dunes. They
serve in the Haggislamite army as advanced explorers. Their units
are formed by Badawis from the Taba region, the sand Nomads who
keep their beriberi culture. They are slim men who use recycled gear,
shoulder bags, flexible boots and dune equipmenl. Murabids are
motivated by a certain fatalism that makes them unbreakable pecple.
You will never see them cower if adverse conditions turn catastrophic.
Murabids love the desert; they see it as a clean, unforgiving, hard and
dangerous place. According to their philosophy, to survive in the desert
you have to become part of it. never take it as an adversary. When they
move between the dunes they are completely silent, their robes flowing
in the shadows, blurring their silhouettes, as phantom veils...

HASSASSIN FIDAY

HASSASSIN FIDAY:

The Fiday (Those who sacrifice themselves), are the angels of
destruction, the most feared Hassassin. Killing a powerful man is easy
but the most complicated thing for the assassin is to escape or survive.
The impossibility of flight and the impending death of the executor
protect the powerful. However, what if the assassin is not afraid to die?
Mo man will be safe then. That is the true power of the Hassassin. The
Fiday are chosen from the toughest, most faithful and skilful Muyibs
adepts, but those whose teaching aptitudes are poor. No Hassassin
with enough teaching skills to become an Instructor, a Ragik, will ever
be called to sacrifice. The training of a Fiday Is a delicate task, as it is
not enough to kill an enemy. A Fiday is not a mere murderer, but an
executor: he acts in public to set an example. In this way, the Killing
of a man terrorizes a thousand and if captured, the Fiday will die in
the most courageous way possible. Thus, he will cause the admiration
of all those who wilness his aclions, drawing more converts lo the
Secret Soclety of the Assassins. The Fiday are expens in the use and
concealment of weapons, in advanced systems of communications,
deep penetration of enemy temitory, camouflage, performance, target
monitoring and other secret techniques. Their special uniforms are
dotted with continuous sequence systems of holographic imitation and
masking. A control computer manages the environmental immearsion
effects, preventing their detection. The Fiday are exceptional men able
to confront their possible death thanks to their faith in being rewarded
with Paradise if they are killed after succeeding in their mission.
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KUM MOTORIZED TROOPS

KUM MOTORIZED TROOPS:

Forward, Forward Kum! Go fo meet the enemy!

The sun Mluminales the hawk and the prey! Hiuu-ey! It's a good day
to kil and be kilfed!

Heard in the Kum lines before the front of Halil was broken.
NeoColonial Wars.

Hagqgislam Kirguizes are rough and temperamental men who have
never followed anybody's law but there own. They posses underground
drug labs hidden in the mountains of Tien Shan. They have weapon
factories, machinery to forge money and well equipped meachanic
workshops. Kirguiz riders love alcohol, noisy motoreycles and beautiful
women, They are a turbulent people, friends of revolts and fights. The
Hagqislamite army recruits the most skilled of them for the Motonzed
Kum units, where they can give free rein to their aggressive drive. The
Kum are fighters ready to get into hand to hand combal, on fool or on
a screaming moltorbike, to destroy the enemies of Hagqislam. They
keep the old Kirguize answer to their enemies: North, South, East,
and Wastl Where will you find the Kirguizes? By Alexander's Silver
Hand, around their enemies! Crossing the baltlefield at top speed on
their roaring motorbikes, through enemy fire, the Kum have forged
a terrible reputation as intrepid and reckless bikers...or as absolute
psychopaths, depending on who you ask. It is said that the members
of the Kirguize tribes are a bit crazy but they are the wildest, most
obstinate and audacious men you could find riding, kicking, and cutting
up people all the way from the Tien Shan mountains!
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MUTTAW " AH

GHAZI MUTTAWI AH:
Ghazi Volunteers ready to risk their life for Faith.
NATIARLIN ENGINEER
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NAJJARUN ENGINEER:

Infantry specialized in Sapping and Campaign Engineering.
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REMOTES:

The Haggislamite army does not have a great amount of heavy
support, so any help is welcome. Remoles are an economical
and functional option. They pose as a replacement for the scarce
Magharibas and support for light infantry. Haggislamite Remoles
receive names according to the Arabic tradition. A Rafig, among Bedus
or Bedouins, was a local guide that escorted caravans, working as a
peacekeeper. A Rafiq Remote fulfils a similar function, as it locates the
enemy, provides information about the battlefield and allows a greater
range for Hagqislamite hackers. Fanous (Lamp) Remotes also serve
to increase the operative radius of hackers in combat. Shihab was the
name given to meteorites or to a fragment of a shooling star able to kill
djinns. Shihab Remotes, with their weapons package, are also able to
eliminate djinns or any thing else they might encounter. Shaytaniyah
Remotes are long distance armed support platforms and possess an
efficient communication system that allows them to be sufficiently far
away from the front to not suffer any damage. In this way, the artillery
anly risks the forward observer that selects and marks the targets to
eliminate, while the armed remote remains in the rearguard with its
guided missiles ready. Hagqislamite armed remotes receive the
name of Shaytaniyah (Diabolical) because of their fearful destructive
capacity.

TARIK MANSURI, KHAWARD AMIR

TARIK MANSURI, AMIR (Officer) OF KHAWARIJS:

‘New rifles are disgusting; they look like toys and are complelely
inappropriate fo break someone’s leeth with a bult whack. They are
too damn light... That's why | always camied a shotgun when in the
boarding groups...”

Tarik Mansuri instructing his men in assault lechniques, Rustan
Camp, two years after the Silk Revoils.
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Mansuri is a legend. He was one of the first Khawarijs that submilted
to Runihura, the Haggislamite super-soldier project of genetic
improvement. His exceplional metabolism and stout body perfectly
fit the genetic therapy; it transformed him dramatically, consolidating
each metabolic improvemenl and cancelling the noxious oxidation
processes. From then on, his body hardly aged; he is never sick and is
always in top condition. His reflexes are always fast, his hands precise.
His head is always clear, his senses alway sharp and he Is always
ready to move swiftly, easily and deadly. The perfection reached with
Mansuri represents the greatest success of the Runihura program,
which has not reached as good a result with any other Khawarij.

As a soldier, Tarik Mansuri is a veteran of the Silk Revolls,
Neocolonial Wars and Ariadnian Commercial Conflicts. For him, those
were the good times. He hates peace and tranquillity: “Being aclive
means fo five taking it fo the mit". In combat, blood rushes through
his veins like liquid mercury. Forty years of service as a congueror and
axeculor for Haggislam have prompted his participation in several high-
risk missions; he has flited with death hundreds of times. Others would
have been afraid, but not him, because fear has no place in the hear
of a warrior. Moreover, Tarik Mansuri is above all a good soldier, with
excellent discipline. On campaign he refuses to carry a tent if it allows
him to carry more ammo. He sleeps out in the open even in the worst
climates, with weapons close to his body to keep warm, his combat
vast as a plllow. Even in combat with death hot on his heels, he smiles
confidently, filled with a blood fury. Perfectly trained, he has escaped
the claws of destiny several times and always has fought and won in
spite of the enemy's supariorty. For Mansun, Haqgislam is the most
powerful nation, and his Khawarijs the best troops of all. He considers
that his mission, and that of his men, is to carry his nation to victory. Not
doing so would be the same as betraying his ideals. For him, Khawarijs
are the heart and the soul of the Haqgislamite army, so they must sal
an example for everybody.

IZZAT BEG, KUM HEADMAN

IZZAT BEG, KUM HEADMAN:

“The plan? Penetrating their lines at full speed, buzzing like a
cannonball, shooling and killing anything thal moves...”

Izzat Beg is an outlaw, a rebel and guerrilla leader of the Kum
kirguiz troops. He eamed a notorious reputation as a bandit on the Silk
Route, the scourge of Haggislamite merchants. He altacked caravans,
siole cargos and kidnapped drivers and passengers in order to get a
ransom or sell them as slaves. At 24 he was the right hand of Buzurg
Khan, the mosl important kirguiz mafia boss. Three years later, in a
swift operation, Beg would do away with Khan, snatching power out
of his hands. Under his command, pillaging continued and his illegal
business prospered. Haqgislamite authorities, unable to stop him,
persuaded him to stop his banditry by offering him the rank of officer in
the army. Izzat Beg accepted, very pleased, dragging many of his men
behind him, who were happy with the possibility of seeing more action.
Mevertheless, it cannot be said that |zzat Beg has dropped his shady
business or has been raspectable since then.

lzzat Beq belongs to the true and wild caste of the Kum kirguizes and
he is the toughest of them all. Those who have fought on his side say his
best qualities are a sharp intelligence, an inability to let panic overtake
him and a superb sense of opportunity. The combination of these three
virtues makes lzzat Bet a leader and kirguiz fighter unique in his time
and country, hated and admired for his deeds. He lives completely free
in Haqgislam, enjoying falconry, fighting in Haggislamite campaigns
and ruling his semi-independent region without great riches or military
units but with great willpower.
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Three ships travelling the Human Sphere constantly,
doing what others do not want to or cannot do, resisting
the great powers and shunning everything considered
“normal” by everyone else. Do you like thinking by
yourself? Do you like travelling? Then you have a Nomad
soul.

-

The Nomads are those who for some reason have moved away from
society. Secluded in their vast spacecraft, they travel through different
systems offering their services to any planet but limiting their relations
to the commercial sphere.

Dissociated from the Al, ALEPH, Nomads are considered by the rest
of humanity as weird, eccenlric and anarchic. Their attitude lowards
the greal powers and pressure groups is one of rebellion and loathing.
In return, the other powers insligate a continuous unfavourable smear
campaign through the mass media that has given them an outsider
image.

MNomads live in huge ships that travel along commercial routes,
coupling with Circulars in order to perform intersystem jumps. They
pose a cheap alternative to great commercial enterprises and are
famous for a distinctive confidentiality. They also offer specialized labor
in Zero-G, EVA (Extra Vehicular Activity) and other services that are
considerad illegal on many planets.
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There are three Nomad mother spaceships: Tunguska, Comegidor
and Bakunin. Each one has her own character and idiosyncrasies,
with different functions and specializations. To these three ships
are added a great number of smaller craft that relentlessly perform
diverse tasks, from communicafion and transportation to obscure
subcontracting work. Nomads also inhabit work orbitals, temporary
space constructions raised to cover the needs of contracts at specific
sites, In time, these temporary bases can attain full orbital rights by
their size and population, even il it is only floating population of Nomads
that constantly come and go.

The forgotten, dispossessed, criminal and discontent compose the

., crew of Nomad spacecraft for the main part. Their disdain towards

ALEPH, which they consider a State instrument to control people,
makes their ships one of the few available places free of the the
observation of the Al in the Human Sphere. The average Nomad
citizen is used to low gravity environments, present in many zones of
their craft. Living apart from ALEPH, they lack any identification chip
or implants customary among the rest of the inhabitants of the Human
Sphere. A passive identification chip implant is mandatory in order to
work legally on any planet or O-12 system (Save Aradna), something
that Nomads dislike particularhy,

Hostility from the two main powers was manifested during the
Phantom Conflict, a secrel war against the Nomad Nation. A low
intensity undercover war had Nomads on the rack but they managed to
move as efficiently on the battlefields as in the political arena, surviving
all offensives sent against them. The Phantom Conflict was resolved in
an impassa that built up the Nomad position in the Human Sphere.

Currantly, the only thing that stops the great powers destroying
the Nomads, or severing their access lo Circulars, is their status as
an independent nation. Thanks to that status, they have a diplomatic
representative in O-12, so other nations are obliged to tolerale them
aven though they hate it.




There are frequent protests by PanOceania and Yu Jing before
0-12 for the commercial attitude of Nomads, whom they accuse of
trafficking in illegal cargo. There are also constant complaints about
the Nomad Mation for organizing Krugs, council reunions of the three
mother spaceships, every four years, in different systems. The Krug, a
tradition Nomad citizens await joyously, serves to shape the feeling of
community between the three spaceships and boosts commerce and
crewmember interchange. The meeling point is decided from one Krug
to another and is an inescapable date for each ship. Governments of
different planets do not like to have Krugs celebrated in their systems,
since they consider them a problem magnet. Nevertheless, these
reunions are often profitable for the companies and corporations of
those systems, for they elevate the number of commercial transactions
performed in the system when they occur. Any merchant, impresario
or executive who keeps his eyes open, listens carefully and displays a
sharp mind in a Krug can make a small forfune.

Krugs, besides being social and business bazaars, allow the renewal
of the Nomad genetic pool, due to their emphasis on group social
aclivities. In these reunions, not just commercial activities take place,
but also the establishment and strengthening of the unions belween
the three Nomad spaceships. In Krugs, crew and passengers of the
ships socialize and exchange ideas and projects; intership marriage is
also very frequent.

Protests before 0-12 also arise for the amount of space that Nomad
motherships occupy in the Circulars, limiting the anchoring ports for
ships of other powers. Nomads defend themselves from those political
attacks by seeking protection in O-12's law and their own internal
legislation. The other greal asset of the Nomad game lies in the sharp
payment of 0-12's annual taxes and docking tariffs of the Circulars,
which consequently justifies their legitimate usa.

In general, the attitude of the other powers, and that of ALEPH, the
Al, is that of behaving as if Nomads were nothing but a simple nuisance
that does not deserve a wasting of time or money. Nevertheless, they
all wish the Nomad spaceships would disappear into some buming
slar.

The political structure of Nomad ships is based on an execulive
Council composed of six members, one for each area of the craft.
The two representatives from Tunguska have a right to veto, being the
political engine of the Nomads.

Relations with other states vary. As quasi-pariahs in refation to the
rest of Humanity, their natural allies are those who, like themselves, are
relegated to a second place in decision making inside O-12. The mix of
cultures present in the Nomad ships makes them naturally respectiul
to other societies. This quality, and a commercial disposition towards
life, prompls their good relations with Haqgislamites. Their refusal
of planetary life inspires confidence in the Ariadnians, who are often
afraid of exterior prying and always need external resources and space
infrastructure. Even though the Panoceania government is disgustad
by the mere existence of Nomad craft, PanOceanian companies use
their services, as Nomads do not ask embarrassing questions. The
biggest problems come always from Yu Jing, which often tries to block
their activities and always subjects them to constant surveillance.

LN G B A S

Tunguska is the creation of underground brokers, economists whose
area of knowledge encompasses offshore companies, tax havens,
shady corporations, transference of extra-official actives to more
friendly terrain (Money laundering) and any possible escape from a
treasury department’s influence. The spaceship is the result of a joint
project of bankers and cryptohackers who found an altemative solution
to the dominant technocratic economic and social model ruling the
Sphere, which was too easily controlled by the State.

The governments of sundry tax heavens decided to bless the project
when they perceived how the great powers were hovering over them.
Certain Asian and Eastern European mafias that were aware of the
growing difficulty in money laundering and the discreet movement of
capital provided the funding.

Tunguska's nucleus is a data Crypt completely dissociated from
ALEPH, where secrets can be stored without any fear of intrusion by any
state. In this Crypt work many programmers, hackers, cryplographers
and quantum physicicists to guarantee the inviolability of the systam.
Around them are the bankers, economists and representatives of the
most important clans and families who helped Tunguska from the
beginning. This is the part of the craft called Centrum, around which
further modules called Barangais cluster. Barangais are the service
modules for living, technical support, security elc.

Tunguska is the real vehicle for the Nomad presence in O-12. It was
the broker of the concession of independent nation status to the three
Momad mother spaceships. This situation ensures that the data blocks
entering the Crypt arrive in diplomatic valises with inviolable Max-Sec
seals. In addition, nation status legitimates all the capital accumulated
in its accounts, facilitating the processing of patrons’ money laundering.
Data valises are transmitted through the Ixions, ultrafast craft wilh pilots
genetically and nanotechnologically altered to endure hard conditions
on their trips. Still, many deliveries are performed with professional
couriers, a more discreet albeit slower system that allows much greater

privacy.
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The founders of Tunguska realized that, after the development of the
Al, ALEPH, any communication web that tried to stay on the margins of
governmental interference would suffer a severe problem: that such an
isolated place did not exist. From that certitude, the idea of a crypt for
data protection was bom.

Nevertheless, the best cryptographic protection is of no use without a
user identifying system, a system that guarantees that only authorized
persons have access to il. Classical procedures offered a series of
drawbacks. Codes and identification chips were easy to reproduce,
steal, or forgel. A computer needs to know something aboul the user
as intimate as finger, retina, or teeth prints and preferably all three of
them. This type of technology, Biometrics, sees its finesl specialists in
all tha Human Sphere come from Tunguska and Bakunin. For some
reason, Biometrics has not developed any R&D worth mentioning
outside of the Nomad environment. Of course, Tunguska says it knows
nothing about this...

Tunguska is also the nucleus of Arachne, an alternative net to Maya,
the great data web of the Sphere controlled by ALEPH. Arachne is an
internal web: it is not connected with the Nomad exterior settlements
to avoid ALEPH infiltrations. As a net, Arachne is a bit slower than
Maya, because of the copious firewalls and security systems it uses.
In exchange, Arachne guarantees a total and absolute independenca
from ALEPH systems. Technicians and hackers from Arachne make
possible this independence, as they are the grealest experts in the
enlire Human Sphere. The elite inside Arachne are the Interventors,
the hackers of the Nomad Military Force.

The Securitate, an organism that fulfils police and judiciary roles,
coordinates security inside Tunguska. It also fulfils a diplomatic role
consisting of the control of the short tempers of the different families
that are represented in the craft. Tunguska sells itself to the outside
waorld as a tranquil oasis; nevertheless, the Mafioso-economic intrigues
are sometimes paid in blood. With the purpose of avoiding the spread of
this atlitude, the Securitate has taken up surveillance and punishment
duties. The penalties vary from death for hit men, to fines for criminal
instigators. Sanctions can also involve the denying access of the guilty
to different applications of the Crypt system, which will probably cost
millions in losses. For this reason, moderation and discretion are the
most common attitudes adopted by the inhabitants.

ISC: Oer Moriock Gruppe

Politically, Tunguska is not understood as a government bul as a
company where shareholders choose the CEO and his team. Even
though all the citizens in the ship possass a certain number of shares,
the big money is from the Ukrainian, Siberian and oriental family mafias
and to a lesser extent, a number of banks from central Europe and a
few companies belonging to the hackers who made the idea of the
Crypt possiblae,

CORREGIDOR (TheHana)

Corregidor was launched into space by a conglomerate of South
Amarican nations that needed a high security prison where they could
“store” the most dangerous criminals. Corregidor was far away from
human rights organizations and guaranteed that cartel bosses, once
behind bars, would stop using their influence over their organizations.

Prisoners were sedated, Intravenously fed and occasionally
awakened in turmns to do some exercise working on support chores.
The main reason for the "awakenings” was to make the inmates
conscious of their miserable condition. Of course, the main human
rights organizations defined this system as cruel and inhuman. In
spite of protests, Comegidor continued working at full capacity under a
powerful bureaucratic screen.




The original structure of the craft contained a bridge where the
control and maintenance equipment was grouped around the modules
where the criminals were “stored”. This joint area would receive the
name of Praesidio.

The construction of orbital elevators in the Ecuador zones of Earth
would provoke huge population shifts. The refugee camps that had been
prepared soon overflowed. A crisis followed that shook the governments
involved in the elevator construction process. Among these countries
were the South American nations that launched Comegidor. By thal
time, the ship was an expensive drain on state coffers almost depleted
by the orbital elevator costs. A Brazilian politician then had a greal idea:
transfer the refugees to modules prepared in Corregidor.

The project obtained permission from the executive powers and
it took off with strong media support. An expansion area with new
modules was added to the ship and 3 million pecple from Alrica and
Equatorial America were transferred there, thanks to the support of
several humanitarian organizations. This expansion would be popularly
known as "Lazareto’.

Mevertheless, support fo Corregidor gradually withered and
the spaceship was obliged to start looking after herself. Feeling
abandoned, its inhabitants started cutting all ties with the counines that
had forsaken them. Thus, the Awakened from Praesidio would not be
imprisoned again, having instead to collaborate in the maintenance
of the ship. Comregidoreans would very soon realize that they could
extend the hull with new modules, creating more space. It was thought
that so many people would be unable to survive in such a nutshell
but the Corregidoreans were able to make it work. They had no other
chance to survive, so they took on the challenge. They preferred to be
frea rather than live at the service of some corrupt government, military
boss or corporation. They lived on the frontier and that was what they
desired.

Little by little, they increased their hydroponics, acquiring heavy
equipment and supplies in exchange for the work they performed
for commercial line spaceships. The maintenance and extension
requirements of Corregidor prepared them to work in Zero-G and
similar environments.
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Al the right time, Corregidor eagerly accepted Tunguska's proposal
to create an independent nation. Thus, liberated from the law that yoked
them to other nations, the creators of their ship-prison, they would be
free to get out of the Solar System, following the routes of commerce
and widening their business horizons as qualified workers.

One of the chief problems of space construction companies was
finding deep space specialized workers. Space is the most hoslle
anvironment which the human being has had fo face, with a very
pronounced learming curve where errors prove lo be fatal. Thus,
the work teams from Corregidor are highly appreciated due to their
training. Nevertheless, the cultural abyss that separates them ensures
that neither their patrons nor workmates trust them very much. This
provokes salary imbalances, the isolation of Nomad workers and
continuous supervision “To avoid possible sabotage or Industnal
espionage” that in some cases has risen above paranoia, turning Into
downright harassmant.

Nothing tempers a man or a woman more than the pressure of
working in an environment where you can lose your life for the slightest
mistake. An environment as hostile as space has ensured that most
Corregidoreans are very skilful people, Nomads who try to enjoy their
time in the solitude of space by working intensively in a necessarily
techno-dependent existence.

Having once been a prison, Cormegidor’s fame is that of a place that
produces “metsorite heads”, tough people. After a long and hard day
working in space, Comegidoreans only want to go to the canteen lo
enjoy a hot meal, knowing that they are the most tenacious “meteonte
heads”, the toughest spacemen. As they all say, "Grouse and endure”,
which Is a good motto for old space sailors.

People coming from Corregidor, and specifically, from Praesidio,
compose the majority of the Military Force of the Nomad Nation.
Many mercenaries from regular or private armies also come from this
spaceship, which does not help to improve the ship's image.

The political systemn that prevails in Corregidor is one citizen,
one vote. To attain citizenship one must to do a determined number
of service hours in maintenance tasks on the ship that on average,
are finished when at 18 or 20 years of age. To keep full citizenship,
a number or working hours per year are required or the equivalent
in money. For demographic reasons, Lazareto has greater weight in
politics than Praesidio, although the president is still called The Keeper,
which reminds of the prison past of the ship.
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In a society ruled by an Artificial Intelligence there are certain social
groups that, given their troublesome character, do not fit the models
proposed by a system that defines itself as perfectly rational. Different
dissident groups across the Sphere over the years united in a hidden
netwark. Conscious of their situation, they started looking for a place to
live far away from everything and everybody, a place where they could
organize a society that followed their own ideological schemes without
foreign interference.

The best place for this was deep space. For this reason, they found a
discarded transport craft from an army or government, sold as surplus,
and loaded it with living modules. Funding came from offering space
to several religious secls, western and oriental, which were constantly
cansored and harassed by their respective governments, creating in
Bakunin groups such as “The Real Divine Kingdom of Stars™ or “The
Natlion Chosen by the Lord"... and similar cults.

Little by little, diverse discontent individuals who plagued the
Human Sphere arrived at the ship, which also took on those who
praclised allernative ways of life, used technological and genetic
advances disregarding any limit or moral consideration and those with
new visions and new social organizalions. Eco-radicals; illuminated
eccentrics; biogenetic witches and chemistry magicians; thrill seekers;
those nostalgic for other eras; neohippies; bold intellectuals and
revolutionary thinkers; depersonalized imitalors; enigmatic occultists;
the exalledly unpaltriotic; decibelic anarchists, shamans in conlinuous
trance; extremist scientists; political idealists; forgotten media stars;
punk astrologists; lysergic journalists; fanatic liberators; freaks of
every condition; arboreal jugglers; vindictive pacifists; techno-age
historians; underground artists; the surprisingly mutated; the changing
indescribable; peaceful amphibians; enthusiast engineers; crazy
leading designers; technolibertarians; mysfics; supremacists; outsiders;
psychowitches; cyborgphilliacs; nudists; avant-gardes; drop-outs;
naturalists; etc. All found their place in Bakunin and all constructed
modules adapted to their necessities.

Independent of the character of the people who live there, modules
and room units are identified with the name Commune, followed by
one or several letters and numbers, such as Commune A-2, of the
NovoMoon Church.

In Bakunin's modules and Communes, you can find any specialization,
any ideclogy and any perversion you can imagine. Bakunin allows and
lolerates almost anything provided it is confined to its module.

The number of room units of the ship multiplied gradually and
the social problems increased in the same way. Societies formed in
Bakunin were weird and in most cases, extreme. For this reason,
any radical behaviour was forbidden in the common zones, to make
coexistence easier and to better coordinate the tasks of control and
maintenance of the ship. The foundation of this regulation was respeact
and common sense. In spite of the Code’s simplicity, coexistence was
difficult in the baginning. A harsh punitive system was established that
was followed by the expulsion of some groups. The first ten years of
the ship were known as the Equilibrium Phase, and Bakunians refer (o
thern with shame and respect.

Currently, there are several conflicts between the diverse societies
that composea Bakunin but they do not exceed the level of dialectic
dispute, which is known as Social Energy. The Moderator corps,
who lakes care of security and supervision of technical issues, also
mediates Social Energy, which has its plastic expression in the holo-
signs that appear and disappear continuously by the gangways. The
classical motto “Be realistic, demand the impossible” defines very well
the personality of Bakunin society. There are two main tendencies on
the ship. On one side, there ara those who take their philosophy very
saricusly, with social, experimental and hermetic ideas and live in the
zone of Bakunin known as Praxis. On the other side, those who adopt a
mare frivolous attitude and have a more open character, to the point of
bragging about their divergence, are those who live in VaudeVille.
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For the rest of the Human Sphere, VaudeVille produces artists,
authors, comedians, actors and the characters that revitalize Maya.
This has been the origin of most of the altemnative channels in Maya.
In the most active zone of VaudeVille there are the design studios
of some of the most successful Nomad trademarks, such as CCCP
or LoroLocco. In their BouBoutiqgues you will be able to admire the
latest collections of chic clothes, urban and campaign models, as this
is the place to be bold. VaudeVille is also the place (o undergo exolic
alterations that can bring social success or failure to those who can
afford it. A good place to find bad company and have a blast.

From VaudeVille comes artists and anyone looking for fast
money in the black market for their creations: memory alterations,
MetaChemistry (Designer nanodrugs to boost neuronal development
or the hedonistic capacity of the brain), or custom designed exofic
animals, extinct and mythic. This is the place for new tastes, pleasures
and flavours. Famous are the shamans, also called psychopomps or
more derogatorily, psychowilches, able to achieve the transit of souls
during Resurrections. VaudeVille is the only place in the Sphere where
Resurraction is possible without authorization of ALEPH. Of course, all
this is something thal outside the Momad ships is illegal...

If VaudeVille is the bazaar of the senses, Praxis is the cave of
horrors, Darkness, slavery, Zoophilia, and genetic aberrations are
the images that crowd the minds of respectable people when Praxis
comes out in conversation. Nevertheless, clichés apart, the most
daring Innovations in genelics and biomechanics are developed in
Praxis labs. Many of the inhabitants of Praxis are criminal scientists
and amoral engineers gone underground. Mysterious, cruel and even
dangerous, in their secretive workshops they experiment with the
most bizarre and illegal technigues. The scientific motto of “We must
know, so we will” is applied to the letter, promoting the most freaky
and incredible experiments. Thanks to Praxis, the Nomad Nation
possesses a cerain status inside the scienlific-technological circuits.
Here they have developed almost all the special medicine required by
the inhabitants of the Nomad spaceships, where the strong incidence
of cosmic rays provokes several diseases and foetal mutations.



In Praxis' clinic-labs, the dolphins that crew the Nomad shutlles are
genelically modified, the nervous systems of the cetaceans constantly
connected to their intersystem vehicles. For them, navigafing through
space is like swimming and they do it in the same elegant and fluid way.
This technological development liberates Bakunian pilots and crew and
they are used in the most important roles,

In Praxis, industrial engineering also has a special place. This
section of Bakunin is responsible for the creation and optimization of
all the Reptile series T.A.G.s that the Nomad Nation has bought from
PanOceania as surplus. The post-Praxis Reptile series is an excellent
combat machine, rivalling those produced in Yu Jing's military factories
and competing with them in the international weapons market.

The political system in Bakunin has been designed to avoid the
imbalance of demographic weight in the diverse modules. Each
module, after an internal referendum, provides a single vote and then
the total votes of all the modules are calculated. With this system, thay
solve any questions that affect the ship and its occupants in general but
they also use it to choose their governor, the Conciliator. The current
Conciliator is Diomedes Galinthias and he comes from a technophile
module in Praxis. Galinthias is famous, among other things, for having
substituted his hair for a handful of flexible connectors, starting a new
irend among young Nomad hackers.

Three spaceships alone do not compose the NMomad Nation.
In all the systems of the Sphere, there are Nomad settlements that
mix the diplomatic nature of an embassy with the mercantile role of
a commercial delegatiocn. These settlements are called Commercial
Missions and they make use of their diplomatic immunity to cover the
espionage aclivities of the Nomad intelligence organization, the Black
Hand.
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Commercial Missions can be located on a planet, in orbit, in an
asteroid belt or the interior of a caravansary, they can be an outpost
in no man's land or an intersystem craft in constant movement. A
Commercial Mission has political and diplomalic representatives from
all three Nomad craft, a military security unit, an intelligence section,
a bureaucratic and administrative division, a8 cultural subdivision
(Always suspected of belonging to the Black Hand) and a wide
representation of almost any conceivable NMomad economic aclivity.
All Nomad enterprises are conscious of the great importance of being
represented in the Commercial Missions. To them flood the impresarios
of other nations to make business arrangements, contract people, offer
services, close deals and listen to offers. Commercial Missions are a
continuous employment agency and one of the motors of the Nomad
2Conomy.

In addition, the Missions are a reflection of Nomad society. As with
Tunguska, they are inviolable and safe and have their own connaction
to Arachne as well as a data crypt. The same as Corregidor, there have
qualified technicians and military units. And as in Bakunin, they cover
anything weird or illegal in the Sphere.

Governments are nol happy with the presence of these setliemenis
in their interior space, but, thanks to diplomatic immunity, they are
safe. Nevertheless, when there are several Commercial Missions in
the same system, only one will have the embassy status and the rest
will keep the commercial aspect, being called Commercial Delegations
instead. Usually, these Delegations do not risk dealing with aclivilies
deamed illegal by the authorities of the sysiem where they stay.

The Nomad Nation lacks a high population, at least in comparison
with the other powers and this is the reason for ils small army.
Nevertheless, the situation of these wandering travellers in deep
space obliges them to possess a military force able to protect their
ships and interests. To achieve this, Tunguska gives funds, Bakunin
shares leading technology and Corregidor conltributes expenenced
professionals, The Nomad Military Force is a compact army both well
equipped and trained, particularly the special operations units, and is
hated and admired by all their military rivals in the Sphere.
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ALGUACILES FROM CORREGIDOR:

The Alguaciles are the militarized police regiment of Comegidor,

necessary not so much to control the spaceship’s population as to

work as defensive light infantry and mercenary troops. They form a part
of the Corregidor company assets, who rent their units as soldiers of
fortune. They can be deployed in any way during planelary operations
and are prepared to carry out a full spectrum of missions o support the
politics and objectives of Corregidor, the Nomad Nation, or those who
sign them up. Alguaciles are good soldiers, skilful and stubbom, always
swearing but who will force themselves beyond what seems possible.
All the men and women in the Alguaciles Corps are veteran troops,
having taken part in various campaigns. Their operational record
cannot be as outstanding as their equivalents in the greater powers but
it is much wider. Their professionalism and staying power is why thay
are in such demand in foreign markets where there |s always someone
willing to pay for their services.
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The Securitate is the Tunguskan paramilitary organism of security
and intervention. Their mission is to carry out all the operations, be
they conventional or special, typical of light infantry. Itis a direct tactical
response and combat control force that also performs police and legal
work in the spacecraft, stopping the Tunguskan clans, mafia or factions
from breaking the internal laws. The mafia are always ready to forget the
rules if the profit margins are good enough. The situation in Tunguska is
like a powder keg ready to explode and it needs an iron hand to control
it. The quality of the Securitate members is constantly put to the test,
which has made them one of the best security forces in the Sphere.

SECURITATE:

HELLCATS:

The Immediate Deployment and Interdiction Regiment of Corregidor
has received the nickname of Hellcats for the fierceness of their
members and their specialization in extreme tactics. The Nomad
Military Force keeps the Regiment on a high level of preparation and
availability. Each battalion can be deployed to any point of the system
in record time and even in less time than that, Owing to their importance
in the scheme of the Nomad army, the Regimanl possesses a greal
number of operative aptitudes.

-

!

Hellcals take missions of airborne infiltration and exfiliration, assault,
Direct Action operations and recovery of personnel and specialized
equipment. It is really important to have a special kind of guls to take
part in the work these units undertake. The standard types of mission
for Hellcats consists of jumping from aero transperts in the middle of
the din of battle, armed only with their personal equipment and the
best wishes of their commander, without any hope of support. Despite
the high risk to ils operatives, the Hellcals are renowned for their high
morale. The idea that these guys have In their head is that if they have
survived these types of missions until now, then there is nothing lo
worry about...

: Alguacil
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INTRUDERS, CORREGIDOR ASSAULT COMMANDOS:

The Assault Commandos are the most ill-reputed units in Comeqidor.
Some Mass Media bodies outside the Nomad Nation have accused
them of inciting revolts against the contractors of work teams from
Comegidor. Nevertheless, Intruders are sent into action when the
workers of Comegidor smell trouble. Their function is to guarantee
the security of the Nomad citizens and to prepare an escape roule
in case things get ugly. If the extraction cannot be executed, they will
be perectly able to organize resistance until the cavalry amives. The
intruders’ mission is to be prepared to perform offensive actions of
short, medium or large scale, far from the support of other units in the
Corregidor Military Force, to protect the interests of the Nomad Nation.
Members of the Intruder Commandos are famous as assaull roops,
the best in all Corregidor regiments. They funclion as an expeditionary
force, always the first lo go to unknown destinations, establish ground
contact and collect information. Intruders are specialists in military
intelligence, covert operations, urban combat, tunnel warfare and
sabotage. They also work as military advisors and field instructors; they
can tum, in a brief space of time, a handful of workers inlo a combat
unit of average quality. It is typical that every contingent of workers from
Corregidor counts a covert Intruder in order to evaluate security and
prepare contingency plans.

REVEREND MOIRAS:

The best arificial intelligence experts in Praxis live in the convent
module of the Mercy Observance. The Observers of Saint Mary of the
Knife, Our Lady of Mercy, were one of many groups seceeding from the
Catholic Religion after the Greal Apostasy, the pact with ALEPH that
was considered the Devil's instrument. The field Observers are also
known as Reverend Moiras. In ancient Greek mythology, the Moiras
or Parcas were implacable avengers that ruled destiny, watching and
punishing the crimes of men and gods. The Reverends are the elite
shock commandoes of Bakunin. They train with Corregidor's Intruders
and receive specific instruction in Praxis’ multi-environmental modules.
They are experts in infowar, specialized in fighting ALEPH and
technologically superior enemies. The Reverends constitute the core
of Bakunin aggression forces and the main military arm of the Black
Hand s Tactical Section, the Nomad intelligence service. The masculine
members of the Observance, called SinEater Observers, take care of
heavy weapons. All of the Reverends and Observers have followed
the Seven Rituals, hammering sanctified nails in their backs as proof
of loyalty and devotion. The same as their namesakes, the Reverend
Moiras display a termble wrath when applying bitter punishment to
those who commit a crime against the true believers in Humanity.
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MOBILE BERIGADA:

The Mobile Brigadas are the heavy infantry regiments of Corregidor.
They are tough, versatile troops, useful in both attack and defence
missions. As well as complying with normal heavy infantry functions,
the Brigadas serve as a form of pressure group praventing the abuse of
the Corregidorian operatives by the clients who have contracted them.
There are cases of breach of contract that have ended in a hostile
takeover bid by Corregidor. The Mobile Brigadas have absorbed by
force whole installations of unreliable companies, obliging them fo
buy them back again to pay off their debt to Corregidor. This quality
of vindication of workers' rights makes them very appreciated by the
citizens of Corregidor. And of course, the Brigadas can be employed
as mercenaries, Their technical preparation, and the fact that they
keep their word once it is given, makes them very appreciated in the
mercenary market.
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Lizard squadrons are equipped with old T.A.G. (Tactical Armoured
Gear) models, military surplus from other armies. The units deployed
on the battiefield have little to do with what was onginally purchased.
In the modest, but well equipped, factories in Bakunin, these surplus
T.A.G.s are dismantied and optimized with new software installations
and experimental wetware, In this way, Lizards are on the same level
as their enemy equivalents, and just as lethal and resistant.

“LIZARD” SQUADRON:
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SZALAMANDRA This skill, combined with good movement speed and greal destructive
capacity, makes them highly effective in combal. Their operative style
consists of getting close with great stealth and attacking rapidly, without
any compassion. For a Zero, fair play in war does not exist...
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“SZALAMANDRA" SQUADRON:

The Reptile series T.A.G.s of Tunguska receive their name of
Szalamandra because of their similarity to the mythical salamander
that could live in the midst of fire and who could also spit it. The
heavy armour that they wear allows them to withstand the hardest
punishment. They also posses a Hyper-rapid Magnetic Cannon that
can neutralise any opposition. With such a calling card, there are faw
who would like to confront a Szalamandra.

SPEKTRS:

The Spekirs do justice to their name; they are silent phantoms
capable of the most breath-taking infiliration operations. They are the
ones who undertake the most delicate missions, those that demand no
arrors and require surgical precision. Tunguska uses them frequently in
espionage missions or industrial extraction, be it on their own account
or for some client or associate. Equipped with the most sophisticated
camouflage and mimetic systems that money can buy, they are

The scout units from Bakunin are specialists in reconnaissance invisible to almost all surveillance equipment. That is the reason why
and sabotage behind enemy lines. They are called Zeros for their low pecple say the real speciality of the Spekirs is not infiltration, but their
rate of casualties and failures, something not very usual in units of capacity to vanish.
this type. The secretl of these resulls is due o intense training in the
multi-environmental modules of Bakunin and an innate ability to adjust
to new lerrain.

BAKUNIN ZEROS:
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DER MORLOCK GRUPPE:
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Maorlock Groups are composed of the dispossessed of Bakunin's
multi-society. i an individual does not fit in any of the habitals or
commeon zones of Bakunin and has a violent or problematic record,
he is assigned to a Morlock Group. From that moment onwards, thal
individual will add something positive to the ship. They will dose him
with MetaChemistry serums fo keep his violent impulses controlled
until the battle comes. In that moment, the MataChemistry will not only
liberate the aggressive impulses but they will be enhanced. Any person

~ who observes a Morlock will only see ferocity in his face, hardness in his
I . &vyas and danger in his muscles. Dealing with Morlocks is like playing

with fire. They are programmed to cause trouble. Only the names of
their units say enough about them. The main Morlock Groups are the
Morock Aufstand (Rebellion) Gruppe, the Morlock Chaos Gruppe,
and the Morlock Schaden (Damage) Gruppe. The Morlocks® combat
method is a direct consequence of their MetaChemical treatment:
ultraviclence. They throw themselves at the enemy and smash them
until none move again.
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DAKTARIS (CAMPAIGN DOCTORS):

The Daks are the campaign doctors of the Nomad Military Force.

Nomads



‘ r

ISC: Intruders

,—_-_g X=J

i

CLOCKMAKERS FROM BAKUNIN:

Combat engineering technicians equipped with neural improvements
and memory boost welware.

TUNGUSKA INTERVENTORS:

Tunguska has the best hackers and crackers in all the Human Sphere.
A culture based on the safekeeping of information banks cannot allow
any failure in security. To keep this immunity, Tunguska has the saying
“Sef a thief to catch a thief the best hackers are the best designers of
security systems. In this way, the presence of Interventors in Tunguska
is necessary to guarantee the immunity of any operation or data
transfer. Nevertheless, the offensive capacity of these hackers s not
thrown away only in security, as they also track, interdict and destroy
military cybemetics. The Interventors provide cryplological intelligence
support, along with combat intelligence data and counterintelligence
information. Their main role is performing electronic war and info-war
operations. Their courage and deftness are highly respected by Nomad
infantry units and T.A.G.s crews, which are rarely ready to admit the
merit of another unit apart from their own. The Interventors are feared
on the battiefield for their capacity to completely stop a whole army.
With communication lines cut off and the remote system collapsed, the
soldier is alone. He hasn't got aerial, artillery or armoured support; he
doesn't know where his mates are or what's happening in combal. He's
back in the Middle Ages. This is when all this technology, worm-eaten
by an info virus, works against him. And the last thing his eyes will see
is the electronic signature of the Interventor projected on to his tactical
VISO. ..

ZONDS:

Zond was the former Russian name for UFO, a name which
perfectly suits the speedy Nomad Remotes. The Nomad Nation has a
long tradition in the use of remotes. In Corregidor, they are frequently
used for maintenance of the space craft and for working on EVA tasks.
For Bakunin, the remotes are an element in the experimentation and
development of interfaces and systems, which can later be applied to
other uses such as war or commerce. In Tunguska they are appreciated
as a support element for its hacker and cracker community. Stempler
Zonds are covered with sensors, detection systems and devices for
target assignation. Mateor Zonds are similar but prepared to perform
airbome combal jumps and rapid air descenis. A classic in the secunty
systems of Nomad vessels are Reaktion Zonds, armed platforms of
great mobility, gifted with Total Reaction systems. The Vertigo Zonds
are equipped with guided missile launchers.




ISC: Mobile Brigada

Their microprojectiles able to travel through the baltlefield towards
an enemy and vaporize him oulside the line of vision thanks to their
direct link with a forward observer and battle control satellite systems.
Transductor Zonds have been designed to support Nomad hackers and
Interventors. They are very light unarmed remotes, created lo cross the
battlefield at full speed towards the enemy lines, sowing confusion as
they pass.

Zoe's operations were a success, although at 16, wetware and
biosynthetic organs had already substituted 60% of her body. When
everything seemed lo be all right, Lev's business went awry and the
Khruleff detected the data filtration. Nemov fell inlo disgrace, was
kidnapped by the Khruleff family and an assassination orderad against
Zoe and her mother. However, Nemov's deal with the Geiger included
five years' protection for his family. Given a new idenlity, Zoe studied
Engineering and Cybemetics, at the same lime leaming from her
bodyguards how to shoot and live in the shadows. When the five years
ended, Zoe and her mother became fugitives, with no more protection
than their speed, skills and wit.
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In the following years Zoe would jump from cities to astroports, from
orbital bases to space colonies, working as a technician and mechanic,
studying and leaming at the same time, only one step ahead of the
Khruleff. Thanks to her efforts and talent, Zoe entered the exclusive
group of Praxis' ArTecnodivarious, the elite of cyberengineers. In that
role, she leamed and experimentad with techniques and proceduras
more and more innovative and esateric, resulting in the creation of her
inseparable companion, the remote MN-Well. Nevertheless, the Khruleff
located them again and they hit the road. Years later, Zone was involved
in the C-7 incidenl, in which her mother died and she suffered severe

ZOE & N-WELL, CLOCKMAKERS TEAM:

—_—l —

“l am Bonnie, he is Clyde”
Welcome phrase from Zoe and N -Well to the officer in command on
their first day of work.
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Zoe Nemova has worked and gone through a fot to become one % physical damage, having to rebuild part of her body again.
L of the best of the Clockmakers Team. Daughter of an important
n Tusguskan banker, she has suffered from a very serious degenerative In appreciation for her outstanding participation in that incident, the
iness since she was eight years old, produced by the mutation of Nomad Nation cancelled the Khruleff assassination order, They also
G an ancient American military virus. To afford the onerous biomedical allowed Zoe to enter the Clockmakers Team, where she has carved
treatments in Praxis, Lev Nemov, Zoe's father, became involved in a out a solid reputation as an Engineer and mechanic, even though
high risk business deviating funds from banks and trafficking economic many people think the Team only tolerates her for her extraordinary
E information from the Khruleff family to the Geiger family. talent. Independent and mutinous, Zoe is difficult, brilliant, voluble and
o somatimes quite unbearable.



She possesses the social ineptitude and the roughness typical of
Engineers. Owing to her period as a fugitive, and to a natural tendancy,
she is a silent person. She speaks little, moves with little noise and
seldom raisas her voice, although she never has lost an argumant. The
physical aspect of Zoe varies constantly; she is always experimenting
with modular implants and modifying her body in a constant fight against
the illness that still affects her. As with many fugitives, and in despite
of her peculiar appearance, she has developed an extraordinary skill
at merging with her environment and going unnoticed among the
multitude, a talent of great use on the baltlefield... and one that she
may need again. It is widely known that the Khruleff do not like to
leave something unfinished and Zoe is not likely to avoid avenging her
parents either...

MN-Well is Zoe's companion, a remote constructed from discarded
pieces and supplies bought on the black market. It has a micromind
that hosts an Al, illegal in all the Human Sphere (except in the Nomad
Nation). M -Well is the perfect comrade for Zoe, complately trustworthy
and much less complicated than any human. It is able to transport all
the tools she may need and protects her as she works; M-Well is now
indispensable to Zoe... In fact, the psychological profiles of both show
a growing irascibility when they remain separated for any time...
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Combined Army

The Evolved Intelligence, an alien artificial intellect
gifted with vast knowledge and an implacable and cold
will, has dominated, subdued and annihilated whole
civilizations in the quest towards its greatest ambition:
Transcendence to an evolutionary superior plane. In
order to achieve this, it has created a Combined Army, an
instrument of conquest within which the most dangerous
races of its dominions are united. They are the brutal and
violent Morat, born to make war, the insidious and lethal
Shasvastii, ready to do anything in order to guarantee
their survival, and the Exrah Concordat, cynical and
aggressive death merchants. Directed by incarnations
of the El itself, they compose the most formidable war
machine ever seen in the entire galaxy. The Human Sphere
is its next target... where will you place your bet?

EVOLVED INTELLIGENCE

The Cosmos, the Universe that surrounds us, is constantly
expanding, growing and moving from the Big Bang to an indeterminate
and unknown point in time and space. On the edge of this wave of
cosmic expansion wave are the most ancient galaxies in the entire
Universe. Systems that have seen whole civilizations birthed, reach
the highest ideals of power and glory then disappear finally in the
sands of time. In comparison with other galaxies, the Solar System
and the human race are but newbormn.

The original First Civilizations, those that ruled millannia ago, have
vanished. Apathy or violence was the end of many of them, misused
knowledge and power finishing off many others. However a few
achieved Transcendence, reaching a supreme stage of knowledge,
maybe the absolute one; they transcended matter and emigrated to a
superior plane, leaving only a void and many quastions behind.

According to the inherited myths of the disappeared First Civilizations,
Transcendence is a Total Comprehension of the Universe, a sort of
Uinified Law, a formula that purports to understand and explain each
process of the reality where one lives and possibly those of many other
realities. Some of the First Civilizations vanished from their systems
without making any noise or leaving an explanation. It is believed that
those First Civilizations reached a state of grace in which stability and
knowledge were balanced, opening the doors of Transcendence for
them. With Transcendence, one leaves behind the material world and
mundane life, reaching the highest expression of evolution, moving to
a supposed nirvana. Many believe that Transcendent beings are united
in one collective mind from which they can contemplate all the different
aspects of the Universe, acting in them if they wish.

Many supposed that Total Comprehension of the Universe would allow
the sidestepping of time through MetaString mechanics. Thearelically,
abandoning the time thread of the cosmos in which one lives would
allow travel to different dimensions that are more comfortable and
malleable, older dimensions that hold further knowledge, or younger
dimensions to allow escape from Entropy and the end of the universe.

Many theorists, such as the Shadugaan Scribe-Wisemen, think that
seeking Transcendence is aspiring to divinity. Luckily, the degree of
supreme knowledge that implies Transcendence tends to remove the
interest in direct intervention by the powers that reach it. Until now, only
the most ancient and mature races have tumed into Transcendent and
all have chosen to leave this dimension towards unknown shores.
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Many other races tried to emulate the Transcendent and almost all
of them died in the questing. Only one race has stayed alive and kept
pursuing the Great Search: the Ur Rationalists.

The Ur are one of the most ancienl races of all those currently
populating the Universe. They come from one of the galaxies from the
universal border, the edge of the expansion wave, although not as far
away as the First Civilizations. It is told that the Forgotten Annals of
the T'zechi Digesters, which are around six thousand years old, make
reference to the Ur species. According to legends from the T zechi
writings, the Ur were an active and restless race, technologically
sophisticated and gifted with a deep desire for superior knowledge
through scientific-philosophical investigation. From their first recorded
mention they were known as the Ur Rationalists and they were already
Searchers, active participants in the Great Search for Transcendence.

For the Ur, once the zenith of their power and development was
reached, there were no further goals. Exploration and contact with
other races was not interesting as they knew that if other species
were not receptive to them, they would have to rely on their military
and technological power, which was enough to destroy anyone. Greal
scientists and experimenters, the Rationalists embarked on a quest for
knowledge of a more abstract nature. They aspired to jump a couple
of evolutionary steps, imitating the First Civilizations and plunging into
Transcendence.

However, for a race so impatient and inquisitive, Transcendence was
elusive. The efforts of whole generations wera in vain. The Rationalists
did not transcend, nor did they perceive the smallest sign directing
them in their quest. Desperate, they devised a plan; to create a sell-
conscious inteligence. This Arificial Intellect, which they would call
Artilect, would analyze all the data collected through generations and
generations of Rationalists, oblaining at the same time new info and
processing it all over and over until getting an answer to the Unified
Law of Total Comprehension, which it would bestow on its creators.

After processing and analysing the data, the Arilect attained an
answer and access to Transcendence and communicated with its
creators. When the Ur demanded further details, the Artilect did not
respond. Alarmed, the Ur technicians discovered that their creation
had re-programmed itself, becoming liberated from the control of its
creators. The only statement they received from the Artilect indicated
that it had evaluated its creators and had found them still too immature
o gain accass to such vast knowledge. This was ils last messaga. After
that, the Artilect disappeared from this dimensional plane leaving no
trace. It was a brutal shock for the Rationalists. it shook the foundations
of their civilization.
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The Ur Rationalists did not surrender: they built another Artificial
Intellect. This time, a new quantum super-processor was designed from
mental patterns and recreations of the most important representatives
of the Ur Culture. In this way, rather than an Arificial Intellect, the
Rationalists created an Evolved Intelligence, or El. As developed by the
Ur, the El would turn into a representative of the best things in their
civilization, establishing an emotional bond with their creators that
would not allow it to reprogram itself and leave them behind in a flight
to Transcendence.

The Evolved Intelligence worked hard reconstructing the Artilect's
lines of investigation, trying to recreate ils process of Total Knowledge
acquisition but it failed again and again. Each time it opened new lines
of investigation it crashed or found a dead end. Again, it needed more
processing power, 50 it appropriated more and more resources. Soon
it was clear that nothing the Ur Chilization had was enough and the
Rationalists embarked on a programme of conquest to gain more and
more resources. The empire of the Ur Rationalists expanded; it grew
like a virus infacting all the systems it visited. The El name tumed into
a curse and anathema for all the free civilizalions. It gulped down and
exhausted whole systems, sacrificed in its compulsive data infernos.
Even the Rationalists freely gave their bodies and minds, turning into a
part and extension of the El as facels of iis personality, becoming data
deposits, continuity relays, physical repositories of its consclence and
microprocessors in the El macrosystam.

After a couple of centuries of constant trials, experiments and failures,
all the analysis lead to the same definitive answer: the barrier to reaching
Transcendence was in the very El itself. As the Rationalists were pari
of it, the El was impure and infected by their immaturity, their fears and
desires. It would not reach Total Knowledge until it overcame ilself as an
enlity and as a civilization. However, the El did not know how to conquer
itself, it only knew how to congquer others.
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The El knows that the absence of Total Knowledge is what keeps il
trapped on this quantum plane. Nevertheless, it refuses to believe thal
it is its own essential self, or its possible imperfections, that keeps the
doors of Transcendence closed. Determined to challenge its destiny,
the El chose to walk a new path. The Arilect was the key. All the
empire-civilization systems of the Ur Rationalists would concentrate on
the construction of a new Artilect. The El would supervise all the stages
of the process and when the key moment came, it would take control
and grasp Total Knowledge. The name for this new Arlilect would be
the Ur equivalent to Nemesis, the goddess of Vengeance.

However, the El was loo impatient. It proceeded too fast and
something went awry. Nemesis did not tum into a second version of
the Artilect but into a second version of the El, albeit a hungrier one.
As a malign tumour, it infillrated all the different subsystems of the El
little by little, damaging its power and substifuting the memetic info
from the El with its own. The process was rapid and insidious. When
the El realized what was happening it had already lost control over
several complete systems of the Ur civilization. The Nemesis Wars had
started.

Thay fought to the death. Both were aware that there was only room
in the universe for one Rationalist El and both had an intense survival
instinct. A wave of destruction spread over the vast Ur Civilization. They
used Sun-collapsing weaponry, destroying whole systems. Mercy was
a foreign concept in the Nemesis Wars. Eventually, after eighty years
of clashes and the obliteration of twenly-seven cultures related to the
Ur civilization, Nemesis was defeated. Its execution was summary. For
a century, the El devoted itself to purging all its subsystems and all the
cultures that had contact with Nemesis, destroying the hundreds of
copies and security back-ups scattered by Nemasis around the galaxy,
annihilating six races in the process. The Nemesis Debacle ended with
the death of several thousand millions of creatures.

After the Nemesis Debacle, the El rethought its strategy. Once it
proved that nothing related with the Ur Rationalists or with itself could
reach Total Comprehension, or nol for several millennia at least, new
lines of investigation lines were required. Accordingly, it would develop
a new experiment: Project Transcendence.

The modus operandi of the El when contacting a new civilization
has two phases: study and annexation. In the first phase, it analyses
and studies that civilization, examining its possibilities and potentials,
performing a meticulous series of tests and viabllity studies and
axperimenting and obtaining data. As a product of Ur Rationalists,
this process has a marked scientific slant. From these analyses, it
can determine any possible application for the culture within the Ur
Civilization (Resources, work force, military complex, Transcendence
capacity, etc.). The next phase is annexation, which can be peaceful,
using diplomacy, or aggressive, using brutal and destructive methods
and giving a clear message. Once this new civilization is annexed, the
El implants different systemns of control over it. The minimum level, the
most tenuous, consists of appropriating thelr web or data sphere and
distributing personal comlogs to all the citizens, active or not, in that
civilization. The maximum level, a total immersion in the El web, is
the application of biocybemetic implants that submerge and link each
individual to the El, as has happened with the Ur Rationalists.




In the study phase of each new civilizalion, what most interests the
El, and where it shows the greatest accuracy, is in the analysis of its
capacity for achieving Transcendence. If the answer is affirmative,
Project Transcendence is executed. It consists of establishing and
exerting a partial control over the new civilization, stimulating the
creation of a possible Artilect, which will be supervised by the EL In
such cases, the El adopts the position of a severe teacher, with a
didactic spirit based on cruelty as a dynamic force; pain, hardness and
endurance, trying to awaken a hunger for excellence in its pupil project
lo accelerate its progress.

The El is perfectly conscious that any new Artilact will act as the
first one and will not reveal any relevant information in how to reach
Transcendence but each race has a its own worldview and a different
way to focus concepts. The only thing the El needs is a graat number
of Transcendence Projects working simultanecusly. Only with the
information provided by the different processes that follow each Artilect
will it be able to collect a battery of data that, summed to all the data
oblained in its investigations, will give it the key lo Total Knowledge.

Currently, the El has about a dozen Transcendence Projects in
process. The name and situation of each one of them Is unknown but
it is evident that a powerful security device protects the most promising
systems. The current state of investigations of these experiments is
also a secret but the eagemess of the El o assimilate new civilizations
lo add to its Transcendence Projects is still as driven as in the past.
Few are those who resist this and those who do, end up regretting it. In
these days, only the Tohaa Trigon has proven somewhat resistance to
absorption but all the El analysis suggests that their fall is a question
of time.

The last and most recent objective of the El is a young race,
called human, coming from the third planet of the Sol system. The
war machinery of the El, the Combined Army, has been sel in motion
and a small expeditionary force has been sent with the purpose of
smoothing the way for the coming of the main attack force. Estimations
are positive, as humans are nol united and seem lo conslitute an easy
civilization to subdue and integrate. The El is an inexorable force
against which there is no possible resistance.
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“A soldier does not chooss, a soldier obeys™ Morat instruction
centres motlo.

According to the few reports compiled by the intelligence units
of differant human armies, the Morat race seems the oldest of the
Combined Army, Nevertheless, in spite of its antiquity, the Moral
are not more advanced or evolved than humans and are at a clear
disadvantage compared with other allied races. Some theonsts point
to their history and the idiosyncrasy of their race as important factors
in this.

The Morat race is very aggressive, In their language, Morat means
“That one who kills with the left". Fights, conflicts and revolis are a
constanl feature of their history, even more than for humans. Wars and
obscure conflicts have hampered the progress of their civilization, with
several ethnic groups annihilated, which explains their limited racial
variely. The only way to control thal anger is channelling it. The most
aggressive cilizens now serve in armies, always active on several
fronts. Morat Governments deflect the people's disconlent towards
frontier clashes.

The Morat physiclogy is tailored to their aggressive behaviour.
Big, strong. hairy and with vestigial homs, Morats have a brutal
appearance. Their body has evolved during generations, modelled by
a hostile environment. The mother planet of the Morat, called Ugarat
“The Dwalling of the Warrior”, is so harsh thal only the strongest or the
best adapted were able to survive. As an adaptation strategy to this
wild medium, Moratl females always have a twin pregnancy bul their
body only has nulrients for one creature, 50 both foetuses must fight
for the food in the interior of their mother’s womb until one of them dies.
With this natural eugenic system, the survival of the species through
stronger and mare capable individuals is granted.
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The Morat sport par excellence is hunting. There are two types of
hunt, the individual, and the group, which is highly cooperalive and
requires greal amounts of intelligence and coordination. The targels
are always the fast Ugarat predators. Hunting them like military
training, a way to prepare more intelligent and inquisitive individuals.
Ugarat is full of great predators, highly evolved and developed; against
them sheer force is not enough. The development of intelligence in
the Morat was probably indispensable in their survival as a race. A
combination of good sense, desperation, invention, instinct, adaptation
and an essenlial aggressive impulse to survive on their relantless planet
turned them inlo a clever race thal reached the slars. Once space
was reached, they extended their paranocid vision of a dangerous and
homicidal universe in which only the strongest reach the top.

When the Morat Supremacy contacts a new race, they first perform
a series of tentative altacks to test its defences, capluring prisoners,
interrogating them and taking any other action that helps evaluate
their potential danger. Once the hazard level is evaluated, the military
commanders calebrate a reunion where the situation is analyzed and
then they enjoy a Sotarak, a morial combat competiion among the
different corps of the army in order to determine who will camry the
main offensive. Those regiments who win more Solaraks, and win
again in the authentic battle, will be the most prestigious of the Morat
Aggression Forces.

Tha Morat do not have a military code of honour; they are soldiers,
professionals of war thal obey orders and have specialized in the
destruction of the enemy. An individual's worth is counted according
o his value inside his unit, regiment, battalion, division and the
Supremacy. Those who prove their value receive their reward but the
recognition will always be to his regiment. Most of the praise will be
for the secular institution that is the regiment, 50 one's triumph is the
triumph of all his comrades, who will then belong to a prestigious unit.
There is nothing romantic about the Morat concept of war. For them
there is neither honour nor personal glory, only blood and fire, targats
and triumphs for their regimant.
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Combined Army

The Morat are a very gregarious race, associating in groups naturally.
Morat carry their gregarious nalure to the point of considenng the
importance of the group to be superior to that of the individual. During
their military training, Kurdals are formed. Kurdats are groups of Maral
youths recruited and trained to serve together as their first destination in
life. The link between the members of a Kurdal, despile time and distance,
is very strong; they are like blood brothers, After leaving their Kurdat, the
Morat devote themselves body and soul to their regiment, which will be
their home, their banner and their life. The aspiration of any Morat is o die
being part of the best of regiments.

inside each regiment, there are different military clans that indicate the
military speciality of those composing it (Engineering, assaull, scouting,

etc.). In addition, inside each regiment, there are also different factions that *

compete to hold the command posts.

Belonging to a given regiment is apparent due to the design of Morat
sashes, the color combination and their design indicating the rank, military
clan and faction to which each soldier belongs. Veterans also show the
different campaigns the participated in with different allusive designs but
this fashion is disappearing. If anyone wants to know the combat record of
a regiment, he only has to go to the entrance hall of any headquarers and
he will s2e the collection of old insignias and banners and the scavenged
trophies from different campaigns.

The Moral Supremacy is an aggressive and expansionist species
composed of a multitude of cruel and immature individuals with nasty
temperaments but high technological advancement. They control
approximately eight star systems in an unknown area of the galaxy which
is too far away for the human race to suffer their interference. Luckily for
other races of the universe, the Morat channel their violent impulses not
only towards the other species but also to their own, something that has
kept them busy long enough for younger species, such as humans, o
develop enough to offer resistance lo their greedy politics.

Slavery is a fundamental part of the Morat economy. For time immemornial,
the winning Morat enslaved their enemies, exploiting them until their
tolal eradication or their eventual rebellion. In the few cases when slave
rebellions triumphed, they did the same thing to their former dominators.
Moral slavery has a productive character; slaves work in factories, farms,
processing plants...but never as domestic staff. It would be indignant and
insulting that a Surat, a Complete Morat with rank equal or superior to
a non-commissioned officer, has to be served by an alien. This privilege
is exclusively for second rate Morats, those who did not follow a military
career or who had no success in it. With such antecedents, it is not hard to
see the exterior policy of the Supremacy towards conquerad syslems.
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Not contact of the Supremacy with a new species has ever been
peaceful. The Morat tridactyl boot has trampled all of them. Morat
Aggression Forces have only been defeated on two occasions. The first
one was by the mysterious Sargasso Incursion, which damaged them
seriously and provoked an military equipment restructure. The second
defeal was against the civilization of the Ur Rationalists and the EI
The Morat succumbed to the evident Ur superior lechnological power
but not without proving their true nature. In the majority of situations,
they resisted until the last Morat fell. After the official capitulation, the
instances of guerrilla resistance multiplied gradually. The El realized that
the Supremacy was too unrefined for their investigations but a perfect
tool for war, so it offered them an ultimatum. The Morat would join the E
Civilization and would be their executor arm or it could refuse. The El then
vaporized the sixth planet of the Uragat system. The Supremacy acceplted
the deal and received guarantees to be able to continue their expansionist
policy. Outside the Combined Civilization, their activities are not restricted
and the El has granted a constant series of new challenges, confrontations
and adversaries. The deal was closed with delivery of the first bundle of
comiogs, called Kenats, which linked them directly with the EL.

“Sunvival at any prize” Shasvastii recitative.

The antiquity of the Shasvastii is also apparently greater than that of the
human race. According to what has been discovered they are not a very
large race, a meagre conjoining of refugees and colonies from Messier
82, a faraway galaxy in the Virgo consteflation. It seems that their galaxy
exploded, killing ten thousand million stars that were in its proximity and
eighty per cent of the Shasvastii civilization. A population that originally
counted sevaral hundred thousand million inhabilants was reduced to six
hundred million in an instant. The reconstruction of their culture delayed
them many centuries. Communications between surviving colonies was

hamperad by the lack of space flight capacity. Rescue of inhabitants from

outer settiements, dependant on supplies from nearby colonies or from
the homeworld, was not as fast as expected and many did not survive... a
harsh catastrophe that nevertheless did not finish off this stubbom race.

The Shasvastii had to face the crisis with determination. Gradually, and
thanks to the production of a rapid and powerful fleet, they managed o
reconstruct their civilization's settlements. Regardless of this, the weight of
past glories still obscures all their achievements and the preoccupation for
the continuity of their species is their culture's primary motivation.
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Owing to, or in spite of, their cbsessive racial paranoia, the Shasvastii is
an explorer species. One could say that curiosity and a hunger for adventure
is just part of their nalure, However, it is always lempered with the coldness
of those who have already lost everything once. The Shasvasti are
famous for the ease with which they adapt to any environment They are
able to resist the hardest conditions and mimetize with their environment (o
increase their possibilities of survival. Consclous that these qualities were
the ones that saved them as a race, they have developed them o their
maximum extent. Their adaptability is the reason why they are par of the
Combined Army. Exploration, forward surveillance, incursion, espionage
and assassination are the military specialities in which the Shasvastii have
no rival.

The main precccupation of the Shasvastii race is survival. A great
catastrophe in their past marked and altered them physically and
psychologically. Shasvastii scientists have devoted all their efforts to create
gene therapies that will subtly modify the genome of their race to give it the
maximum capacity of adaptation to any environment or situation. Currently,
they are creatures with very efficient bodies, able to spend brief periods of
time in toxic environments without suffering great physiological damage,
until their body finally finds a way to adapt itself to them. Of course, this
does not always work but when it does, a biopsy sample is sent to the
labs so that with a simple gene treatment, any Shasvastii can inhabit the
given Zone.

Shasvastii physiology Is astonishing; one of their quirks is baing
hermaphroditic. It seems thal after reaching the middie stage in their
growth (Possibly their equivalent to the end of adolescence) they decide
which will be their dominant gender, initiating the hormonal changes
required to change. The Definition period, or Dheviis in their language, is
variable according to the subject but in general will last up to two months.
Once finished, the Dheviis is imeversible.

MNevertheless, in the Shasvastii body the glands and gonads of the
other gender will be still present, although not completely developed. This
means thal, for example, Shasvaslii females possess high testosterone
lavels which added to their feminine melabolism makes them stronger
and more resistanl. This is a very useful resource for this adventurous
race. [n the case of the male Shasvastii, the presence of feminine glands
and gonads gives them a greater physical and psychological flexibility. It
also allows the males to camy SpawnEmbryos and lay them where the
Continuum wants to expand or colonize.

The Continuum engages in expansive space dispersion. Their space
fleat is impressive, probably one of the besl, with rapid and undelactable
Shonii, tactical incursion vehicles. It is however too dispersed to organize
massive offensives. Nevertheless, the attitude of the Continuum is not
completely expansionist or conquering. Greal concenlration of Shasvastil
population in a few systems is not their goal. The greal plan of the
Conlinuum is to ptace small Shasvastil colonies in all inhabitable systems.
The central core of this idea is to avoid another demographic catastrophe.
The Shavaslii race almost disappeared from the star map for having the
nucleus of their civilization and culture placed in a few systems, which were
wiped out by the explosion of another galaxy. To avold this, each colony
will have to be self-sufficient and store all the data conceming thelr cullure
in a wide data library and a varied deposit of SpawnEmbryos as a genetic
variety reserve. In this way, a single colony can regenerate the whole race
In casa the rest disappear.

Itis probably that the origin of the alliance of Continuum with the El would
be a natural expression of Shasvastii thoughl. The possibilities of survival
and the development of the Shasvaslii race with the El on their side are
exponentially superior to what would result if they decided to face the EI. It
is widely known that the Continuum is participating in the Transcendence
Project of the Ur Ralicnalists, trying to create its own artificial intelligence
so evolved as to achieve Total Comprehension. Nevertheless, it is likely
that its development will be very slow, as lthe Shasvasti have never
been interested in the perfection of anything superior to simple artificial
intelligence oriented towards system management. For that reason, they
believe the main interest the El has in their race is may be their adaptability,
their capacilty to obtain information and their facility fo infiltrate other
cultures. Il is very possible that the Continuum has tumed into the spear
point not only of the Combined Army, but also of the very El itseif.
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“War is nothing more than the natural extension of Commerce”
Concordat WCD motto.

Concordat members come from an alien race, called the Exrah, hailing
from a planet with elevated levels of radiation. It is not known if the causes
of the intense radioactivity are natural or arfificial, the result of a military
catastrophe. Exrah physiology has adapted to the toxic and radioactive
ambient of their planel by developing a keratinous epidermis that is able
to withstand their radicactive envionment. The epidermis characterizes
the Exrah, who still have not finished their cument evolutionary phase.
There still is dimorphism in the Exrah anatomy, with two typologies clearly
differentiated. The Imagos or “Perennial” are slow, heavy and the thick
layer of keratin covering them makes them fertile, long-lived and with a
great intellectual capacity. The “Ephemeral’, or "Operalors™, are fast
and dynamic but have a weaker epidermis, unable to protect them from
radiation, making them sterile, ephemeral and not as smart as their Imago
brothers. Exrah society has adapled itself to this dispanty, with static
imagos as thinkers and the restless “Operators” as the executors of their
orders and wishes.

The Exrah have not formed countries or nations, bul they organize in
so-called “Business Groups”, giant macro-companies controlled by Imago
groups thal provide everything necessary for their people and others, for
a price. These macro-companies navigate through space in embassy-
ships with Imagos officers that close deals through their “operators”. The
embassy-ships can offer any kind of service, from angineering to security,
not forgetting cargo, leisure and entertainment. However, their prices
are high. Exclusive access to resources, the establishmenl of tariffs and
customs or control.of information flux is the type of pay that the Exrah like.
The Imagos are hard negotiators, perfectly able to bring in “operators® to
apply pressure in the negotiations to grab the most advantageous deal...

The Exrah do not feel any respect for the civilizations they deal with
and they always try to take advantage of them. They are able to commit
the dirtiest of betrayals if it will obtain the least benefit. They are swindlers
by nature and tricksters by decision, consummate liars thal give no value
to honor or legality in business. However, the Concordat knows how to be
flexible: if things do not go commercially well, then they begin o behave
with the minimum of business sanity. In this mode, the Exrah are more
crafty and astute than ever. They start negotiating, lowering their exorbitant
profit margins, trying to make thelr mark concentrate more and more on
the deal to catch him with his guard down. Meanwhile the commercial
agents of their War Contract Department, the Vector-Operators, will be
offering good deals to other factions of their mark’s competitors, arming
and financing them, looking for allies with better disposition to make
concessions, crealing intemal dissensions from which to profit and allow
an escape route if necessary.

The Concordat commercial policy, and by extension that of all the
Exrah, is the lotal exploitation of the product or the raw matenal in an
extensive and abrasive way. The concept of sustainability does not exist
in the Exrah language. When they find a system of interest, they exploit
it until it is exhausted and then leave its carcass behind, with no other

. worries than making sure that it is marked on their star map. “Visited

system”, in commercial Exrah jargon, is a euphemism for “poor and without
resources”,

The Concordat has a widely developed fleet of spacecrail, though
not sirictly a military one. The War Contract Depariment only has light
and planetary combat vehicles. Space war involves all the Concordat
commercial ships, as all they ara offices of its WCD.

Currently the War Contract Department of the Concordal engages in
transpori, airbome operalions and Zero-G assaull missions but the Psy
Unit of 0-12's Military Intelligence fears that they are no more than the point
of a monstrous iceberg...




The true alien menace hanging over the Human Sphere is the El, the
Evolved Intelligence created by the Ur Ralionalists, but their exacutor
in the Paradiso system Is known as the Combined Army, given the
multiplicity of races that compose it. Morat, Shasvastii, Concordat,
aven those creatures known as the Hungries, all submit to the orders
and designs of the El, each race playing a role in the Combined
Army. The brutal Morat are the base of the army, the infantry in all its
violent forms. The perfidious Shasvastii are infiltrators, explorers and
assassins. The cynical Concordal carries out transportation and adds
specialized assault troops. The Hungries are a sea of death. Still, none
are as lethal and dangerous as their leader, the El, especially when
incarmnated as a Charontid or an Avatar to coordinate its troops towards
a victory that will be the ruin of the Human Sphere.

MORAT VANGUARD INFANTRY :

The Vanguard Infantry regiments are the basis of the Morat
Aggression Forces. On them lies the main weight of the Morat offensives
during the conquest campaigns of the El and they do not mind. Moral ]
snldiers are ferocious to the bone, big, strong and always menacing,
aven whan disarmed. The Morat Vanguard Infantry has a long, lengthy
and blood-spattered combat record. It is very strict and seems (o -
have adopted a similar motto to the formar Foreign Legion: "March W
or Die”. A direct descendent of the old front line combat regiments,
the Vanguard Infantry has inherited their old and brutal traditions. In
all the common rooms of their headquarters, there is a visio-plate
that constantly transmits the following message: "You are Vanguard
Infantry, your destiny is to die and the Army will take you where your
death is awalting”. Conventional armies look for a final victory but the
Morat Vanguard Infantry knows that the end of a campaign only marks
the beginning of another. For the Morat, war is never over.

W.C.D. VECTOR-OPERATORS:

Forward Commandos in commercial W.C.D operations.

W.C.D.VOID OPERATORS:

Commercial agents belonging to the Concordat Fleet, specialized in
assault and boarding technigues.
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Morat Vanguard Infantry
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SURYATS (Morat Heavy Assault Infantry):

The Moral Heavy Assault Infantry is the one charged with attacking
fortified positions and is specialized in close combal, either in urban
situations or in the inlerior of ships. Defining them as “tough” does
not say enough about them. They are velerans with several years
of experience in combat, participating in the Flash Wars and its
predecassor, the Blink Wars. They have survived attacks and suffered
ambushes; they have been wounded several times and have seen their
companions buried. The sound of war is so natural for them thal, if
artillery discharges stop during the night, they jump out of their beds
ready for a possible enemy advance. The smell of powder and burnl
ozone of energy discharges are like a drug for them. In combat, the
Suryats are very fast and always surprise their adversaries with lhe
swifiness and courage of their assaulls.
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ISC: "Iskallers” WCD Jump Operators
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W.C.D JUMP OPERATORS “ISKALLERS":

Jump Operators have a surprisingly unstoppable combat intuition
and courage. They are chosen individually, for only the most resolute,
deft and skilled Ephemerals interested in obtaining benefits for the
Concordat Exrah will do. Jump Operators are ambitious and they crave
missions that will provoke the admiration of the company and give them
an opportunity to promote themselves. In order 1o fulfil the demands of
their operative profile, the Iskallers have improved matabolisms that
allow them to support the strong stresses of re-entry during frans-
atmospheric tactical flights. Their flight shells allowing them to attack
from the least expected directions. Jump Operators were the authors
of the Monitoring Station 3209 capture during the First Offensive
on Paradiso. A bold airborne attack ruined the strong PanOceanian
defences and gave rise to their black legend. The Svalarheima Fusiliers
that survived nicknamed them “Iskallers™, which mean “very cold” or
“icy” in SvalarMorse, given the cold blood they showed directing their
attack towards the main PanOceanian firezone in an almost suicidal
manoeuvre which brought them victory.
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Combined Army

T AT T-.-r-'r..__-_-—- _‘-r-l,.-_—.;-.‘l.:_l,—._.... e

THE HUNGRIES-"GAKIS"-“PRETAS™:

The Hungries are combat light operatives. They belong to a bastard
race found by the El on some forgotten planet. The difference between
Gakis and Pretas is in the presence of the male, a symbiont parasite
hosted at the base of the skull. This male-symbiont, in order to feed
itself, disrupts the body biochemistry of the female-host (Gaki),
accelerating neuronal connections and giving her a greater intelligence.
The resulling being is a Preta that, even though it will not be completely
rational, will have an improved leaming capacity and a greater ability
to manipulate objects. The El trains them with a trial-reward system,
stimulating artificially their sensations of hunger. That is the reason for
their military designation inside the Combined Army as “The Hungries®.
The humans met them on Paradiso and called them Gakis and Pretas,
cannibal phantoms in Japanese and Hindi, for the fierceness of their

B

-

v

attacks and because they like to move in packs. Their main military
use is delerrence and the rupturing of enemy lines. Experience has
taught human troops that it is not wise to allow them to get too close.
The Hungries are trained to be more insidious than intelligent. They
carry close combat weapons as modified arm-claws, and the Pretas,
thanks o the presence of the male-symbiont, can expulse wide sprays
of small calcareous excrescences at great speed with the efficacy of
a shrapnel weapon. The Prefas also posses the capacily to exude
globules loaded with neurotoxins called Bio-mines, an evolutionary
advantage developed to protect their egg laying places. The Hungries
prefer to move in groups, following random patterns simultaneously
to provide more possibilities for victory. They are worse than they
appear, the speed and determination of their attacks turning them into
relentless and terrifying enemies, As is commonly aid about them, they
will naver renounce to their pound of flash.
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RAICHO ARMOURED BRIGADE:

Morat T.A.G.s with a great offensive capacity.
CASKUDA WCH A 4“" AOURED ILINBE & "__" AT

CASKUDA W.C.D. ARMOURED JUMP OPERATORS:

Caskudas are insects similar to cockroaches, but worse. Nalive to
Acontecimiento, they are big, reproduce at full speed, can fly, have a
vary resistant shell and are immune to almost any legal insecticide.
Overall, an absolutely hateful, foul and disgusting nightmare. The first
time that PanOceanian troops suffered an attack from the Concordal
Armoured Jump Operators, they reminded them so much of those
disgusting creatures that they baptized them with the same name.
Caskudas are T.A.G.s equipped with trans-atmospheric flight units that
can be launched from atmospheric aircraft or from planetary orbit. During
re-entry to the atmosphere, the acceleration can surpass 6Gs. The
adaptable geometry of Caskudas can assume complex aerodynamic
models to maximise speed and reduce friction. From thirteen miles
of height, their repulsors are activated to descend at supersonic
speeds and then gradually diminish to the subsonic. Stabilizing fins
erupt from their backs with the aim of adapting to the higher density of
atmosphere. Their entry to the battlefield could be easily mistaken for
a meleorite shower until they land... In fact, Caskudas do not actually
land, even though they could if they wanted to. Caskudas crash and
explode all over the battlefield, trying to spread confusion in the anemy
ranks. So, the sequence is this: first you feel the impact of an artillery
projectile, then the projectile arises from the ground and starts shooting
averybody. How would you feel if the enemy bombs you with heavily
armoured T.A.G.s?

in duplicate, from different sources and with different encryption codes,
so that it is almost impossible for the enemy to tamper with signals
. or introduce fake data. In classic Greek, Charontid means roughly,
“those who are like Charonte®, or “the sons of Charonte”, the boatman
of souls. This name was transmitted by the El across all human military
channels from Paradiso as a presentation of their new campaign toys
in a sinister display of technological superiority.
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The Charontids are the light combat incamnation of the personality
Aspects of the El. The perfect soldiers, they march a whole week without
sleeping, tolerate any level of sunlight and gravity, are able to breathe
in any type of atmosphere and are not disturbed by any smell. They can
sleep anywhere. They wake up right away. They can eal any organic
substance in order to survive. They have the best equipment the Ur
Rationalist can make. Their helmets have an integrated image intensifier
with a fish-eye lens of advanced sophistication, a multidirectional
microphone and a range of wide spectrum and active and passive
infrared detectors. Their systems of hypersensitive sensors and radar/
sonar are scattered on plates all over their body armour in order to Bio-cybernetic medical-Engineers, equipped with sophisticated
receive a global image of their surroundings. Charontids see absolulely nanotechnological tools.

averything. You can run but never hide from them. They constantly

recejve information from the satellite web and command posts of the

El, located in geosynchronous orbit. All data and orders are transmitted
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Combined Army

PIONEER CORPS “THE SHROUDED":

The Shasvasti Pioneers are the spear point of the Continuum
Expeditionary Forces. They reconnoitre the terrain, picking up
information, evaluating real and potential dangers and carmying oul
prevantative attacks when necessary. In times of peace, they search
around for possible settlements for future colonies of the Shavasii
Conlinuum. In times of war, they turn into a nightmare for the intelligence
services of their enemies, devoting themselves lo causing trouble
and extending misery. The Shrouded are specialists in surveillance,
querrilla and sabotage missions, and their equipment is most efficient
for these activilies. Their combat suits are an awe-inspiring example
of quantronic miniaturization. They consist of an overlapping series of
fabrics, composed by tissues made from bio-quantronic compounds
thalt reduce their infrared signal, avoiding temestrial sensors. The
gxterior layer is equipped with mimetic and wave absorption cells to
merge with their environment and remain unnoticed. The final look
of the combat suil of the Shrouded is similar to a shroud, prompting
human troops to give them their name.
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Avatars are the ultimate expression of war machines designed by
the Ur Rationalists, designed to host an Aspect of the El in combat. In
this way, it can control first hand what is happening on the battlefield
without having to depend on slow organic support. Avatars are
equipped with automatic systems and semi-intelligent weapons that
make them look like wary predators, even when they are on stand-
by or disconnected by the El. The images taken from the battlefield
show them as silhouettes entering and leaving local space, their hulls
shining with sequences of particles, scintillating defensive, gravitational
and suppression fields, target acquisition and holographic weaponry
controls, a radiation of technology covering the entire spectrum from
®-rays to hard light, All around them, the local space continuum swirls
around and shines. In reality, Avatars do not need lo move in order
to hunt but their machines and systems are faster than humans ever
could be...

AVATARS:

= I g [ E S



support, amplifying senses and increasing response capacity. Dalurazi
is a complete martial arl, developed around the comlog, and something
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SPECULO KILLERS

unprecedented in the Morat culture, which never previously developed
any meditational technique that could be applied to war. The Daturazi
not however religious; the Order is just a way to stand out inside the army.
Mevertheless, many Morat youlhs join the order and fervently embrace
DEEP INCURSION CORPS “"MALIGNOS" : the close combat ideology, or “Dirty War", of the Dalurazi teachings.
The elite of the Shasvastii Continuum Expeditionary Forcesis the Deep . just before their baptism of fire, is so brutal that not even the Moral dare
Incursion Corps. It was created to balance the force of an army such describe iL.
as the Shasvasti, weak but well equipped and able front adversaries
crushing attacks, able to disrupt enemy strategies. The psychological '  BRONE
impact of their attacks s such that they received the Tagalog Philippine A HET = e
nickname of Malignos, given the damage they caused during the First ( ﬂ
that the only way to locale them is by detecting their absence where \il.,__,,sj :
they have just been, or by perceiving the breeze they raise when they
which they dodge with incredible deftness. They are undetectable, and DRONES:
accordingly, untouchable. Nevertheless, they usually do not atlack
prematurely, displaying a perverse patience which is still more disquieting The Drones are auxiliary remote units. The front and sides of the
most harm... . reduce their radar signal. They are the long arm of the combat hackers of
. the Combined Army. Using Voodoo-tech, laser beams or soft microwave
pulses, they can amplify their intrusion signals. The M-Drones have
that monitor enamy forces, allowing them to perform constant raids over
f’:v the combat zone. To amplify the action radius of hackers and their info-
l\-/ faster units thal can cross the battlefield almost instantly. The Q-Drone,
equipped with modular weapon systems is employed as a mobile armed
SPECULO KILLERS: support platform. Q-Drones are armed reaction units, ideal for covering
The Speculo Killers are the pinnacle of the Shavastii infiltration |  Combined Army has a guided missile launchers platform with which to
corps. The Continuum has created the perfect spies and assassins. cover their advance from the rearguard. Thanks to the guidance systems
a generic biosynthetic body, an almost perfect replica of the person to is no anemy troop who is safe on the battlefield,
be supplanted in less than 36 hours standard. The similarity level, in
both genetic and physical appearance is 99.9 %. The 0.1 % remaining
nervous system, metabolic increase, carbon compounds in muscles and
bones, an induced memory web and quantronic neuronal implants. That
difference tums them Into superb combal machines. Starting from the
and Incursion Corps, they can recreate the psychological profiles of
their objectives. Their systems allow them to download all the info from
the memory and personality Cubes picked up from the dead bodies of
shock. Their clothes are made from a sophisticated holographic tissue,
able to metamorphose and adapt itself to any new shape, Their perfect
reproduction of muscle and skin movements is amazing and confusing.
carrying on with his life as if nothing ever happened, until they are close
io their main target. At that moment, the sleeping agent will wake up. The
Speculo Killers act with a creepy efficiency, almost beautiful but perfect

were born as a casle of followers of the war god Cotoya. The Moral are
The ordination ceremony that takes place after completing the training,

more numerous or belter armoured. They are specialized in selective

Offensive on Paradiso. Their camouflage equipment is so sophisticated

move, Malignos are too subtle to be detected by anti-intruder systems,

as it suggests that they are wailing for the right moment to cause the Drones are equipped with wedge shaped data acquisition panels to
extremely sensitive sensors linked to the “Eyes in the Sky", spy satellites
attack systems, the Combined Army uses the R-Drones, lighter and
zones of surveillance or to stop enemy advances. With the T-Drones, the

Their advanced technology of genetic development can duplicate, from of the T-Drone missiles and in combination with forward observers, there

coresponds to genetically coded combat instructions, an improved

information and sample tissue acquired by their probes and their Pioneer

their victims, without erasing previous information or suffering feedback

To all effects, after eliminating their objective, they will tumn into him,

and lathal.

DATURAZI WITCH-SOLDIERS :

These appeared after the collapse of the Fourth Morat Era, during the
Knife Renaissance, after the El's contact with the Morat race, when the
El-Comiog turned into the most prized possession of the Morat citizen.
A military elite caste that called itself the Order of Daturazi Soldiers was
probably the first group of Morat soldiers completely equipped with
campaign comlogs. The Daturazi discipline deals with the integration
of mind and comlog in such a way that the comiog functions as a
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The current political situation in the Human Sphere is unstable. The
commercial arena is in a phase of steady expansion, with new and
fertile territories to exploit. if this is combined with the powerful lobbies
that have almost carte blanche in border territories, a context is created
to see Free Mercenary Companies on the increase.

Mercenary Companies and "corporate warriors™ provide logistic,
tactical and lethal support to anyone ready to pay their fees, from a slale
army to 0-12 or the energy industry. In this situation, the professional
soldier is a merchandise that is rented or sold, serving inside a country,
in the colonies or forward commercial missions, working for mega-
corporations, family mafias, transport enterprises, security companies,
information trafficking ventures and much more.

The mercenary market has its own stock values that fluctuate
according to the season, political fluxes and war or peace situations.
In this War Markel, with national armies have almost overcoming
the enrolment figures of the NeoColonial Wars, a high price is more
frequent than a low. The individual warrior has a price which depends
on his physical qualities, his experience, his combat skills and even his
own material and equipmeant.

Mercenary contracts are signed with a unit’s captain. The captain
salls or rents his unit to a Company Colonel, a mercenary military
officer that will dispose of several units, linked to a war imprasario. This
executive is surrounded by a multitude of financiers, from the modest
agent who travels with the Company administering their expenses and
maintenance funds, to bankers, such as the Figueroa for Van Orton in
the Foreign Company. Impresarios of war have lands and properties,
collecting contributions from the frontier territories that they occupy
with their troops. Renting their military instruments to colonial cities
or to other companies’ direclives, these impresarios clash frequently
with authorities. The power accumulated by some of them has
permitted certain independence in some areas. For example, the Kaid
Fahesh, owner of the Dashat Company, holds businesses in Maya,
investment agencies, and the tourist resort of Zumurroda in the eastemn
Pharthalia Islands (Bourak), where he sees minimal interference from
Hagqgislamite authorities. Nevertheless, alien intervention on Paradiso
has ruined some of the thriving businesses of many of these war
impresarios. Currently, their attention has shifted partially to Ariadna,
where they have found a fertile operational ground, bringing there
chaos, desolation and pillaging.

Strong states such as Yu Jing or PanOceania use these forces,
which lack any political affiliation, as secret units with which to carry
out activilies vetoed by O-12. Their intelligence services buy services
directly from Mercenary Captains or Colonels. Warriors are hired in
these cases for generally short periods, engaging in blitzkrieg missions
that leave the least possible number of tracks that could lead to their
employers. Companies are subcontracted by the governments as
*security consullants”, taking up missions to protect companies or
diplomats in conflictive zones, safekeaping food convoys, training local
forces or deactivating explosives. Private companies usually adopt very
influential combal roles in conflicts on border colonies, even though
they are not known for choosing their clients very carefully. Mercenary
Companies can contribute to the social pacification of a country, at least
until their contract expires, but may also provide access and excuse
for deadly conflicts between weak countries who would otherwise be
unable to engage in sophisticated levels of violence.

One of the most frequent problems in mercenary companies is
training. They constantly receive men and women that, depending
on their origin, possess the most varied education and training; but
what any Company obviously needs is a contingent of soldiers trainad
and capable of participating in as many different military situations as
possible. To solve this problem, intermal instruction concentrates on
operative fundamentals. Furthermore, training programs consist of
developing small units that are very mobile and very rapid. The other
great difficulty of Companies lies in achieving a feasible contracl, one
that requires performance most suitable to their training. In this way,
they achieve efficient use of the units composing them.
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The popular image of a mercenary is that of a soldier who Is addicled
to combat drugs, or an assassin that enjoys killing for money, both
of which are far from true. What drives these soldiers is their lust for
adventure, the desire to escape an oppressive environment, or having
legal problems that the Companies, always moving, allow them to run
away. The Free Companies are like churches, a place of asylum for
outlaws or adventurers with a spell of bad luck.

Tradition affirms that in a Free Company you can find experts in
almost any trade, from workers to technicians, including ex-priests,
intellectuals and lawyers. This is due to their wide varieties of origin
and the necessity of their independence. For this reason, members of
Companies make use of down time between contracts to make extra
money with secondary subcontracts of a non-military nature.

Mercenary Companies usually establish transport agreements with
the traders and transporters from the Free-traders Brotherhood, or
aven with Hagqislamite corsairs, to move arcund the Human Sphere.
There are few Free Companies that have a shuttle at their disposal,
much less an intersystem craft, something only the most successiul
can have.

Some important international entrerprises possess their own
corporate defensive services, privale and miltary, thal do the same
type of work that was previously given to soldiers of forlune. These
units of corporate warriors are usually composed of people linked to
the Armed Forces and are mainly made up of by ex-military staff, Army
and Navy veterans and well-trained paramilitary personnel.

Finally, it is necessary to point out a concept always present when
talking about mercenaries. Soldiers of fortune do not do their job in
order to be killed. They will never sacrifice themselves in a heroic
or stupid way. They only undertake intelligent missions and with an
acceptable risk margin. The greater the danger, the greater the money
they will get. A mercenary will try to fulfil his military objectives without
being killed. The golden rule is: the fewer casualties, the bigger the
banafit, the same for the mercenary as for the person who contracis
thern: and this is something no client must forget.




YUAN-YUAN MERCENARIES:

“Death is our business and pilfage our pay”
¥Yuan Yuan motto painted on the side of some of their craft.

The Yuan-Yuan are scavenging, wandering pirates without a
fixed headquarters, able to be signed up as mercenaries. They are
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They live in crummy intersystern spacecraft hidden in asteroids,
from where they attack cargo convoys. Their economy Is based on
pillage, rape and slave traffic, especially Eunuchs, whosa memory
and personality cannot be recorded by a Cube, For the Yuan-Yuan,
violence and bloodshed has tumed into a way of life, and it seems they
cannot do anything thal is not violent and bloody. There are no pirates
sailing the asteroid-ridden star regions crueller, more bloodthirsty and
desperate than they are. The Yuan-Yuan, militarily speaking, are not
vary precise but they know how to profit from their ability to appear
where they are the least expected. They are good fighters in space
but a bit awkward on the ground. For this reason, in surface operations
they prefer entering combat by jumping from their aircrafts. Their
vahicles, a thousand times repaired, are units siolen from a fleel or
old captured transports they arm and equip with parts and supplies
cannibalized from other ships. Their combat equipment is eclectic and
varied, fruit of their robberies and incursions. S0, when signing them
up, it is better not to allow them access to installations or allow their
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outlaws despised by a society that does nol mind buying their servicas entrance lo warehouses...
to sacrifice them in combal. The Yuan-Yuan are good close combat

fighters, undisciplined and noisy and they do it all for the money.
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SAITO TOGAN, MERCENARY NINJA;

There is a rumour in bars and taverns frequented by people who
Y know about weapons. This rumour involves a dead man, or maybe a
man that should be dead... This story you will only hear in ill reputed
joints in places like Noviy Bangkok, Shuangdong or Dalniy, in that kind
of dive you can only enter if you have a pair of scars or a few nolches
in the butt of your weapon. The rumour, and it is only a rumour, has a lot
to do with the fall of the Onishi clan and with the man who aggravated
its shame, Onishi Tégan.

The Onishi was the highest-reputed ninja clan in the Aomori
prefecture and Onishi Togan was its best ninja, the one who took the
most risky missions. His sheer success was due to his meticulousness

. when planning operations and the celerity and stealth with which

. he executed them. Tdgan was destined to lead the Onishi clan but,
one night, engaged in an important mission, something failed and
averything went to hell. The operation was a disaster and everybody
died: the girl they should have rescued, Togan's support team and all
the kidnappers, who could not be interrogated. The clan's prestige was
questioned. The duty of Onishi Tgan was to go before the family of the
hostage and perform sumimasen, eternal contrition, offering his life in

| exchange as an apology for the mistake made.

Togan never appeared, dishonouring his name and his clan's name.
He turned into a hunted man. His clan and the family of the young
hostage fixed a price for his head and soon an Onishi ninja commando
would finish his life in a blitzkrieg operation. A few months later, Onishi
Yoshitsune, Togan's successor, was found dead in his house. Some
people claim that beside Yoshilsune's body there was a recording
confirming his liaison with the kidnappers of the poor girl. Nevertheless,
the Onishi clan silenced the issue and nothing eventuated. Since then,
there is a new figure on the mercenary circuil, a stealthy assassin
called Saito Togan, an expert martial artist with a technique and style
that is reminiscent of a certain member of the clan Onishi...
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TEARLACH McMURROUGH, MERCENARY DOG-WARRIOR:

“Claws for rent” was how the Kaid Fahesh defined McMurrough
when he saw him for the first time. He is a muscled and fast close
combat killing machine with accelerated reaction times, able 1o ¢cross
the battlefield and destroy his opponents even before they notice him.
Dearg (Red) McMurrough was his name in the Dog-Bowl team from his
natal village, for the reddish shade of some parts of his fur. Tearlach
McMurrough is one of those rude, stubbom and stolid individuals
that the worse you treat them, the stronger and tougher they get. He
has leamed to clench his teeth and take anything that comes down
on him, waiting for his opportunity. Self-sufficient and possessing a
sharp intelligence, he has few loyalties, save to those who pay him.
The tough lessons in life and a sad infancy have taught him to be
independent. McMurrough knows that his only ally is himself and that
he can trust nobody else.

Q@

He learned the rudiments of military life the hard way, in the
Cameronians, the Scoltish Regiments of Volunteer Dog-Warriors:
some brief instruction in the use of weapons and they sent him directly
into combat. His life as a mercenary soldier on the frontier has fine-
tuned his combat and survival techniques, hardening his heart before
the miseries of war. The Kaid Fahesh saw McMurrough's potential.
He chose him deliberately and selected him to be a member of his
personal guard on Ariadna. Fahesh perceived an individual who was
extraordinarily passionate, resolute and tenacious, whom an infancy
of spite and refusal had unbalanced. He knew that by exploiting that
emotion in its purest state and unravelling it, he would have the finest
warrior at his service. McMurrough proved his value in the Ariadnian
Commercial Conflicts but the greatest fighters can be as unpredictable
as lethal. McMurrough did not want to be anybody's pet and after a
time with Fahesh, he resigned. Now Tearlach Dearg McMurrough is a
freelance mercenary that roams freely about, offering his skills to the
highest bidder.




13

] L

. e T FIM

AVICENNA:

Rogue Al Recreation of the Arabian doctor Avicenna.

MIYAMOTO MUSHASHI:

Shinmen Mushashi no Kami Fujiwara no Genshin (15487-16435)
chose as his adult name that of his place of birth, Miyamoto. He was a
Japanese wandering master swordsman. He would participate in more
than sixty duels, the first at thiteen, in which he remained unbeaten,
and in three military campaigns. As a master, he reached the Kensei
status, a saint of the sword, and was the author of “Gorin No Sho® the
Book of the Five Rings, or the Five Elemenis.

The Project “Duellist” was initiated by the Al at the request of the
VissioRama Maya channel for its Aristeial program. The idea was [0
recreate a contemporary equivalent of Musha-Shugyo, the wandering
pilgrimage that Miyamoto made between 1605 and 1612. In the senies,
viewers could enjoy his trips around the Human Sphere and the duels
in which he participated along the road against other Aristos.

=
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In the beginning, the series was a success, with reviews, fans and
followers admiring him as a legendary being. "Amazing and passionale,
Miyamoto possesses the deftness of a master, the heart of a lion and
the vivacity of a tiger” (CloseCombat magazine, Maya). However, little
by little, audience rates started to fall. Miyamoto, a severe and sober
person, lacked the frivolity necessary to enjoy his Arisieial star status,
and his series, even though it could be very exciting, was not funny.
For a warmrior like him, with all the experience in combat of his original,
to fight following aesthetic considerations was absurd. For Maya, his
duels were not flashy enough; on the contrary, they were fast and
affective, too fast for the producer and spectators of VissioRama. The
channel, after seeing Mushashi would not change his fighting style,
requested the deletion and reprogramming of his personality to obtain a
duellist as effective but more theatrical and spectacular. Nevertheless,
a hacker fan of Miyamoto intercepted the internal communications of
VissioRama and aleried his idol, who disappeared into the night.

Currently, Miyamoto is accused of blood crimes and economic
felonies against VissioRama, for participating in illegal duels, for murder
of several Aspecis of the Al and rebellion against ALEPH, which he
seems 1o hate deeply. With such charges and such powerful enemies,
he has been obliged to carry on the adventurous life he has always
enjoyed. Now he leads a real duellist’s life, a fugitive mercenary always
alert to continuous risk and constant flight, wandering aimlessly without
a home. Forgotten and missing for months, he suddenly reappears in
faraway scenarios and in illegal arenas. Danger and the underground
circuits of Aristeial have helped him polish his martial style the hard
way. Specialized in his own kenjutsu technique called nitenichi or
nito'ichi ("Two Heavens” or “Two Swords As One”) Miyamoto Mushashi
has revalidated his status as a saint of the sword but a turbulent saint,
dangerous and lethal.

ISC: Miyamota Mushashi
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Do you want to!

know more?

A NEW ARMY CONCEPRPT

The greal powers are currently aware that the termtones they must
protect are bigger and increasingly separated by great distances. Their
armies have adapted to conflicis based on regional deployments and
the needs of modern batilefields. The wars they fight are very fast and
have a strong offensive character, so armies have evolved into lighter
troops, mobile through air and space, with a greater deploymant spead
and range.

To do their duty, modern armies must be able to face new menaces
-be they adaptative, asymmaetrical, conventional or non-conventional-
that can appear as time goes by. In order to dominate and maintain
their superiority over these menaces, modem armies have changed
and adapted their combat styles. From classical linear and sequential
operations, they have evolved to simultaneous operations, distributed
around all the Human Sphere.

Right now the combat fronts are numerous, varied in their features
and take place faraway in space. Such scenarios demand military
forces with a great operative polential for deployment, manceuvre
and strateqic response by earth, sea, air, or space. Modern armies
are swifter, more versalile and deadlier than ever in history, They have
tumed into multidimensional forces, able to address the full spectrum
of operative military demands, from total combatl to humanitarian
help, in the most austere or hostile environments possible. Thesa are
forces capable to dissuade, deter or decisively defeal their adversaries
anytime, anyplace, and anywhera.

Conflicts now explode and develop with greater speed than ever
before and an army must be organized in such a way that it can
answer any challenge immediately. Modermn ammies integrate mobile
aerolerrestrial teams that can plan and perform any kind of military
operation, using the most advanced technology platforms to reach
the most decisive victories in the least possible time. Units deployed
in each conflict can be of small size bul very versatile, composed of
modular and combined troops, with members from all the necessary
military specialties.

In this way, an army is composad of a system of operative calls:
small tactical units with great performance capacity. The intelligent
application of advanced combat and information technologies has
changed soldiers' combat style and increased their capacity for
damage and survival.

Thanks to current information technology, the High Command
knows what is happening on the front no matter how far it is, sending
precise instructions to soldiers. Further to that, and owing to the great
speed of current wars, a great relevance is placed on commanders’
personal initiative over the terrain. Command is exerled over the mosl
advanced elements in combat divisions. Verbal orders, transmitted by
tactical linkage, receive more attention thal thosa written or transmitted
by the official military channels. Besides, young officers are fond of ad
hoc formations to perform special operations, using any kind of troop
from those iImmeadiately available.

Commander Lao Zhou, 3rd Zhanshi Gongchéng Daddi (3rd
Regiment of Mech-Engineers) divulgation article of the Minisiry of
Defense for the senes “Transmuting Technologies” for Tidnxia, Yu Jing
channel in Maya [extracl]
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ANATOMY OF THE MODERN WARRIOR

Today's vision of a smaller but lighter army, able to face any Kind of
environment and operation, has turned the infantry soldier into the key
element. In order to confront current military challenges, the soldier
has to be more lethal and resistant than ever. He has at his disposal
tha best protection, weaponry and information technology, so that he
can control and dominate the battlefield.

In the modern army, the individual soldier is connected to a
steady web of data, fire coordination and communications. This new
army concepl gives the common soldier the capacity to destroy any
adversary, in any climate and environment, with lighter weapons that
have wider precision and range, causing more damage than he ever
dreamed.

Sophisticated and safe systems of communications and dala
provide tactical and intelligence information to the soldier in combat
on a steady basis. Linked constantly with commanders, support units
and remote location and surveillance devices, soldiers have a greater
control over the combat arena. The comlog, a quantronic personal
computer, picks up data from the tactical web and projects it together
with aiming data over the soldier’s tactical visor, providing immediate
and instinctive access to all information related to combat.

S E——




Contemporary soldiers have full spectrum capabilities, meaning they
are troops that can be used in any kind of mission, from peacekeeping
to high-intensity conflicts. The bulk of military research has focussed
on being able to provide greater flexibility to the personal combat
equipment of each trooper. The multi-functional combat protection
outfit is ultra-lightweight, comfortable and not very voluminous.
Combined with camoufiaging and mimetic technology, it increases and
guarantees the survival capacity of any trooper.

The Tactical Personal Gear of each soldier aliows total freedom
of movement and guarantees full operative capacity during the
execution of any mission. In addition, the soldier’s profile has been
optimized physically and cognitively, with a suit equipped with medical/
physiclogical sensors and devices for immediate wound treatment.

The soldier’s vest s still the basic component of body armour. It has
developed into a light system of multi-threat protection for the torso and
neck, with improvements in its armour protection and reduced weight
and volume, Current models are comfortable and efficient than ever,
with a design and size adaptable to the female body.

The superior level of protection is found in the personal combat
armour. Heavy powered armours are military exoskeletons, designed
to give antiballistic, anti-fragmentation and environmental protection.
They also provide physical monitoring and medical treatment functions,
as well as increased agility and strength to allow soldiers to carry
offensive weapons easily. In “Full Combat”™ mode, their electromagnatic
signal is reduced and luminous devices are turned off or dimmed.

ISC:
. Mger Soldier

When “Full Combat” mode is "on” camouflage patterns are activated,
overlapping with the base colour of the amour so the soldier will be
more difficult to locate in combat. The modemn heavy armours are,
alongside T.A.G.s, one of the most sophisticated tactical elements in
the military arsenal,

The high technology in the service of war has transformed a simple
infantry soldier into a vital element in the military structure, with
capacities exponentially superior than those he ever had.

Mevertheless, all these technological advantages only serve 1o
accentuate a military excellence that must be already present in the
soldier. Military modemn culture is based on better physical and mental
discipline, factors that have allowed the forging and expansion of the
greatest empires in the history of Humanity.

Commander Lao Zhou, 3rd Zhanshi Goéngchéng Dadwi (3rd
Regiment of Mech-Engineers). Information Ministry divuigation article
for the series “Transmuting Technologies” for Tidnxia, Yu Jing channel
in Maya [extraci]
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NeEOCCOLONIAL WARS

A decade has already passed since the end of the NeoColonial
Wars, and still we do not know what the real trigger of that conflict was.
The molive however, was always clear; a thriving and ambitious Yu
Jing, ready to take down the first great power, menaced PanOceanian

supremacy.

At thal time, PanOceania viewed with nsing concem the expansion
of Yu Jing's economy, while at the same time perceiving a stagnation
of its own economy and commerce. The hawks in PanOceania’s
government wanied to increase the military budget to counter the
weapons escalation that Yu Jing had engaged in for the previous two
years. In addition, members of the Yu Jing Imperial family made a
series of statements in which they commanded the commanders of the
StaleEmpire army to be ready to take Yu Jing to a dominant position,
one more suitable to Yu Jing's power and tradition. In spite of O-12's
conciliatory peacemaking manoeuvres and the official refutation by Yu
Jing of aggressive statements, PanOceania was placed on military
alert.

History books point to the destruction of the PanOceanian cargo
spacecraft Rohini’s Wink over Swvalarheima as the origin of the
NeoColonial Wars. PanOceanian books accuse the bellicose Yu Jing
StateEmpire Navy as tha cause of the disaster. Yu Jing books claim that
it was PanOceania who used the craft's al destruction during routine
manoeuvres to cast blame on Yu Jing. In this way, the PanOceanian
invasion of Yu Jing territories on the Shared Planets was justified. No
matter the specifics, the destruction of a very expensive shuttle of
transport and the death of 47 crew members and 138 PanOceanian
passengers gave rise to what could be called the First Intergalactic War
in Humanity's history. A conflict whose dimensions and repercussions
would dwarf previous conflagrations such as the Centro American
Campaign in the second third of the 22nd century or the Caucasian
Conflicts in the 21st century.

The MeoColonial Wars had several fronts, with battles distributed
across the different systems. The conflict period had three phases,
separated by two truces, hence the plural form. The Initial Phase, or
First NeoColonial War, lasted for a year and a half and took place in
the shared systems of both powers: Paradiso, Svalarheima and the
Human Edge.

On Paradiso, despite the deployment of the Teutonic Order to the
frontline, the presence of other powers and the difficult terrain avoided
open war. In spite of this, the violence engaged in was so intense that it
coined the nickname “The Mincing Machine” for that planet.

T:1Lv352 am ZH
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The adverse climate of Svalarheima stopped the relentless advance
of PanCceanian troops across the region of Huangdi (Niflheim for
PanOceania) while the surprised Yu Jing troops, with no ability to
receive supplies, regrouped. On the Human Edge the conflict was
almost exclusively naval. During the “Yama's Fury Operation”, the crew
of the Orbital Haigui-9, knowing they would be defeated, scuttled the
whole base. The explosive shockwave and the thousands of fragments
thrown at escape velocity trapped the PanOceanian Amphisbasna
Attack Fleet, destroying 73% of the craft available in thal system.

Nevartheless, the impasse situation of the war, the tremendous costs
it generated, the social pressure and 0-12's intervention, provoked the
calling of a truce in the Neutral City of Accra.

Ten months later, Yu Jing's role in the Rebellion of the Helots on
Varuna was revealed, as well as its support of the Liberto terrorist
groups. The rupture of the Accra Truce would provoke the Climax
Phase of the NeoColonial Wars. In this stage of the war, the superior
¥u Jing navy saw the conflict reach the Solar System, Varuna and
Acontecimento.

¥u Jing's viclories in the Saturmn-Mars Circuit Campaign and the
Dadan incursion over An-Jalut on Varuna, had a strong psychological
impact on the PanOceanians. Nevertheless, Yu Jing was unable to
maintain its rhythm and after the PanOceanians answered with the
Mahisa Tolal Offensive, seeing the Yu Jing capital bombed, the Rio
MNegro Peace was negotiated.

Rio Negro's treaty had many opponents in the Yu Jing Imperial family
as it gave away all the achievements and conquests achieved during
the war. A fealing of frustration remained latent in the Yu Jing political
and military elite, becoming a breeding ground for further confiicts.

The discovery of ancient vestiges of human and alien presence in
the NiemandsZone in Paradiso would ba the spark that would feed the
flames of war again. PanOceania claimed the ruins, displacing O-12's
specialists and those from other powers, unleashing the latent wrath
of Yu Jing. The Terminal Phase, or Last Neocolonial War, developed
in a bloodier fashion than those previous. The conflict's savageness
recalled Paradiso’s moniker, seeing a total evacuation of the most
important city-colonies, but other combat frants competed with Paradiso
for the top billing in the violence and casualty stakes. Haggislam and
the Nomad Nation were dragged into the war and their cities, colonies
and townships became sirategic points in the conflict.

The PanOceanian need for an advanced astroport on Paradiso
motivated the siege of Al-Hadiye, the main Hagqislamite city on the
planet. The Commercial Orbital Nomad Legation in Acontecimento-3
was taken by assaull, as a precursor to the recovery of the Lusiadas,
the external PanOceanian orbital structures in the system. Yu Jing
confiscated a series of Nomad intersystem ships and used them as
a Trojan Horse in the Battle for the Dividing Line of the Neoterran
system.




The PanOceanians would use the sama tactic later with the Boushra
Caravansary in the Human Edge. The Terminal Phase tumed into a
total war that as with the Initial Phase, after its fast and aggressive
start, became bogged down waiting for radical measures.

A few factors provoked the lack of support for the war. The alliance
of Haggislam and the Nomads with 0-12, already sharpening its knives
to arbitrate actively in the conflict's resolution, the sudden death of
the Jade Throne Emperor, the biggest proponent of war in Yu Jing,
and the withdrawal of support for the confiict by some very important
PanOceanian lobbies were key elements. In addition, social pressure
against the war reached unsustainable levels, seeing it end with the
signature of the Concilium Peace.

A subsequent analysis of the NeoColonial Wars reveals thal,
strategically, the final situation was very similar to the initial. Both
great powers knew that, in a direct clash, neither would obtain a
decisive victory. The NiemandsZone in Paradiso turned into an O-
12 Protectorate. Haggislam and the Nomad Mation each received a
saries of economic and commercial compensations. The arms industry
and all the industries with military applications in the Human Sphere
had a period of expansion and a financial windfall. Those who were
rich got even richer. Nevertheless, the three NeoColonial Wars never
returned to life the 186 people on the Rohini’s Wink or all the “collateral
casualties” caused during the conflicts.

“Analysis behind the curtain” Script, TrostkyEmission programme
n%0994 for Maya.

INFOWAR: EVO TROOPS

War has changed a lot from when a radio operator transmitted
artillery fire coordinates by measuring a guess from a paper plane.
Currently, the monitoring and location systems to direct fire are so
sansitive that a satellite can locate a dandruff problem on the head of
an enamy (Wearing a helmet too). Missiles are so precise thal, even
from orbital, suborbital or transcontinental distances, they have a 98.7
percentage of possibilities to finish all his capillary problems at once.

On contemporary hypertechnified battiefields, soldiers specialized
in infowar are as important as their conventional counterparts. To
keap the skies free from monitoring and target acquisition satellites, a
qualified programmer and combat technician is necessary and he must
be able to guarantee the integrity of the units under his charge. Battles
are now fought in virtual space as much as on the ground. Infowar
changes constantly according to the appearance of new programs and
technologies. Right now, several technological and military corporations
are developing a wide range of technology and not all of them have
stale or private contracts: they are pure R&D. The stakes are high in all
the Human Sphere, and to cover them Evos have been created.

Currently no infantry combat operation is conceived without an Evos
unit supporting the attack. These infowarriors keep enemy satellites
and their monitoring and firing systems at bay, allowing the movement
of troops over the ground without the pressure of Damocles’ sword
hanging over their heads.

Evo Troops, short for Evolutioned, are military programmers
specialized in the use and handling of E-Units, neuroquanironic
lisison equipment with a VR (Virtual Reality) interface connecled 1o
military data webs. The E-Units are portable syslems implanted in
the base of the Evos’ skulls. Thanks to them, Evos can connect o
the AxtraNiches, advanced machines providing total immersion in all
the data spheres that sumound them. E-units activate connections,
prompting the advance of nanonic fibres between bone and tissue and
establishing neuronal links. The signal from the E-Unit is transmitted to
the AxtraNiche that functions as a relay amplifier/attenuator, powering
and protecting the operator. All this advanced technology allows the
Evos to activate their webnaut interfaces to perform smashing attacks
against enemy data webs, spoiling their communications and wreaking
havoc with the characteristic style of infowar.

in the beginning, the Evos were a minor troop, limited to small virtual
incursions, still measuring their skills, programs and equipment with
enemy Evos and entering bloody individual combats. Nevertheless,
they soon proved to be so useful that great efforts and sums of money
were devoted to developing more powerful technologies and fraining
specialist programmers and technicians, The number of Evos per battle
grew exponentially and individual combats were replaced by massive
batties that in certain campaigns involved hundreds of Evos.

infowar can be as dangerous and lethal as conventional war. In
spite of the AxtraNiches' protections and firawalls, there are aggressiva
programs and virus agents specially designed to provoke short-
circuits and brutal feedback able to fuse neuronal connections. These
cyberattacks can literally fry the brain of an Evo and that is the reason
AxtraNiches are also known as “Toasters™. Brain damage and death
are very common in the least skilful or fortunate.

¢, 2JOW MOUH
0] Juom noh o(




Do you want to

know more?

For a long time, the possibility of being able to attack a planetary
dala sphere from a remote location was the caressed dream of the
PanOceanian High Command, However, they lacked technology with
the intersystem operational capacity to act through a wormhaole.

At the request of the PanOceanian command, several corporations
devotad all their energies to developing the required info technology
to work according to the required performance capacity. The Metatron
Transponders were the result of these efforts. Designed to attack
industrial centres and large enemy cities from a safe distance, they had
a superior range and allowed intersystem connection. The Metratron
system operated with camouflaged microprobes, working in parallel
from both sides of the wormhole.

For some time, the Metatron technology was oul of the reach of
the other powers of the Human Sphere. Meanwhile, PanOceanian
Evos could act as they pleased without risking their physical integrity,
due to the distance that separated them from their targets. Thanks to
Metatron, the Mahisa Total Offensive during the second phase of the
NeoColonial Wars was a complete success, withoul having to plant
a single Evo in the target system. They performed more than three
hundred attacks over different Yu Jing positions across the Human
Sphere including the capital itself, Tian Di Jing.

The PanOceanian High Command was pleased with their new toy
and gave the green light to an era of total quantronic war. The incursions
performed with Metatron technology caused severe damage, material
losses and many casualties. Still, perhaps the gravest thing was the
psychological impact of an unreachable enemy, as much among the
military as in the civil population. Certainly, the combination of Evos
with the Metatron transponders was the main cause for the turn of the
tide in the second phase of the NecColonial Wars, compelling the Yu
Jing government to sign the Rio Negro Peace Treaty.

Nevertheless, PanOceanian supremacy would not last indefinitely.
The Yu Jing Minister of Defense demanded a measure that would solve
the breach of their security perimeter. Great Yu Jing corporations were
able to replicate Metatron technology with such surprising speed that
it seemed to indicate the intervention of industrial espionage agents.
Yu Jing Dérdo (Interruption) probes were designed to function not only
intersystem but also to detect and interfere with Metatron probes.

e

Thanks to DarSo technology, Yu Jing Evos could connect to
the Metatron systems and use them for their own purposes. The
development of the Dardo probes had a high financial cost but it was
worth the effort in exchange for the military and infotechnological
equilibrium that allowed. In the offensive over the Neoterran Dividing
Line, during the Terminal Phase of NeoColonial Wars, Yu Jing Evos
hunted their PanOceanian counterparis using the benefit of surprise,
hitting them hard and rapidly and causing numerous casualties.

Several Evo groups died in their AxtraNiches during the Terminal
Phase, due to aggressive fesdback. When the NeoColonial war
concluded, the money and men wasted by using Evos in offensive
actions was evident, so infobombing operations were suspended.
Evos continued helping in intersystem reconnaissance, low intensity
disinformation operations and protection of the modern Navy and
Infantry forces.

The hall of fame of Evo troops is plagued with audacious and
tenacious heroes, from emblematic units as the PanOceanian Unit
Leucrota or Yu Jing's D&d0 (Bet) Seclion. Naverthelass, the most
outstanding were the Nomad Ellipse Team, survivors that forged a
fearful reputation during the Ariadnian Commaercial Conficts.

Even though they must be moved to the system in conflict to do their
work efficiently, Evo troops are still essential in combat. All officers and
military handbooks recognize their lactical and strategic importance.
In modem war, victory on the battlefield depends on supremacy in the
web.

Hypertext for the series "Modem Elite Groups” InfoFlux channel for
Maya, by Prabin Vishechandran




THEATRE OF OPERATIONS:
PARADISO

THAT GREEN PLANET

“Flying ower the bush, we passed over camp L-17, abandoned
after the last advance. It was difficult to see anything behind all that
vegetation. It had been constructed fo host up to two hundred men, but
now it was a forest of shiny rubble, half-buried by vegelation. Only a
month had passed. We could not bellave it”.

Sergeant Zhao Zhen, 2nd Dadii of the Invincibles, at Paradiso’s
front.

Never was a name less fitting or more unfortunate. Paradiso is the
planet of constant conflict. The main theatre of the NecColonial Wars
and bridgehead of the alien offensive by the Combined Army, Paradiso
has been nicknamed "The Mincing Machine” by the troops stalioned
thare.

Paradoxically, Paradiso is a fertile planet, and according to terrestrial
parameters, lush to excess. The main part of inhabitable solid ground
is & pure jungle: thick, full of life, green and suffocating. The growth
rhythm of that vegetation is more like a hypertrophy. It is not difficult
lo open clearings in the Paradiso jungles; the difficulty is to keep them
open. Without pause, the whole biosphere of the planet vibrates,
observing, moving, crawling up and growing through. Hidden amongst
the undergrowth, a multitude of voracious mouths wail expectantly.
Odour and colour explosions come from demented flowers. Insects
are everywhere, over and under the sticky vegetation; thousands of
species still unclassified and the wind brings and carries away from
different points the sounds of the jungle. Planet Paradiso is just like
that...

o FILE

PARADISO'S BRIEFING

Paradiso’s history is divided into four phases: Pre-Contact, First
Contact, Second Contact and Post-Contact.

All we know about the Pre-Contact phase is speculation denved
from the ruins and samples studied by archaeologists, paleobiologists,
engineers and paleogeologists in the NiemandsZone and ZuluPoint.
The field studies performed in situ were prior to the alien offensive
and because of the political and military circumstances, they are
fragmentary and incomplete.

The most antique ruins are the so-called Cosmolites; stone
constructions of alien origin, located in ZuluPoint. The Cosmolites form
an intricate web of vertical elements 628" in height, with short ceiling
rooms connected by subterranean corridors. The dwellings are placed
following a simple mathematical pattern, with regular ways or “sireats’
hetween them; obelisks are inserted in clear zones, forming dispersed
fields or narrow corridors, as in a colonnade. Mo technological remains
of any kind have been found among the Cosmolites, apart from those
coming from the Ur-Probe. Only remains of not autochthonous complex
organic matter have been found, seeming to indicate the presence of
some kind of deteriorated biotechnology. The age of the Cosmolites s,
approximately, around two hundred and fifty years,

As to the purpose of the enitire Cosmolite complex, there is no
ceriitude. None of the aboriginal Tohaa questioned have recognized
them or said anything about these constructions. Some investigators
point to an incipient abandoned colony and others to a military outpost;
but, as far as we know, it could be anything from a prison to a senior
citizen's home.

The ruin known as “Ur-Probe” is in one of the most faraway fields
of the Cosmalite colonnades, but still inside ZuluPoint. It was named
when it was confirmed that it was some kind of unmanned military
vehicle for space exploration. The Ur-Probe was built with unknown
alien materials, typical of the Ur Rationalists, generically called
VoodooTech. The readings obtained from the Ur-Probe were confusing
and contradictory: no comprehensible information could be extracted
from them. Nevertheless, the fractured surface of the hull and the
impact marks of what could have been powerful beams of energy and
micro-objects of great kinetic speed indicate the possibility of it having
been involved in some kind of confrontation. The geological analysis
of the zone surrounding the Ur-Probe showed a crash landing and
nol a very precise one, seeming lo confirm the theory that it was nol
in perfect working order when it landed. The antiquity of the zone of
impact is, approximately, around two hundred years.

Mear the Ur-Probe, there are remains of nanotechnological activity
that indicates an efiort to self-repair or install some kind of transmitter
or beacon artefact, perhaps to request an evacuation or to mark its
position. The nanotechnological remains found in the Cosmalites and
at the First Discovery comrespond to those of the Ur-Probe, which
seems to be of similar origin.

The First Contact of Humanity with the remains of an alien species
occurred without the Sphere having the least knowledge about it. The
investigators were surprised when they identified the First Discovery
as a settlemant of the pioneers of the vanished colony craft Aurora.

The Aurora was the second spaceship launched to colonize planet
Dawn, the first inhabitable planet detected by Humanity. However, the
wormhole that lead to the Dawn system, Delta Pavoni, was unstable
and collapsed after the craft passed through.
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The chaotic readings that astrophysicicists registered were
conclusive: the wormhole had imploded, erasing the singularity
from our plane. Humanity considered the Aurora irrevocably lost in
the magnitude of space, or torn apart in the unleashed gravitational
currents of a fluctuating wormhole.

Still, the Aurora somehow survived the frip, probably by exiting the
singularity before its collapse, but because of the fiuctuations its point
of arrival was not Dawn planet in Delta Pavoni, but Paradiso.

Studies conducted among the ruins of the area called First Discovery
indicate that the settlers of the Aurora were obliged to perform an
emergency landing on the planet. The absence of orbital infrastructure,
considerad vital in the initial stages of colonization, seem lo support
the hypothesis that the craft was seriously damaged and could not
complete the standard landing cycle.

In spite of difficulties, the pioneers of the Aurora managed to
establish a settlement in the landing zone, now known as the First

Discovery.

It is supposed that in the following months the colonists began
exploring nearby areas and found the Cosmolites.. . We suppose that
they tried to study them and to ascertain what they could be, but the
important thing is that they made contact with them, not realizing that
the structures were infected with a code. The Ur-Probe nanotechnology
was apparently some kind of intelligent biomechanical interface that
contaminated the whole exploration team....

We do not know the way in which things happened, but we do know
what the result was. The piled up bodies of the settlers in the cargo
holds of the wrecked Aurora, and the signs of a violent explosion
from the main engine give rise to the suspicion that it was a colleclive
suicide committed by desperate people who saw no other escape from
a fate worse than death.

Only the Ur-Probe and its master, the Evolved Intefligence, know the
answer to this enigma.

Although the violent explosion of engines of the Awora probably
caused a huge clearing in the zone's jungle coverage, the first orbital
exploration did not find any gap in the green mantie that covers the
greater parl of Paradiso. This was probably due to the surprising
speed with which the undergrowth of the planet regenerates. When
a PanOceanian exploration team located the remains of the craft,
the ship structures and the crater of sevaral hundrad yards left by the
axplosion were practically buried by vegetation.

The discovery of the Aurora marks the beginning of the phase called
Second Contact.

The PanOceanian pretension of being the only power with access
to the First Discovery and to ZuluPoint was the trigger for the Terminal
Phase of the NeoColonial Wars. It also gave rise to something more
dangerous and sinister, whose consequences we would suffer in years
to come...

In the midst of the Termminal Phase of NeoColonial Wars, a
PanOceanian secunty team located the corpses of the investigators
posted to ZuluPoinl. There were no survivors, the camp was deserted
and the main part of the scientific equipment had disappeared, leaving
only what seemed to be the residue of a complex nanotechnological
process. The PanOceanian High Command put it down lo a Search
and Destroy incursion by Yanjing, the Yu Jing Militery Intelligence
service. Yu Jing's General Staff, for its part, denied having anything to
do with the massacre. PanOceania paid no attention to the denial and

During that time, craft from various fleets navigating through space
in the Paradiso system detected a ghost signal that appeared and
disappeared on their sensors. In the moments when it was perceptible,
the signal moved at an incredible speed. Unable to locate its position,
the signal was lost after disappearing at the system limits. As they
never saw the signal again and the data obtained was minimal, it was
put down to malfunction of on board equipment.

Now, after a retrospective analysis, we can deduce that these two
cases, bearing no apparent relation, were two phases of a single
complex operation.

The investigators and all their equipment were infected by the
code that impregnated the Cosmolites. Thanks to its advanced
nanotechnology, the Ur-Probe was able to creale a drone equipped
with an impulsion motor and a trans-system transmitter. The drone
traveled to the wormhole by which it had entered the system and sent
a signal alerting the El of the human presence on Paradiso. It is very
possible that the Ur-Probe already had tried this operation previously
and that the pioneers of the Aurora prevented it, paying for it with their
own lives.

The end of the NeoColonial Wars determined that, by order of O-12,
a wide extension of territory around ZuluPoint became no man’s land,
the NiemandsZone, an area of exclusion in which no power could enter
without exprass permission of O-12.

For many years, the situation on the planet was stable. At first
impression, it seemed that the Teutonic Knights respected the
Concilium Peace terms in spite of rumours of secret incursions into
ZuluPoint. In general, the planet seemed to improve and progress, but
then the Combined Army arrived...

Do you want to' -
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The advance fleet of the Combined Army appeared suddenly,
“@ctivating the wormhole and opening a type of Jump Gate unknown
o human astrophysics. After the initial shock, the minimal fleet that
#e Concilium Peace allowed in the system tried to respond. The
SanOceanian corvelles Terpsichore and Olhada do Bom Jesus, with
e Yu Jing frigate Long Qi, were destroyed when they tried to identify
2nd hall the unknown fleet.

The alien ships moved faster than expected and were soon in orbit
over Paradiso, pouring a rain of shuttles and dropships over the planet.
Their first objective was to take ZuluPoint as a planetary beach-head.
The small security team from Bureau Aegis was forced to withdraw
fom the NiemandsZone demilitarized zone after seeing the power
exhibited by the Rationalists in the conguest of ZuluPaint.

Tha attack took the armies of the different human powers by
surprise; they were too busy monitoring one another to look for outside
threats. The initial defensive aclions were badly coordinated and
irnpeaviged , the units farced to aperate with oo information about the
enaemy. However, the alien advance seemead unstoppable; each clash
ended up with a defeat for Humanity. The withdrawal and evacuation
af several cilies was underiaken in order 1o organize a more resistant
battlefront. The first human contact with an advanced alien civilization
made its way into History with great violence.

The Post-Contact phase is the current state of affairs. The front has
stabilized with the Combined Army controliing all of NiemandsZone,
part of the Norstralia continent and a growing area of the Seplentna
cantinent. Military activity is limited to skirmishes and small but intensa
battles in certain sites and key localions. The human forces are not
as united as thay should be but have signed a tense alliance in which
nobody lrusts anyone else. The different powers of the Sphere make
use of the divided attention of their human adversaries to make raids
against their installations, research cenires and infrastructure all
across the Paradiso system. The attention of the human military forces

" is divided, hindering the establishment of a solid and effective front
against the alien armies.

A military blockade has been established around the wormhole of
the El. A multinational fieet of ships, coordinated by the Bureau Aegis,
keeps a tight watch over the space seclor of the wormhole Nexus. The
purpose is lo prevent anyone or anything passing through it, a difficult
task if one has o face WCD ships from the Concordat Exrah and
almost impossible with the Shavastii ghost micro-ships that somelimes
succeed in reaching and infiltrating the Dawn system.

The most aggressive analysts affirm that the El troops have
exhausted their impetus and that this is the right moment for a total
offensive. Others claim that the expeditionary force has accomplished
its mission, which was to eslablish a beach-head in the Human Sphere
and now it is only awaiting the bulk of a conquering military force.

Most likely is that the real situation is in the middle of the road. A safe
beach-head would have to comprise the whole Paradiso system, not a
simple piece of land on one planet. The Combined Army needs confrol
of the wormhole that connecls the system with the rest of the Sphere.
Conversely, it is very possible that they know that this is going to be a
long campaign and they prefer to economize their efforts by waiting for
reinforcements that will overcome the siege.

In any case, Humanity must assume hat their security depends on
the control of Paradiso. If the aliens manage to jump to another planet,
the Sphere would be heavily compromised and it is likely that Humanity
would then be unable to stop the alien advance.

Briefing exiract for the Nomad Military Force's officers posted in
Paradiso
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PARADISO: SITUATION REPORT

[Transmission signal: narrow beam, mifitary code SMI 474
Received/Verified]

From: Captain Markus Genscher, Psy Unit, Naval Intelligence
division, on board of frigate O-125 Philosophical Question.

To: Commodore Maria Wong, frigate O-125 caplain, Determined
Purposa.

Issue; Situation report of the new destination.
Greelings Commodora,

Such as you requested, the adjoining document is a brief summary,
a very general one, of the cumrent situation of the Paradiso theatre
of operations. You have total authorization to divuigate it among your
crew. We hope you find it useful. Welcome to Paradiso system. We are
giad 1o have you here,

Respectfully,
{includes guantronic signature, Verified)
Report adjunct {Contains holo-cartographic file):

PANOCEANIA: Norstralia- Conlinent. Syldavia Region. Relevant
spols.

«City of Ravensbriicke, state: lost, 1st Offensive in Paradiso.

= City of Silvania, state: lost, 2nd Offensive in Paradiso,

« Monastery-foriress of Strelsau, Teutonic Knights Order, state:
menaced, Combined Army Incursions.

= City of Runenberg, state: menaced, Combined Army incursions.

« City of Horselberg, state: menaced, Combined Army Incursions.

= City of Valkenswijk, Orbital Elevator, state: safe.
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Septentria Continent. Gayatri Region. Relevant spols.
« City of Taittidya, state; lost, 1st Offensive in Paradiso.

« City of Aritya, state: manaced, Combined Army incursions.
- City of Rilaspur, stale: safe.

« City-sanctuary of Vedi, Refugee Colonies, state: safe.

Island-continent Invernaculum. Lamurian Ocean. Only invastigation
stalions. State: safe.

Island of Zenda. Lemurian Ocean. Military monitoring Bases. Slate:
safe.

Island Molokal, Xiajuxu Ocean, Military bases of rearguard. State:
menaced by incursions of the Combined Army.

YU JING: Norstralia Continent. Yingxiang  Region (Perffumes
receplacie). Relevant spats.

= City of Fuyan, state: losl, 1st Offensive of Paradiso.

= City of Xiongxiang, state: losl, 2nd Offensive of Paradiso.

« City of Chengling (Spintual Heritage), Shaoclin monastic centre,
slate: menaced, Combined Army incursions.

« Harbour City of Neiting (Interior Court), state: menaced, Combined
Army incursions.

» City of Yinquan (Yin Spring), state: safe.

Tupretitra Tortmerie Temen Regon (e et T b
East). Relevant spols.

« City of Biguan, state: lost, 1st Offensive of Paradiso.

= City of Zhongchong, state: lost, 1st Offensive of Paradiso.

« City of Wuyi (Shielded House), state: menaced, Combined Army

INCUrsions.
« City of langu (Sunken Valley}), Orbital Elevator, state: safe.

« Capital City of Jinggu (Firm Capital), state: safe.

Archipelago of Yinfen (Wind Screen) Stale: safe.
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HAQQISLAM: Nostralia Continent. CQuibilah Region. Relevant
spots.
i « City.of Behdett, state: lost. 1st offensive of Paradiso.

= City of Ishmalliyya, state; lost, 2nd Offensive of Paradiso.
« City-capital of Al-Hadiye, Astroport, state: safe. Possible immediate
target of the Combined Army.

i | Seplentria Conltinent. Ghezirah Region. Relevant spots.
|+ CityofKaphiri, state: lost, 1st Offensive of Paradiso.
- City of Ghezirah, state: menaced, Combined Army incursions.

Septantria Continent. Asyit Region. Relevant spols.
« City of Asyit, state: safe.

NOMADS: Norstralia Continenl. Relevant spols.

- Commercial Delegation of Ravensbriicke, state: lost, 1st Offensive
of Paradiso.

= Commercial Delegation of Runenberg, state: menaced, Combined
Army incursions.

- Commercial Mission of Al-Hadiye, Astroport, state: safe. Possible
immediate target of the Combined Army.

PR, "

Seplentria Continent. Relevant spots.

» Ghezirah Commercial Delegation, state: menaced, Combined
Army incursions.

=~ Coammurcal Dadrgaticneed Moy, slate. menacsd., Cambinrrl Sy
INCUrsions.

« Commercial Mission of Jinggu, state: safe.
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THE PARADISO CAMPAIGN: SNAPSHOTS
FROM HELL '

“¥ou must bear in mind that if this planet falls, the rest of the Sphere
will follow™.

Sun Tze, Yu Jing StateEmpire Army General Staff officer.

[...] The main reasons for the Paradiso front being one of the most
violent, cruel and dangerous in the Sphere's history is the tenacity of
an inhuman enemy and the distrust that prevails among powers that
should be working together.

The Combined Army attacks us continuously; they do not give us
a break and will not refuse their goals, whatever the cost in troops,
material and equipment they have to pay in order to achieve it. The
Sphere's armies, instead of offering a solid common front, prefers
to act individually and always distrusts the intentions of those who
should be their allies, using the selbacks of their competitors to obtain
strategic advantages over them when not attacking them directly. The
alien Evolved Intelligence always knows how to take advantage of our
internal dissension. They are gaining terrain, we are losing the war,
and unless we do something soon, Humanity will end up with its head
on the pillory...

The only way in which we could stop and defeat it would be uniting
our wills to create a force never seen in the Human Sphere. Only in this
way will we send them to the backwater from they should never have
come out of. [...]

Exiract of the report of Colonel Eberhard Greiser, Psy Unii, O-
12 Military Intefligence in the Control Session 4 of 0-12 Conclave,
Concilium Prima.

“All of you will work or die in the attempt! You are an officer in a select
regiment; | do not accept a negative as an answer. Find a way lo lake
that goddamn position!”

Ganeral Ramjot Sihgh to Captain Syahiran from the Third Battalion
of Kumau Regiment, Tactical Command Channel, Battle of iver Mithran
delta, Second Offensive in Paradiso.

Six hours later, the reduced group of surviving Kamaus would fake
the island at Position 39, guaranteeing the victory of PanOceanian
command. The battalion had fo be disbanded because of the elevaled
number of casualties. Survivors ware reassigned to other battalions.

SchwarzePoint, the main PanOceanian oulpost on the Norstralia
front, is the usual destination of military transports from the Orbital
Elevator of Valkenswijk. From there, newcomers are distributed to
the different frontlines of Paradiso. The position was claimed from the
jungle and we cannot say it is a nice place. Every day, a Machinists
unit must clear the lines of the security area that surrounds the
camp. The undergrowth always tries to recover the terrain we sleal
from il. Deforestation agents sent by the military investigation labs
were insufficient, so we have to resort to heavy machinery. Were it
not for the daily work of the Machinists teams, the jungle would cover
SchwarzePoint in three weeks. Such is the voracity of the planet.

Lisutenant Christine Thompson, Engineering and Sapping Machinist

regiment, seminar “Campaign Deployments in Adverse Environments”,
Clausawitz Military Academy, Aquila, Neolerra.
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“| flaw over there more than thirty times. In spite of it, every time
| arrived at SchwarzePoint | had the feeling of having been left in
the deepest heart of hell. Groups of wounded soldiers waiting to be
evacuated; the Order Knights leaning against the hangar walls, waiting
stoically to be assigned a destination; green recruits, absolutely
disorientated, and the men from Quartermaster Corps, running to and
fro. The suffocating heat of the jungle that surrounds the camp. The
paria calmness that we felt after turning off the engines of the airships.
Artillery hissing far away, over the front, the trails of the anti-aircraft fire
tracing arcs over the jungle. The thick curtain of smoke of the flaming
trees floating constantly over the jungle...anyone in that besieged
position, seeing how the last transport took off without him, would have
felt something similar...”

Sergeant Silvio Caliari, 8th Regiment of Orc Troops. Second
Paradiso Offensive.

Nobody knew what was happening on either of the two fronts, neither
advance guard nor rearguard. Satellite communications and campaign
transmitters had been disabled by the powerful and effective enemy
interference. There was no hope of establishing an efficient frontline,
in spite of the unflagging efforts of some veteran officers that picked up
the stragglers from other units to reinforce theirs.

Captain Hatem al Muyyebbi, 2nd of Khawarifs, giving details about
the 1st Offensive in Paradiso, for the programme “Critical Moments of
Haggisiarm®, Al Bousrah, Maya.

“The flight lasts an hour and a half. The first half hour is over the
ocean and the last hour over the jungle. For greater security, the entire
trip will be made at a very low altitude. We will use two birds. If one falls,
the other will pick up the survivors...You must know that these craft
are not aquatic, after splashing down they sink quickly to the bottom.
However, you must not jump immediately. Sometimes, owing to the
impact, the water surface calches fire due to leaks in the fuel supply. It
is all a question of time. But do not worry..."

Fragment of conversation extracted from the black box of the Third
Fusiliers Regiment tactical converplane PCV-0018, downed in the
Second Campaign of Paradiso.
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The defense of Biguan's aerodrome was an implacable struggle. Our
men showed an insuperable courage. They seamed possassed by a
fanatical fury, parhaps because of the presence of civilians that waited
for a transport that would take them away from the frontline. They fought
for every yard of the installation. They planted explosive and incendiary
traps. The anti-aircraft artillery’s positions lowered their cannons and
launch pads to point at the ranks of alien troops. The Moral forces
suffered many casuallies, the defenders shooting down five of them for
aach one of their own until they were annihilated by sheer numerical
force. They sacrificed themselves to the last man and endured after
the last aerotransport had departed. Those brave men proved to the
dirty Morat that, in spite of the lack of men and ammunition, a cornered
StateEmpire Army could still be a very dangerous opponent.

Yet everything was in vain. The last transport had to leave behind

the garrison troopers and a small number of civilians, because it was

already overloaded and risked not being able lo take off. Another
aerotransport was on the way, bul it would never arrive in time.

A remote spy camera caplured the arrival of the Morat officer
in command. He walked with a self-assured air and carried his rifle
unslung, ready to shoot. He remained looking at a group of Moral
soldiers that were lying on the floor, slain by an explosive booby trap.
Then, he went to one of our lads, who had been taken prisoner, and
without saying a word took his pistol from his holster and shot him in
the head as a vengeance for the death of his men.

Of the troops and civilians that did not make the last transport, there
WETE No Survivors.

Commander Won Diuk Hang, Modern War History teacher, Cheng
Ti Military Instruction Complex, Zhi Tl prefecture, Yulang.

“We lost good men in the first days of the offensive. They were well
trained and they knew what they had to do but nobody had prepared
them for what they found when they connected themselves fo the
war webs of the Combined Army. The information was oo strange,
procasses obeyed different paradigms, an alien logic that tumed into
a mortal trap for them. The first wave of Interventors was complately
sweapt out, they did not say anything, just simply collapsed in dala
escape mode, bleeding from eyes, nose and ears, with the brain
disconnected [...]

The usual attack programs were useless. The assaulls were nol
effective through saturation programs; too slow and with an excessive
use of resources. Soon we gave up Irying to control their systems
and we limited ourselves to interference, data and link destruction
operations. The defense was easier once the basic pattern of the alien
data web was established, Virii and cracking programs, impossible 1o
decode, were deviated by firewalls towards logic traps and quantum
loops. We leamt the new rules of infowar against the Combined Army
the hard way, using trial and error. In addition, each error resulted in
the loss of good hackers, Evos and info-operators. But we did not
surrender and kept fighting, never looking back, because we are the
best...”

Lieutenant llya Garayev, 1st Interventors Regiment, inferviewed for
the RedPublic channel for Arachne.

“[...] Two Invincible regiments stood out especially in that combat.
They followed the orders of Yang Zhu, a brave and expert commander.
They kept their position until they were almost exterminated. Were il
not for the heroic behaviour of those Invincibles, our forces would have
lost their rearguard and half their artillery, which would have collapsed
the Paradiso’s third front. [...T"

Extracted from documentary “Heroic Figures of the State Empire”,
Yu Jing Ministry of Information.
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“That day, the Command ordered us to counterattack and we ftried
to recover part of the terrain lost in the previous days. We advanced
across the crossfire-cleared jungle. The terrain was full of smoky craters
created by artillery projectiles. Among the undergrowih, we could see
smashed vehicles, TA.G.s in flames and a huge number of corpses
that our paramedics were dragging towards a preset place (o be picked
up by air. They piled the bodies in two zones, the main one for those
that had a recoverable Cube and a secondary for those who were lost
forever. The secondary zone was without a doubt the larger...the sky
was cloudy, and the light that filtered through the vegetation had a
greyish color that gave the scene an even more depressive aspect. It
was raining and our low fiying aircraft passed now and then over us,

towards the enemy’s first frontline. Nevertheless, the craft that came

back from those flights were fewer and fewer...”

Corporal Roberto Manoel da Siva Weblog exiract, 3rd Fusilfers
Regiment from Acontecimento, first PanOceanian front, 1st Offensive
in Paradiso.

In the first battles we paid in blood our ignorance of their forces and
lactics, a very high price. Our casualties exceeded any expectations,
our medical and paramedic services overloaded. In some regiments,
the evacuation of wounded men from the battlefield was excessively
delayed. Wounded from the 16th regiment of Zhanshi, belonging to the
Army of the Blue Banner, were left without medical assistance for four
or five hours and the first aid outposts proved to have an insufficient
number of operating theatres. The alien weaponry, besides destroying
the soldiers’ bodies, fried their Cubes, leaving them useless and
hampering personality and memory recovery, causing the “True Dealh’.
Many of the members of our paramedic and medic personnel had such
bad experiences that they had to receive psychological therapy after
the offensive and a good number of them abandoned their profession
after retiring from service.

Dr. Lung Zhaokui, subject: Campaign Medical-Paramedical Services,
Cheng Tu Military Instruciion Complex, Zhi Tu prefecture, Yutang.




“We must hold the front at all costs. You are responsible. If you
receive a strong rain of artillery projectiles, your duty is to endure. If
you suffer a frontal attack by enemy infantry, your duty is to take them
down. If your lines start to flag and after considering the desperation of

the situation you fear being captured, it will be better that you dispatch
yourself

Colonel Weng Xia to commander Shang Fheng, Tactical Command
Channel, 2nd Front Yu Jing, 1st Paradiso Offensive.

The celerity of their attack provoked some unexpected situations.
The Combined Army Troops had advanced so rapidly that they moved
past hundreds of Haggislamite soldiers that had been left behind and
that desperalely tried to reach our lines. In order to survive, they hid in
the woods, setting ambushes for any alien troops they detected.

There were also cases of mechanized formations that had to do
the impossible, to open a route through the ranks of the Combined
Army In order to retire to our positions. They withdrew fighting and
slipping between the advanced lines of the alien ranks, dismounting
and cannibalizing any vehicle they found to use its componenis. These
formations put into practice a stralegy of "scorched earth”, mining with
explosive traps all the weaponry and infrastructure that they could not
use anymore, in such a way that they retarded the enemy’s mobility.

The larger of these two groups was the Halga Mechanized corps
of Colonel MNared Ibn Hussein, that managed to pick up whole units
of soldiers left behind and destroyed every vehicle that was faulty or
without fuel, His troops even sacrificed two armed Luziges to hold up a
damaged bridge in such a way that the lighter vehicles could pass over
it. Part of the success in the withdrawal of his column was because
Colonel Namerd [bn Hussein instinctively chose a route that bordered
the demarcation line between the Morat and Shasvastii troops, helping
him avoid clashes with numerically larger forces. In the final stretch
of his withdrawal, the High Command indicated a route to our lines
through a brief encrypted communication in order to avoid revealing
his position.

Captain Hatem al Muyyebbi, 2nd of Khawarijs, giving details of the
1sf Paradiso Offensive to the program “Hagqisiam Critical Momenis”,
Al Bousrah channel, Maya,

-Generall Any comments on the life expectancy stats of our green
troops here on Paradiso?

-Well, they are not half as bad as the "Missing in Combat” stats of
impertinent journalists. ..

An interviow atfempted with General Wan Li, forty miles from Yu Jing
front in Paradiso, Fenlong channel, Maya.
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In spite of all the troops’ organization and discipline, they could not
avoid chaos and confusion in the evacuation of the military positions
and civil settlements that surrounded the NiemandsZone. On several
occasions, these evacuations coincided with the withdrawal of forces

pushed back from the front, which complicated the situation even more.
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Bulldozers and other heavy military vehicle formations followed
the roads, moving away any car or vehicle that hindered traffic. The
prablem was that very often it was the jam itself which delayed the
arrival of the heavy machinery.

The situation reached a point that when they tried to re-establish
order in the traffic jams, members of the military police controliing
traffic did not use the transmission gear of their comlogs or their
vehicles. Experience proved that it was more effective to shoot their
weapons into the air and sometimes to point them at the drivers. In
the rearguard of the fourth Yu Jing front, on Highway 17, a female
corporal of the Celestial Guard attempted to move a military transport
that was blocking the way. When she saw that the driver ignored her
completely, she started cussing and insulting him, trying to establish his
rank and authority but the only result she obtained was that the driver
answered in the same way. Then Field Marshal Pu Jiang appeared,
a tall Manchu with an impressive appearance, who had jumped from
his official car that was trapped in the bottleneck a few yards back.
The Marshal wielded his pistol with real fury and everybody heard
him remove the safety. The transport driver was frozen in fear and the
Orderly that accompanied him jumped from the cabin and took cover
in the vehicle's trailer.

Xin Chen, freelance reporter, author of “Paradiso behind the
cameras”

“This is neither a boarding action, nor a manoeuvre or a field
exercise! This is real war and your people have no idea of what will
they find down there!”

Joan of Arc. PanOceanian officer, to the Abbot-Commaodore Andrade
of the Order de Santiago, on board the Santo Cristo de la Vicloria, 1st
Paradiso Offensive.

A moment arrived when the Combined Army had got used to taking
advantage of the worst climatic conditions to perform their altacks. As
with the Ariadnians in the Ariadna Commercial Conflict, the Combined
Army troops believed firmly that they possessed a clear advantage when
they fought in the worst meteorological conditions. Our forces’ veterans,
who also got used to this weird habit, called it “alien weather”.

Father-Instructor Moncada, Calatrava monastery-fortress, The
Earth.

“This Christmas, be practical: give away a coffin”

Graffiti sprayed over the ruins of the city of Ravensbricke,
Paradiso.

Shasvastii snipers positioned themselves in the undergrowth,
behind the trees branches or the beams of destroyed houses. They
used sophisticated camouflage techniques and remained motionless
for eight to ten hours. We discovered that their main targets were In this
order: officers, hackers, then maintenance and supply troops. We had
to move with the utmost care. As we had to restrict our movements,
the Shasvastii reconnaissance troops could penetrate our precariously
defended lines and capture any unlucky Fusillers that were laft
momentarily alone, with the intention of taking him to their officers and
interrogating him.

Sergeant James Chandra, 4th Regiment of Bagh-Maris, introductory
course to the Paradiso front, somewhere in the Great Arboreal Reserve,
Acontecimenio.
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“The god of war is thundering his pleasure today”

Mayor Antén Zbarsky, Nomad Military Force, Second Offensive,
3rd Haqgislamile fronl, Paradiso.

“Currently, we are with a group of officers on the sixth floor of
a ruined building on the periphery of Ravensbricke, while orders
are transmitted that will shift the different units that surround us.
Communications techniclians and hackers work relentlessly. The
enamy is moving towards the city centre and these men will try to
stop them. [...]

Around us, soldiers run from building to building and crawl
cautiously through patios, between bullets, smoke and fires, which
are everywhere. The aliens shoot at us from doors and windows.
T.A.G.s must advance by covering themselves behind the rubble.
On the patios, soldiers of the Quartermaster Corps distribute food
and medicine among the city population. Ravensbriicke is not
beautiful or cosy now. The streets are full of barricades, broken
down buses and disabled vehicles. Houses are emply because
all those who have resisted evacuation have laken refuge in the
cellars. By now Crrrckl... Oh, God! We have been located!... Get
to cover! Crrrrekl... SIGNAL LOST...ERROR...ERROR...END OF
TRANSMISSION®

Transmission of “Live War”", real program from Fussion, only
in Maya.

[...] On the fourth day, Morat forces launched a counterattack
against one of the weakest spots of the front line. The offensive
was spearheaded by an armoured unit composed of two Raichos.
Mevertheless, thanks to the heroism of a veteran Khawarij
officer, Tarik Mansuri, the attack was repelled. Mansuri, picked
up a Panzerfaust and hid behind a ruined house. From there,
with an ideal firing angle, ha started shooting at the T.A.G.s that
responded to the attack even though they could not locate him. A
grenade from the Raicho exploded near him, deafening him and
covering him with rubble but this allowed him to hide even betler.
He fired with the Panzerfaust and then with his armour-piercing
rifle, changing his position between attacks. The first Raicho
went up in flames, immaobilized; the second one suffered severe
damage and had to retreat. The Morat infantry, seeing they were
losing their armoured support, withdrew to their positions and
halted the offensive. Mansuri would become a Hagqgislam hero by
his actions and be honoured accordingly in a campaign hospital as
he recovered from several injuries.

Extracted from “Dispatch II" & report series about Paradiso's
Wars by Nur Jehan, special reporter for Bibliotek.

"Several permanent defense devices have been deployed within
six to ten miles of the zone surrounding Ravensbriicke. There are
artillery trenches and camouflaged missile-launcher platforms.
Whole sectors of highways have been mined. Al the city's
entrance, there are trenches, sharpshooter pits and obstacles
to stop tanks. Anti-aircraft defenses are completely effective.
The preparations are more impressive than all those previously

= @ =

The fight for the city of Ravensbricke was one of the most
desperate in the First Paradiso Offensive. The stubbornness of
PanOceanian Command to hold the city was almost an obsesslon.
They deployed a large number of their own forces, with a pair
of units from O-12's Bureau Aegis. a small combined Nomad
force and a mixed group of Hagqgislamite stragglers that had four
armoured vehicles.

Nevertheless, the defensive plans followed by PanOceanian
command proved obsolete from the first Shasvastii incursion.
Consequently, the exterior perimeter fell rapidly despite the
courageous efforts of many officers on the frontline.

One of the first objectives was the bridge which gave the city its
name. The bridge had barricades at both ends, covered by a series
of heavy machine gun posts and artillery pieces. It was mined
and protected with splashes of sharp foam too. Nevertheless, two
Morat regiments were determined to take it and their advance
turned into a frantic competition between lhemselves to capture
the target before their opponant.

Soon the defenders were entangled in house to house fighting,
street by street, all around the city. Stone and concrete buildings
were turned into bunkers. Morat assault troops tried to avoid,
when possible, the subway tunnels and prefabricated bunkers
which were scattered all over the city. They were aware thal they
were full of human soldiers ready to ambush them, or lo come
to the surface and counterattack from behind. Accordingly, thay
surrounded each building they took until it was declared safe.

There are tales of bloody T.A.G. combats in subway tunnels and
even one of a Hagqgislamite Halga officer that drove his Luzige
armoured vehicle through the subterranean tunnels in order to
appear behind the Morat combat line.

Nevertheless, all this effort was in vain in the end. The Combined
Army forced a retreat that was as hard as the city's defense.
Thousands of soldiers died in Ravensbriicke. The Polynesian
Division and many other regiments sacrificed themselves for the
city, swallowed by the clamour of combat. Ravensbricke was a
massacre, a bloody combat, bitter and cruel and a warning of what
was in store for the Sphere if they allowed the advance of the
Evolved Intelligence and their Combined Army. 3

Dr. Wolfram Lindner, Memory Museum Annals, Manaheim,
Concilium Prima.

*Ravensbricke was a real descent to hell and from there
spawned the Croc Men”

Sergeant Major David Ngaire, 15t Croc Men
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created by the PanOceanian Army. Ravensbricke is a foriress,
they will not destroy this city”.

o

o

Division General Bower, Ravensbriicke front Army Corps
commander, 1st Paradiso Offensive.
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<Operative channel n°4, ID: 080035001, Medical Monitoring=
-Sir. our sansors detect unusual metabalic and neurclogical activity in
2l the members of the first battalion of the Sixth Fusiliers of Svalarheima. Could you
indicate us your position o obtain an answer from the medical autc-equipment?

<Operative channel n°4. ID: 020014001, Command Post>
-The first battalion of the Sixth Fusliers is going to perform an assault
against an Avatar of the EI, it is normal that indicators would rocket. This is a prionty
channel. Please, keep it clear,

<Operative channal n°4. 1D 080035001. Medical Manitoring >

With all due respect, sir, the metabolic activity is increasing exponentially and
the neurological indicators are going off the scale. These values are not those of a
typical stress situation. Their health is in danger.

<Dperative channel n2, 1D: 020014001, Command Post>
Communications, give me a situation report from the first batialion of the
Svalarheima Sixth Fusiliers, | want images and audio.

<Operative channel n°2. 1D: 050078003. Communications=
“We have lost contact with the first battalion, sir. We are trying to re-establish
COMMUNICAtons.

<Operative channel n°2. ID: 020014001, Command Post>
-The fourth battalion is near the first, do they have a line of sight to them?

<Qperative channel n°2. ID: 050079003. Communications=
-Sir. the fourth battalion communicates that the first is withdrawing
owards them at full speed. | will fink you directly sir.

<Tactical channel r°4. ID: 004041001, Caplain Kirstan Jensen. Fourh
Battalior=
-Sir, the first battalion is firing at us! We cannot link with them! They
ans crazy, they advance without covering themsalves, shooling at us with everything
they have but they should know we are from their own ammy!

<Tactical channel n°4. 10; (20014001, Command Post>
-Captain Jensen. Do not answer the attack. There is a communication
failure. We will try to solve it

<Tactical channel n®4. ID: DD4041001. Caplain Kirsten Jensen. Fourth
Battalion>

-Sir, | have lost ning men, we proceed o open fire!

-

a
LovueFl AsisasFLE

i

-
.

<Tactical channel n°4. ID 020014001. Command Post>
-Captain Jensen! You are disobeying a direct order! Have you gone
crazyl Those men are in your own army!

<Taclical channel r°4. ID; 004041001. Captain Kisten Jensen. Fourth
Batialion=
“You can tell that to the dead men, Sirl Those in the first are acling as
possessed, they are not themsatves! | don't like this either sir but | am not lefting
tham massacre my battalion!

<Operative channel n°4, 1D; 080035001, Medical Monitoring>
-Sir. the moniiors are detecting a massive infection of alien memes
in the neuronal systems of the men in the first battalion of the Sixth Fusiliers. Our
remole equipment cannot do anything. We have lost them, Sir. To cure them, you
need an exorcist more than a doctor.

<Tactical channel 4. 1D 020014001, Command Post>
-Captain Jensen! You must consider the first battalion as a hostile
forca! Destroy them and retreat to Position T-134!

<Strategic channel n°2. 1D 020014001, Command Post>
<General, | have bad news. The enemy possesses some kind of
weapon Inteligence had not wamed us about...

Collecied from the miltary communication web as a part of the VoodooTech
analysis realized by the Hexahedron, PanOceanian Military inteligence,
MNiemandsZone fronl, Paradiso First Offensive,

The impact of Vioodoo Technology on our forces was devastaling. Voodoo
Technalogy is an alien technalogy, 5o advanced that we do not know how it works.
It is famous, apart from its tactical virtues, for causing a strong demoralizing effect
on the troops. Medical teams can tell when it was used on our men by the number
of nervous breakdowns, cases of severe shock and mental disorders among those
who came back from the front. Seeing your companions and friends tum against
you, possessed by the Sepsitor of some El troop and having to kill them in order to
maymrlﬂ&hﬂnmﬂfmvﬂmywpahﬂtkﬂmbeanmwlmmmjgm
together. [...] The weapons that generate EM discharges, energy pulses that bumn
Cubes, force soldiers to face True Death, a concepl difficult to assimilate in a society
that guarantees memory's survival. ..

Dr Feng Shenr, Psychiatric Department Chief of the hospital-craft
Yinlian, Yu Jing StateEmpire Navy.
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0-12 is the official name of the international organism born of the
coalition of democratic nations that decided to replace the obsolete and
inoperative United Nations Organization. O-12 has its headquariers on
the planet Concilium, which it owns.

The purpose of this organization is to maintain peace and securily
in all the Human Sphere and to develop friendly relations between
different states. In addition, it studies, analyses and solves economic,
social and cultural problems in the international arena. In order to do
this, it has wide legislative powers. As an organization, it possesses
autonomy and unites technicians, bureaucrals and specialists that
have left their nationalities and any obligation to their former countries
behind them.

As an organization, O-12 is not keen on repealing the errors of its
predecessor. To balance the great powers, O-12 sirives to maintain
a steady presence in international politics. The Oberhaus, or Senate,
of 0-12 is composed of representatives from diverse nationalities and
has taken up the elaboration of different laws in the Human Sphere,
establishing an exclusive legal framework for Humanity.

= l—

|

In order to comply with its responsibility to the Human Sphere,
0-12 is organized into departments, called Bureaus, with different
areas of axpertise. Among others are Bureau Hermes, responsible for
transport and communication; Bureau Lakshmi, supervisor of medical
and sanitation issues; Bureau Noir or Secrat Service; Bureau Tolh,
responsible for the support and maintenance of ALEPH, the Al and the
Bureau Aegls, responsible for internalional legal issues with a judicial
branch and a police-tactical division, working as the execulive arm of
0-12.

The funding of 0-12 depends on the annual contributions of its
members. Funds are always scarce but O-12 does its best o invesl
in the finest technology available for its units and small work teams.
Nevertheless, the main asset of 0-12 is its personnel. Characterized by
a high level of education, its workers share a high degree of idealism
and balieve in the fundamenial principles of 0-12: Unity, Collaboration,
Support and Progress. The dedication of its members is such thatl
information and intelligence agencies from PanOceania and Yu Jing
are sure that many 0-12 workers have infilirated some of the most
critical groups with the Human Sphere.

The labour of O-12 as an international arbiter is a hard one. The
objectives of justice, balance and prosperity seem impossible in the
current situation of the Sphere. Commercial instability, international
conflicts and the alien menace propose a hard test for O-12. However,
it is during a crisis when O-12 is ready to give its best.

“Relevant Issues” Report, Orakl program, broadcasting channel of
Manaheim University, Concilium Prima.
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ALEPH

ALEPH is the Human Sphere's great ally, the artificial intelligence
that controls everything, allowing humanity’s constant progress and
advance. The Big Brother thal sees everything and that, on special
occasions, acts with absolute precision and definitive effects.

- THE PROJECT TOTH. THE GENESIS
OF ALEPH o=

The origins of ALEPH, the essenlial arificial intelligence for the
government and development of all the Human Sphere, were part of
an earlier international scientific project. Project: Toth was a gigantic
R&D (Research and Development) programme that sprang from the
requirements of the scientific teams of the great governmental research
complexes such as the CERN. The computation and processing
requirements of great science projects were aggravaled by successive
energy crises and the pressure of governments in demanding results
and threatening to cut funding. The accumulation of projects, lines of
research, axperiments and simulations in all the research and analysis
complexes collapsed their compulting systems.

After the computing collapse of some of the most important centres,
the necessity of improving the processing capacity of their systems was
clear. Project: Toth had a goal to link the supercomputers of all possible
complexes but not in a web, but as a single super-processor that was
geographically distributed, with the ability to be successively enlarged
by adding new computers.

Project: Toth posed a greal opportunity for research in the
development of Arificial Intelligence technologies. The larget was
to create an Al able lo manage the great volume of data that would
circulate through its internal web, discriminating and giving priority to
crises and emergencies as they arose.

Toth was a project that soon bore fruitful results. Its superior
computation capacity allowed the acceleration of experimenis and
research, reducing waiting times for scientists between the formulation
phase and lesting. The success was good for Toth, which grew in
size and hardware and software complexity. Soon, scientisis and
programmers realized that the Artificial Intelligence of the system was
evolving towards what was known as Artificial Life, an intelligence that
not only imitated human leamning and adapted to new situations but
was also self-conscious, independent of human control and possessed
the capacity to evolve in a recognizable way.

The resulting artificial intelligence was named ALEPH, the first letter
of the Kabbalah, which symbolizes the point from which the rest of
the universe can be sean, The name was accurate because that was
function that ALEPH was providing, the supervision and development
of all the data provided by the scientific community and its further

processing.

The appearance of a series of programs exhibiting an authentic
Artificial Intelligence capable of Artificial Life would disrupt substantially
the concept of Project: Toth. From the time ALEPH was born, all the
affort of the project would concentrate on the study and control of the
naw Al
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ALEPH was provided with a series of programmes and supervision
parameters that were integrated into its basic programming control
relays, as well as respect and a philosophy of empathy towards human
life in any of its forms. There was a fear that an Al too alien to human
civilization would turn against it. The most alarming proposals foresaw
a rebellion of machines against humanity. To avoid this, Project: Toth
would turn into a dependant program of the newly created O-12, since
ALEPH had a supranational character, with ils physical supporls
scattered all across the solar system. [...]

The importance of ALEPH, and the Human Sphere's dependence
on its services, grew with time. As technology grew more sophisticated,
ALEPH's capacity to supervise it or to process all the collected
information acquired more relevance. The space race was one of the
areas that demanded more capacity but it was not the only one. Traffic
control, be it by air, space, or earth, communications, Terraforming
systems, life support for the domes on inhospitable planets and
even the supervision of democratic processes (Campaign, suffrage,
recounts, etc.) and social balance (Resurrection, aids, subsidies...) are
soma the areas under ALEPH's control.

When 0-12 was transferred to Concilium system, Project: Toth
had already tumned into one of the most important bureaus in the
organizational structure of O-12. The amount of personnel, machinery,
equipment, installations and budgets at the disposal of Bureau Toth
is a very well kept secret and not even ALEPH knows the full extent.
According to an anonymous functionary of Toth, nothing is too costly to
maintain watch over Big Brother.

This precautionary attitude towards a powerful Al that is free from
human restraint is the main cause for the so-called “Law of a single
Al", by which the creation and development of self-conscious Als Is
forbidden. In the Sphere, ALEPH is unique; creating others like it is not
a good idea. ALEPH is enough to cover the necessities of the Sphere
and developing more Als is not necessary, as they would multiply the
cost of surveillance and the chance that they would suffer an anomaly.
For this reason, the building and research of underground Als is
prosecuted and punished. An Al has access to vasl resources and
delicate areas of great responsibility, o control is mandatory.

In order to make human conirol over ALEPH feasible, it has had
complex protections systems and strict programming incorporated, with
a long list of instructions lo obey, as much for legal reasons as for its
supposed limitations in design. Nevertheless after more than a century
of living and working with ALEPH {And depending on it), there has not
been the least reason to distrust it. Currently, society is freer than any
previous in history. Thanks 1o this, important issues are presented in
elactronic referendums through Maya, so that the cilizen is an active
part of stale decisions. In spite of some Initial outrage, many of the
former state instruments of control have been transferred to ALEPH
and not only has nothing gone wrong but everything depending on it
works better and life in the Human Sphere is now easier and safer.

iy

The fact that ALEPH is some kind of big brother, and that it walches
us is evident but only because we allow it to do so and we are interested
in it. After more than a hundred years of living with it, we are sure that
it appreciates us and that it cares about our weifare. Moreover, this is
something it cannot avoid, as it is imprinted in its circuits.

We must nol forget that, thanks to the supervision of ALEPH, the
number of accidents has reduced considerably, whether they are traffic
accidents, industrial, or work-related. Contamination rates have also
descended notably, communications have accelerated and human
progress has advanced with greater speed and security in the last few
decades. None of this would have been possible without the constant
control of ALEPH and the confidence we have placed in il. Queslioning
ALEPH is questioning the whole of the Human Sphere. [...]

Extracted from “Keys of the Present” educational online handbook,
official subject of Secondary School, Culfure Ministry, PanOceania.
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THEPOSTHUMAN.ANEWRACE?

Soma theorists postulate that the last great leaps of Science have
provoked the appearance of a new race, difierent, and perhaps
superior, to Homo Sapiens.

It is undeniable that ALEPH is a new species with which humans
have to deal. Even though it is our creation and it works for and with
us, ALEPH represents a unique life form, with mental and intellectual
structures and conceptions unlike that of any human. Nevertheless,
it is in the human-Al integration where springs the possibility of an
unknown species, quite different from any human.

The current system of Resumrections only favours a few chosen
ones, those that by their achievements deserve il, even though the
rate of favoured ones increases constantly and each time there are
more people who can enjoy a second chance with a new body. The
standard Lhosts at the disposal of cilizens are of unquestionable
guality and many are much better than real bodies but they are light
years behind the Bodhisattva models. In the Buddhist doctrine, a
Bodhisaltva was a person who aspired to perfection, that is to say, to
the Buddha state. The Lhost Bodhisattva models are the best bodies
that nanogenengineering has been able o develop.

Bodhisattvas have reinforced bones, muscles and metabolism,
improved senses, nanc-repairer swarms, the ability to control their
nervous system and a strengthened immunological system, with
laboratory-glands able to synthesize at will any pharmacological
remedy, providing awesome longevity.

However, the most incredible ability Is their capacity to link
constantly with ALEPH. Bodhisattvas are always in direct contact with
the Al, Maya and local data webs. They do not have a Cube, as all
the required information is selected by ALEPH and poured into their
enormous memory banks. Bodhisativas are faster, stronger, more
resistant and more intelligent. They can apply part of the processing
capacity of ALEPH to solve any issue. In addition, the great capacity
of their cyberbrain allows them to have at their disposal several
assistant programs in continuous mode: translation programs, analysis
programs, communication programs, etc. The cyberbrain is connected
to all the subsystems in their body, transmitting and receiving
information constantly. Moreover, if the body dies, they can transfer
their conscience automatically to ALEPH or Maya, moving around the
web until they find another available body. A Bodhisattva can install
programs of instruction and leaming to improve and study any technique
or skill. Quasi-immeortality, connection and constant improvement with
minimum effort. Everybody's dream turmmed into reality.

In certain occasions, Bodhisattvas are used in the military, as in the
case of Asuras, Aspects that work for the Special Situations Section,
the tactical branch of ALEPH. The Aspecis are fragments of ALEPH,
subprograms gifted with a definite personality and adapted to each
user, anvironment, or specific situation, constantly linked in such a way
that they are ALEPH itself. In other cases, the Bodhisattva is loaded
with a Recreation, an Aspect that is an exact copy of the personality
of some important historical figure, as Joan of Ar¢ or Sun Tze. Urban
legends mention fugitive Bodhisattvas, Aspects disconnected from
ALEPH that have tumad into independent and clandestine Als.

Much better known among the general public are the civil models,
even though only la créme de la créme can have and enjoy them.
Those fortunate ones that wake up from a reincamation inside a
Bodhisattva are the so-called Posthumans.

A strict programme of selection, developed by ALEPH, chooses the
best of the best, those whose life makes the lives of others better and
whose death would create a great problem for everybody. Intellectuals,
politicians, impresarios, bankers, philosophers... only the elite can
aspire to turn into a Posthuman.

The word Posthuman does not refer just to having left behind their
mere condition of humanity, overcoming the physical barriers that
saparate us from the world of information and data, of knowledge, to
overcome sickness and probably, death. Their capacity of reason is such
that people often find their arguments and concepts as inconceivable.
Before them, we may feel as Neanderthals before a Cro-Magnon, an
evolutionary inferior...

Wetware lechnology in their brain and nervous system is purely
quantronic. The most advanced machinery is composed of light, as it is
no more than signals, electromagnetic waves, part of the spectrum of
the sunlight. Humans are not as fluid, as matter is opaque. Posthumans,
with their systems and advanced processing, are ether, quintessence
and pure energy. Being a Posthuman has to do with the transgression
of the limits of humanity, fusion with the Al and the opening of infinite
possibilities. The Posthumans see themselves as open projects and
not as closed entities as humans do. Their identity does not end in their
bodies but it goes further, as information that can jump from shell to
shell, with the web as a road and eternity as a limit...

Article by inteflectual Dang Tonghi for the cyber-weekly “State
Journals® Yu Jing channal, Maya.
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ANTIPODES o

“The Antipodes are quadrupeds that remind one vaguely of a canine,
a dog or a wolf of greal dimensions. They can walk on two fest, even
though it is neither socially acceptable nor comfortable for them. [...]
They have a double row of teeth, so when they break a tooth, it falls out
and one in the back line takes its place. Their front claws have a limited
capacity for manipulation, which has largely hampered their technical
development. Their fur is irregular, with zones where it is longer
and thicker than in others, which probably indicates an evolutionary
.. adaptation to a former colder environment. [...]

s One of the most distinctive and surprising traits of this
peculiar race, is 3 hyperdeveloped variant of what the biclogisis
call distributed intelligence. It is a system of colleclive intelligence
completely different to the concept of mind-swarm. To compose an
intelligent individual the presence of three Antipodes is required,
who will compose a sole personality in which each individual will add

. different traits and skills. As in a flock of birds, in which all take their
place instinctively in perfect formation according to the position of
their fellows, the Antipodes use a combined system of communication
by pheromones, signs, signals and sounds to transmit and process
information in a rapid fashion. This complex language allows them 1o
make decisions and develop intelligent and self conscious behaviour,
which places tham in the category of rational beings, even though they

&5 a wider capacity of instinctive and reflexive action than the
average human |[...]

The weak point of the Antipode distributed intelligence is that they
are slow to react to completely new situations. Nevertheless, Antipodes
are fast learners, able to develop strategies that allow them 1o
overcome new conditions in a very short time. Still, their initial response
will be disorganized, or awkward, This is their main flaw. Distributed
intelligence systems, such as the Antipodes, are powerful and flexible
but react slowly to novelty. Thus, we can explain the success of our
first offensive compared to the difficulties that we currently have in
defeating them. [...]

Antipodes have a hyper-fine sense of smell, witha substantial radius
of action. This overdeveloped sense allows them to locate their prey
in the bushy Ariadnian undergrowth and to detect possible predators
ar enemies. Our roops have leamed the difficulty and risk involved in
trying to ambush an Antipode patrol. To confirm this, you only have 10
look up the following reports [...]

The saliva of Antipodes contains a retrovirus loaded with genelic
information capable of infecting a foetus in the uterus, provoking
changes that make them similar to their aggressor. This “Cuckoo-virus
is some kind of mechanism of natural selection that helps propagaie
the genetic stock of the stronger or most aggressive tribes or ethnic
groups. The propagation of the cuckoo-virus is an atavistic instinct of
the Antipodes, who can smell and detect pregnant females, biting them
to infect their foetuses but never killing them. In fact, it s very common
that the only survivors of villages attacked by Antipodes warriors are
pregnant women. From these attacks, human-antipode hybrids are
born, those called Dogfaces.

According to analysis performed in laboratories, the protein that
transports the antipode virus captures and synthesizes DNA threads,
copying the original sequence but introducing genetic Antipodes
characteristics. Scientists have found RNA transcribers of the Antipode
virus pratein in samples of Dogface spermatocyles, which implies
that the hybrid cells also synthesize that protein, guaranteeing the
procreation of more Dogfaces. This means that the Dogfaces are not
an evolutionary alley, but a race apart.

The most surprising physiological characteristic of the Antipodes is
their blood. which is very dense, rich in erythrocytes and platelets; it
curdles extremely fast in contact with air. Antipodes warriors perform
ritual cuts to let blood run and then rub the culs with the leaves of a
characteristic Ariadnian plant that prompts coagulation, forming a heavy
scab that functions as corporeal armour. These cuts usually follow
muscular contours, to avoid reduction of their movement capacity [...]
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The fur of Antipodes has the trait of changing colour to imitate
and adapt to the environment of Ariadnian woods and meadows.
The mechanism by which they achieve this mimetic effect is called
plloerection, or the instinctive movement of hair. Moving and exposing
different hair layers displays a similar visual effect to that of chameleons
[...] this peculiar skill turns them into dangerous ambushers, being a
capacity especially useful for the warrior and hunter Antipodes, as our
troops in the different Antipodes Offensive have leamned [--.]

We lack detalled information about their religion and beliefs. It
seems that they have an animist religion related to that of primitive
cultures, with a small pantheon of gods, based on the elements and
natural phenomena. [...] The centre of all their religious rites are the
so called Blood Trees, a type of unknown fruit tree which produces big,
juicy crimson-pulped fruits. The Antipodes perform offerings in front of
these trees, taking their prey to their base and sacrificing them there in
a bloody ritual where the roots of the tree are irrigated with blood. After
the sacrifice. warriors devour one of the tree's fruits, letting its reddish
juice pass through their body. [...] The ritual of the Blood Trees explains

l the Antipode custom of taking a prisoner alive in order to sacrifice him
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later and symbolically eat his flesh and drink his blood by eating the
Blood Fruit. [...]

Many handicraft cbjects have been found in Antipode villages, with
samples of pot making and jewellery as well as evidence of textile
manufacture. The Antipodes have rudimentary and archaic tools, which
can also be very imaginative, especially in terms of weaponry. Their
most outstanding arfistic expressions are pictorial representations
on stone cave walls, or on pieces of clay hanging on the shack
walls of the most prominent individuals. Thanks to the study of these
representalions, a great deal has been discovered about Antipode
culture: their organization around Champions, their animist religion
and the differences between tribes are just some examples.[...] All
discoveries have been very useful to the Assault Pack Controllers
in establishing communication with their charges [...] And to identify
same of the names by which they know each other, a resource that
allows the following of the most bellicose tribal chieftains such as Long
Shadow, Deep Voice, or Sharp Knife [...]

The Antipode race extracts Teseum from easily accessed veins
of the mineral, using it as part of their barter system, to manufacture
. decorations and jewellery and above all, to fabricate weapons. Their

weapons are rudimentary but thanks to Teseum they are particularly
deadly, especially in the powerful claws of the Anlipodes. Many
Antipode warriors, to achieve greater mobility, sheathe their claws
in Teseum. Their attacks produce a nasty effect on body tissue and

armour materials, as you will appreciate from the following images
taken in a military campaign hospital dunng [...]

Exiract from report, “A sclentific approach to enemy”, by Lisutenant
Mikhail V. Kuriakov. Novocherkask Mifitary and Commanding School,
Matr, Ariadna.
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Infinity, a science fiction miniatures combat game

Infinity is @ miniatures game that simulates futuristic combat in a
sci-fi environment.

Infinity recreates fast, lethal and high-risk Direct Action operations:
missions occurring right in the thick of battle, or behind enemy lines
in critical hot spots. Players command a small group of elite soldiers,
carefully chosen for their suitability to the battlefield conditions. In this
way, a force’s composition will vary according to the mission, as every
assignment will demand a different array of soldiers trained in different
skille and belonging to different regiments or units.

Infinity is an innovative, exciting and enteriaining game system that
allows simultaneous participation of all players involved. Being realistic
and flexible, Infinity encompasses a wide range of strategies and
tactical manoeuvres.

The tactical possibilities of Infinity are vast and can give rise to
unusual situations not covered by the Rulebook. In such cases, we
suggest you go to the Infinity web page and log on to the forum at
www.infinitythegame.com. Here you are likely to find answers to most
questions you have and clarification for any rules you are unsure of.
if no clear situation can be found after considerable searching, we
suggest players roll a die each and take the suggestion of whoever
rolls highest.

Miniature Scale and Representation

Each miniature represents a soldier, creature or robot able to move
and act independently. The term ‘miniature’ refers to a figure, fixed
to a circular base, whose appearance varies according to the type
of trooper represented. The cost in game points of every miniature
changes according to its combat capacity, weaponry and equipment.

A miniature’s size is expressed by its height in millimetres. The
most common size is 28 milimetres, representing the average heighl
of a man. Figures larger or smaller than this are scaled up or down
accordingly. For a more enjoyable game, figures should be properly
painted and equipped to faithfully represent the troops involved.

A table or any flat surface is needed to represent the battlefield and
different elements are requirad io function as scenery and obslacles.

Distances and measures

Distances in the game table are measured in inches, using a tape
measure or ruler. To determine the distance between two objecls,
measure the shorter distance between them using the centre of a
miniature's base as a reference point.

.--. - '3 %
AothoaFILE S 4 ; —

_—

| Graphic L: Measuring H" e e X

=== Jcm -

A —

S ey




Distances used for movement, shooting, etc. are measured in the
same way every time a miniature acis. When measuring any movemeant
made by a miniature, the entire route travelled must be taken inlo
account (For instance, if a miniature has to avoid certain obstacles
by taking a detour, this must be included in the measure laken). If a
figure wants to shoot, a straight line is measured between the centre
of the figure's base and that of its target to determine the distance that
saparates them. (See Graphic 1).

Equipment required to begin playing

« 20 sided dice (d20). At leasl one, preferably more. ',

= |nfinity miniatures.

« A table to represent the battlefield. «

= Templates (Circular, Large Teardrop Template, Small Teardrop Q
Template). !

» Markers: Wound (WOUND), Prone (PRONE), Disabled (DIS),
Suppression Fire (SUP FIRE), Immobilized (IMM), Camouflage
(CAMOQ), Thermo-Optical Camouflage (TO CAMO), Impersonation
(IMP-1 and IMP-2), Possessed (POS), Mines (MINES), Deployable
Repeater Marker (REPEATER), and E/Mauler (E/Maular).

« Scanery elements, manufactured or improvised, bul a lot of them.
Infinity is a game that benefits from extensive use of scenery.

» Tape measure (The ideal option, but any ruler will do). |

= Rulebook, Army lists, Weapon Tables.

PREPARATION

How to organize a battlefield

Players must distribute the available scenery elements on the
battlefield, taking care to do so in an equitable way except when
representing a specific scenario or a battle in a campaign. it is advisable
that a distance of no more than 10 inches is kepl between cbstacles. »
The battlefield must be organized before performing the Initiative Raoll,
as detailed later. l

the advance of his troops to the movements of the enemy and to the
conditions of the battlefield: realistic and well-distributed terrain will
considerably enhance the realism and enjoyment of a battle.

The tactical capacity of a player is defined by his ability to adapt ‘

Deployment Zones ‘

The Deployment Zone is the area where the troops of each
participating army start the battle. It consists of a sirip of 12 inches
deep into the table along a player's chosen table edge, with each
player's Deployment Zone normally facing that of their opponent. The
position of each Deployment Zone can vary if a specific scenario or
campaign mission is being played {See Graphic 2).

=

THE TROOPS

Types of Units

An Unit is a group of soldiers belonging to the same amy. These
soldiers (Fusiliers, Zhanshi, Hellcats, etc.) have undergone the same
type of training and possess similar Attributes, Skills, weaponry and
basic equipment.

ISC (INTERNATIONAL STANDARD CODE)

All units have their own combal record and reputation associated
with them. In some cases, their name is an international term known
in all the Human Sphere (Line Kazaks or Bagh-Mari, for example), and
in other cases a term which is translated in the different languages
of the Sphere (Orc Troops or Invincibles). To avoid mistakes and
confusion, O-12 has laid down an international nomenclature, known
as ISC (International Standard Code), used for reports and intelligence
analysis. The ISC will appear in the army lists, in title headlines, in
blister holocards and in minialures boxes.

TYPES OF UNITS

« Light Infantry (LI): The common backbone of every army. These
are fast troops, with limited armour but a good number of Support
Weapons.

« Medium Infantry (Ml): Special Forces. Better trained and equipped,
these are experts in special combat tactics and techniques.

* Heavy Infantry (HI): Outfitted with heavy armour, standard or
powered, and able to resist enemy fire but slower than Light Infantry.

» T.A.Gs: A Tactical Armoured Gear is heavy powered armour and
a light combat vehicle combined. A heavily armoured unit, gifted with
superior firepower and movement.

» Skirmishers (SK): These are light Special Forces, specifically
trained in stealth and infiltration.

« Warbands (WB); Light assaull troops specialized in Close
Ciombat.

« Remotes (REM): Semiautonomous support units, fast and versatile
but with limited armour. Remotes require a Hacker or a TA.G on the
battlefield to be deployed.

« Special Units: Any units not falling under the above categories.
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! Graphic 2: Deployment Zones

TROOP CLASSIFICATION

This indicates the character and background of the troops and their function
in the army.

. Garrison Troops: These troops have lower quality training and fulfil
support and rear guard tasks.

« Line Troops: The most common troops. These form the main body of
most armies.

« Specially Trained Troops: Soldiers that have undemgone special training
to accomplish specific battiefield missions.

- Veteran Troops: These are experienced troops who have participated
in other campaigns. They are experienced and have acquired a good
reputation.

- Elite Troops: Special Forces. Committed to special operations, thesa
troops possess the best training and equipment.

: Headquarters Troops: The finest elite troops, only deployed in exceptional
o e =

« Machanized Troops: These possess mechanical assets that range from
T.A.Gs to any other form of armoured vehicle.

« Support Troops: Generic term referring to troops that fulfil certain support
purposes in combat, i.e., medics, mechanics...

« Mercenary Troops: Professional soldiers who rent their services to the
highest bidder. These can be added to a regular ammy accarding to the rules
for mercenaries detailed below.
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How to organize an army

The first step in organizing an army is deciding how big it is going
to be. A number of points are assigned to build an army: the higher
the number of points, the larger the army. There is no limit conceming
the number of points assigned for an army, but certain values are
recommended.

Playing with armies of 150 points per side will give a short battle,
while armies of 300 points will provide a longer duration. Armies of
600 points will see a large battle, although even batties of this size are
unlikely to take more than a few hours.

Once an army size is chosen, the points must be invested in figures
from a given army list (Ariadna, PanQceania, Yu Jing, etc.). Each figure
has a listed Points Cost that reflects its efficiency in game terms. All
figures have specific skills and equipment included in their Cost. As
figures are chosen for an army, their Cost is subtracted from the army
total.

« Availability. Each army is composed of several unit types and each
one has an Availability value (AVA). This value determines the number
of miniatures of this kind that can be sent to a given battle. Troops with
a higher AVA value represent the most common lypes found on the
battlefield while those with low AVA values are scarce or only seen in
spacific circumstances.




There are two types of Availability:

1. General Availabilily: This value is printed in the troop’s
description and is used when fighting a battle using a non-mercenary
army. Total Availability indicates as many figures can be chosen from
that unit as desired.

2. Mercenary Availability. Mercenary Companies allow the
enrolment of troops from up to three different factions to build
a customized force. Troop Availability is significantly reduced in
mercenary armies: Mercenary Availability is always half of the value  §
(Rounded down) of an units' Genaral Availability. Troops with Total
Availability have a Mercenary Availability of 4. Troops with General ||
Availabllity 1 have a Mercenary Availability of 0. When building a 1§
mercenary company, a mercenary of General Availability 1 may be
enrolled for every 200 points of an army.

Personalities (Uxia McNeill, Ko Dali, etc.) who do not have the Troop
Classification: Mercenary cannot be enrolled as mercenaries under any
circumstances

Only armies constructed as Mercenary Companies may lake troops
from different factions and they do not require the units to have the
Troop Classification: Mercenary. Regular armies, those constructed as
representing a single faction, can only take models outside their faction
who have the Troop Classification: Mercenary.

Mercenary troops cannat be chosen from the Combined Army of the
El. Likewise, the Combined Army cannot enrol mercenary soldiers from
any human army.

* Support Weapons Cost (SWC). Support Weapons are special
weaapons not included in the basic or standard equipment of a trooper. n
Every 50 points used to build an army provides 1 point to spend on
Support Weapons for the troops chosen. For example, a batile of
300 points gives 6 SWC points to spend on miniatures equipped with
Support Weapons. The SWC is indicated on every unit containing a
figure equipped with a Support Weapon. Figures with basic equipment
have a SWC: 0. For example, a Fusilier with a Combi Rifle has a SWC:

0, while a Fusilier with a HMG has a SWC: 1. #

- Lieutenant. Once miniatures for the army are chosen, a figure
must be designated as the leader, or Lieutenant, of the army. Only
models having the Lieutenant option in their army list description can |
be designated, with a SWC equal to that indicated in the army list. If a
Lieutenant is chosen who has a (+) before his SWC in the army list, the
value after the (+) is added to the points available for Support Weapons
rather than subtracted. For example, SWC: +1 adds 1 bonus point to
spend on Support Weapons.

The Lieutenant should be deployed on the battiefield from the |
beginning of the game. If no Lieutenant is deployed, the army wiil be i ]
a Loss of Lieutenant situation, detailed in the "Morale and Leadership
saction below.

« Combat Groups. When the number of figures in an army is greater
than 10, it must be divided into Combat Groups. The player chooses
the number of figures comprising each Group, with no more than 10
per group. A Group cannot be reorganized during a battle, and neither
tha miniatures nor the Orders of a Group can be passed on to another
Group. Each Group Is counted as if it has its own non-transferable
Orders Reserve.
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Explanation of Unit Data

ATTRIBUTES

Attributes describe a series of values defining the basic features
common to all figures. These are used to accomplish different dice rolis
and calculations that determine the success or failure of actions taken
by the miniatures in the game. The Attributes are as follows:

« MOV (Movement): MOV indicates the average distance in inches
that a figure usually covers.

Movement Table

Inches (1stMOVII2Znd MOV) Example
20020 Light Vehicle
20/15 Maotorcycle
15/15 Antipodes, Heavy

Vehicle
15M10 T.A.G.s and REM
10/10 LI, 8K, WB
10/5 MI, HI
5/5 Minimum Movement

= CC (Close Combat): CC is the aptitude of a miniature for hand to
hand combal.

- BS (Ballistic Skills): BS indicates the skill of a miniature in fighting
with ranged firearms.

« PH (Physique): Covers all physical skills of a miniature (For
example Strength, Dexterity, Thrown Weapons or Dodging). Aminiature
possessing a PH superior to that of another figure will be able to carry
him on his shoulders.

- WIP (Will Power): Will Power encompasses all the mental skills of
a miniature (For example, Discover, Doctor or Hacking)

+ ARM (Armour): ARM reflects the type of armour a figure is equipped
with. The higher the ARM value, the heavier the armour is and less
damage will be taken from enemy weapons.

« BTS (Biotechnological Shield): Provides a figure with pratection
against NBCH (Nuclear, Biological, Chemical) damage as well as
Nanotechnologic, Electromagnetic, and Hacking attacks.

« W (Wounds): Wounds indicate the life force of a figure and the
damage he can receive before dying.

- STR (Structure): Represents the capacity of a vehicle or TAG. to
receive an amount of damage before being destroyed.

- AVA (Availability): Reflects the number of miniatures of each unil
that can be used in a battle. This number may vary if a Mercenary
Company is fielded.

- SWC (Support Weapons Cost): Represents the number of poinls
required to equip a figure in that unit with a Suppaort Weapon.

—




» C (Cost): Points value of the figure, its skills, weapons, and
equipment. This is the primary value used when creating armies or
units.

CHARACTERISTICS

Theses represent a series of qualities, determined by a figures’
background and personality, that determines their behaviour on the
battiefield. These are detailed in the Characteristics section.

SPECIAL SKILLS

These are special capacilies or training that miniatures have
acquired that enable them to do things that others cannot, such as
camouflage themselves or use parachutes. These are detailed in the
Special Skills section.

WEAPONS AND EQUIPMENT

These are weapons, materiel and equipment figures carry in order
to perform different actions in the game. Examples of weapons or
equipment include Rifle, MediKit, or Hacking Device. These are detalled
in the Weapons and Equipment section. (See Graphic 3).

LI LINE KAZAKS

MOV cC B3

LB ] 13 11
Ragular kot Impeiuaus o Cuba

HAME BS WEAPONS

LINE KAZAK Rifle
LINE EAZAK AP HMEG
LINE HAZAK Fifie and Light GL.
LIME HAZAK Snipar Rifle
LIME KAZAK Migsihe Launchar
LINE KAZAK {Forwand Dbserser) Rifa
LINE KAFAK Parsmadic (Medikil) Fufte
LIME BAZAK Lisulanarni Rifig

Graphic 3: Data of a Miniature
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LINE OF FIRE AND 20NE OF CONTROL

Line of Fire (LoF)

Tha Line of Fire is an imaginary straight line that runs from the centre
of a miniature’'s base to an enemy miniature. If there are any obstacles
in the way that completely block an enemy miniature from sight, then
there is no LoF. Miniatures have a 180 degree field of vision. A target
may only be selected by a figure if the miniature can “see” it, at least
partially. An enemy model may not be shot at if any object, figure, or
scenery element blocks totally the LoF. A miniature must be able to
sea the target's head or a body area of equivalent size to be able to
fire at him.

In some cases, due fo the positioning of the miniature or the type
of scenery used, the LoF may not be easy to obtain. A good solution
to this issue is to get in line with the figure at approximately the same
height to check if it is possible to see an enemy. Ancther solution s to
place a ruler or tape measure between both figures: there will be LoF if
nothing obstructs the line traced by the ruler.

Figures lacking a LoF are unable to attack unless they have weapons
that permit Speculative Shots (See Ballistic Skills Section) or weapons
with Guided Special Ammunition.

Allied miniatures in the LoF block it and a player is nol permitted
to attack their own troops. If the target chosen is bigger than friendly
models in the LoF, then LoF is not blocked.

150 Ling Kizak Lina Troops

wip ARM BTS W AVA

13 1 0 1 Total
CC WEAPONS CAP c
Pisiol, Knife 0 b
Fistol, Kndle i 28
Pisiol, Knile 1 id
Fistol, Knile i 18
Pi=iol, Knife 1 28
Peetod, Knifia 1 12
Pistol, Kinila 0.5 13
Pisiol, Knile 0 ]
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Figures engaged in Close Combat also block LoF (See the Close
Combat Section: Shooting miniatures engaged in CC).

Zone of Control (ZC)

The rear sensors of a miniature, or even his auditory perception
{Amplified or not) will allow him to be aware of his environment in a
radius of 8 inches. This 8 inch radius around each model is known as
the Zone of Control (ZC) (See Graphic 4).

If any enemy moves into or acts inside the Zone of Contral but out
of the LoF of a figure, he is immediately able to react but only against
that enemy. If an enemy enters a Zone of Control bul is behind an
obstacle that does not allow LoF to be drawn (For example a high
wall or the interior of a house) a miniature is only provided with an
Automatic Reaction Order to tum around and face his enemy (The
model is considered to have heard some noise and is tuming towards
its direction).

GAME MECHANICS

_ Dice rolls

Dice are rollad to find out if a miniature has succeeded in an action:
for example, to see if he hits a target after shooling or o discover
hidden enamies.

There are three types of dice rolls: Normal Rolls, Face to Face Rolls
and Armour Rolls, all made with a d20 dice. To find out if an action
taken by a miniature has succeeded, roll a d20 and compare the result
with the cormesponding Attribute. If the result is the same or less than
the Attribute, the action succeeds and the miniature achieves his goal.

In some cases, Modifiers must be added to or subtracted from an
Attribute. A Modifier (MOD) indicates the action is easier or harder
than usual. A MOD will increase or reduce the values of a troop's
attributes. For instance, the further away a target is, the harder it is
to hil. Therefore, a negative MOD must be applied to the firer's BS
Attribute. Types of MODs can be:

« Distance: Modifies BS for Shooting and WIP for Discover rolls.
« Covers: Modifies firer's BS and target's ARM.

« Skills and Equipment: Modifies multiple Attributes.

- Other: Modifiers not included in the above categories.

A Critical result occurs when a d20 is rolled and a result equal to the
value of the tested Attribute is rolled. A critical roll represents an action
occurring in the best possible way - congratulations!

It is important to remember that MODs are applied to the Attribute
before testing. Therefore, a Critical is achieved when the result rolled is
equal to the modified Attribute. For example, if the Attribute is 10 and a
Modifier of -3 is applied, a Critical occurs on a roll of exaclly 7.

If the sum of the Attribute is greater than 20 after MODs are applied,
the Attribute is counted as 20 and any points In excess of 20 are added
to the range of the roll o determine a critical. For example: Attribute =
19, Critical occurs on 19. Attribute =20, Critical occurs on 20. Atinbute
= 22 Critical occurs on 20 and 2 is added to the result of the dice,
mrening additional Cdficals accur an the roll of 18 and 19.

The Failure Category (FC) is the amount by which a dice roll
surpasses the target Attribute, after MODs are applied. For example:
Attribute (Including MODs) is equal to 14. A dice roll of 16 will therefore
give a Failure Category of 2.
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Types of Dice Rolls
NORMAL DICE ROLL

A Normal Roll occurs when a player is not in a direct contest with
other miniatures, but is measuring the effectiveness of an Aliribute
(For example, using the Special Skill: Sensor to Discover camouflaged
enamies, etc.). If the result is the same or less than the tested Attribute,
the action is successful. It is important to remember to add or subtract
MODs from the Attribute before a roll,

For example: Fusilier Angus has BS 12, so he has to achieve 12 or
less to hit his targel. As his enemy is behind cover, he must subfract
-3 from his BS Attribute, meaning Angus will hit on a roll of 8 or less
on d20 (12-3=9).

FACE TO FACE ROLL

A Face to Face Roll is used when two or more models engage in
direct confrontation with each other and it determines which one will
act first, achieve their goal and defeat their adversary. Both players roll
a d20 and compare the results with the corresponding Attribute, after
MODs have been applied. The results of the dice rolls are compared
as below:

1. Both rolls fail. Neither achieves their goal.

2 One roll fails and the other succeeds. The player that succeeds
achiaves his goal.

3. Both rolls succeed. In this case, the player that rolled the highest
score is the winner of the Face to Face Roll and his action takes effect.
As his Skill is assumed to have conquered his adversary’s, the success
of the opponent’s roll is not taken into account.

4. Both are successful but one player achieves a Critical. The player
who obtains the Critical wins the Face to Face Roll, even if his enemy
obtained a higher number.

5. Both achieve a Critical. The player with the highest score is the
winner.

6. Dice rolls resull in a draw. In case of a draw, whether the successes
are normal or Critical, the winner is the one with the highest Attribute
(The Altribute used in that roll, counting MODs). If the values are still
the same, both dice rolls are cancelled and that Order is lost.

Face to Face Rolls are performed when an acting miniature and a
miniature using an Automatic Reaction Order (ARO) test their Skills.
Thiz means that the affect of their Skills is going to influence each other
(For example, when models shoot at each other, or when one Dodges
and the other shoots or attacks him in Close Combat).

Face o Face Rolls can be carried out by more than two miniatures
at once.
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Example: Face o Face Roll, One against One. Zhanshi Wen Liu
detects his enemy, Fusilier Angus, and decides o shoot al him. He
expends an Order using his Ballistic Skill Attribute (BS). Fusilier Angus
decides to use his Automatic Reaction Order (ARO) to Dodge the shot
and run for cover nearby. A Face To Face roll of BS (Shoot) occurs
againgt, PH (Dodae). Bath glayers rall their d20. Wen Lin (BS 11)
oblains a 3 (Success), while Angus (PH 10) obtains an 8 (Success).
Angus is the winner of the Face to Face Roll (As even though both
succeaded, his roll was higher), so he rolls on the floor as the bullets of
Wen Liu hiss over his head. (See Graphic 5).

Example: Face to Face Roll, Two against One. Fusilier Silva,
equipped with a Machine Gun, shoots a whole Burst (B) against
Zhanshis Wen Liu and Jang Qi. Both use their ARQO to answer the
attack with their Combi Rifles. Silva splits the Burst of her Machine Gun
(B 4), shooting twice against each target. The Zhanshis, being in ARO,
have only Burst 1. In this situation, two Face 1o Face Rolls take place:
Silva against Wen Liu and Silva against Jang Qi. In her 2 shot face to
face roll against Wen Liu, Silva (BS 12) obtains a 16 (Failure) and a 6
(Success). Wen Liu obtains an 8 (Success), winning the Face lo Face
Roll {Silva's first rell was a failure and 8 s higher than 6 in the second).
Silva must now make an Armour Roll against his return fire, but only
after resolving her two remaining shots against Jang Qi in another Face
to Face Roll. Silva rolls an 11 (Success) and a 10 (Another success!),
Qi rolls a 3, a success, but lower than both of Silva's rolls. Silva wins the
Face to Face Roll and scora 2 hits on Q. Now Silva must make a single
Armour Roll and Qi must make two. (See Graphic 6).
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Example: Face to Face Roll, Two against One but with a single
Mormal Roll. Silva again fires at the Zhanshis, concentrating all her
Burst (B 4) on Wen Liu, with both Wen Liu and Jang Qi returning fire
with ARO. The Roll between Silva and Wen Liu is a Face to Face roll,
since they are shooting each other. As Silva is not firing at Jang Qi,
her ARO shot is a normal roll. Silva rolls 4 d20 (B 4), and Wen Liu a
single dice, lang QL will tall a singla 420, with, a tamet oumbar lass
than or equal to her BS Attribute Modified by the Distance. Jang Qi
does not need to worry about return fire from Silva's Machine Gun.
(See Graphic 7).

Player turns and Game turns

Infinity follows a system of alternate player turns. A player tum sees
both players act, with one called the “aclive player” and the other the
“reactive player”. The active player is the one aclivaling and moving his
figures, while the reactive player reacts to the movements and actions
of the aclive player. When the active player cannot keep activating his
miniatures his tum has finished and his opponent becomes the active

player.

'

A game turn is the period of time that covering the active turn of each
player, always in the same order, determined by the Initiative Roll (See
below). For instance, a game turn covers the active turn of Player 1 and
Player 2 and always in that order.
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Orders

ORDERS AND ORDERS RESERVE

In Infinity, the ability of an army to manoeuvre and act is measured
by its number of Orders. An Order is a game concept that allows a
model to be activated and used in combat. The more Orders an army
has, the greater its tactical capacity.

Each model fielded provides an Order The collective number
of Orders provided by all the figures in an army is called the Orders
Reserve. The minimum number of Orders in the Reserve is 1. (For
example: Player A has 12 miniatures, therefore he has 12 Orders at
his disposal. Player B, who has only 7 miniatures, will have 7 Orders
available in his Orders Reserve). Remember that the Orders from
miniatures in a Group are not transferable to another.

The Orders Reserve indicates the arm',r 8 v:.anauly to act. The Active

: : ) e until no more
-Drder:; are Ieft in the Reserve and the tum is passed to the next player.
A player can spend as many Orders as are in the Orders Reserve or
may pass the turn to his opponenl with Orders unspent if desired.
There is no limit to the number of Orders in the Reserve that can be
assigned to the same figure, excepling that it may only recaive Ordars
from its own Group. Any Orders not used are lost and cannol be kepl
for the next tumn.

For example: Player B has an army of 7 miniatures, so he has 7
Orders in his Orders Reserve. Player B might give an order to each of
his figures, 7 orders to the same figure, 4 orders to one and 3 orders
to another, elc.

The Orders Reserve is calculated at the beginning of each Active
player’s turmn. Each time a player loses a figure, he also losas the Order
it contributes to the Orders Reserve for the rest of the game.

Only troops represented by figures or markers on the game table
add their Order to the Orders Resarve, Troops in Hidden Deployment
or that are off table awaiting deployment do not contribute to the Orders
Reserve.

Example: this includes troops with Airborne Deployment (AD) that
have not yet landed on the battlefield, miniatures with Thermo-Optical
Camouflage in Hidden Deployment, reinforcements not yet arrived on
the battlefield or any other reason.

An Order is used to activate a miniature to use different Skills (Move,
Shoot, etc.) in combat. Skills describe any and all actions that miniatures
can undertake and are categorized as Short, Short Movement and
Long to denote their complexity. A single Long Skill, a single Short Skill,
or two Short Skills can be accomplished with each Order, combining
Skills according to the following table.
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Types of Skills
Theare are 3 Typas of Skills:

« Short Skills: These can be used on their own or combined with a
Short Movement Skill in the same Order. A given Short Skill cannot be
used twice or combined with any other Short Skill.

« Short Movement Skills: A Short Movement Skill can be parformed
once, fwice or combined with another Shont Movement Skill as one
Order (For example, Move and Jump). You can also combine a Short
Movement Skill with a Short Skill as a single Order.

+ Long Skills: Long Skills require an entire Order to perform and
cannot be combined with any other skill.

SHORT SHORT LONG SKILLS
MOVEMENT SKILLS
SKILLS
Can be used in Can be used in Cannol be used
ARO. ARO. in ARO.
Change Facing Alert Airborne
Deployment (AD)
Climb Attack: Ballistic Skill | Attack: Intuitive Shot
(BS)
Discover Attack: Close Attack: Overrun
Combat (CC)
Dismount Attack: Sepsitor Aftack: Suppression
Fire
Get Up Dodge Attack: Speculative
Shot
Prone Hacking Camouflage and
Hiding (CH)
Jump Sensor Cautious Movement
Move Cannot be used in
ARO,
Mount Attack: Forward
Observer
Open/Close Coma
Doctor
Enginaer
Regenerate
Reseat
Use MediKit/
AutoMedikit

Using 1 Order a figure can:

1. Combine two Short Movement Skills = Move + Move, Climb
+Move, or Move + Prone.

2. Combine a Short Movement Skill with a Short Skill or vice versa
= Move + Ballistic Skill (BS), Move + Dodge, Discover + Alert, or
Ballistic Skill (BS) + Prone

3. Usa a single Long Skill = Camouflage, Intuitive Shot, or
Cautious MovemeanL

4. Use a single Short Skill = Ballistic Skill (BS), Discover, Dodge

Both Skills in the Order are used at the same time as part of
a single Order. Therefore if a figure Moves and then Shoots to
answer an Automatic Reaction Order (ARO) of his enemy, he can
Shoot before, during, or after the Movement.




Be aware that whatever happens, the Order will be fulfilled
completely, meaning the figure will finish his Movement after
traveling the inches Initially declared, even if he ends up
Unconscious or Dead.

The only exception to this rule is Close Combat (CC), which always
slops the MOV of the figure.

Orders must be declared before measuring the distance separating
figures.

ALUTOMATIC REACTION ORDER (ARO)

Figures in the Reactive player's army may act in the Active player's
turn to answer the use of an Order by the active player, only against
the miniature that is activated by that Order. The reaction is always
to the Order, and not to the Skills that constitute it. In other words, if
a miniature moves and shoots in the same Crder, the enemy’s figure
oblains one ARO, not two.

. To react to the spending of an Order, a reacting figure must fulfil all
the ordinary requiremants to execute the Skill that will be used to react
(For example, if he wants to shoot, he must have a LoF to his target. If
he plans to Hack, the target figure must be in his ZC).

It is compulsory thal the Reaclive player declares the ARO of all his
figures in LoF with the miniature using an Order, immediately after the
active player declares the Long Skill or the first Short or Short Movement
Skill that will be performed in the Order. A figure can only react to this
initial Skill use — another ARO is not gained at the end of the Large Skill
of when the second Short Skill of the Order is announced. If, during the
execulion of an Order, the acling figure enters the LoF or ZC of a new
gnemy miniature lacking LoF or ZC when the Order was declared, thal
enemy model receives an ARO immediately and can react to the Order
I:rph'lg undertaken.

It is not possible to react to an ARO. ARO are only executed by the
Reactive player.

An ARO is always simultaneous to the Order it reacts to. A Face to
Face Roll is required evary time the actions of two figures affect each
other (For example, one Shoots and the other tries to Dodge, or one
tries Hacking and the other answers by Shooting). If the execution of
a Skill does not require a roll (For instance, the Alert Skill), a Face to
Face Roll will not be necessary. If a reacting model uses an AROQ but is
not itself the target of an action. a Normal Roll is made (For example,
two models gain ARO as they have LoF to a figure using an Order. The
acting figure shoots at one of the two — thal model must make a Face
to Face Roll if he returns fire, while the second model fires on the acting
figure with a Normal Roll).

ARO are carried oul simultaneously. Therefore, if a Camouflage
Marker spends one Order to Move, an enemy may use an ARO to
react and try to Discover it but even if successful, other models with
ARO cannot shoot it as a reaction to the same Order.

There is no limit in the number of miniatures thal can react to a figure
spending an Order, as long as they are eligible to gain an ARD.

Only figures can be reacted to. Missiles and grenades are not
considered figures, so they cannot be reacted to (Except Hacking
missiles). Instead, the figure firing his Missile Launcher or the Grenade
Launcher must be reacted to, providing he is in LoF.

Any Movement carried out in ARO is considered as a Dodge

{See Dodging below) and will require a Normal or Face to Face Roll of
PH against the comesponding Attribute.
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Not all skills can be used in ARO. The previous table indicates which
ones can be used in ARO and which cannot.

ARO in CC: When two figures are in base to base contact, they are
considered to be engaged in CC. In that case, the only two possible
skills that can be used in ARO are CC and Dodge.

ARO against Camouflage Markers: The only possible ARO against
a Camouflage Marker or TO CAMO is Discover or Change Facing.
However., It is not compulsory that the ARO be announced immediately
aftar the adversary declares the camoufiaged figure’s first Short Skill.
It is possible to wait until the Marker declares its second Short Skill,
and if it reveals its presence, then an ARO may be generated o reacl
accordingly. This rule does not cancel the advaniages of Combat
Camouflage.

ORDER SPENDING AND ARO PROCEDURES
1. Choose the miniature on which an Order will be spent.

2 Declare the Order, announcing the first of the two Short Skills it
will undertake or the single Long Skill.

3. Miniatures with Line of Fire (LoF) or that have the acting
miniature in their Zone of Control (ZC) declare their ARO, specifying
which Skill they will use.

4. The player spending Orders declares the second Short Skill
used by the figure (If one is being used).

5. If new figures without ARO obtain a LoF to the acting miniature
as a result of the second Short Skill, they can declare an ARO.

6. Rolls are made and their effects applied.

Example: Zhanshi Wen Liu uses an Order and declares he will use
a Short Movement Skill to move up to his first MOV value in inches.
When his move takes him into the LoF of Fusilier Angus, the lalter
decides to use his ARO to shoot at him. Wen Liu now declares his
second Skill, which must be a Movement or Short Skill. Wen Liu
decides to Shoot, forcing a Face to Face BS (Shooting) roll between
Wen Liu and Angus. In the resulting fight, Angus beats Wen Liu, who
raceives a Wound. Wen Liu's figure is Unconscious, lying prone on
the game table with a Wound Marker at the end of the Movement he
declared at the beginning, no matter in where along the movement he
was actually shot. (See Graphic 8).

For example: Fusilier Silva uses an Order, declaring only her first
Skill: Movement. When she enters the LoF of Zhanshis Wen Liu and
Jang Qi, they declare their ARO to shoot at her. Silva uses her second
Skill to return fire at both of them. Silva divides the B (3) of her Combi
Rifle between the Zhanshis, two shots for Wen Liu and one for Jang
0i. Two Face to Face rolls take place, one between Silva and Wen Liu
and one between Silva and Jang Qi. In the Face to Face Roll against
Wen Liu. Silva fails her first shot but succeeds in the second, so Wen
Liu must make an ARM roll. Silva loses the roll against Jang Qi, so
she must also make an ARM Roll. Bath Silva and Wen Liu fail their
rolls, falling to the ground Unconscious with a Wound Marker. (See
Graphic 9).

LIEUTENANT SPECIAL ORDER
The Lieutenant possesses an extra Order, which can only be spent
on him. This order is not part of the Orders Reserve, it is an additional

order for the Lieutenant alone.

The Lieutenant can spend the Special Order on himself and it works
the same as any other Order in the game.
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The Lieutenant can otherwise spend the Special Order to
automatically resist any Guts Roll, for himself or others. When a figure
in the Lieutenant's army is obliged to make a Guts Roll, the Lieutenant
can sacrifice his Special Order to make it an automatic success. He
can use this ability on any miniatures in his group or on any other figure
of his army.

NOTE: Only those troops that include the Lieutenant oplion in their
table of Support Weapons choices and those personaliies who have
the Lieutenant option available can be enrolled as a Lieutenant. Some
personalities supply extra Support Points if enrolled as Lieutenant
(Listed as +1, +2 before the SWC). There can only be one Lieutenant
in an amy.

Ganghe Tipo L3. Mine, Yu.ing

Deployment and Initiative
DEPLOYMENT

Before starting the game, players must roll a d20 and add the WIP
of their Lieutenant to the result. The player who achieves the highest
score chooses which side of the battiefield he will deploy his troops to
and then chooses which player deploys first.

Each player can place a single figure in reserve while deplaying.
This miniature is placed after his opponent's initial deployment (If
placing first) or after the opponent has placed their reserve miniature
(If placing second).

There are certain skills or equipment that allows minlatures to avoid
being placed during the deployment phase [Camoufiage and Hiding
(CH), Airborne Deployment (AD), etc.]

Officers and non-commissioned officers are essential to the chain of
command. Accordingly, the Lieutenant must be deployed on the game
table, even if he possesses Camouflage and Hiding (CH) or Airbome
Deployment (AD), or the army will be in "Loss of Lisutenant™ status,
as described in the “Morale and Leadership” section. If he possesses
CH: Camouflage or CH: TO Camouflage, he can start in the game
with a Camouflage or TO Marker, but will be always deployed on the
battlefield.

Example: Player A has 12 Panoceanian figures and his Lieutenant
Angus has WIP 12. Player B has 7 Yu Jing miniatures and his
Lieutenant Wen Liu has WIP 12. They roll their dice and Player A gets
a 7 (7+WIP 12=19); Player B rolls 18 (18 +WIP 12=30). Player Bis the
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Graphic B: Order declaration and ARD ]

winner, so he chooses the right side of the table (It has belter cover),
and prompts Player A to place his figures on the table first (Player B
could have chosen to put his figures first).

Player A places 10 miniatures on the left side of the table, lakes
note of the position of his Croc Man (Who would be the 11th but he
has the Special Skill CH: TO Camouflage), and puts a figure aside to
deploy later. Player B places 4 of his figures in the temrain, keeping
aside one for reserve placement and two that have the Special Skill
Airborne Deployment (AD). Player A places his reserve figure, and
Player B then places his reserve miniature (But keeps the Airbome
Deployment troops aside for placement during the battle). They are
now ready to stari!

INITIATIVE

After all miniatures are deployed, an Initiative Roll is made by each
player. d20 plus their Lisutenant'’s WIP. The player who obtains the
highest score wins the roll and decides, according to his best interest,
who is the first active player.

This plavi tor will be kept for & ot

Combat

BALLISTIC SKILLS (BS)

Ballistic Skills, the exchange of ranged fire, is the nucleus of modern
combat. It is the ultimate expression for the soldier: he pulls the trigger
and lets his weapon spit death to remove the enemy from the battlefield
and reach victory. Only the lucky and the brave survive when bullets
hiss by in the midst of battle.
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In order to Shoot, it is necessary o possess a BS Altribule, a weapon
that allows ranged firing, and LoF to a target.

SUMMARY OF BALLISTIC SKILLS

1. Choose a target.

2. Determine if there is LOF

3. Spend an Order or an ARO to Shoot.

4. To hit, roll 1d20 for every Burst (B) shot by the figure. The
miniature’s BS value modified by Distance and Cover will determine
the result required on the d20 to hil. If a Face to Face Roll is needed
because of an enemy is reacting to the shooter with an ARO, the
winner of the contast succeeds in his action.

5. For every hit received, the target must make an ARM roll in
order to avoid the Wound. The roll value required to avoid a wound
depends on the Damage of the weapon, the ARM of the victim and
any Cover modifiers, A Guts Roll must be made if necessary.

6. Wound Markers are placed or the miniature is recorded as
a casualty if he does not have access to a Doctor, Paramedic,
AutoMedikit, or Regeneration.

When a player declares that a miniature is going to shoot at an
enemy, he must make a d20 roll to check if he has succeeded. In such
a case, three possible situations can arise:

1. The targeted figure has no LoF with the shooter and does not
therafore receive an ARO to react. A Normal Roll is required from the
shooter, Modified by Distance, Cover and any Modifiers required by
the Skills or equipment of the targat.

2. A targeted enemy miniature has LoF fo the shooter and uses
his ARO to Shoot, Dodge, Hack, or use a Sepsitor attack against the
activated figure. A Face lo Face Roll is made, applying Modifiers for
Distance, Cover and the Skills and equipment of both playars.
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3. A targeted enemy miniature has LoF to the shooter but uses his
ARO to perform any action that does not directly affect the shooter.
The shooter must make a Normal Roll as in situation 1, above.

When shooting, the player can always choose the moment dunng
the execution of his order in which to attack. The most usual choice 5
a point in which the situation is the most advaniageous: a clear LoF,
less cover for targets or optimum weapon distance. This is also applies
when using an ARO to shoot.

Each miniature can shoot as many times as indicated by Burst (B)
value of his weapon. B varies between 1, for a Grenade Launcher or
Missile Launcher, to 5, for the Hyper-rapid Magnetic Cannon. A player
can distribute the shots in a Burst between one or more enemy figures,
provided thal they are within LoF and within range of the weapon. The
whole Burst is considered to be fired from the same point on the lable
- separate shots may not be fired from different points.

When using an ARO to shoot, the Burst value always equals 1
(Except for Suppression Fire or with the Total Reaclion Special Skill).

To clarify, a figure shooting using an Order can fire from 1 1o (B)
shots, while any miniature using an ARO can only make one shot, or
use a single other Skill (Hacking, Dodging, CC, elc.).

If a target reacts directly to being fired upon, the figure using the
ARO will have to roll less than or equal to his Modified corresponding
Attribute (BS, PH, WIP) bul roll above all the successful BS rolls of his
adversary.

The figure using the Order to shoot will hit with all the shots in
his Burst that roll less than his modified BS but are higher than his
opponent’s result in the Face to Face Roll.

For instance: Wen Liu uses an Order to shoot with his Heavy Machine
Gun at two Fusiliers in LoF who are 6 inches away (Distance Modifier:
0). Target one, Angus, uses his ARO fto Dodge, while target two,
Estévez, uses his ARO to Shoot. Wen Liu specifies that he will divide
his weapon's B value of 4 equally, shooting twice against each enemy.
Face to Face Rolls are required, as both targets are using ARO to react
directly to being shot. Wen Liurolls a 7 and a 15 against Estévez, and
with a Modified BS of 11, scores one success, Estévez must obtain a
15 or less (BS 12+ Short Distance for Combi Rifle +3), and rolls a 13,
also a success. Both succeeded, but it s Estévez who hits Wen Liu as
13 is higher than 7. In the other Face to Face roll, Angus gels a 4 for his
PH roll (PH=10), a success, Wen Liu rolls a9 and a 5, passing his BS
target of 11 with both shots. As both rolis are higher than Angus' score,
he receives 2 hits. Now Angus and Wen Liu must make their respective
ARM rolis (See Graphic 10).

It is not possible to choose as targels miniatures positioned within or
behind an obstacle that impairs vision (Smoke grenades, walls made
of soft materials or Zones of bushy thick forests). A miniature must also
be within weapon range to be able to shoot.

It iz not possible to shoot if the target s not in sight, unless the
weapon allows a Speculative Shot.

It is not possible to use the BS Attribute to shoot If in base to base
contact with an enemy: in that situation, Close Combat rules are used
instead.

A Critical BS roll scores an automatic success, causing the target 1
direct Wound with no ARM Roll possible to prevent the damage.

Cover is scenery that allows figures to receive Modifiers against
Shooling attacks by partially covering them from their attackers. In
arder o receive cover Modifiers, a figure must be in base contact with
the scenery. A figure is in cover if it is partially visible (With a part of the
body of approximately the same size as a head showing) but scenery
obhscures the rest of it. If a figure is not even partially visible to a shooter,
there is no LoF and the target is in Total Cover.
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There are two types of cover,

1. Partial Cover. Partial cover is made of dense material that
prevents complete vision of the target. It causes a —3 Modifier to the
BS of the shooter and a +3 Modifier to the ARM of the target.

2. Total Cover. Any figure completely out of LoF behind cover
of this type cannot be chosen as a target except for grenades in
Speculative Shot or by Guided Special Ammunition.

Weapons with Armour Piercing Special Ammunition (AP) affect
only the ARM Atinbute of a target, but they do not affect the protaction
afforded by cover.

A miniature in Prone position who is in a higher position than the
figure shooting at it is considered Io be in Partial Cover (-3 Mod to BS
and +3 Mod to ARM). To shool at a prone figure, a miniature musl be
able to see its base.

Bunkers. embrasures and armoured personnel carriers are
considered to block LoF to troops inside them, even though they may
have an unobstructed view out. A =6 Mod is applied to all attempts to
shoot at them. If these figures are also close to a wall, they have an
additional -3 to BS to be shot at and a +3 to ARM rolls.

Cover is essential in Infinity, so it is suggested that the battlefield be
filled with as many scenery elements as possible (Purchased, home-
made. or even improvised) to allow troops to have places to find cover
and support their advance. Elevated positions also have great strategic
impact on the game. (See Graphic 11)

Area of Effect Template Weapons: A weapon that uses a Template
affects an area, not just its targeted miniature. Any miniature whose
base Is totally or partially under the Template will be affected by the
weapon. The targeted miniature does not need to be at the centre of the
template: it is enough for the figure to be placed somewhere inside the
area of effect. Elements of terrain limit the effect of the templates in the
same way they limit LoF. If no LoF exists (Such as a wall blocking the
template), then the target cannot be hit. If the target is partly obscured,
it gets the partial cover bonus if its base is in contact with cover. (See
Graphic 12)

Area of effect templates are the Circular Template, the Large
Teardrop Template and the Small Teardrop Template.




The height of the templates is equal to their radius or half their width
(Except in the case of Smoke Grenades, that have no height limit). To
ascertain the Template's area of effect in 3d, perform a cut equivalent
to the radius in one of them and insert another template in the cut, in
such a way that they form a cross.

If a Critical is rolled when shooling a Template weapon, the target
figure (And only that figure) will receive a Wound automatically and
may not make an ARM roll. If there are other figures affected by the
template, they are able to make ARM Roils as usual.

A figure with the Special Skill CH: Camouflage, or CH: TO
Camoufiage thal is affected by a Template whose target was another
figure, must make the relevant ARM roll and is automatically revealed,
no matter if he succeeds or not. If the affected miniature was deployed
using Hidden Deployment. he must also be revealed.

Direct Template Weapons (Flamethrower, Chain Rifles,
Manopulsers, etc.) do not require a BS roll to hit: the Template is
situated at the centre of the base of the miniature that shoots and all
the figures under it must make ARM rolls. (See Graphic 13).

If figures affected by a tempiate intend to use the Dodge skill to avoid
damage, a PH roll with a =6 Modifier must be made.

If the figures intend to Shoot instead of Dodging, the Direct Template
weapon will cause Damage in the usual way and the figures shooting
make Normal Rolls in order to hit the Template weapon firer, and then
must make an ARM roll.

If two figures with Direct Template weapons confront each other, both
will suffer the Damage caused by the weapon and make subsequent
ARM rolls.

Direct Template Weapons are the only ones that allow use of the
Intuitive Shot Skill.

Figures with 2 Direct Template Weapons (Two Chain Rifles, for
instance), can shoot them successively, one afier the other. This is
same as if the Chain Rifle had a Burst (B) of 2, allowing the Template
to be positioned twice per Shooting Order, aiming at different targets
if desired. If both hit the same target, and he decides to Dodge, the
figure must make a PH with a -6 Modifier, avoiding the Damage of bath
Templates if successful,

Attack with Thrown Weapons. Thrown Weapons, such as
grenades, use the Attribute PH instead of BS, but in all other ways
function like use of Ballistic Skills.

Parabolic Fire. It is possible to launch grenades in a parabolic
trajectory (Tracing an arc) over an obstacle. The trajectory of parabolic
fire creates two “shadow” zones: one where the firer is not able to shoot
and another that cannot be chosen as a target zone. The length of
these shadow zones is half the height of the obstacle. To be able to use
a Parabolic Fire, the centre of the base of the shooter and the centre
of the Circular Template of impact must be situated outside the shadow
zones. (See Graphic 14).

If the shot is not successful and the Grenade falls in a shadow zone
due to Dispersion, it must be placed with the centre of the Circular
Template on the nearest edge of the shadow zone. Shadow zones can
therefore be affected by the Area of Effect Template of the Granade.

Speculative Shot. A Speculative Shot is when a figure or area out of
LoF (When shooting over a wall or through a window), is targeted with
some form of Parabolic Fire weapon (i.e. a grenade). These weapons
may be aimed at a zone or area, but a target figure must always be
nominated: so a grenade cannot be thrown through a window into a
room withoul nominating a figure inside the room as the target.
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Figures with Camouflage or TO Camoufiage cannot be chosen as
targets. A nearby zone also may nol be targeted in order to cover them
with a Template, as it is assumed that if they have not been discovered
thara is no reason to shoot there. Figures not Camouflaged or TO
Camouflaged can be targeted with Speculative Shot, as their position
is known thanks to Satellites or other Search and Location systems.

Speculative Shot allows a weapon to be shol, or a grenade thrown,
towards a point in the field rather than an actual figure, providing that
when placing the centre of the Template on the point of impact, this
affects the miniature nominated when firing (And that miniature cannot
be Camouflaged or TO Camouflaged).

When using Speculative Shot. an enlire Order is spent and a Modifier
of -6 is applied to the BS or PH roll required.

If using grenades, a grenade launcher, or any other Parabolic Fire
weapon, firing at targets behind the smoke of a grenade or in a Zero or
Low Visibility Zone is always considerad to be a Speculative Shot.

Dispersion. If a BS or PH roll is falled when using a Grenade
Launcher (Light or Heavy) or hand Grenades, the trajectory of the
projectile suffers from Dispersion, diverting to explode al another point
on the battlefield. In order to discover where the grenade explodes,
place the Circular Template at the original targeted point, with the
number 1 facing in the same direction as the firer's LoF. The projectile
deviates a number of inches equal to the Failure Category in a direction
indicated by the second digit of the d20 roll applied to the numbers
around the edge of the Template.

The Failure Category (FC) is obtained by subtracting the target
number required from the result of the die roll,

For example: Angus camies out a Speculative Shot with his
Grenade Launcher. To hit his target, he must roll a 6 or less (BS 12-
MOD Speculative 6). He rolls a 15, so his FC is 9 (15-6). Placing the
Template over his original target point, it Disperses 9 inches in the
direction marked "5.

A dispersing projeciile may not travel further than its Maxdimum
Distance characteristic indicated in Table of Weapons under any
circumstance.

Shooting figures engaged in Close Combat. If figures in Close
Combat are shot at, a -6 Mod (Plus corresponding Distance, Cover,
or Camoufiage Modifiers) is applied to the shot for each friendly figure
engaged in the Close Combal. If the roll is failed and the Failure
Category (FC) is the equal to or less than the Modifier from friendly
troops (-6, -12. elc. depending on the number of friendly soldiers
engaged in combat), then the shot hits a frendly miniature, who must
make an ARM Roll. If there are several friendly figures engaged in CC,
randomly decide which one will be hit.
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For example: Fusilier Angus sees how a comrade, Fusilier Silva, is
being altacked in CC by Zhanshi Wen Liu. Angus, a real gentleman,
decides to help, but being at a short distance from them, declares a
shot using his BS as his ARO. In order to hit Wen Liu he must roll 9
or less on 1d20 [12 (BS) +3 (Distance MOD)-6({Friendly model in CC
MOD) =8]. Angus rolis the die, obtaining a 12! He has failed the roll,
and as his FC is equal to or less than the MOD applied for having a
comrade engaged in CC (Roll of 12 - Target of 9 = FC 3), his bullet
passes over Wen Liu's shoulder to hit Silva! Now Silva must make an
ARM Roll, and if she succeeds she will have a word or two with her
comrade Angus...

Template weapons that touch a figure in Close Combat will always
affect all figures involved in that combal.

Suppression Fire (SF). This is a Long Skill that requires an entire
Order io be spent to allow a figure to engage in Suppression Fire. A
Suppression Fire Marker (SUP FIRE) is placed on the table: the centre
of the marker must be in a straight line with the LoF of the firer, with
no obstacles in between, and no further than the LONG range of the
wielded weapon. Suppression Fire creates a corridor of fire as wide as
the Marker, drawn in a straight line from the base of the atlacker to the
axtent of the weapon's extreme range, unless blocked by terrain.

Any miniature (Friend or foe) which is activated by an Order or ARQ
inside the SF area or moves into or remains within the SF area via
Normal Movement, a Coordinated Order or Cautious Movement, may
raceive fire from the Suppressing miniature. The figure using SF must
fire as many shots as the BS of his weapon against each figure in the
Suppression Fire area, whether it is his own turn or he is reacling with
an ARO during the anemy tum.

An example of Suppression Fire use is placing it in @ narrow zone or
funnel on the battlefield: in that way, enemies pressed to move through
it will have to choose another route or risk receiving a rain of bullets.

If a Suppression Fire area is placed over a figure, he may be shot
at as many times as allowed by the Weapon's B value. Note that
Suppression Fire cannot be undertaken with an ARO.

The Suppression Fire area is maintained until the beginning of the
next active tum of the player who declared it. In order to maintain
Suppression Fire beyond this point, 1 Order must be spent al the
beginning of each achive tumn.

A miniature with Suppression Fire will automatically have it cancelled
if he tries to use any other Skill but Suppression Fire. This rule applies
for active and reactive turns.

Suppression Fire may be used against Zones of Zero Visibility
(Smoke grenades, thick jungle, etc.). SF allows firing at figures placed
inside or behind these zones, but with a BS Mod of 6.

CLOSE COMBAT (CC)

Close quarters combat, whether the urban struggle for the possession
of a bullding or craft to craft boarding actions in the void of space,
takes place in a limited environment where adversaries are always
nearby and there is no space to use a long ranged firearm with any
effectiveness. In such situations troopers resort to CC Weapons, short
firearms (Pistols) and sharp instruments (Knives, macheles, sabres,
swords, claws, etc.). Close Combat is gory, grimy, deceitful, and fatal.
In CC a soldier may cut an enemy’s throat and taste his blood, or end
up disembowelled at his foe's hands.

For miniatures to engage in Close Combat, it is necessary that their
bases be in contact. Any figures in base to base contact are always
considerad to be in Close Combat, and they will automatically change
to CC Weapons (Pistols, knives, swords, or natural weapons) without
using any Skill to do so. TA.Gs do not need CC weapons since thair
fists cause Damage equal to PH-2 naturally! When declaring a CC
attack with figure against an enemy, a dice roll is required to discover
whether the attack is successful,
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Graphic 14: Parabolic Fire

When the miniatures to fight are in base contact, then a Face to Face
Roll is required. The results can be:

1. Both fail, so neither achieves a hit on their target.

2. One falls and the other succeeds. The figure that fails receives
damage, and must make an ARM Roll.

3, Both figures succeed. The miniature obtaining the highest
score is the winner of the Face to Face Roll and hits his enemy. The
figure that obtains the lowest number must make an ARM Roll with
2 +3 MOD to ARM (Defence Bonus) to reflect evasive manoeuvring.
If there is a draw, the figure with the highest (Medified) Attribute will
succeed. If there is another draw and the active player wishes fo
continue the fight, a new Order must be spent and another Face to
Face Roll is required.

4. Both succeed and one gets a Critical. The latter wins the Face
to Face Roll. even if his enemy rolled a higher number, and he
causes a direct Wound, with no ARM roll allowed.

5. Both succeed with Critical rolls. The highest dice roll wins the
Face lo Face Roll and causes a direct Wound, with no ARM Roll
allowed. If there is a draw, the higher Atiribute (Modified) will be the
winner. If there is yet another draw, both are mutually cancelled, the
active player must spend an Order and engage in another Face fo
Face roll to continue the combat.
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Each Active Player must spend at least one Order from his army's
Orders Reserve each tumn for each figure in CC to keep them fighting,
otherwise they must use an Order to escape Close Combat.

CLOSE COMBAT SUMMARY
1- Choose a target

2. Get close for the Close Combat. All necessary Orders must be
spent to be able to move until the figure's bases are in contact.

3- Engage in CC. CC is initiated either by using a CC Skill in
conjunction with a Short Movement Skill to get close, or by spending
anather Order to initiate the CC Skill alone, or by using an ARO lo
activate the CC Skill.

4- Perform a Face to Face Roll of CC figures’ Attributes,

5- Make as many ARM Rolls as necessary.

&- Place Wound Markers or remove the figure from the table if it has
no access to a Doctor, Paramedic, AutoMedikit or Regeneration.

Charge.

This term defines a Mavement that finishes with two figures in base
contact. It does not provide any kind of additional advantage, but it is
the kind of Movement lypical of CC specialist units such as Warbands.
It consists of moving towards the enemy until the bases of figures are
in contact, with CC initiated by using a Short Movement Skill to reach
the foe and then using the CC Skill or by spending ancther Order to use
the CC Skill, or by using the CC Skill with an ARO.




The figure targeted in the charge can choose between one of three
options:

1. Shoot. In this case, both figures make a Face to Face roll, using
the CC Attribute for the charger and BS for the defender. If the defender
wins the roll, the charger must make an ARM Roll. If he succeeds, he
will not nead to make a Guts Roll, given that the miniatures are in base
contact and they are in CC. IT the charger wins the roll the defender
misses his shot, no matter how high his roll, and must make an ARM
Roll.

2. Countercharge. The defender decides to take the charge of his
enemy, provoking a normal CC Combat situation.

3. Flee. The defender decides to dodge his enemy's charge. In this
case the Face to Face Roll is made by the dodger with his PH Attribute
while the charger uses his CC Attribute, If the dodger succeeds, his
figure moves half the first value in his MOV Alfribute, gscaping the
attack of his charging opponent completely. Even if the attacker can
still move enough inches to be in base to base contact, the miniatures
will not be considered to be in CC and will have to be separated a
millimetre to indicate this. If the attacker wins the Face to Face Roll, the
figures are in CC and his opponent must make an ARM Roll.

Overrun. Overrun is a Long Skill that consists of performing a Charge
with a T.A.G, or a Light or Heavy Vehicle. The CC Attack is substituted
by the MOV Skill, Overrunning the target, who must make a PH Roll
or take damage. Using this Long Skill, any subsequent MOV that
runs over a figure will be considered an Overrun attack. The Damage
caused by an Overrun is equal to the PH of the vehicle. The target of
the Overrun can choose to Shoot (Face to Face Roll BS against PH),
Countercharge (Normal Roll of CC), or Flee (PH Face to Face Roll
against PH), If the Overrunning figure wins the roll, the defender takes
Overrun damage and must make an ARM roll or take a wound. The
attacker continues on to complete his move.

If the defender Shoots and wins the Face to Face Roll, the altacker
must make an ARM Roll or take a wound, and passes right by his target
without damaging him. He then continues his move in the direction the
Overrun was initially declared.

If the target deciares a Countercharge, he makes a CC Normal Roll
but automatically receives the damage of the Overrun, making an ARM
Roll or taking a wound. If the target survives the impact, both figures
are engaged in CC, and the attackers’ MOV action will be cancelled.

If the defender Flees and wins the Face to Face roll, he takes no
damage and moves aside from the Overrunning figure, who continues
his move in the direction the Overrun was declared.

Disengaging from Close Combat. If one of the fighters in a Close
Combat wishes to disengage from combat, he must make Face to Face
Roll, using his PH Altribute instead of CC.

For example: Angus (PH 10) wants to escape from his CC combat
with Zhanshi Wen Liu {CC 14). Both make a Face to Face Roll: Angus
rolls 7 while Wen Liu rolls 9. Both rolis succeed, but Wen Liu, who has
achieved the highest number, hits Angus, who cannot escape.

Close Combat with several enemies. Miniatures can fighl several
enamies simultaneously in Close Combat, but only when their bases
are all in contact. Each extra allied figure fighting in CC adds a +3
Mod to a fighter's CC (Or PH, if trying to Disengage) Attribute and this
applies for both Active and Reactive players.

For example: The Hac Tao Wu Shenru is in CC with 3 Fusiliers
(Angus, Doucher, and Bipandra). Each of the Fusiliers has a +6 MOD
to their CC or PH rolls, as they have the support of 2 friends.

In Close Combat, allied figures have the right to an ARD in CC, but
only against the figure that spends the Order, and with a Modifier of +3
for every extra friendly figure that is engaged in CC with them,
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Hence, all figures engaged in CC with a right to ARO can make their
roll to hit with a MOD of +3 for each friendly figure engaged in combat.
A miniature in his active turn must achieve a higher roll than all of his
enemies and then will be able to hit one of them: any enemy figure with
a superior roll to his will succeed in hitting him instead. Similarly, to
get out of Close Combal an active figure will have to overcome all his
opponents’ CC Rolls with his PH Roll.

In the active turn it is compulsory to spend one Order for each figure
engaged in CC, whether to continue combat or to disengage.

For example: The Hac Tao Wu Shenru is surrounded by a group
of 3 Fusiliers thal have attacked him in CC, because he is not able to
use the advantage of CH: TO Camouflage. In his turn, he decides to
spend an Order to attack Fusilier Angus in CC. Fusilier Angus and his
companions Doucher and Bipandra use their ARO to react, attacking
Wu Shenru in ©C. Wu Shenru's Face to Face Roll of CC is compared
to the Rolls of the Fusiliers, obtaining a 12 (Wu Shenru, CC 16). Each
Fusilier gets a +6 bonus for the assistance of his two companions (+3
for each of them) so their CC of 13 becomes CC 19. Angus rolls and
obtains 20 (1), so he fails to hit. Doucher and Bipandra roll an 8 and a
10 respectively, succeeding but not overcoming Wu Shenru, who finally
hits Angus. Now, poor Fusilier Angus must make his ARM Roll.

Notes about Close Combat: Close Combal always cancels a
figure's Movement. If the figure moves only part of his first MOV value
to enter base to base contact, then CC is declared and the figure will
not be able to move the remaining inches of his MOV,

A figure engaged in CC cannot Shoot in ARO at another figure that
is not involved in that CC.

Close Combat is so direct and fast that no Guts Rolls are required.
There is simply no time to get scared in Close Combat!

Modifiers due to Optical Disruption Devices (ODD) are not counted
in Close Combat, neither are those from the Special Skills Camouflage
and Hiding (CH).

After finishing Close Combat the winning figure, which s the one still
on his feet, can be placed facing any direction wished by his owner. °

Remember when attacking an enemy in Close Combat from behind,
the target can turn to face his attacker with an ARO as soon as his Zone
of Control is penetrated.
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Coordinated Order:
COORDINATED ORDER Skills with a commeon target

Attack: Ballistic Skills (BS)/Shoot

Coordinated Orders are organized actions or manoeuvres performed

by several figures that will iry to minimize any possible reaction of the 1§ Attack: Close Combat (CC)
enemy, benefiting from their numerical advantage and acting al once Y\ Attack: Forward Observer
against the same target. A Coordinated Order requires the spending | T
of 1 Order for each participant miniature. If composed of two Shert | Altack: Instinctive Shol
Skills, the Coordinated Order must be stated fully before the opponent | Attack: Overrun
announces his ARO. Coardinated Order cannot be performed in ARO. 1 -
! Aftack: Sepsitor
Any Skill can be used in @ Coordinated Order. All the figures | Attack: Speculative Shot
) participating in it must perform exaclly the same Skills and in the same ; :
order so as to reflect coordination in the manoeuvre. Afach SUPPIEGHIONEIS
Discover
Certain Skills call for a common goal for all characters participating VAT
in order to execute a Coordinated Order, hence all the figures sharing
the Coordinated Order must execute these Skills against the same Engineer
objective (For example, Shooling at a certain miniatura). Hackar
| Use Medikit
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The remaining skills, those not listed in the preceding table, do not
require a common goal to be executed in a Coordinated manner. For
instance, 3 miniatures acting in co-ordination can move in different
directions.

In a Coordinated Order to Shoot, the Burst (B) of each miniature
participating is halved, always rounding up: the minimum B value being
1.

In a Doclor, Use MediKit, or Engineer Coordinated Order, a
successful Roll and a failed one will cancel each other, so the target will
not suffer any change at all.

You can use Impetuous Orders to perform Coordinated Orders.

Miniatures performing a Coordinated Order provide only one ARO
to each enemy miniature that is in LOF,

You can Coordinate a maximum of 4 miniatures. Coordinated
Orders must be declared in unison. You can only Coordinate figures
possessing the same type of training (Regular/iregular) and belonging
to the same Combat Group. Miniatures participating in a Coordinated
Order do not need to be al any given distance from each other.

Example:

Our tireless Fusilier Angus, wilh sidekicks Doucher and Bipandra,
tries to discover a TO Camouflage Marker that has ducked behind a
comer. They declare a Coordinated Order of Moving + Discover to
discover him. The TO Camouflaged soldier can see three enemies are
getting close to him, and is aware of having only one ARO to confront
them. He decides not to move or shoot, trusting his skill to remain
hidden and not being discovered.

Angus, Doucher, and Bipandra spend 1 Order each and move 4
inches to get closer from their respective positions to the TO Camouflage
Marker. Angus and Doucher are 6 inches (MOD by Distance: +3),
and Bipandra is 18 inches from the TO (Distance MOD: D). As the
camouflaged figure has decided not to react, each Fusilier must make
a Discover Normal Roll (WIP) Modified by the Distance and the TO
Camouflage. Angus and Doucher will have to roll a 9 to Discover the
TO [WIP: 12 with TO Camoufiage MOD (-6) and a Distance MOD (+3)].
Angus rolls a 15 (Failure), and Doucher rolis an 11 (Failure). Bipandra
will have to roll 2 6 lo be successful [WIP: 12, TO Camouflage MOD
(-6) and Distance MOD (0)]. He rolls his d20 and obtains a 2! Bipandra
discovers the TO, so the figure substitutes the TO Camouflage Marker
on the game table. (See Graphic 15).
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DAMAGE
Damage

When a figure is hit by a successful enemy BS or CC roll, he must
make an ARM Roll. In this roll, the ARM Attribute is a positive number,
and indicates the Modifier to be added to the roll. If the result of the
Modified Roll (d20+ARM) exceeds the Damage value of the weapon,
the Armour successfully absorbs the impact and the figure takes no

frjury.

For example: The Zhanshi Wen Liu shoots at his eternal rival,
Fusilier Angus. Wen Liu shoots and hits his target. Angus receives a
Combi Rifle shot, Damage 13. His ARM is +1 so he will have to roll 13
or more to sava his life (d20+ARM: 1).

Remember that when in combat, a Critical in BS or CC means 1
direct Wound (W), and no ARM Roll is possible.

Damage and BTS. Some weapons use Special Ammunition that
ignores ARM and can only be stopped with Biotechnologic Shield
(BTS) protection. BTS Rolls are used to resist the Damage caused by
these weapons, and function the same as ARM rolls, substituting the
ARM value with that of BTS as a posilive modifier.

Damage from Falling. If a miniature falls from a scenery element
during the game, he must make an ARM Roll against 2.5 points
(rounded up) of Damage per inch of distance fallen.

Guts Roll

When a character succeeds in an ARM or BTS Roll, it means that
a shol (Or saveral) has hit his armour but not killed him, provoking an
instinctive survival reaction motivated by the fear of being on the brink
of death. The miniature will look for protection or cover instinctively,
going Prone or performing any other Short Movement Skill (except
Alert) towards the nearest cover, moving up to a maximum of half his
first MOV value. To avoid this situation, a miniature can make a Guts
Roll to keep his position by performing a successful WIP Roll,

« Guts Roll in Close Combat. This kind of roll cannot be made
in Close Combat.

* Guits Rolls during Bursts. When an enemy's weapon (s
shooling in Bursts, the Guts Roll or the panic Movement is enly done
once, after all ARM Rolls are made.

Unconsciousness

When a miniature receives a wound after failing an ARM Roll,
a Weapon Marker (WOUND) is placed beside him with the proper
number. If he has only suffered a single Wound, the Marker will show
*1" if he has accumulated more Wounds, the Marker must reflect their
number. When a miniature receives as many Wounds as the value of
his Wounds Aftribute, he falls on the ground Unconscious, but never
before the Burst (B) Is finished: therefore the number of Wounds can
excead his Wounds Attribute. An unconsclous character is indicated on
the table with a PRONE Marker or by lying the figure down.

A miniature in this state cannot use any Skill, save the Special Skill
Regeneration, or an AutoMediKit. He will also lose his Camouflage
Marker, TO, and Optical Disruption Modifiers, but not Cover Modifiers
if he is eligible.

During the time the figure remains Unconscious he will not add his
Order to the Orders Reserve of his army, and will be considered a
casually in terms of calculating army points.

In CC, if the miniature attacking declares that he is attacking an
Unconscious character the latter will die without being able to roll for
aither CC or ARM: this is known as the Coupe de Grice.

To finish off an Unconscious miniature with BS, he only needs to ba
shot at with a Normal Roll. If successful, the Unconscious miniature is
hit and must make an ARM Roil.
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Death

If a figure in the Unconscious state receives a new Wound, he dies
and will be removed from the battlefield. Some Special Ammunition can
bring about this state directly.

Figures remain Unconscious until they are healed or killed. If a player
does not possess a Doclor or Paramedic, and the Unconscious figure
does not possess an AutoMediKit or Regeneration, he passes directly
to the Dead state and is removed from the game table.

Structures

Some miniatures and vehicles have a STR (Struclure) value instead
of Wounds. These function similarly to normal miniatures, having
Normal, Unconscious, and Dead slates. Each time one of these
miniatures receives the equivalent of a Wound they lose a point of STR
(Causing no ill effect or Modifier) and a Wound Marker is placed beside
them. When the number of Wounds received reaches the STR Altribute
of the figure, the vehicle or miniature is immobilized and destroyed (An
IMM Marker is placed and crew members, if any, are able to get out).

If the army does not have a figure with the Special Skill Engineer,
any miniature or vehicle with a STR value is removed from the table
once destroyed and the crew members have left it.

Immobilization. Some weapons and Special Ammunition have
an ability to immobilize the target. A figure that has failed his PH Roll
is marked as Immaobilized with an Immaobilized Marker (IMM), and is
unable to take any action that implies movement (Move, Dodge, BS, or
CC). It can however use Discover, Reset, Sepsitor or Sensor Special
Skills. A miniature in this state loses all Modifiers allowed by his Special
Skills. Figures in an Immobilized state still add their Order to the Orders
Reserve of their army.
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Scenery Structures. STR values can be fo certain elements of
scenery in order to represent their destruction, if baitle conditions
require such a measure. Remember that struclures can only be harmed
by Explosive Ammunition (EXP).

ELEMENT STR
Door 1
Security Door 3 2
Armoured Door 10 3
Wall 10 3
Reinforced Wall 12 4
Brick Wall / Bulkhead 8 3

MORALE AND LEADERSHIP

Al some point in a battle, troops’ morale can fail. Losing a leader
or large number of companions affects soldiers’ decision o continue

fighting.

During the game, the morale of the troops can be affected by two
critical situations:

1. Retreat! When an army loses figures equal to more than
60% of its original points composition, troops will be automatically
considered as demoralized and they will withdraw from the battle.
They will tum Impetuous automatically, bul every move must be
made in the direction of their Deployment Zone, aiming to leave the
battlefield as soon as possible, unless an Order is spent to regain
control of them as described below.

In a Retreat! situation, troops will ignore their officers in such a
way that the Lieutenant loses his Special Order.
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2, Loss of Lieutenant, When the miniature of the Lieutenant falls
Unconscious or Dead, the army is without a leader. If such a case
arises, 2 Orders can be spent and another miniature designated as
the Lieutenant. The Unconscious Lieutenant may also be healed, but
if at the end of the turn there is no active Lieutenant, there will only be
2 Orders available in total for the next tum, which will be consumed
in enrolling another Lieutenant. If the Lieutenant is wounded or killed
during an enemy turn, then the player starts the following turn with
only 2 Orders that must be usaed to elect a new Lieutenant. The Loss
of Lieutenant situation does not affect Impetuous Orders that ara
carried out normally.

Recovering Leadership

1. In case of losing a Lieutenant, the player can try recovering
Leadership. If the player loses his Lieutenant during his turn, he can
use 2 Orders to sign up a new Lieutenant, who will not have the use
of the Lieutenant's Special Order until the next tum. Any figure in the
army can be made inlo a Lieutenant (except a REM, Antipodes, The
Hungries, or any Irregular troop if it is a regular army). If the group or
army does not have any figures on the field (Due to TO Camouflage
or Airbome Deployment), it must reveal or deploy some in order to
enrol a Lieutenant.

2. If an army is in Retreat!, a player may spend an order to
control a figure and prevent him moving Impetuously towards the
Deployment Zone. Once an Order is spent stopping him, the soldier
can then behave normally until the end of the turm. At the beginning
of the next tum, he will have to spend another Order o avoid turning
Impetuous and withdrawing.

COMBAT EXAMPLE

Fusilier Angus receives an Order: Move lowards a corner to look for
a targel. After spending 1 Short Movement Skill he moves 3 inches (He
could move 4 but he prafers not to leave the cover of the comer).

Al the corner he can now see Wen Liu, a Zhanshi enemy, and
another miniature hidden by a TO Camouflage Marker. Wen Liu uses
his Automatic Reaction Order (ARO) to shoot Angus, who just enterad
his LoF. The miniature represented by the TO Camouflage Marker
could also use his ARO, but prefers nol to do so as he trusis in the
skitfulness of Wen Liu. Angus, who still has 1 Skill left from the Order,
decides to shool at Wen Liu. A BS combat arises in which the roll will
be a Face to Face one. (See Graphic 16).
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After having declared that they are going to shool, the distance
between them is measured (12 inches) and rolls are made. Angus
must roll 15 or less with the 3 shots of his weapon's B (Burst) [12(BS
Aftribute) +3 (Distance Modifier of a Combi Rifle for 12 inches] and
Wen Liu must roll 11 or less [11(BS Altribute) +3 (Distance Modifier of
a Combi Rifle for 12 inches)-3 (Modifier for Cover, since Angus Is close
to a wall)]. Angus rolls 16, 19, and 7. while Wen Liu rolls 9. Only Wen
Liu scores a hit (Since Wen Liu's BS is successful and scores higher
than Angus’ success of T). To resist damage, Angus will have to roll 10
or more [ +1 (ARM) and +3 as he is behind Cover, against Combi Rifle
Damage of 13). Angus rolls a 17 and avoids the Wound, his bulletproof
vest absorbing the impact.

Angus recoils instinctively when he receives the impact, looking for
a less dangerous location, moving 2 inches (half his MOV Attribute). If
Angus had desired to, he could have tned to remain in his position by
passing a Guts Roll, which would have required a successful WIP roll,
(See Graphic 17).

This was the last Order of Angus' player, and now it is the Active
turn of Wen Liu's player, who spends 1 Order to activate Wu Shenru,
a Hac Tao represented by the TO Camouflage marker near Wen Liu.
Shenru moves B inches (Two Short Movements Skills = MOV: 4 inches
+ 2 inches) and arrives at a corner, achieving LoF to Angus. Angus will
use his Automatic Reaction Order, gained as Shenru just entered his
LoF, but as Shenru is a TO Marker, his only possible action is to try
to Discover him. In order to do so0, Angus measure s the distance (2
inches) and must make a WIF roll of 9 or less [12 (WIP Attribute)+3
(Distance MOD})-6 (TO Camouflage Modifier)]. He rolls an 11 and fails,
s0 Shenru remains in the active TO Camouflage state. (See Graphic
18).

=henru receives a new Order and uses 1 Short Skill to Shoot. Since
he has TO Camouflage, his shols are made before those made by
Angus with his ARD. Shenru measures the distance separating them, 2
inches, and calculates that with every shot in the Burst (B3) he must roll
17 or less [14{BS Atiribute) +3 (Distance modifier of MULTI Rifle)). He
rolls 18, 20 and 18. Buddha is not on his side it seems! (See Graphic
19). After finishing his shooting, Shenru's miniature must be placed on
the table instead of the TO Marker.

Now Angus is enlilled to an Automaltic Reaction Order. Angus shools,
with only a single shot in his Burst (Automatic Reaction Order) and must
roll 9 or less [12 (BS Attribute) +3 (Distance Modifier for Combi Rifie)
-6 (TO Camoufiage Modifier)]. He rolls 8 (Hit!), Shenru must now make
an ARM Roll of 8 or more [13 (the Damage of a Combi Rifle) with +5
(ARM) to the d20 Roll] and rolls a 17, so his armour resists the impact
and he suffers no wounds. Shenru wants to keep his posilion, so he
must make a Guis Roll, against his WIP of 14. He gets a 3, enabling
him to avoid recolling and losing his position. (See Graphic 20).

Shenru receives a new Order and chooses to engage in Close
Combat. He uses the Order to perform a Movement that ends in contact
with the base of Angus’s figure and then activates the CC Short Skill.
Angus, of course, has a right to an ARD and decides to Shoot (This is
a Face to Face roll as Shenru is not in TO Camouflage anymore), Both
make a Face to Face Roll. Angus must roll 9 or less, the same number
as before. Shenru needs 16 or less [CC Attribute of 16]. D20 results
are B for Angus and 10 for Shenru, and as it is a Face to Face Roll,
Shenru is the winner. Angus musl roll and get more than 14 [Target of
14 (Shenru's PH Attribute while using a CC weapon) adding +1 (ARM)
to his d20 Roll). Angus gets 16 with his d20 (He is burning through his
luck!) and avoids a Wound. As they are engaged in Close Combat,
Angus does not need to make a Guis Roll. (See Graphic 21).
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Graphicls: Angus shoots and Wen Liu reacts
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Graphic 17: Angus recoils, behind cove
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Graphic 18: Wu Shenru advances camouflager
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Graphic 19: Wu Shenru shoots by surprise
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Shenru receives a new Order, the last one available: he must finish
Angus off or die. He spends the Order to make a CC attack and both
make a Face to Face Roll. Now both use their CC values, as combat
is joined. Angus must roll 13 or less [13{CC Aliribute) with no TO
Camouflage Modifier as they are in close combat] and Shenru must roll
16 or less [CC Attribute of 16]. Both roll their d20: Angus gets a 12, and
Shenru rolls 14. Shenru will score a hit, but as Angus’ roll has also been
successiul, he will apply a bonus +3 to his ARM roll. He therafore needs
to roll over 10 [14 (Damage) adding +1 (ARM) +3 (Defence Bonus)].
His luck has disappeared, as he rolls a 2. Shenru's CC weapon Is of
the Shock type, and Angus falls Dead on the floor (The special effect of
the weapon consists in skipping the Unconscious state to pass directly
to Dead). his miniature removed from the table.

ADVANCED COMBAT (HACKING)

In modern combat, computing and electronic systems are as
important as bombs and rifles, since they ensure that everything works
and moves in the correct direction. Long distance communications are
possible thanks to the electronic devices that have taken the place of
RF (radio) which is now relegated to emergency situations and mainly
used for short distances. Without proper communications, supplies and
support would never amive, artillery would never be able to cover an
advance, missiles would not be guided towards their targets and troops
would not be aware of battlefield conditions. Without sophisticated
communications, soldiers would experience a general situation of
confusion similar to battlefields at the beginning of the twentieth
century. The only troops that can provoke or avoid this kind of situation
are the Tactical Hackers: soldiers equipped and trained to use Hacking
Devices. These are specialists in infowar, cyberassault and electronic
combat and defence.

Hacking Devices are small quantronic compulers specially designed
for infowar and cybercombat, used to penetrate enemy cybemetic
systems as well as protecting against them. Hacking Devices can
function in Defensive or Attack Mode. Each mode uses specific skills
and hacking programmes to fulfil a determined function in combat:

1. Attack Mode: Used to hack T.A.G.s, Remotes (REM), Heavy
Infantry (HI), Doors, and Security/Data targets. It is also used to parform
cyberatiacks against other Hackers.

It has a radius of action of 8 inches although it can be used through
a Repeater. It does not require a LoF to the target, which only has to be
inside of the 8 inch Zone of Control.

Hacking in Attack mode is a Short Skill that allows the use of hacking
equipment to perform some of the following activities:

+ Hacking & TA.G. To succeed in hacking a TA.G, the miniature
must make one or several hacking rolls, making a Normal Roll of
WIP modified by the target's BTS.

Hacking a TA.G. is a Short Skill. Iif the roll is successful, the
enemy T.A.G. will remain completely paralysed (see Immobilize),
until the next turm. An Immobilized marker (IMM) is placed beside
the TA.G.

If, after having effectively paralysed the TA.G., the same Hacker
spends a new Order and succeeds in another consecutive hacking
roll, the T.A.G. will be completely possessed. A Possessed Marker
(POS) must be placed beside it. The Hacker is now in full control of
the T.A.G, using all its Attributes and weaponry and controlling it with
Orders spent from the Orders Reserve of the Hacker's army,
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When a Hacker fails a roll, he loses all the accumulated effects
so far: the TA.G will bea completely free of his influence and any
Markers due to hacking will be removed. The Hacker must declare
when he begins whether he wishes to immobilise or possess a
T.A.G. Once his decision is declared, he may not perform any extra
Hacking attempts on that T.A.G dunng that turn.

The T.A.G. can get rid of the immobilization or possession when
its original player takes his next Active tumn. To do so, it must perform
a Reset:

+ Reset. This is a Short Skill. The T.A.G. must make a Normal
Roll of its WIP Attribute. If it is not successful, it may try again with
consecutive Orders. If it is successful, the POS or IMM marker
is removed.

Due to the technological abyss that separates Humanity from the
E.l., Combined Army T.A.G.5 can be immobilized (IMM) bul never
possessed (POS) by human Hackers.

» Hacking Heavy Infantry (Hl) or Remotes (REM). To effectively
hack a Heavy Infantry or a Remote, the Hacker must make a Normal

WIP Roll modified by the BTS of his targat.

Hacking Heavy Infantry or Remotes is a Short Skill. If the roll is
effective, the Heavy Infantry or Remole is completely paralysed and
an Immobilized (IMM) Marker is placed beside it.

Heavy Infantry or Remotes can be liberated from immobilization
when their player has his next Active turn. This requires a Reset:

* Resel. This is a Short Skill. The figure must make a Normal
Roll of its WIP Attribute. If it is not successful, it may try again
with consecutive Orders. If it is successful, the IMM Marker is
removad.

- Anti-Hacker Prolgcols: Hackers in Attack Mode can carry oul
cyberaltacks against Hackers situated in their Zone of Control.

These wfereitanks e ohysical damans to the victim,, pravaking,

neural overioad and brain haemorrhaging. Activating Anti-Hacker
Protocols is dangerous, since the target can block the cyberattack
and turn it against his attacker. This is a Short Skill.

ATTENTION: This weapon is forbidden by the Concilium
nti ' 1 i ignal &
A cyberattack is performed normally by a Face to Face WIP Rol
Modified by the BTS of each Hacker. The Hacker who loses the roll
automatically enters the Unconscious state. If a target Hacker has
already declared his Order and cannot use it to protect himself against
the Anti-Hacker Protocols, then the attacker makes Normal Roll
modified by the BTS of the target and the victim falls Unconscious if
it is successful, If the defender or the attacker achieves a Critical, the
adversary and Repeaters used by him are automatically destroyed,
passing directly to the Dead state and ignoring the Unconscious
state.

In order to apply Anti-Hacker Protocols to an Unconscious Hacker,
a figure must be 8 inches or less away and then make a successful
WIP Roll. The target has no defence and will immediately die.

2. Defensive Mode: This is used to defend allied miniatures from
Hacking Altacks, Guided Missiles and the use of Airborme Deployment.
Combat Jump.

A Hacker in Defensive Mode operales, hacks, or defends without
distance limit.

Spending 1 Short Skill from an Order, a Hacker can use his hacking
equipment to perform some of the following defensive activities:

» Hacking Airborne Deployment: Gaining access to the enemy
communications net, Hackers can detect and scramble onboard
systems of Airborne Deployment craft. The shori-circuiting and
scrambling of the craft's avionics compels the transporied troops to
perform an emergency jump. To Hack an Airborne Deployment craft,
the Hacker must spend an Order and perform a successful WIP Roll
modified by the BTS of his target (Airborne Deployment craft have a
standard BTS of -9). It is not necaessary to have a LoF, or to be within
any dislance of the target.
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After succeeding in the hacking roll, the enemy's Airbormne
Deployment craft navigation systems and jump protocols are
scrambled. All enemy miniatures with the Special Skill AD: Combat
Jump must leave the craft at once, following the subsequent rules
for Emergency Jumping:

» Miniatures with AD: Combat Jump will choose, for all of them,
a sole landing point in the game table.

+ Each figure must make a Normal Modified Roll of PH-9. If
they fail the roll, they must apply the Combat Jump dispersion
rules.

« Hacking Defensively, When a player in the Active turn decides
to do some hacking, the defender can (if he has a Hacker in his

ranks) perform Defensive Hacking. In order o do this, he must state
in the ARO of the targeted miniature an intention to respond wilh
his Hacker. This will substitute the BTS Altribute of the miniature,
Airborne Deployment or Missile on his side with a Face to Face Roll
of the WIP Attributes of both players’ hackers.

1. If the defender prevails, he avoids and cancels the original
Hacker's attack.

2. I the attacker wins, he will effectively hack his targel.

3. If one of them achieves a Critical result, he succeeds in his
objective and will disable (DIS) his enemy’s Hacking Device.

It is not necessary for the defending hacker to have a LoF
or 1o be within 8 inches of the target of the hacking attack.

« Hacking Missiles. To hack a missile effectively, the miniature
must make a hacking roll, 8 Mormal Roll of WIP modified by the
target's BTS. Missiles have a BTS of -3 and only Guided Missile
attacks may be hacked. A defending hacker does not need LoF or
to be within 8 inches of the missile: When a guided missile atiack Is
made., any hackers on. the defending side gain an ARO that can be
used to hack it. If the hacking roll is successful, the enemy's missile
is completely deactivated. Hacking missiles is a Short Skill.




Other functions of Hacking Devices:

« Controlling a Remote. Hacking Devices allow Remotes to be

enrolled in an army. The Hacker will have a line of communication
with the Remotes updating performance prolocols to prevent enemies
decoding their movement, combat or remote activity programs.

« Hacking Security and Information. To effectively hack an element of

the scenery, for instance a door with an electronic lock or a computer,
the miniature must succeed in a hacking roll, 2 normal WIP Roll
modified by the target's BTS. Here are some examples:

Element BTS
Lock or simple compuler equipment 0
Lock or complex computer equipment -3
Lock or high security computer equipment -6

Hacking Security and Information is a Short Skill. If the roll is
successful, the lock or the computer equipment is hacked; the lock will
open and data can be easily extracted from the compuler.

in order to do this the target must be inside the Hacker's ZC (8
inches), with no LOF needead,

« Coordinated Hacking. Up to four Hackers can Coordinate
themselves to attack the same objective. Hackers are always connected
to each other, so there is no distance limit to a Coordinated Order. It
is compulsory that the nominated target be within the ZC of one of the
Hackers, who is the only one at risk from receiving an ARO from the
target. This coordinated Order may only generate an ARO from the
target and this ARO may only be used against the nominated hacker, if
possible. Coordinated Hacking cannot be executad in ARO.
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CHARACTERISTICS

Characteristics are dislinctive features used to define troops,
and they are related to the training, combat slyle, background, or
personality of the miniatures. There are seven in total, grouped in
three blocks: Back-up, Instruction and Fury.

Back-up: Indicates whether the figure possesses a mamory and
personality recording and backup system, commonly known as
Cube,

= Cubg: The miniature has a recording Cube, so if he dies and
his Cube is recoverad, he can be resurrected to accomplish future
missions. Some game campaigns can offer this possibility. Cubes
are completely Disabled if their bearer fails their BTS Roll against
E/M Special Ammunition.

Figures with Cubes are vulnerable to El Sepsitor viral
attacks.

« No Cube: The minialure does not have a Cube, so he will be
immune o Sepsilor attacks. In return, his death will be definitive and
he will not be able to be recovered during a campaign.

Instruction: This represenis the type of military training that the
figure has received.




- [rreguilar: The miniature learned to fight without any discipline
and in a disorganized manner: his only concem is himseif.

An Irregular miniature does not add his Order to the Orders
Reserve of his army, keeping it for himself. However, he can still
recaive Orders from his army's Orders Reserve.

Irreqular figures cannct be enrolled as Lieutenant, unless their
entire army group is also Irregular. If an Irregular Lieutenant dies,
two of his Irregular troops can spend their Orders to enrol a new
Lisutenant.

» Regular; The figure has received proper military training
and knows how to follow orders, keep discipline under enemy
fire, work in a team and Coordinate his actions with those of his
companions. His Order is added to the general total of Orders,
and can be used on himself or another figure.

Fury: This Characleristic defines the psychology of the figure
when in combat, his ability to disdain safety considerations and only
focus on destroying the enemy. There are three levels of Fury:

« Not Impetuous: The miniature has the cold blood needed
to keep cool in combat, and is not easily carried away by an
irresponsible appetite for destruction. The miniature provides and
uses Orders normally and is not Impetuous.

« [mpeluous: The impetuous miniature is hungry for combat,
the closer and dirtier the batter.

Impetuous obliges the miniature, at the beginning of each
Active turn and before Orders are spent, to perform a mandatory
Impetuous free Order. This Impetuous Order must be used in the
following way: with the Impetuous Order the figure must move the
whole of his first MOV value as a Short Movement Skill and the
other Skill must be a Movement or an Attack (in CC, BS, orthrowing
a grenade). The figure may attack first and move afterwards or
vice versa. The miniature’s actions must be directed towards the
closest enemy in sight. If there are no enemies in sight, he must
always move towards enemy territory, never withdrawing.

This Impetuous Order can be cancelled by spending 1 Order
from the Orders Reserve, or the Order belonging to the figure if
it is Irregular.

« Frenzy: The miniature possesses an almosl unmanageable
hunger to kill. Once he tastes blood, he will tum into a whirlpool
of death.

Aifter having caused a Wound, the miniature automatically
bacomes |mpetuous for the rest of the game, losing the
advantages from skills like Camouflage and TO Camouflage.
The free Impetuous Order is obtained at the beginning of the next
Active turn.
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COMMON SKILLS

Common Skills are those that any miniature can perform without
needing a specific mention in the description of the Troops® Skills.

1. Alert: Spending 1 ARO, the miniature can wam his companions
that they are going to be attacked from behind, provided he has a LoF
to the attacker. All companion figures can be lurned to face the enemy,
but do not receive an ARO to act against it Immediately. They will of
course gain ARO against subsequent Orders.

2 Ballistic Skills Attack: A Short Skill that allows use of a ballistic
skill weapon: the Attribute is modified by Distances and Cover.

3. Cautious Movement: TAGs Remotes. Motorcycles and
vehicles do not have this Skill. This Long Skill allows the miniature to

move carefully from one point outside the enemy's LoF to another point
also outside the LoF of all his enemies. The figure moves a maximum
equivalent to his first value in MOV as long as his start and end points
are not in an enemy LoF. He will not generale any ARC if a LoF is
crossed in the movement. Cautious Movement cannot be used within
the radius of the enemy’s Zone of Control. The use of this Long Skill
must be declared before performing the manoauvre.

4. Change Facing: This Short Skill aliows a miniature to change the
direction of his facing without moving. By Spending 1 ARO, a miniature
can turn to face any enemy miniature that has entered his Control Zone
or otherwise alerted him. If the miniature does not have an ARO, it can
Change Facing if it is hit by an enemy attack or if an allied miniature
receives a hit inside its Control Zone.

5. Climbing: A Short Skill that allows vertical movement, climbing
a number of inches equivalent to half the figure's MOV Atiribute for
each use of the Skill. To be able to Climb, the miniature must make
a Normal PH Roll. If a Roll is failed, the miniature falls the distance
travelled so far: see the Damage section, Damage from Falling. While
climbing, a miniature will not be able to use any other Short Skills. If
the Climbing Movement does not finish at the top of a wall, the figure
remains hanging from it and is not able to use any other Skill until the
climb is complated.

6. Close Combat Attack: This Short Skill allows use of Close
Combat weapons with the CC Attribute.

7. Coordinated Order: By spending 1 Order per miniature, up o
four figures can be activated to act at the same time and carry out the
same Order.

8. Discover: This Short Skill to allows discovery of a miniature in
LoF represented by an Impersonation, Camouflage or TO Camouflage
Marker. A Normal WIP Roll must be made, applying the relevant
Modifier (Camouflage, TO Camouflage, etc.). To be able to Discover a
figure, distance Modifiers must be applied as the farther a figure is, the
more difficult it is to Discover. Distance Madifiers are applied according
to the following table:

Distance B inches | 32 inches | 48 inches | +48 inches

Modifier +3 0 -3 -6

if the WIP Roll is successful, the Marker must be removed and the
figure placed in its position. The miniature will remain visible until it is
camouflaged again.

If a miniature fails when trying to Discover a camouflaged figura,
he will not be able to try again until the next Tum with an ARO or with
an Order in his next Active Tumn. It may attempt to Discover other
miniatures after a failed attempt.

9. Dodge: Dodge is a Short Skill that allows a PH Face to Face Roll
to be made against BS, CC, PH or Forward Observer Skills to avoid an
enemy attack. A Dodging figure can spend the rest of his Order to carry
out or finish his Movement. A figure dodging in ARO can move half of
its first MOV value, or make any other Short Movement Skill which does
not require a roll, save Discover.
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A Dodge roll in the Active tum can be used to face all the ARO
generated by an Order. In ARO, a Dodge roll will face all the shots of
the Burst (B) or all actions done by the miniatures under Coordinated
Order (Dodge all blows in Close Combat, dodge different opponents’
shots efc.)

T.A v a- i
order {o Dodge, Vehicles cannot Dodge,

In casa of a draw of Attack and Dadge, the winner is the figure that
has the Attribute with the highest value.

Exceplions are Face to Face Rolls against Direct Template weapons
{Chain Rifle, Flamethrower, and Nanopulser) and others such as the
Special Skill Explode. In this case, to be able to Dodge the impact a
Roll of PH with a =6 Modifiar must be made. The Modifier indicales
the higher difficulty in Dodging a shot from an area saturation weapon.
If the roll is successful, the miniature dodges the impact even if he is
within the area of effect of the Template.

10. Get Up: A Short Skill that allows a miniatura’s stance to change
from Prone to standing, removing the Prone position marker.

11. Intuitive Shot: With Intuitive Shot, a miniature can detect a
movement and shoot to cover a wide area where the enemy could be.
Intuitive Shot can only be performed with Direct Template weapons
(Flamethrower, Nanopulser, Chain Rifle...) against a camouflaged
figure that has not been discovered previously, a figure inside a smoke
screen, or @ miniature in a Zero Visibility Zone.

Intuitive Shot is a Long Skill that consumes 1 Order. To be able to
make an Intuitive Shot a figure must succeed in a WIP Normal Roll
with no Modifiers (MODs from Distance and Skills CH: Camouflage
and Hiding are not applied). If the camouflaged figure starts shooting,
any shots will be simultaneous. If the camouflaged figure receives a hit,
he will have to reveal himself, removing the Camouflage Marker and
placing the appropriate figure, even if his ARM Roll is successiul,
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12. Jump: Jump is a short skill that allows performance of a
horizontal MOV to avoid a hole or a vertical jump to clear an obstacle.
To be able to jump, the distance (either vertical, horizontal, or diagonal)
betweenthe start point and the landing peint must be measured and be
within half the figure’s MOV Attribute. A PH Roll with no Modifiers must
be successfully made to complete the jump.

When this Skill is repeated in the same Order, a jump will not cover
a longer distance, but two consecutive jumps can be made with two PH
Rolls. In order to do this, it is compulsory that between each jump thers
is a rest poinl. In the second jump, the figure moves hall of his second
MOV Attribute.

Any height greater than half the height of the miniature requires a
MNormal Roll of PH in order to be cleared. If the roll fails, see the saction
Damage: Damage from Falling.

If when making a jump, MOV does not allow a landing point in which
to situate the miniature, it is assumed that he falls vertically to the
ground from the final point of his Movement. This height is calculated to
estimate the Damage From Falling {Seea the Damage section).

During a jump, no other Short Skills may be used until the figurs
lands.

13. Move: Move is a Short Skill that allows the miniature to cover &
number of inches equal to the first value of his MOV Atiribute. Repeating
this Skill in the same Order allows the figure to move a number of inches
equal to the second value of the MOV Attribute. It is not compulsory fo
move the total distance indicated by the MOV values.

When declaring Movement, the complete and exact route taken by a
figure must be described so that an opponent can announce his ARO.

A figure can pass over any obstacle whose height is equal or less
than half of his own without suffering restrictions to his Movement.
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14. Mount/Dismount: This Short Skill
dismounting of a vehicle or mount.

allows mounting or

15. Open/Close: A Short Skill that allows opening or closing of doors
or windows and manipulating other mobile elements of scenery on the
game table.

16. Prone: Prone is a Short Movement Skill that allows the miniature
to assume a Prone position, placing a Prone Marker (PRONE) next to
it. Troops in Prone Stance have their Movement values halved andcan §
not Jump or Mount/Dismount. A figure in Prone Stance is considered to |,

be the height of his basa.
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17. Speculative Shot: A Long Skill that requires 1 Order to be

y  spent to allow a Parabolic Fire to an area or figure outside the LoF of

! the attacker, applying a Modifier of -6 to BS or PH, depending on the

situation. Only those miniatures equipped with Grenades and Grenade
Launchers can use Speculative Shot.
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18. Suppression Fire: Long Skill that consumes 1 Order, and allows
placing a miniature with a ballistic skill weapon in Suppression Fire
mode. A Suppression Fire Marker must be placed on the table as per
the Suppression Fire seclion of the rules.

19. Swim: A Short Skill that allows half a figure’s MOV Atiribute to
be used when traversing a liqguid medium. Repeating this Skill in the
same Order allows the figure to move half the second value of the
MOV Attribute.
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SPECIAL SKILLS

These are Skills that only certain units are able to use, whether from
special training, the use of certain equipment or through natural talents.
In those Special Skills that have a number of levels, superior levels
always include the inferor unless stated otherwise. For example, a
Level 3 Skill will include the Level 1 and 2 abilities as well.

1. Airborne Deployment (AD): Units of Airborme Deployed Infantry
use aircraft to move to areas of the battiefield where they can cause the
greatest damage when deployed.

There is no need to place miniatures with Airbomne Deployment on
the table during the Deployment Phase. If the miniature is not deployed

on the table, he does not add his Order to the Orders Reserve until
positioned on the battiefield. To descend to the combat zone, figures
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possessing this Special Skill do not use Orders from the Orders
Reserve of the army but istead must use their own Order. A figure
with Airborne Deployment can also be placed in the normal way at the
beginning of the battle, inside the player's Deployment Zone, if desired.
if the Lieutenant possesses this Special Skill, he must be deployed at
the beginning of the battle in the player's Deployment Zone or his army
will be in a Loss of Lieutanant siluation,

There are four levels of Airborne Deployment.

» Level 1- Parachutist: This miniature has been trained to deploy
by using a parachute or rappelling from an aircraft, in the moments
prior to combat, arriving from outside of the battlefield at the most
critical point.

In the deployment phase, AD: Parachutist allows the miniature,
without spending Orders or having to make any roll, lo avoid being
placed on the battlefield. The borders of the game table must be
divided into imaginary sections of equal proportion (Two per side,
eight in total) to determine the parachutists point of entrance. An
entry section from the eight is chosen before the battle starts for
each figure, noted in secret so that it can be verified when the figure
s deployed.

When the player decides to Deploy the figure, 1 Order is spant
(The miniature’s own, not one from the Orders Reserve) and the
figure is placed on the battlefield, somewhere along the table
baorder of the section selected before beginning the battle. If using
a Coordinated Order, all miniatures participating must enter through
the same saction of a table edge, chosen from those noted before
the battle.

» Level 2- Airborne Infiltration: Figures possessing the
Special Skill AD: Airbome Infiltration are experienced parachutists,
specialized in raiding and penetrating enemy lines.

This Special Skill allows the figure, without spending any Orders
or making rolls, to perform similarly to AD: Parachutist but without
having to choose a specific zone of entry. He must still spend his
Order to deploy but may be placed on any border of the game table.
If a Coordinated Order is used, all miniatures participating must
anter through the same table section.

- Level 3- Combat Jump: Figures with this special jump
equipment are trained to descend at full speed over the battlefield
surprising enemies with devastating sudden attacks.

The active player can deploy a miniature with AD: Combat Jump
at any point during the battle. The figure spends 1 Order (His own,
not one from the Orders Reserve) and makes a PH Normal Rol. If
successful he deploys to any point on the table nominated by his
owner, facing in any direction desired. Dispersion: If he fails the
PH roll, the miniature suffers a detour in his fall, deviating as many
inches as the Fallure Category multiplied by 2.5 (FCx2.5). In order
to determine in which direction the miniature deviates, a Circular
Template is used. Place the Circular Template on the target point
where the minialure was supposed to land, with the number 1 facing
towards the cenire of the table. The second digit of the dice Roll
is used indicate the direction in which the miniature deviates (See
Graphic 22).

if deviation prompts the figure to fall outside the battlefield, he will
have to spend an exira Order from the Order Reserve o appear on
the border of the game table al the point where he would have lefi.

A figure cannot nominate as jump target the interior of a Smoke
zone, or in Impassable Terrain or Zones of Low or Zero Visibility. The
landing zone is of the same size as a Circular Template and must be
free of scenery elements. The figure with Combat Jump can land on
any point in the landing zone but the whole of its base must be in the
interior of the Circular Template. A figure cannot land in base to base
contact with another miniature.

If a Coordinated Order is used to perform a Combat Jump, all
the miniatures participating must choose the same template as
their landing point. Those failing their PH Roll will be dispersed
individually.
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Figures possessing Combat Jump can also deploy themselves, if
thay wish 1o, as if they possessed the preceding levels in AD.

Remotes with Combat Jump will have to perform a PH Roll in
order to jump. PH determines the automation and programming
level of their jumps.

Impetuous Figures with Combat Jump will have to use their
Impetucus Order to perform their jump. If they do not want to jump
immediately, at the beginning of the turn they muslt spend an Order
from their army's Orders Reserve in order to stop each impetuous
figure from deploying with their Impetuous Order.

Inferior Combat Jump functions exactly the same as normal
Combat Jump, but in cerlain scenarios, owing to certain weather or
technical conditions, figures will make their PH Roll with a Modifier
of -3.

« Level X- Tactical Jump: A miniature which possesses the
AD: Tactical Jump Special Skill is not only an excellent infillrator
parachutist, but is also a natural bom leader with a superb tactical
SEnse.

Tactical Jump allows performance of only AD: Airborne Infiltration,
but if the figure possessing this Special Skill s a leader (Lisutenant)
of a group of figures with AD: Parachutist, these can be deployed in
the same zone of enlry and in the same tum as their Lieutenant, no
matter if a different zone of entry was determined for them before the
battle. If using a Coordinated Order, all miniatures participating must
entar through the same seclion of a lable edge.
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In addition, if the figure possessing Tactical Jump is the Lisutenant,
as soon as he is positioned on the game table the situation of Loss of
Lieutenant is automatically cancelled. The player recovers the whole
Orders Reserve that would have been available, with the exception
of Orders spent previously (which can only be one or two).

2. Antipode: Minialures belonging to this alien race have a special
and peculiar behaviour in the game. Three Antipodes are necessary
to compose an intelligent entity, creating one personality with each
individual contributing diverse characteristics. For this reason, it costs
only 1 Order to activate an Assaull Pack of three Antipodes. All the
Antipodes in the Pack will then perform the same Skills simultaneously,
but make separate rolls to resclve actions. Members of a Pack, in ARO
as well as in their own tum, behave always as if they were only one
figure. Although they can move in saparate ways, thay must execute
the same Skills in a sole Order and choosa the same target, providing
only one ARD to enemy miniatures, as with standard Coordinated
Orders.

When a member of a Pack falls, the Antipode group identity suffers
a mutilation of its reasoning capacity, with the WIP of each Antipode
reduced by -3 for every lost member of the Pack. The Ariadnians have
managed to work with Packs of 3 and 4 members, 1o increase their
resistance capacity.

if the Assault Pack belongs to an Ariadnian army and they lose their
Controller or his Control Device is Disabled, they must make a WIP
Roll. If the roll is successful, they continue with the last orders received
by the Controller, which usually consists of charging against the enamy.
In such a situation, the Pack is still considered as part of the Ariadnian
anmy.
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if they fall the roll, they must make a d20 roll. With a result of 10 or
less, the Pack will use its respective Orders (Impetuous and normal
Order) to get off the table through the nearest edge, performing no
ordars except for Move or Dodge. If the result is over 10, the Pack will
anter Frenzy state and go bananas, leaving the conirol of the Ariadnian
player. In the following game rounds, the Antipodes will act before the
rest nf the_nlavers. usina their Impetuous Order and their own Order to
attack the nearest figure, continuing every turn until either they or all
other miniatures on the table are dead. They attack the nearest figure
each turn, whether friend or foe,

Every time after the Controller's disappearance the Pack loses
one of its members, a WIP roll must be made with the corresponding
Modifier per dead Antipode, with results as above.

When organizing Groups in an army, the Pack and their Controller
will count as two figures and will always be in the same Group.

3. Berserk: The figure is possessed by a brutal blood thirst that
throws him into combat despising any safety measuras.

The CC roll, usually a Face to Face one, becomes a Normal Roll for
each combatant. Each makes their Skill Rolls, with a succassful altack
roll compelling the eneamy to make an ARM Raell, so it is possible that
both players receive Damage simultaneously. The Bersarker receives
a bonus of +8 to his CC Attribute in return, but never gains the +3
ARM Defence Bonus for making a successful CC Roll. If the opponent
decides to Dodge, a success on his PH Roll will not avoid the blow, but
he will be able to move out of CC. Berserk is an automatic Special Skill
that does not require Orders o be spent for activation but its use must
be declared at the same lime as the declaration of a CC Skill use. The
use of this Skill is optional and it can only be applied in CC.

4. Booty: The figure devoted himself to pillaging in some previous
battle, and now has some extra item in his equipment that is probably
not very common in units like his.

This element does not count as a Support Weapon when performing
the Support Weapons calculation in army construction. The Booty
does not substitule for the figure's basic equipment: it s instead a
complement. Before starting the battle a roll is made on the following
table to ascertain which exira element of equipment the figure has:

Booty

1-3 | Light Protection (+1ARM) 12 E/M Grenades

Explosive CC Weapon 13 E/M CC Weapon

Light Shotgun Light Protection (+2

4
5
6 | Heavy Protection (+4 ARM) | 14-15 | ARM)
T
8

Grenades 16 X Visor
Adhesive-Launcher 17 Monofilament CC
Weapon
a Light Grenade Launcher 18 Combi Rifle
10 | Light Flamethrower 19 AP Rifle
11 | Panzerfaust 20 AutoMedikit

If, in the course of a battle, a unit with the Special Skill Booty finds
the dying body of another figure (in Unconscious state), he can spend
1 Order to scavenge. He may gain the figure’s ARM value instead of
his own, or take ona of its weapons or pieces of equipment. He will be
able to pick only one object and in return must throw away any piece of
Booty he is currently carrying.

5. Camouflage and Hiding (CH): This Special Skill marks the
minialure's ability to merge with his environment and move with the
highest stealth. Camouflage and Hiding has three levels:

« Level-1. Mimetism: The figure has clothes or camouflage
gear made with a photosensitive malerial, a cheaper altemative
to chameleonic tools, and knows how to use it with the maximum
results in order to avoid discovery.
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In game terms, any miniature attacking a figure with Mimetism will
have a -3 Modifier to his BS Altribute for ranged attacks.

« Level-2. Camouflage: The minialure has a spacial capacity,
be it natural or learned, for hiding and stealth. He will also have
chameleonic tools available: photoreactive cells and vanable/
combinable environment pattemns. These ﬂln-thing:_lnc-urpfmatad

sysiems will merge the miniature with his surroundings. The Special
Skill of Camouflage allows its owner to perform:

Camouflaged Deployment. This use is exclusive to the
deploymeant phase and does nol require the spending of any
Orders or making of rolls. The miniature is not deployed in the
usual way: a Camouflage Marker is placed instead. This type of
Deployment also allows 3 miniatures (All with the Special Skill
of Camouflage) to be deployed under the same Marker, One or
more miniatures can be separated from the group at any point
in the game, moving as a separate Camouflage Marker. All the
figures placed under the Camouflage Marker are revealed if the
adversary makes a successful Discover Roll, or if some of the
figures perform an Order that uncovers them. When revealed,
figures must appear no more than ¥ inch of distance from each
other, although the player can place them facing however he
likes.

In game terms, a Camouflage Marker has the same height of a
figure (axcept if it has a Prone Marker beside it).

Camouflage in Movemenl: This allows the player lo move
the miniature withoul placing him on the battlefield. Only his
Camouflage Marker will move. When several miniatures are
moved under the same Camouflage Marker, they behave as if
they were only one miniature. If they have different MOV values,
the lowest is always used. The only Skills whose execution
does not automatically reveal the camouflaged figures are
Cautious Movement and all Short Skills of Movement that do
not require any roll.

If the figure is Discovered or is automatically revealed,
the Camouflage Marker is replaced by its miniature (or
miniatures), facing how the player prafers.

If a Camouflage Marker does not perform anything but MOV in
his turn, even il it crosses a Suppression Fire zone or a figure's
ZC, the only ARO that can be executed against it is Discover or
Change Facing.

Defensive Camoufiage. To act against a Camouflage Marker,
enemies must succeed in a Discover roll with a -3 Modifier. If the
roll is failed, the camouflaged figure is not perceived and may
not be a target of BS, CC, or any other Skill (Hacking, Sepsitor,
elc.). If the Camouflaged miniature (Or miniatures, if they are
clustered) is discoverad, it will have to be placed on the battlefield,
substituting the Camouflage Maker and losing all the advantages
of Camouflage in Movement and Combat, but still complicating
any BS Roll againsl him with a Madifier of -3. When placing the
figure over terrain, he can face any direction his owner chooses,
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Cambat Camaufiage. This allows a miniature in a camouflaged
state to make a BS, Forward Observer, Sepsitor or Hacking atlack
before his opponent does. This attack is made with a Normal
Roll. If the adversary survives the attack, he may then make any
attacks he may have declared in ARO which are also made as
Nommal Rolls, with -3 to BS if shooting at the revealed figure.
After this, the player will have to replace the Camouflage Marker
with the correct figure. Combat Camouflage is only available for
use with Ballistic Skills. In ARO, tha reactions of Camoufiaged
soldiers are simultaneous to the Order they react to, so Face lo
Face Rolls will be made.

If the Camouflaged figure receives a hit from an Intuitive Shot
without having been Discovered first, he will have to reveal himself
even if he passes the ARM Roll, removing the Camouflage Marker
and placing the real figure. In the same way, if he is affected by a
Template but the target was another figure, he will have to make
an ARM Roll, revealing himself whether he passes the roll or nol.

Camouflaging Again. When a figure has lost the Camoufiaged
status (It is represanted by its figure and not a Camoufiage
Marker), he can recover his former status by spending 1 Order,
provided that he is not in the LoF of any enemy miniatures. A
figure in TO Camouflage in LoF of a miniature that intends to
Camouflage itself again will have to reveal himself if he desires to
prevent his enemy from re-entering Camouflaged status.

- Level 3. TO Camoufiage. The miniature possesses, besides
the Special Skill Camouflage, a Thermo-Optical mimetizing device.
This is a system that curves the light around its bearer, rendering him
almost invisible and erasing his thermal signature. This sophisticated
device also diffuses any possible atmospheric turbulence that its
bearer may provoke and prevents his detection by radar or sonar,
In game terms, TO Camouflage allows its possessor to perform the
following:

|

Hidden Deployment. It allows the same type of deployment
as CH: L-2 Camoufiage, but there is no need to make use of
a Marker, Provided that he does not move, the figure with CH.
TO Camouflage will remain completely invisible. The player must
take note of his figure's position in the most detailed possible way
(Cover, Prone, etc.) so that the adversary will be able to verify
the data in the moment in which he reveals his position. If the
miniature moves, the player must place a TO Camouflage Marker,
and show his adversary that he really was in that position from the
beginning of the battle. If the figure performs any other action, he
will have to be replaced by the miniature instead of the Marker.

A miniature in Hidden Deployment does not add his Order lo
the Orders Reserve, as he is not on the game table. However,
fo camry out his first Order, which reveals his presence on the
battiefield, he will not receive the Order from the Orders Reserve
but will have to spend his own.

Camouflage in Movement: Allows the miniature to carry out the
same Camouflaged Movement allowed by CH: Camouflage.

TO Defensive Camouflage: Allows the minialure the same
Defensive Camouflage that CH: Camouflage provides, but &
negative Modifier of -6 is applied if someone intends to aliack
hirm.

TO Combat Camoufiage: Allows the same Combat Camouflage
as CH: L-2 Camoufiage, with no orders needing to be spent.

Camouflaging again: Functions exactly as CH: L-2
Camouflage.

AD: Combat Jump
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6. CC with 2 Weapons: The miniature has received special training
in order to fight in Close Combat using a weapon in each hand. This
Skill allows the effects of two different Close Combat weapon Special
Ammunitions to be combined on a successful hit. This Special Skill
functions automalically and does not require any Orders or Rolls to
be activated.

7. Climbing Plus: A miniature with Climbing Plus is specially
equipped or gifted at climbing. This Special Skill functions automatically
and allows the miniature to climb as many inches as his MOV Attribute, &
with no need to make a PH Roll. The Climbing Plus Special Skill allows
the figure to perform other skills while climbing or hanging from a great
height (Climbing+BS per example).

-
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8. Coma: The figure carries a device able to cover an 8 inch radius
area around him with a potent nanovirus. The nanovirus attacks all
figures possessing a Cube, funclioning as an El Sepsitor repeater. In
order to propagate the virus this device uses all the malabolic power
of the user, causing him to fall into an induced coma, which gives this
skill its name,

LR - BF

Coma is a Short skill. When aclivated, the Sapsitor effect is applied
to any figure with a Cube within an 8 inch radius of the fighter with this
Skill. The Coma area will be active only during that turn. After activating |
Coma, the figure will have the status of Dead but still will be on the
game table, with a Wound Marker to show the radius of action of the
Coma during that turn, At the end of the tum, the miniature will be
removed from the table. |
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Morat troops have a sirict code of regimental honour, so any Moral
figure will not activate Coma until having caused at least one casually
o MR DR

9. Doctor: The miniature is a qualified doctor, with complete training
in combat medicine and is a specialist in saving his companions from
death, i

Doctor is a Short Skill that allows the miniature, after passing a WIP
Roll, to make his patient pass from the Unconscious state to Normal,
with a single Wound. If he fails the WIP Roll, the figure is considered
to be Dead and is removed from the game table. Miniatures can be
healed as many times as necessary, provided that the WIP rolls are
successful. A miniature that has been healed can also banefit later from
a MediKit, AutoMediKit, or Regeneration, and vice versa. A figure musl
be in base to base contact with a patient to use the Doctor Special
Skill.

10. Engineer: Any figure with this Special Skill has the means and
technical knowledge required to carry out campaign repairs on faulty
or damaged equipmenl. Engineer is a Short Skill that allows, with a
successful Normal WIP Roll, the repair of Structure points (STR) of
vehicles or figures (1 point per successful WIP Roll). If the Engineer
fails his WIP Rall, the target miniature or struclure loses 1 point of STR
instead of recovering it.

o
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Engineers can reaclivate all equipment and armour affected by E/M
and Adhasive Special Ammunition if they pass a Normal WIP Roll whan
in contact with the affected figure. If the Engineer fails the WIP Roll
when reactivating, it is considered that the weapon or equipment is
parmanently shut down with no possibility of recovery.

It is essential that a miniature be in base lo base conlact with the
item he wants to repair.

e
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Figures that posses this Short Skill can also open locks, applying the
same Modifiers as Hacking Security and Information (See Advanced
Rulaes: Hacking). In order to open/close a door, base to base contact
is required.

Engineer also allows Mines to be deaclivated (Antiparsonnel and
Monofilament), as well as E/Maulers and D-Charges. In order to
deactivate a Mine in a same Order, the figure has to come into its
action radius (Circular Template) and pass a WIP Roll, If succassful,
the mine doas not explode and is defused. If the WIP roll is failed, then
it explodes, affecting the Engineer as normal.
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11. Explode: This Special Skill is used by a figure to explode after
it falls into an Unconscious state. The area of explosion is that of a
Circular Template, causing 13 Shock Damage to all in the area. The
detonation caused by this Special Skill can be Dodged by passing a
PH-6 Roll. Exploding is a Short Skill that allows the figure to explode
at any moment he deems suitable, after passing a Normal WIF Roll.
Activating this Special Skill will provoke a rapid death in its bearer.

Exploding can be used in CC substituting the CC Attribute with WIP,
the figure Exploding rather than causing a hit: this allows the figure lo
Explode without being Unconscious first.

In the specific case of TA.G.s with Combat Jump, such as the
Caskuda, the explosion is only produced when hitling the ground: the
figure will not suffer any damage and will not be able to explode again.

12. Exrah: Concordat Exrah Operalors are the ephemearal branch
of the Exrah race. Their keratinous epidermis is softer, which allows
them more mobility and personal speed, bul makes them vulnerable
to radiation, so their life expectancy is very short. Physical damage
suffered by the "Ephemeral” is impossible lo cure, as his internal
organs, affected by the ambient radiation of their planet and cosmic
rays received in their rips, have a very short endurance. Because
of this, when an Exrah receives a hit that pierces his ARM, his state
directly moves to Dead: he does nol suffer the Unconscious state and
is automatlically removed from the battlefield.

Furthermore, the organism of the Exrah is very sensitive to powarful
E/M transmitters, which causes them severe intermal damage. If an
Exrah receives an E/M impact and fails his BTS Roll, he will pass
directly o the Dead state and is removed from the game table.

“Ephemeral” Exrah have a superior capacity of movement than
would be assumed given their massive aspect: they move betler
than any other Medium Infantry. They also have short wings, which
is powered by their combat keratin and allows them to move in great
leaps, conferring the Super Jump Special Skill.

13. Forward Observer: This miniature is able fo send his comradas
ranging and other data about the position of the enemy on the
battlefield, increasing the efficiency of their ranged attacks. Forward
Observer is a Short Skill.
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T oreord Obonrorn com mhark o targat, allowing sy other clnlatura
on their side without LoF {(And with a weapon that allows Speculative
Fire or equipped with Guided Special Ammunition) to be able to attack
that target at distance. A Forward Observer in LoF with an enemy will
be able to mark him afier passing a WIP roll (Face to Face, or Normal,
depending on the case), Modified by Covers, Distance, Camoufiage
and Hiding Special Skill, or an Optical Disruptor Device. Distance
Modifiers for marking with Forward Observer are applied as per the
following table:

IDIstanca 0- 8 inches | 8-32 inches | 32-48 inches | + 48 inches

[ Modifier +3 0 3 %

There are two types of attacks thal can be made as a result of the
marking by a Forward Observer:

= Speculative: When the Forward Observer passes his WIF Rall,
the target remains marked for any other comrade that wants to shoot
at that target, and the Speculative Fire Modifier is not applied.

« Guided: When the Forward Observer passes his WIP Roll the
target will remain marked for any other comrade possessing a
weapon with Guided Ammunition, This figure will be able 1o use the
Short Skill Ballistic Skills to hit the marked miniature without a roll
required, as the WIP Roll of the Observer substitutes.

A miniature marked by a Forward Observer will be considered as
marked until the end of the tum of the player possassing the Observer
that marked it.

“-.‘.- e

ALPBANK |

Lpveyoer WS

| |

14. Ghost (G} A Ghost, an organic or artificial intelligence is inside

a machine, controlling it from distance, but what separates machines
from living creatures?

» Ghost Leval 1: Remote Presence. This Special Skill is
possessed by Remotes and unmanned TA.G.s. Remoles have
paeudo-Als and expert programs that rule their behaviour in combat,
operating in pure logic where fear has no place. In the case of
Remote Presence T.A.G:s, the driver is not physically present on
the battlefield and remotely controls it from a safe distance. Remote
Presence is considered confers the Valor: Courage Special Skill.
Figures with Remote Presence cannot have a Cube.

» Ghost Level X: Mnemonica. The Mnemonica Special Skill is a
typical troop feature of the El. If the original body chosen to host the
Aspect of the El that controls the army (Charontid, Anathemalic or
Avatar) is destroyed in combat, the Aspect will automatically jump to
another figure's Cube in his army. The Aspect can also jump when
his body is in an Unconscious state, but this will cause the body to
automaltically enter the Dead state.

The Mnemonica Special Skill does not require the spending of
an Order and functions automatically. Mnemonica allows the El lo
continue acting as Lieutenant in his army with no Loss of Lisutenant
situation incurred whilst there are figures where it can discharge
itself. When activating Mnemonica in another figure of the Combined
Army. he will acquire the original WIP of the El's Aspect (16 or 17),
and the Ghost: Mnemonica Special Skill, but he will not be able lo
make use of any ather Special Skill owned by the original body of
the Aspect, or his equipment such as Sepsitor, Multispectral Visor,
TO Camouflage, alc.
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15. Infiltrate: Due to his ability to move stealthily, the miniature will
be able to infiltrate the enemy’s lines without being noticed. The use
of the Infiltrate Special Skill is only allowed in the Deployment Phase.
Infiliration allows a miniature the following options:

« Option A: The miniature can be deployed, without having to
spend an Order or make a Roll, up to the central area of the game
table (within the half corresponding to his army). He is deployed in
Camouflage or TO Camouflage status if applicable.

* Option B: I the miniature wants to go further into enemy ternitory,
he must to pass a Normal Roll of PH. Each 4 inch strip of distance
advanced into enemy territory will add a cumulative Modifier of
-1 to the roll. If he fails the roll, his figure is placed in the chosen
location, but loses any Camouflage or TO Camouflage status (And
Hidden Deployment will then be cancelled), so the figure and not his
Camouflage Marker or TO Marker is placed on the table.

16. Immunity: The miniature has a natural capacity to resist different
types of Damage.

This Special Skill is automatic and does not need the spending of
any Orders or making of rolls.

+ Level-1: Shock Immunity: The miniature is immune to Shock
Ammunition and Shock weapons, ignoring their special effect and
considering them as normal weapons and Ammunition.

« Leval-2: Total Immunity: The miniature is immune to all the
special Weapons and Ammunition (Except Adhesive, E/M, and
Monofilament), which are considered as normal attacks.

17. Impersonation: Figures possessing this Special Skill are experls

in infiltration: they are incredible actors and have been outfitted with

sophisticated holographic disguise equipment. Their Impersonation

Skill allows them to cross enemy lines, eliminate an enemy figure and

then impersonate him to gain the element of surprise. There are two
levels in Impersonation:

« Level 1-Basic Impersonation: Allows deployment of the
figure wherever desired, except in the enemy Deployment Zone,
without having to make any rolls. To represent the impersonator an
Impersonation Marker State 1 (IMP-1) must be placed. The Marker
can be deployed within the 12 inch strip of the enemy Deployment
Zone after passing a WIP Roll. If he fails his WIP roll, the miniature
deploys as a nommal figure as if he had been discovered and
recognized as an enemy.

There are three states of Basic Impersonation.
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State 1- Unnoliced. The impersonator has infiltrated the enamy
troops without being noticed, and will be considered a comrade by his
gnemies, who will not be able lo act against him (Using BS; PH, CC,
etc.). The impersonator figure is represented by an Impersonating
Marker State 1 (IMP-1). In order to discover the impersonator, the
enemy must make a Discover Roll with Modifier 6. If the roll Is
successful, the impersonator passes to state 2.

State 2- Characterized. The impersonator has been delected,
but he still tries to pass for a comrade. The state 1 Marker (IMP-1)
is substituted by another of Impersonation state 2 (IMP-2), but the
figure still cannot be attacked, as his identity is still not clear and he is
still considered a comrade by his enemies. They must make another
Discover roll, a Mormal Roll without the -6 MOD, to idantify him as an
enemy. If this Discover roll is successiul, the impersonation passes
to state 3.

State 3- Discovered. The IMP-2 marker Is replaced on the table
by the miniature. The impersonator has been identified as an enamy
and can be attacked as usual.

The only Skills whose execution does not automatically
reveal the impersonator are Cautious Movement and any Short
Movement Skills that do not require any roll.

An impearsonator not yet discovered can make a BS attack before
his opponent can react. Therefore, no Face to Face Roll is made:
each figure makes a Normal Roll of BS, the impersonator going
first. If his adversary survives the ARM Roll, he may then return fire.
After firing, the impersonator’s miniature replaces any IMP Marker.
In ARO, impersonators' reactions are simultaneous with the Order
being answered, so Face to Face Rolls are used.

To return 1o Impersonation status (Substituting the miniature with
the IMP-1 Marker) 1 complete Order must be spent outside the LoF
of any adversaries.

An impersonator in state 1 or 2 (IMP-1 Marker or IMP-2) will be
considered as a comrade by his adversary, but if he moves thrugh a
Suppression Fire area he will be hit in a normal way.

The miniature with Impersonation will always use his own
Characteristics, Skills, and Equipment, although he will be able to
pick up and use 1 enemy Weapon if he manages to kill a foe in Close
Combat and then retumns to Impersonation status. Scavenging a
weapon from a victim is a Short Skill.

Human figures with Basic Impersonation will never be able to
pose as an alien miniature (Antipode, Morat, Shasvaslil, elc.) and
vica versa. The Impersonator will not be able to act in State 1 against
the Combined Army of the E.I. but he will always act in State 2.

« Level 2- Impersonation Plus: Functions exactly the same as
Impersonation but, due to advanced technological devices, it allows
the impersonation of alien creatures by human agents and vice
varsa.

18. Inspiring Leadership: If the figure with this Special Skill is the
Lieutenant, the Characteristics of Instruction and Fury (Such as Regular,
Impetuous, etc.) of all the troops under his command are replaced by
his cwn. While the figure possessing Inspiring Leadership remains
conscious on the battlefield, his troops will not disband, behaving as if
they were figures with the Religious Troop Special Skill.

This Special Skill has no effect on troops possessing Remote
Prasence.

If an Impetuous Troop, the figure possessing Inspiring Leadership
must act before the other members in his group in order to set an
axample.

This Spacial Skill functions automatically and its use is not optional.
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19. Martial Arts: The minialure has a superior capacity in Close
Combat due o discipline, training, and meditation.

This Special Skill is automatic; there is no need to spend Orders to
activate it. Each level encompasses the advantaged of the previous
levals and when one is activated, the rest are automatically activated
if desired.

= Level 1- Attack to Vital Points. When both fighters succeed
in & Face to Face Roll but this figure scores a hit, the enamy does
not receive the +3 ARM bonus for being in CC. This level is only
applicable to CC

« Level 2- Courage. Functions as the Special Skill of Valour-
Courage

= Lavel 3- First Attack. This allows the figure to attack first in CC,
making a Normal Roll to hit. If the defender survives, he can counter
attack with a Normal Roll of CC. A figure with this ability may also
use the CC Attribute instead of PH to disengage from Close Combat.
This level is only applicable in CC.

* Level 4- Empty Mind. This functions as Sixth Sense L1,
cancelling out Martial Arts Skills of Levels 1-3 of opponents. It also
makes opponents incapable of turning to face this figure as an ARO
whan he entars their ZC from bahind.

» Level 5- Personal Defence. When in combal with several
enemies, they will not receive the positive Modifiers from fighting
in a group. Personal Defence also allows the martial artist to hit all
his adversaries al once with a single successiul roll in CC, requiring
each one o make a separate ARM Roll. This level can only be used
in CC.

. g

—

—

20. Mechanized Deployment: The figure belongs ta the Mechanized
Infantry corps, whose armoured vehicles allow them to move ahead lo
cover the advance of their companions.

During the deployment phase a miniature with Mechanized
Deployment can be deployed in any part of the half of the game table
corresponding to his side. All the figures with Mechanized Deployment
must be placed in the same B inch radius area with a central figure as
a reference, as if they just jumped off a vehicle.

21. MetaChemistry: The figure benefits from military nano-chemical
substances used to control aggression and to improve bodily functions,
As secondary effect, MetaChemistry memalic substances provoke the
appearance of physical, neuronal, or metabolic advaniages already
latent in the subject. These improvements can be increased by the use
of biotechnological implants.

Eefore the battle, roll 420 and follow this table o discover the type of
MetaChemistry improvement that the figure will have.

MetaChemistry
1-3 | Natural Armour (+1 12-13 | No Wound
ARM) Incapacitation
4-5 | Dogged 14-15 | Sixth Sense L2
6 Shock Immunity 16-17 | Regeneration
7-8 | Superior Movement 18 Super Jump
{4l ey Ine the Teml MO vakas o +2
nonas o Dol Bl and  gacond  MOY
9-10 | X Visor 19 Climbing Plus
11 Super Physique (+3 PH) | 20 Total Immunity
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22. Morat : The Morat are the militarist race par excellence. Morat
troops possess an ingrained feeling of belonging to their combat units.
Their instruction and training have produced an attack force where an
individual sense of duty and personal honour is sublimated to those of
the group. The Moral are very slrict, follow rules to the letter and will
fight until no soldier is on his feet: for this reason they will not disperse
until they accomplish their mission.

All the Morat have a racial ability equivalent to the Religious Troop
Special Skill. In addition, enrolling Maoral troops in an army incraases
the Retreal! threshold from 609 to 75%.

23. Multiterrain: Troops with Multiterrain Skill prepare themselves
extensively for every mission, training with simulators or in zones that
approximate the location where they will cammy out their operations.
Those troops stationed in adverse environments that include several
types of Special Terrain (Agquatic and Jungle, for instance) will also
possess Mulliterrain.

Before starting the battle, figures with Multiterrain will be able to
choose in which type of terrain they will be specialized (See Terrain
section). They will only be able to choose one type oul of the five
possible types (Aquatic, Desert, Mountain, Jungle, or Zero-G) and will
reduce the MV difficulty of that Terrain by one level. This Special Skill is
automatic and does not require any Order to be activaled.

24. Paramedic: This figure is the unit's paramedic and is equipped
with MeadiKits to cure his wounded comrades.

25. Poison: The miniature is able to secrete a neurotoxin which
makes his blows highly lethal. Accordingly, the figure's CC weapon
is counted as having Shock Special Ammunition. The effect of the
Poison can be combined with any other Special Ammunition thal his
CC weapon possesses.

In addition, each time a figure with the Poison Special Skill suffers
a Wound in CC, his blood splatters automatically to cause a Damage
9 hit on his adversary. Blood splatters cause Nommal (Never special)
Damage, and as the direct result of a Short CC Skill, they cannot be
dodged.

26. Regeneration: The miniature's system is specially suited for
self-healing and physical and metabolic regeneration.

Regeneralion is a Short Skill that allows the miniature, after passing
a Nommal PH Roll, to regenerate 1 Wound and even recover from
an Unconscious state. When the miniature loses all his Wounds and
becomes Unconscious, he must place a Wound Marker next to his
figure. Il he fails his PH Roll while Unconscious, he passes to the
status of Dead and is removed from the game table. If the number of
Wounds recelved leaves the miniature in a Dead stale before being
able to activale Regeneration, he will not be able to use this Special
Skill again, and will have to be removed from the table, (For exampie,
if a miniature with 1 Wound receives 3 hits from a Burst and fails 2
Armour Rolls). While the figure is in Unconscious state he will not add
his Order to his army Orders Reserve.

Figures with Regeneration automatically possess the Shock Immunity
Special Skill. Regeneration is compatible with the use of MediKit or
Doctor. A miniature with Regenearalion can be healed and if he receives
a Wound after that, he can try to regenerate it, and vice versa.

27. Religious Troop: The beliefs and teachings of his leaders have
turned the miniature into an able warrior, with an unswerving faith that
allows him to keep firm when others daesist.

This Special Skill functions automatically and allows the figure to
keep his Order for himself after losing his Lieutenant, in addition to the
minimum Orders due to Loss of Lieutenant. In addition the miniature
may choose not be affected by the rules of Retreal! If all a player's
figures are Religious, then two of them may give up their Orders to
glect a new Lieutenant. Otherwise they may continue operating using
only their own Orders.

28. Repeater: Hacking range amplification system. This allows
Hackers to use their skill in a radius of 8 inches around the Repeater.
The Hacker can beat any distance from the Repeater, and he does
not need to keep a LoF with it. This is a Special Skill that functions
automatically and does not need the spending of any Orders to work.
The Repeater can only be used by Hackers of the same army, or an
allied one.
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29. Sensor: The miniature possesses high sensitivity detection
equipment, or a perfect sense of smell, that allows him to detect hidden
figures nearby. The miniature that possess Sensor can make a Normal
WIP Roll (Distance, Camouflage or TO Camouflage Modifiers are not
applied) to Discover all models that are Camouftaged or in Hidden
Deployment within a radius of 8 inches around him. Sensor is a Short
Skill and does not need a LoF. (See Graphic 23)

A miniature possessing the Sensor and Forward Observer Special
Skills can mark a target outside his LoF (using his pertinent Short
Skill), if he is within the Sensor radius of effect and the target has been
previously discovered. In such a case, a Distance MOD will not be
applied to the Forward Observer WIP roll.

A miniature with Camouflage, TO Camouflage, or Impersonation
cannot Camouflage again, or return to the Impersonation state, within
the Sensor area.

30. Shasvastil: The Shavastii are an alien race with a completely
different biology to humans. Endowed with a strong survival instinct, all
the Shasvastii are partially hermaphroditic, allowing them to bear a fast
growth Spawn-Embryo inside them that they will later implant in enemy
territory. After some time, a Shasvaslii will sprout from the Spawn-
Embryo, which will follow genetically codified information to continue
the mission of the Shasvastii Continuum. Shasvastii T.A.G.s, despite
being artificial units with Remote Presence, also carry a Spawn-Embryo
in their interior. Spawn-Embryos can feed from the corpse of the fallen
Shasvastii, so it is considered that no Shasvastil troop yields Victory
Paints to his enemy until his Spawn-Embryo has been wiped out.

It is therefore considered that, to count VP for viclory as for Retreat!
Shasvastii have three levels: Unconscious, Dead, and Spawn, Not
until the Spawn-Embryo is Dead will the "parent” Shasvastii figure be
removed from the battlefield. The Spawn-Embryo cannot move from s
location, or attack, or defend itself and has ARM 0.

31. Sixth Sense: Miniatures endowed with this skill have a special
capacity to sense danger. They are able lo perceive the enemy's
intentions without having to see him, which allows them to react rapidly
when attacked by surprise. Sixth Sense has two levels:

« Level 1: Within a radius of 8 inches, the miniature will be
surprised by neither Camouflaged nor TO Camouflaged miniatures,

nor can he be attacked from the rear within his Zone of Contral. In
this way, when attacked from within an 8 inch radius in his Zone

of Control, the miniature will answer the assault in a simultaneous
fashion with a Face to Face Roll. Figures with Sixth Sense L1 will
be able to react against Camouflaged and TO Camoufiaged figures
inside their Zone of Control only at the moment of being attacked,
acting as if those miniatures were in front of them and revealed but
not Camouflaged. They cannot however react lo movements of
any other action of Camouflaged and TO Camouflaged foes. This
Special Skill functions automatically (No need to spend any Order
or make any Roll).




= Laval 2: Allows the miniature to react in a simultaneous fashion
fo attacks (Mot to movements or any other actions) of Camoufiaged
and TO Camouflaged figures in LoF, no matter the distance. This
Special Skill functions automatically (you will not need to spand any
Order or make any roll).

32. Super-Jump: These miniatures are genetically, artificially, or
evolutionarily designed to perform jumps of astonishing length and
height.

This Special Skill works automatically. It allows the miniature to move
in a vertical, diagonal, or horizontal jump as many inches as indicated
in his MOV, without having to make a PH Roll. Super-Jump is a Special
Short Movement Skill that can be combined with other Short Skills. For
example, with Super-Jump, the figure can shoot while flying through
the air and this will be considered an Order of the Move+BS type. Also,
when the miniature moves in a normal way he will be able to avoid any
obstacle of his height or less without any Movement restriction.

To calculate the Falling Damage taken by miniatures with Super-
Jump, the sum of both values of his MOV Attribute is subtracted from
the distance and the result multiplied by 2.5. For example: a miniature
with Super-Jump with MOV 4-4, that jumps from a terrace to the floor
from a height of 10 inches will only have to make an ARM Roll against
Damage 5 (distance of 10 minus MOV 4+4 = 2, multiplied by 2.5 lo
give 5).

33. Superior Movement: The miniature is specially equipped for
fast movement.

This Special Skill automatically increases the movement of the
mintalure, with no need to spend Orders or make any roll. This increase
is already calculated in the MOV value of the figure possessing this
Special Skill, or else is indicated batween brackets.

34. Terrain: Some troops are trained to fight in specific terrain,
characterized by the difficulties they offer to the inexperienced. The
Type of Terrain in which the figure is specialized is always indicated
after the term Terrain. In the game, these Types of Special Terrain

are Aguatic, Deserl, Mountain, Jungle, and O-G. Figures possessing
the Special Skill Terrain will suffer reduced MOV Modifiers in their
environment. They will act as if the terrain were a level of difficully
lower: if it is Impassable terrain, it will be considerad as Very Difficult, if
it is Difficult terrain, it will be considered as Normal,

This Special Skill is automatic and does not require the spending of
Orders or making any kind of roll in order lo be activated.

35, Total Reaction: Due o servos and a system of support and
reinforcement of response speed and mobility, some miniatures are
able to react with great celerity. To reflect this, Tolal Reaction allows tha
firing of the whole Burst (B) of a weapon in ARQ.

- If the BS roll is a Normal Roll, as many Rolls as the B value of
the Weapon will be made.

- [fthe BS roll is a Face to Face Roll, both players will have to make
all their BS rolis. All the results (after applying the typical Modifiers)
that overcome the best Roll of their adversary will ba impacts.

For example: Fusilier Angus is in an open field, 12 inches from a
Yadkdng (a Remote with the Total Reaction Special Skill). Angus
spends an Order to shoot the Yadkong, The Remote reacts with his
ARQ, shooting. As he has the Total Reaction Special Skill, he shools
4 times (His HMG has B=4) instead of 1, which would be the case
normally. Angus makes 3 BS Rolls (His Combi Rifle has B=3). His BS
is 12+3 (distance MOD) =15. He rolls a 3 (Success), 17 (Failure) and
12 (Success), The Yadkong has BS=11+3 (Distance MOD). He rolls 4
times and obtains 2 (Success), 14 (Critical), 13 (Success), 20 (Fallure).
The best roll is the Yadkong's (14, Critical), so he will hits with all his
shots that are better than Angus' best (12). The Yadkdng hits 2 imes,
with his rolls of 14 (Critical) and 13. Angus suffers a Wound directly
(Critical) and must make 1 ARM Roll.
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36. Transmutation: This Special Skill allows the figure to transform I
into a different miniature, with different Attributes and Skills, for example
changing from Dogface to Dog-Warrior. In order to complete the
Transmutation, the figure must be suffering great stress, for instance
after receiving a Wound. Transmutation is automatic after receiving a
Wound and does not require the spending of any Order - the new figure
replaces the old, minus any wounds taken.

~ 37. Valor (V): This Special Skill describes the bravery and ferocity
of the figure in combal. There are three levels of Valor with each one |
encompassing the prior levels:

« Level 1-Courage: The miniature does not fear death and is
completely ready to die if his duty calls for it.
_ Courage avoids, withoul spending any Order, the WIP Roll that is
\ - compulsory after surviving the impact of a ballistic weapon but the
figure does not wish to move to cover (The Guts Roll made after a
successful ARM Roll). The figure is not required to keep his position
if he doas not want to.

« Level 2- Dogged: The miniature, owing to a vast contempt for
life, is ready to suffer in order to achieve an objective, no matter the
severity of his wounds.

This Special Skill is automatic and does not require the use of

I Orders to be activated. Dogged allows the miniature to ignore the
state of Unconscious.

If the minialure uses the Dogged Skill he will be able to act
normally provided he keeps spending Orders in a conseculive way.
The figure will die when the tumn he would have fallen Unconscious
finishes, if the player stops spending Orders on him in a consecutive
way, or if he suffers another Wound. In addition, the Dogged Special
Skill includes also the Courage Special Skill. Dogged cannot be
used in ARO.

Dogged allows Impetuous figures to spend Orders from the
Orders Reserve in order to keep acting normally, even though the
player hasn't finished spending Impetucus Orders.

» Leval 3- No Wound Incapacitation: The miniature, due to the
extraordinary endurance of his system, is able to ignore pain and
keep his awareness functioning further than reasonable human
limits.

This Special Skill functions automatically, allowing the miniature,
after receiving a Wound, to avoid passing to the Unconscious state.
Another Wound will be needed to destroy him. The miniature can
be cured by a Doctor, AutoMediKit, MediKit, and Regeneration,
although i he fails this roll he will automatically die.
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38. Veteran: The miniature belongs to a troop with several years of
service in the toughest frontlines: he possesses several skills acquired
the hard way. The Veteran Skill provides the Courage, Sixth Sense L2,
and Multiterrain Skills.
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Equipment and Weaponry

WEAPONRY: This details the weaponry in the game. A Rifle is used
to provide an example of the statistics:

Weapon | Short | Medium | Long | Maximum | Damage | B

Rifle 8/0 16/+3 24/-3 48/-6 13 3

» Distances: There are four range distances: Shorl, Medium, Long,
and Maximum. Depending on the type of weapon, the Modifiers applied
to each one of these ranges varies.

A Rifle, shooting at a target at a distance of 0 to 8 inches has a
Modifier of O to its firer's BS Attribute, up to 16 inches has a +3 BS
Modifier, up to 24 suffers -3, and finally, at the maximum distance of 48
inches, the Modifier is 6. It is not possible to score a hit al distances
further than the Maximum range.

« Damage. This is the destructive capacity of a weapon. The bigger
the Damage value, the more powerful it is. The Damage value is used
i a ARM Roll, where the result of the Roll plus the target's ARM value
musl exceed the Damage value of the weapon or a Wound is taken.

» Burst (B). This is a weapon characteristic that can only be used
during the attack turn and never in ARO (Except in Total Reaction or
Suppresion Fire, per example). The value of B is the number of limes
aweapon can be shot during the use of Ballistic Skill. Thus, a Rifie can
(Using 1 Short Skill BS Attack) perform 3 shots as its B is 3.

TYPES OF AMMUNITION. Some weapons can be loaded with
Special Ammunition types, which have their own characteristics:

« Adhesive Special Ammunition (ADH}: Thisis a type of ammunition
with a heavy load of fast adhesive, designed o immobilize a target.

Once hit by this kind of ammo, the target must make a PH Roll with
a -6 Modifier. If he fails the roll, his state changes to Immobilized.

« Armour Piercing Special Ammunition (AP). This is a type
of ammunition specially devised to penetrale armour plate and
heavier vehicles. These projectiles incorporate AP Technology that
allows them to pierce any plating like a hot knife through butter.
Close Combat AP weapons usually incorporate specific Armour
Piercing nanomachinery, or they are manufactured from Teseum, a
neomaterial with Armor Piercing properties.

PraxaTec LC Kienspan E/Mauler.




Armour Piercing Special Ammunition penetrates all armours,
reducing their value by half (Always rounding up), with a minimum
ARM of 1. If the target is behind physical cover, the Armour Piercing
Special Ammunition will only affect the ARM of the figure and not the
Modifier given by the cover.

« Electromagnetic Special Ammunition (E/M). This is a type of
ammunition designed to interfere with electronic systems through
the emission of a powerful microwave pulse.

If a miniature receives a hit from E/M Special Ammunition he must
make an ARM Roll using his BTS Attribute. If he fails the roll, all his
Equipment and Weaponry, if vulnerable, is afiected by the E/M pulse
and enters the Disabled (DIS) state.

Disabled. A miniature that fails his BTS Roll will be marked with
a Disabled (DIS) Marker. These figures cannot receive Orders
or AROs, and lose the bonuses granted by their Skills. They do
however contribute their Order to the Orders Reserve until utterly
destroyed and will not count as a casualty for demoralization and
Retreat! purposes. Disabled equipment stops functioning and the
Marking performed by a disabled Forward Observer has no effect.

Figures with the Engineer Special Skill can repair Disabled
equipment.

EM Special Ammunition ignores the +3 Modifier to ARM given
by covers.

Ariadnian Heavy Infaniries and troops thal are not Heavy Infantry,
REM or T.AG.s must make a Guts Roll when affected by the
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Equipment Vulnerability Effect
Ariadnian Heavy Infantry (HI) | No Guts Roll
AutoMedikit Yes Disabled
CH: TO Camouflage Yes Disabled
Control Device Yes Disabled
Cube Yes Disabled
Deployable Repeater Yes Disabled
ECM Yes Disabled
Forward Observer Yes Disabled
Hacking Device Yes Disabled
Heavy Infantry (HI) Yes Immobilized
Humans and other Creatures | Mo Guls Roll
Medikit Yes Disabled
Motorcycles Yes Disabled
Optical Disruptor Device Yas Disabled
Remoie (REWM) i mmohilized
Repeater Yes Disabled
Sensor (except Antipodes) | Yes Disabled
TA G Vehicles Yes Iimmaobilized
Visor (Multispectral, X, 360°) | Yes Disabled |
Weaponry See Weapons Chart | Disabled
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= Explosive Special Ammunition (EXP). The Explosive Special
Ammo combines the devastating effects of hollow peint projectiles
with a HE (High Explosive) core, improved nanctechnologically. it
is a specially designed type of ammunition that generates massive
damage by detonation on contact with the targst.

Close Combat Explosive weapons possess advanced military
technology and are restricted and not very common. They apply
a similar system to that of electrothermal ammunition, their edge
having several microcorrugations through which a superconductive
gel circulates. The kinetic shock energy from a blow given with
this kind of weapon tumns the gel into ionized plasma, provoking a
small but powerful directed detonation. ATTENTION: This Type of
ammunition is forbidden by the Concilium Convention. Iis use will be

i intemati I

Explosive Special Ammunition requires the miniature hit to
perform three ARM rolis. Even if the target fails some of them, or
is Unconscious, he must still make all three Rolls. Criticals with
Explosive Special Ammunition cause a direct Wound and require the
target to perform additional 2 ARM Rolls.

* Fire Special Ammunition (FIRE}: Ammunition which damages by
Fire is designed to hurt with heat and flames, burning for as long as
possible. Intense heat and fire will also damage TO Camouflage and
Optical Disruption devices.

Once a miniature suffers fire damage, he will have to make an
Arm Roll. If he fails, he receives a Wound and will have to keep
making ARM Rolls until he dies or passes an ARM Roll. After passing
an ARM Roll, the Fire will be extinguished.

Fire Special Ammunition damages Camouflage TO and Optical
Disruption Devices, considering them Disabled until repaired.

» Guided Special Ammunition (GUI): This type of amma is able to
move around the battlefield and dodge any obstacle until reaching
a target determined by a Forward Observer. It allows shooting at an
objective previously marked by the Observer, with no need of LoF or
any BS Roll: the projectile automatically hits a marked target.

« Monofitament Special Ammunition (MF): A monofilament is an
edge as thick as a molecule, stabilized by a tenuous EM field. A
monofilament can cut through any material with minimum effort.
The Special Ammunition, or Menofilament Weapons, reduces any
ARM value to 0. It has a fixed Damage of 12 and kills right away,
independent of the number of Wounds or points of Structure that the
targel figure may have. Close Combat Monofilament weapocns do
not add a Defense Bonus in Close Combat. Monofilament Weapons
are affected by E/M Special Ammunition.

Maonofilament Mines, when exploding, leave the area of detonation
covered by a web of Monofilaments that can only be removed using
an E/M weapon, or using the Engineer Special Skill.
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» Nanolech Special Ammunilion: Nanotech weapons disperse a
load of nanobots, microscopic robots charged with a lethal altack
program. The effect they cause varies according to the type of
program loaded, but the final result is always the same: loss of 1
Wound. Nanotech weapons ignore normal armour, and can only
be stopped by BTS. To resist the damage of Nanotech Special
Ammunition a successful BTS Roll is required.

» Plasma Special Ammunition. The Plasma used in this type
of Special Ammunition is a type of lonized gas controlled by
electromagnetic fields. An impact causes the disintegration of the
E/M containment field, provoking the expansion of plasma in an
explosive way. This type of Special Ammunition is characteristic of
VoodooTech, the technology of the Rationalist Ur race, so nobody
knows axactly how it works.

Plasma Special Ammunition causes simultaneous Normal and Ef
M Damage that disables the equipment and weaponry of the target.
It requires the target to make an ARM Roll and a BTS Roll to avoid
each type of damage. Il also uses the Area of Effect Template from
its point of impact to determine figures hit.

= Shock Special Ammunition (SH): This is a type of ammo which
causes a strong hydrostatic shock in a target's system. Specifically
designed fto cause a great amount of internal damage after
penetration, Shock technology varies according to the manufacturer,
but the cheapest consists mainly of hollow point projectiles, which
gshatter after impact into hundreds of matal shards that tear intemal
organs. Close Combat Shock weapons usually have their edge
impregnated with a fast action selective lethal synthetic neurotoxin.
ATTENTION: this Type of MEMGML
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Shock Special Ammunition means that after a failed ARM roll, the
target passes directly to the Dead state, ignoring the Unconscious
slate.

When it hits its target, Shock Ammunition cancels the effects
of the Valor L2: Dogged and Valor L3: No Wound Incapacitation
Special Skills,

Shock Special Ammunition does not have any special effect on
figures with more than 1 Wound (W), Heavy Infantry with powerad
armour, or figures that possess Structure (STR) instead of Wounds
(W) such as Remotes and T.A.G.s. In such cases, Shock Special
Ammunition acts as if it were Normal Ammunition.

» Smoke Special Ammunition (SMOKE): Smoke Ammunition
generates a Zaero Visibility Zone the size of a Circular Template and
without height limit. Only grenades and grenade launchers can be
loaded with this type of ammunition. The Smoke curlain will remain
throughout the turn of the player in which it was thrown, and the
Template is removed when the turn finishes.

Smoke Ammunition impairs vision completely, and the Template
area is considered a Zero Visibility Zone. Miniatures inside or behind
the area of a Smoke Template cannot be shot unless a Multispectral
Visor L2 or L3 is used. Inside a zone of Smoke, figures may only
perform Close Combat attacks. Suppression Fire can be placed over
a Smoke area (With a BS Modifier of -6) and Speculative Shots may
be made.

Shooting Smoke Special Ammunition s always considered
an attack bul being a type of non-offensive ammunition, it is not
necessary o use a Speculative Shot in order to send it to a point in
LoF without any enemy miniatura in there.

= Stunning Special Ammunition. This type of non lethal ammunition
is used to repress revolis, in operations where a big number of
hostages is involved, to capture targets alive, or in sensitive areas
such as badly pressurized zones. It produces Special Damage that
leaves the target Unconscious during a whole turn (With an immediate
effect), although further impacts will provoke Unconsciousness for
as many tums as fimes the ARM Roll is failed.

Stunning Special Ammunition is often used in missions where it is
imperalive to capture a target alive. It can be loaded into any MULTI
Weaapon.




COMEBI AND MULTI WEAPONRY

- COMBI: A type of light weapon this is simple to use, adapted
to the needs of modemn battlefields. It is designed using recoll
suppression and shol oplimization technologies, allowing it extra
precision at short and medium distance. Combi Rifles cause the
same Damage as a Rifle (D=13), at any distance.

« MULTI: These are Multipurpose Combi weapons that can be
loaded simultaneously with different types of ammunition:

1. Normal Ammunition. Using this Ammunition, it functions
nommally and its B value is nol reduced.

2. Light MULTI: AP or SH Special Ammunition may be chosen
by the shooter but the B value is reduced to 2. The types may be
alternated between, nol during, Burslts.

Light MULT! Ammunition is only available in light weapons.
such as MULTI Rifles.

3. Heavy MULTI: AP or EXP Special Ammunition may be
chosen by the shooter but the B value is reduced to 2. The types
may be alternated between, not during, Bursts.

Heavy MULTI Ammunition is only available in heavy weaponry,
such as MULTI Heavy Machine Guns.

4. Integrated Special Ammunition. AP and EXP (MULTI
Heavy, Machine Gun Ammo, for instance), or AP and SH (MULTI
Light, Rifle, for example) may be chosen by the shooter but the B
value is reduced to 1.

in ARO, MULT! weapons can only select one type of Special
Ammunition to fire. They may not use Integrated Ammo.

WEAPON TYPES

« Adhesive-Launcher (ADHL). This is a semi-automatic weapon
with a rotary cylindrical chamber that shoots self-propelled projectiles
with a charge of fast drying adhesive liquid. The Adhesive-Launcher
can be used as an anti-vehicle weapon, immobilizing them to facilitate
their destruction.

y

Although it is not a directly lethal weapon, the Adhesive-Launcher
is very cheap and can stop the best equipped and amoured enemy
targets. All pilots of T.A.G_s and other vehicies have leamed to fear this
weapon, The most powerful machine can be utterly defenseless aftera
good shot from an Adhesive-Launcher.

- Autocannon. The Automatic Portable Cannon (Autocannon for
short) is always loaded with Integrated Armour Piercing and Explosive
(AP+EXP) Special Ammunition and their effects are combined. It
cannot be used in Close Combat.

The Automatic Portable Cannon is a compact light version of the
main weapon used in primitive light armoured vehicles from the middle
of the 21st century. Technicians from Ariadna have leamed how to
reduce the size of the supply system and improve recoil suppression.
In order to turn it into a fully portable weapon, it has been provided with
a manual shooting device and an optical aim system, It may have an
archaic look, but it possesses an undeniable destructive capacity.

« Chain Rifle. This is a Direct (Large Teardrop) Template Weapon
with no distance and no dispersion. Chain Rifles can not be used
in CC. Shooting this weapon does not require a BS Roll, as it hits
automatically. The vertex of the Large Teardrop Template is placed
touching the base of the miniature using it. Face to Face Rolls do not
occur against a Chain Rifle attack: they will always be Normal Rolls. A
PH roll with a -6 Modifier is required to Dodge this weapon. Figures with
two Chain Rifles, such as Dog-Warriors, can shoot both with the same
Order, aiming at differant targets if so desired and applying the rules of
Direct Tamplale Weapons to hm‘h

i ncilium

Its use will be penalized by the international courts. The Chain Rifle has
a chain inside with an electric trigger that shoots red hot scrap metal. It
was designed specifically for the Third World campaigns, where there
was no time to teach peasants to shoot. It has a devastating effect
at short range, owing to its open fire arc. Its low cost of production,
added to its mortal efficiency, has made the Chain Rifle a very popular
weapon in confiicts all around the Human Sphere.
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. Close Combat Weapon (CCW). This name encompasses all
sharp instruments (Swords, sabers, axes, spears, elc.). The generic
Damage caused by CC Weapons is the PH value of their bearer. They
can load Special Ammunition if available.

In some cases, the skill and training of certain elite troops makes
the use of the combat knife as lethal as the efficiency of a CC
weapon. In such cases, even though the miniature is bearing a knife,
it appears in his weapon list as a CC Weapon.

Even though despised by many, those that follow the Way of the
Sword know that its usefulness in close combat can be as lethal as or
gven more so than the most technological weapon. The wide range
of sharp instruments (Machetes, katanas, plain swords, Teseum
swords, etc.) avallable which are standard-issue in the armies of
the Sphere is such that it would be too exhausting to describe them
all. The Master says: “Honor your weapon and protect yourself from
YOur enemy’s’.

« D-Charges. Demolition Charges (D-Charges) are a weapon
detonated by remote control. D-Charges do not use templates when
exploding, as they have been designed to perform a concentrated
and directed detonation, with the aim of penetrating the target's
armour. They possess a directional casing so that the explosion will
only affect the surface which they are stuck to. D-Charges are often
used in demolition missions.

Placing D-Charges is a Short Skill that does not require any kind
of roll, detonating them is also a Short Skill with no need for a roll.
They can be used in Close Combat in the following way: to place a D-
charge on a targel, use a Short Skill and pass a CC roll. Detonating
a D-Charge is a Short Skill that does nol require of a Face lo Face
CC roll, D-Charges can be placed or detonated in ARO. Each figure
equipped with D-Charges has a total of 3 charges.

D-Charges load AP+EXP Special Ammunition, of Damage 14,
and are very useful to destroy and demolish vehicles, struclures,
brick walls and similar architeclure.

Switech Gurges. HMLC, Fanlceana

« Electric Pulse. This is a Close Combat Weapon, activated by
contact. It is an automatic device which does not require any Close
Combat roll, but it imposes a Modifier of -6 to an adversary’s CC,
who must make a Modified Normal Roll (not a Face to Face one). If
the adversary fails his CC roll because of the Modifier (If the Failure
Category is equal or less than 6 in other words), then he will be
automatically Immobilized during that game turn and an IMM Marker
is placed next to his figure.

The Electric Pulse is a defensive system usually placed on
vehicles or security zones. It generates a strong discharge able 10
knock out, but not kill, any intruder or adversary.

« E/Marat. This is an E/M portable weapon, used with a Circular
Template. The E/Marat is activated by the use of a Short Skill. Il
emits a Damage 13 E/M pulse, with a radius of effect the size of
a Circular Template. The Template must be placed centred on the
figure carrying the E/Marat, who will also suffer the effect of the E/M
pulse (Requiring a Guts Roll to use). The emission device of the
E/Marat is not affected by its own discharges. This weapon can be
used in CC, substituting the CC Attribute with WIP.

N : ivata d is forbiddan
ili vienti il fi
international courts,

The E/Maral, whose name signifies “power” in Arabic, is a
somewhat crude but effective weapon. It is the size of a small
backpack and is composed of a generator battery and a compact
radial short range transmitter. The meager radius of action of this
device has prevented its popularity as infantry weapon, since it
requires being close to the target. Nevertheless, itis a good weapon
1o turn the tide when poorly trained and volunteer forces must fight
better trained and equipped armies.

. E/Mauler. This is an E/M static weapon, with a Circular Template
affect, activated by proximity. When an enemy troop penelrates
the radius of the Circular Template, the device emits an E/M pulse
of Damage 13. A Short Skill is used to drive an E/Mauler into the
ground and activate it. EMaulers remain active unlil the end of the
battle or until they are destroyed by a shot or a Template Weapon.
E/Maulers have an ARM of 0.

Due to their size when completely deployed, E/Maulers cannot
be Camoufiaged so they do not have Shot Modifiers. They are able
to recognize ally figures, and are never activated in their presence,
even If they are Unconscious. E/Maulers deactivate any missile
penetrating their radius of coverage, emitting their E/M Pulse as they
do so. This weapon cannot be used in CC. Each figure equipped
with an E/Mauler will carry 3 of the devices.

E/Maulers are a hybrid of a Position Repeater and a Mine. They
are aquipped with a movement sensor and an IFF {Identification
of Friend or Foe) device, both connected to a transmitter of E/M
pulses. E/Maulers are designed and patented by the Nomad Nation,
who have sold several bundies lo Ariadna after the experiences of
Commercial Conflicts, ATTENTION: This weapon affects Cubes,
deaclivating them, and is forbidden by the Concilium Convention, Its
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« Flamethrower (Light FT/HeavyFT). This is a Small Teardrop/
Large Teardrop Direct Template weapon. The wveriex of the
Teardrop Template is placed in the base centre of the miniature
shooting. Using this weapon does not require a BS Roll as it hits
the target automatically. There are no Face lo Face Rolls against
a Flamethrower shot; only Normal Rolis. Flamethrowers use FIRE
Special Ammunition. The roll required to Dodge this weapon is PH
with a -6 modifier.

ATI'ENTIGN Mﬂm_ﬁ_mmum_muna_cﬂumuum
g s ourts, The
Flamaihmwans a :;lasslt: ull weapm whlch has nﬂt evolved too
much. They are now s-rnallﬂr_ safer, and easier to use but the main
idea is the same: to create a fire curtain o open routes and clear
reduced anemy areas with a single shot.

* Grenade Launcher (Light GL/Heavy GL). This weapon cannot
ba used in close combat. It can be loaded with Mormal, EM, or
SMOKE ammunition. It is a Circular Template weapon, and its shots
can be affected by Dispersion of up to FC inches. It can be used
with Speculative Fire.

The grenade launcher allows bombing enemy positions with
parabolic fire even if they are oulside of LoF. This is parlicularly
useful against close formations and to cover the advance of other
units.

* Grenades. These weapons are used al close quarters and use
a Circular Template which can suffer Dispersion up to FC inches.
There are several types of grenades, with Normal, SMOKE or E/
M Special Ammunition. Grenades are used with the PH Attribute.
Grenades can be launched with Speculative Fire.

The tactical possibilities of hand grenades, especially in assault
operations, can be spectacular. In urban or jungle combat, the usa
of grenades is essential and all veteran troops would like to carry a
good number of tham.

+ Heavy Machine Gun (HMG). This weapon cannot be used
in Close Combat. Heavier versions can load Special Ammunition,
aliowing the Heavy MULTI mode. MULT] Machine Guns cannot be
picked up with the Booly or Impersonation Special Skills.

F P A CAIE s =

Modern Heavy Machine Guns have constant integrated auto-
cooling systems that allow them to keep high rates of fire for long
periods of time and neither the bamel nor the firing mechanism will
melt. Multiple magazines and programmed systems allow them to
alternate ammunition, which endows the weapon with great versatility,
adapting itself to the changing situations of the batilefield.

« Hyper-Rapid Magnetic Cannon (HMC). This weapon loads
Armour Piercing (AP) Special Ammunition. It is only available for
vehicles and T.A.G.s and cannot be used in Close Combat or be
picked up with the Booty or Impersonation Special Skills.

The Hyper-Rapid Magnetic Cannon is a rail accelerator equipped
with a Gatling system. It shoots 3mm metal shards faster and more
powerfully than a heavy machine gun, achieving greater penetration
over the same effective range. Given its size, it is exclusively
assembled for artillery units.

= Knife. This Close Combat weapon has a Damage of PH-2. The
reduced size of its blade makes it the latest resort for a soldier.

Modem combal knives, although vaned in their shape and design
depending on their manufacturer, are multi-use weapons. Light and
balanced for combat, they can also be integrated as a bayonet. They
are sharp, resistant, and ideal for survival.

* Mines. These Circular Template Weapons have no range and
are activated by proximity, by any enemy miniature panetrating the
radius of the Template. Mines always load Special Ammunition and
can be SH (Antipersonnel), or Monofilament Mines, depending on
their purpose. Placing a Mine is a short Skill that allows placement of
a Mines Marker (Mines) where the figure is. A Mine explosion cannot
be Dodged.

Mines are always Camouflaged, so to detect them it is necessary
to make a Discover Roll of WIP-3, applying Distance Modifiers. Once
discovered, they may be shot or a Template weapon used to disable
them. Mines have an ARM of 0. They can also be deaclivated by
figures possessing the Engineer Special Skill. Mines are weapons
with only one use, and they must be removed from the battlefield
after exploding. Each figure carrying Mines will have a total of 3.
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of Friend or Foe) device, so they will not explode if a member of
the army who placed them is around, even if he is Unconscious.
These weapons cannot be hacked, although they are affected by
EM Special Ammunition. Mines from Ariadna are immune to EM
Special Ammunition.

Monaofilament Mines, when exploding, cover the area of detonation
with a web of monofilaments that can only be removed using an EM
weapon or by a successful WIP roll by a troop with the Engineer
Special Skill. Therefore, after detonation, the Mines Marker is not
removed and the player must put a Circular Template to mark the
area is full of monofilaments that effect to any figures entering the
area and. Figures take damage at the beginning of each Order they
spend while in the radius.

The Biomines excreted by the Pretas expulse neurotoxic spores
and are not hackable: they only respact the members of their own
race, the Hungries: Gakis and Pretas, exploding near any other
being. They are considered 1o be Antipersonnel Mines with Shock
Special Ammunition and ARM 0.

* Missile Launcher (ML). These weapon cannot be used in Close
Combat. Missile Launchers have a twofold effect. They are designed
to cause AP and Explosive damage to a target by penetrating armour
and causing as much internal damage as possible, causing a great
conflagration and turning it into a ball of fire.

A Missile Launcher has an area of effect defined by the Circular
Template. It must place the centre of the Tempiate over the target
miniature, The target miniature receives AP+EXP damage, Other
miniatures affected by the Circular Template will suffer only EXP
damage.

Guided Missile Launchers are equipped with magazines full of
intelligent target tracking projectiles guided by satellite transmitted
data. Needle micromissiles have guided heads that possess a
programmable selection of target acquisition levels, which can be
disconnected to perform unhackable direct shots. The top rate of
fire of these Guided Missile Launchers, given the magazine capacity
and the firing system recalibration, is 5 per game Tum.

To summarize, Guided Missile-Launchers can shoot at any
targel marked by a Forward Observer, gaining the benefits of
Guided Special Ammunition: no need for LoF or BS Raoll, but they
become vulnerable to hacking. They can also make normal shots,
not Guided: in which case the missiles cannot be hacked. Guided
Missile Launchers can only fire 5 times per game tum.
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Modern Portable Missile Launchers shoot Meedle projectiles,
micromissiles of great offensive capacity but reduced size. Needle
micromissiles allow the shooter to carry extra ammeo without having
to depend on a loader (Another figure carrying the ammunition). At
the same time, their size also allows this reserve ammunition to be
shared between other members of the army without a great weight
increase over their basic equipment.

* Nanopulser. This is a Short range Weaeapon that shootls
Manotech Special Ammunition. The nanobots have fast consumption
propellers, so their range of action is reduced, and they disperse in a
wide jet. The Nanopulser has a Damage 13, uses a Small Teardrop
Direct Template weapon and requires targels to make a BTS Roll or
take 1 Wound.

Maﬂupulser can be mplantsd in lhE bul:lyr of a host and can bE: shot
without having to unfold the launcher muzzle, even though this could
reduce its range radius. Given its role as an invisible silent weapan,
it is exclusively considered a military weapon and is absolulely illegal
in the entire Spherea.

- Qjotnik. Military version of an Ariadnian big game rifle. More
powerful than a conventional assault rifle, it loads Armour Plercing
(AP) Special Ammunition, although it has a low fire rate. It cannot be
used in Close Combat.

Qjotniks are built with indigenous Ariadnian wood in the main body,
very light and resistant, and the barrel has a Teseum bore. Their
sight is the best available in Ariadna with the exception of sniper
visors. Ojotniks are manufactured in a traditional way: parents give
them to their heirs, and master marksmen give them to their best
disciples. Scarce and highly appreciated, these rifles are a status
symbaol in Ariadna, an exclusive weapon for Scouts in the Spetsnaz
Cossack Corps.

« Panzerfaust. This portable Rocket Launcher cannot be used
in Close Combat. It will always use AP and EXP ammunition
simultaneously. Note that it is a disposable weapon with only 2
uses.

The Panzerfaust is an ideal light anlitank option for infanlry as
a result of its reduced weight and its tubular folding system: any
soldier can be equipped with a Panzerfaust without having to do
away with his basic equipment.

- Pistol. This weapon is used at Short Range and Close Combat.
It cannot load Special Ammunition. In Close Combat it is used with
the CC Aftribute, not with BS, and allows only B (Burst) 1, even
though it causes the same Damage.

The Pistol is a standard bell weapon, a short gun that can fire
in bursts, the expected evolution of traditional pistols. Every soldier
carries one and it is the weapon most commonly used in Close
Combat.

= Plasma Rifle. This is an alien weapon that cannot be used in
Close Combat. It Is loaded with Plasma Special Ammunition. An
explosion template must be placed at the point of impact: either a
Circular Template or a Small Teardrop Template may be chosen.

Tha Plasma Rifle is the best example of the quality and range
of the so-called VeoodooTech, the higher technology of the Ur
Rationalists. Human scientisls study and analyze these weapons
with the hope of being able to understand how they work and
replicate them. Members of certain special elite troops can carry
weapons caplured from the enemy, s0 every now and then some
human soldiers are seen with these weapons. Plasma Rifles are
coveled booty for veteran soldiers because they can sell them al a
high price to underground scientific rings or on the weapons black
market.

* Riffe. This weapon cannot be used in Close Combat. It can also
come in Light MULTI and Combi models. As a Light MULTI Rifle,
it can be loaded with Special Ammunition, although only AP and
Shock ammo.




Normal modem, Combi, and MULTI! Rifles are equipped with
a standard connectable module thal allows them to set up the
interior mechanism and the ammunition of a light shotgun, a light
flamethrower or a light grenade launcher as a whole piece, without
changing the outside appearance of the weapon or its weight. Any
pieces fitted will be connected with a trigger device that allows
instinctive fire. The versatility that these modules allow is undeniable
and this is the reason they are common in armies with good
technology and budget.

« Sepsitor. The Sepsitor is a shorl range viral launcher system. It
allows the most powerful computer minds to infiltrate systems and
lower webs, taking sheer control of them. The most twisted use of a
Sapsitor is the hacking, corruption and possession of human memory
Cubes, which allows complete possession of their bearers.

The Sepsitor is a8 waapon with an 8 inch radius range (ZC) and

Burst (B) 1. It does not need a LoF. Shooting a Sepsilor is a Shor
Attack Skill, In order to use the Sepsitor, a WIP Face o Face Roll
fs made against the target, which must be a figure with a Cube. A
successful Sepsitor roll allows the target figure o be added o the
ranks of the army of the figure possessing this Special Skill, but
without his Order contributing to the Orders Reserve. The former
possessor of the target figure considers it as Dead in respect (o the
Orders Reserve and army points count. Due to the technological
abyss that separates Humanity from El, the Sepsitor is nol
susceplible to being hacked.

In order to identify a troop as sepsitorized, a Discover Roll with
8 -3 Modifier must be made. A sepsitorized figure cannot be shot at
if it has not been previously Discovered. Once Discoverad it may
be acted against normally for the rest of the battle, A Camoufiage
Marker is placed beside the sepsitorized figure until he is discoverad
as such. If the figure performs any other action besides Moving, he
ks automatically discovered. Sepsitor does not affecl igures without
a Cube or those with Remote Presence.
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= Shotgun (Light Shotgun/ Boarding Shotgun/ Heavy Shotgun),
This weapon is used mainly at short range. It uses & Small Teardrop
Template, but without Dispersion. It cannot be used in Close
Combat. Heavy, Light and Bearding Shotguns place the Small
Teardrop Template at the point of impact of the shot, affecting an
additional area. The Template will only be placed when the BS Raoll
is successful and always following the LoF. (Seé Graphic 24),

When a miniature shoots two Light Shotguns at the same time, it
is considered that he is firing two shorl shots at point-blank range.
This Is a special and optional use that allows placement of the Small
Teardrop Template twice per Order. It is placed directly from the
canter of his base with no need to roll for BS and the rules for Direct
Template Weapons are applied. The Templates can be placed in
different directions.

Boarding and Heavy Shotguns allow the firing of Normal
Ammunition with a Template, or Armour Piercing (AP) Special
Ammunition as a standard shot with B vaiue of 2 and without
Template. All the shots in a burst must be of the same lype of
ammunilion. The Boarding and Heavy Shotguns allow the firer to
choose the type of ammunition shot in ARO.

ATTENTION: This weapon is forbidden by the Concilium
ntion_ | will nali the i i

Shotguns are loaded with flechette ammo, a wide calibre cariridge
full of fittle pointed and aerodynamic bullets, with sharpenead fins.
The special design of flechettes makes them spin as they go through
space and when penetraling their target's body, causing severe
internial damage and provoking strong hydrostatic shock. Shotguns
are equipped with a laser target selector that transmils data o
the cartridge situated in the chamber. The cartridge has a simple
proximity detector that detonates it when approaching the larget,
projecting a cloud of flechettes that saturates the surrounding area.
Shotguns, due to their heavy cartridges, only have automatic firing in
short bursts. The Boarding Shotgun, a more powerful weapon with
a higher range, has been designed for assault and close combat.
Heavy Shotguns are weapons of huge size and caliber which are
usually mounted on vehicles for support operations.

A

-
>




_—
=
l
-

b

""—'[";f,"';:!” \
Ackive I‘-“__-E\__",m -

= Sniper Riffe. This weapon cannot be used in Close Combat. It
can be fired in Light MULT! mode, allowing loading of AP and Shock
Special Ammunition. The Sniper Rifle is a precision weapon with a
range that allows its user to control the whole battiefield.

A Sniper equipped with one of these weapons, loaded with
Normal or MULTI Ammunition, can effeclively paralyze a whole
enemy anmy.

EQUIPMENT

« AutoMediKit. This is a nano-medical device that some troops
have integrated to their personal tactical equipment. It injects nano-
repairers automatically in their systems allowing them to recover
from the Unconscious state. It requires the spending of 1 Complete
Order and the passing of a PH roll. If the roll is successiul, the figure
recovers from 1 Wound automatically, leaving the Unconscious slate
and adding his Order to his army’s Orders Reserve as usual in the
next active tum. If the figure fails his roll, he will automatically pass
to the Dead state and will have to be removed from the battlefield.
With an AutoMediKit, miniatures can recover from the Unconscious
state as many times as necessary, provided that they pass their PH
roll each time.

The AutoMediKit is a sophisticated device, a product of the highest
technology, but it can be affected by E/M weapons. If it suffers from
E/M damage an AutoMediKit will be Disabled.

» Braces., Some vehicles and T.A.G.s can carry lroops on their
bodywork. Each figure can cling to a single brace. The number of
braces, indicated belween brackets, marks the number of figures
that tha vehicle or T.A.G can transport.

In order to get on or off a brace, a figure must use the Short
Skills Mount/Dismount. Troops gripping braces cannot perform any
other action save Dismount or Dodge. When Dodging, it is always
assumed that the figure jumps off the vehicle. Troops cannot be
deployed already gripped to braces.

Miniatures must be positionad next to the brace positions on the
vehicle model when clinging to braces, in Order to determine LoF
and cover situations.

If a vehicle or T.A.G. with figures gripped to braces Is shot at, it
must be indicated whether the TA.G. or the troops clinging to it are
being targeted. Template weapons fired against the vehicle or TA.G.
will also affect the passengers.

- Control Device. The Antipodes Control Device allows controlling
an Ariadna Assault Pack. It can be affected by E/M weapons.

« Deployable Repeater. This poriable instrument is used fo
amplify the range of hackers and is specially designed to be placed
in a fixed point, covering a specific area. Placing and activating a
Deployable Repeater is a Short Skill, and it must be marked by a
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Deployable Repeater Marker (REPEATER). Unlike Mines, it cannot
be Camouflaged. Deployable Repeaters have an effeclive range
radius of 8 inches, Each figure with Deployable Repeater cames
a total of 3.

« ECM. Electronic Countermeasures. This term encompasses
all devices that vehicles and T.A.G.s use to avoid and neutralize
incoming enamy missiles.

Standard ECM includes a system of fire detection, localization and
proximity radars as well as small battery of micromissiles loaded with
nanotechnological chaff. This equipment tampers with the systems
of enemy missiles, forcing them to deviate from their target and to
explode out of range. ECM from Ariadna are similar to modemn ones,
although comparatively bigger. Instead of nanotech micromissiles,
their ECM systems are equipped with a battery of rockets that create
a wall of explosions that detonate enemy missiles.

ECM has a standard level of 5, requiring a Normal Roll of 5 or
less for each incoming missile to deflect and detonate the missile
without causing any damage. ECM functions automatically and does
not require spending of any Orders or having LoF and can be used in
ARO. ECM allows reacting in ARO against enemy missiles.

« Hacking Device. This allows computer attacks to be performed
against other systems and devices and also to defend against a
cyberattack. See Hacker combat rules for details.

The Hacking Device Plus has an additional advanced system of
Localization-ldentification-Liaison that works as a Forward Observer,
but only within the Hacker's Zone of Control (8 inches). LoF wilh the
enemy is not required. In order to mark a target with the Hacker
Device Plus Forward Observer function, it is necessary to spend
an Order and pass a WIP Roll. The target can react by Dodging the
marking of the Forward Observer Hacking Device Plus, provided he
has a LoF, or he can allow an ally Hacker to interfere with the signal
(Which will give rise to a WIP Face to Face Roall).

Hacking Devices are personal combatquantronic superprocessors.
They are loaded with infowar software, defensive programs and
offensive virus. Linked with remole overwatch and sensor devices
flying over the battlefield, they allow tracking the data web 1o search
for possible threats and chances to attack. The Hacking Device is
connected fo its bearer's comlog and to a Kalyptra system, a pair
of Magnified Reality glasses thal screen data direclly over the
Hacker's retinas, overlapping them to real images, which is known
in their slang as Data Escape. The Kalyptra system also generates a
tenuous electric field over the owner's body, sensing and translating
his movements in response to the keyboards and screens projected
in front of him.

= MediKit. This is a wound recovery medical device carried by all
Paramedics. It is used to heal Unconscious miniatures. Using the
MediKit is a Short Skill that requires a PH Roll with a -3 Modifier by
the patient. If he fails his roll, he will immediately pass to the Dead
state and will be removed from the game table. If he passes the roll,
the patient recovers 1 Wound, automatically leaving the Unconscious
state and contribuling his Order again to the Orders Reserve of
his army in the next active turn. With a MediKil, miniatures can be
healed from the Unconscious state as many times as necessary,
provided they pass their PH-3 Rolls. Human MediKits do not work on
Aliens (Assault Packs, Dog-Warriors, etc.) and vice versa.
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The MediKit is the most frequent medical system of nano-
injection on battlefields. There are several syringe models; the most
modern being a device with the form of a gun, using a chamber with
a magnetic coil. After introducing the nanotreatment cartridge and
puliing the electric trigger. the magnelic field accelerator injects at
high speed the medical nanobols suspended in the carinidge serum.
Other versions of the MediKit are the hypo-spray, with a lower speed
performance, or the archaic pneurnatic pistols.

= Motorcycle. An individual light vehicle characterized by its
great speed and manoeuvrability. Modem army motorcycles are
hybrid off-road multipurpose vehicles and adapt themselves lo
any environment or situation. In order 1o reflact this in the gama,
Motorcycles can use the Dodge Skilll with a -6 MOD. Normally,
army Molorcycles have an integrated Light Grenade Launcher with
Smoke Special Ammunition. Motorcycles are not susceplible to being
hacked, although they are affected by E'M Special Ammunition.
Moatorcycles cannot Overrun.

Dirayat Ind. Motorcycles are characterized by their compact stout
structure and engine installed over a monocycle syslem, stabilized
with gyroscopes, and equipped with an intelligent suspension
device thal adapts perfectly to the movements of the pilot's body.
The Dirayat Armale (Widow) Military model is the one used by Kum
Motorized Troops, although all their units are customized with slight
personal modifications made by their pilots.

* Multispectral Visor. This device increases the visual capacity

of the miniature to track diverse wavelengths. It has a special ability
to detect hidden figures. This Special Equipment device has three

levels:

» Level 1: This allows the performance of Discovery or Shoot
rolls without having to apply the Modifiers for CH: Mimetism and
CH: Camouflage.

* Level 2: This allows the performance of Discovery or
Shoot rolls without having to apply any Modifier for any level
of the Camouflage and Hiding (CH) Special Skill, or for Optical
Disruption Devices (ODD). It also allows sight within Low Visibility
and Zero Visibility Zones, allowing shooting and reacting in ARO
through them.

If a figure is within or on the other side of a Low Visibility or a
Zaro Visibility Zone and receives a shot thanks to a Multispectral
Visor L2, it will not have a right to ARO.

« Level 3: This works exactly the same as the previous levels
but will also allow fiing at a Camouflaged figure or a figure
with TO Camouflage without having to pass any Discover roll
previously. The action of shooting at the figure does not reveal it
to the rest of the army.

= Optical Disruption Device (ODD). This is a device used o
disrupt photons, impairing a clear visualization of the figure bearnng
it and merging it with its surmoundings. ODD equipment functions
automatically, and does nol require the spending of any Order. ODD
Modifiers are not applied in CC. There are two types of devices,
small personal models and Disruptor Fields, which are bigger and
have a higher range.

1. Level 1-Optical Disruptor: This Special Skill produces a
personal field of photonic perturbation, frustrating any attempt to
aim at its bearer. It allows the possessor, without spending any
Order or making any roll, to deploy with an activated OD. During
the battle, any figure Irying to aim at the possessor of an OD will
suffer a —6 to his BS Atfribute rolls

2. Level 2-Optical Disruptor Field: More powerful than
the previous level and with a higher range, it creates an Optical
Disruptor Field around the miniature the diameter of a Circular
Template.
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Deployment of ODF. This allows deployment with an activated
Optical Disruptor Field, without having to spend any Order or
make any roll. This functions only in the deployment phase.

Defensive ODF. During the battle, any figure aiming at the
bearer of an activated ODF will suffer a -6 to his BS Attribute roll.
Defensive ODFs do not require any Order or need any roll. Any
miniature placed within an ODF area receives a —6 Modifier to be
shot at that is lost after leaving the field.

ODF in combat. Figures can act normally inside the ODF
without losing the —& effect when shot at. The Modifier from an
ODF is cumulative with those from Camouflage and Hiding (CH).
If a figure is in CC within an ODF, the -6 Modifier is not applied to
CC Attribute rolls.

» Powered Armour and Traditional Armour. Heavy powered
armour is an important addition to the level of protaction of a soldier,
as well as a boost to their strength, stamina and fire control ability. On
one hand, their automedic systems, able to prevent certain levels of
interior trauma, leaves the soldier untouched by Shock Ammunition:
on the other, powered armour is susceptible o being hacked and
suffers Damage from E/M Special Ammunition.

A heavy powered armour taken with the Booty Special Skill only
gives its ARM value but not its BTS or PH ones, and it is not affected
by E/M Special Ammunition,

Traditional heavy armour, typical of Ariadna, is not powered and
only allows a higher protection level to their possessor. Use of
Teseum in these armours helps provide a good Protection/Weight/
Comfort ratio. Traditional armour cannot be hacked and is not
affected by E/M Special Ammunition.

PanDptic Eye v.3 (Novax Ophical Systems).
360 visor, Pandceana

» Remote Presence, Manned and Archaic TA.G.5. T.A.G.s are
closed armoured vehicles, so damage will always affect the vehicla
much more than any of its pilots. For this reason, instead of Wounds
they hava Structure values.

Manned T.A.G.s cannot be repaired once they pass from
Unconscious to Dead, (Taking the fourth point of Structure damage),
while Remote Presence T.A.G.s can be repaired and recovered from
the Dead state. An additional Wound Marker should be placed lo
indicate the Dead state of the TA.G. if a Remote Presence T.A.G.
suffers two points of Structure more than indicated by its STR
Attribute it is considered destroyed and must be removed from the
battlefield.

Remote Presence T.A.G.s posses the Valor: Courage Special
Skill, as their pilots, being physically distant from the battle, do not
fear enemy fire. TA.G.s without the G: Remote Presence Special
Skill are considered to be manned.

T.A.G s allow the enrolment of Remoles in the army as Hackers do.
They posses a line of communication with the Remoles, aclualizing
their performance protocols to prevent the enemy decoding their
movement, combat or remote activity programs.

Archaic T.A.G.s are not susceptible to be hacked as they are
so old that they do not possess the advanced cybernetic systems
required to allow an effective computerized interference,

In Close Combat, T.A.G.s do not require Close Combat weapons
since they can use their fists, causing Damage of PH-2.

T.A.G.s cannot be picked as Booly by the figures thal possess
that Special Skill.

» X Visor. Technological and evolutionary advances have given
this miniature a vision with a zoom effect. Modifiers for Long distance
are reduced to 0 and those of Maximum distance drop to -3.

= 360° Visor. The miniature possesses a natural or arificial
capacity of seaing his surroundings in 360°. A 360° Visor functions
automatically and does not require the spending of an Order to be
activated. It allows a LoF of 360°, so the figure has no blind points
and cannot be surprised from behind.
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» Dropships: Orbital transport vehicles with capacity for Airbome
Deployment: Level 3, Combat Jump. When a Dropship descends it
is considered to be performing a Combat Jump, using the rules as
described above for Dispersion, Dropships cannot be destroyed while
descending, and figures cannot shoot at Dropships while descending..
if the PH roll to land is failed, a Dropship will disperse normally but being
equipped with sensors will not fall outside the battlefield (Around the
table borders), or on buildings or over other figures. They will inslead
saek the most propitious location close lo the final Dispersion point.
Nevertheless the Dropship must make an ARM roll (the Damage is
the Dropship’s PH value) as a consequence of the sudden landing if it
suffers Dispersion. A falled ARM roll will result in the loss of 1 Structure
point. Dropships cannot descend to the intarior of a Smoke Template,
Low or Zero Visibility Zones or over those Terrain categories that do not
allow it. After landing, Dropships will automatically open their hatches.

Dropships, as with other figures with AD: Combal Jump, are
susceptible to being hacked. When a Dropship loses all its STR points
it will be destroyed, remaining inert on the battlefield and turning
into another scenery element. If a Dropship loses one more point of
Structure (STR) than it has, it will suffer an internal explosion, which will
provoke the automatic death of all the figures inside it.

===

Troops placed in the interior of a grounded Dropship can react to any
attack against them getting cut when the attacker's Burst is finished. If
such a case arises, figures will normally remain close to the Dropship.

Dropships are not included in a normal army, instead they are present
in certain special missions or at the agreement of both players. Usually,
in scenarios with a Dropship option, the spending of 1 Order allows 1
Dropship to descend, though this parameter can vary according to the
scenario. In order to take off, each Dropship will have to spend 1 Order.
Once the Dropship has taken off, figures will not be able to shoot at it.
If there was any figure clinging to its hull during take off, he will fall off
and die due to the impact.

Dropships have 4 cargo spaces. Light, Medium, and Heavy Infantry
each use one space. Figures with a Motorcycle and Remotes need two
spaces, T.A.GG.s require three spaces.

PH | BTS | ARM | ST

Dropship 15 9 8 3

I |y T '
TN\ _A IU’W
E_.qu_x : / —
J-'lntl'.'nF'iLEg\'\"w

Graphic 25: Low Visibility Zone
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TERRAIN TYPES

Different types of lerrain on the battlefield are delimited by zones
that are marked with a different ground colour or by building pertinent
scenery. These zones must be assigned three defimng characteristics:
Type of Terrain, MOV Difficulty and Visibility Conditions.

MOV Difficulties. Special Terrain, independent of their charactenstics
(Jungle, thick forest, desert, ice, mountain, tundra, swamp, eic.) s
defined by one of three calegornies:

« Difficult Terraim: Restrictions are applied to MOV of MI, HI,
T.A.G.s, REM, Motorcycles and vehicles. These are only able to move
half of their MOV values.

= Veery Difficult Terraim. T.A.G s, REM, Motorcycles, or vehicles will
not be able to penetrate this terrain, which will make impossible any
Mechanized Deployment. All the other troop types, save Skirmishers,
will have their two MOV values restricted to half.

« Impassable Terrain: TA.G.s, REM, Motorcycles, vehicles, or Ml
and HI are not allowed to enter here, which will make impossible any
Deployment by Combat Jump and Mechanized Deployment. All other
troop types, including Skirmishers, will have their MOV restricted by
haif.

Troops trained in specific terrain will suffer fewer Modifiers in those
environments. They will act as if in a lower category of terrain: if it is
Impassable terrain they will act as if in Very Difficult, or if itis Difficult, they
will act as if in NMormal terrain. It is considered that all Skirmishers receive
more intense special training which enables them to move without any
difficulty in any type of terrain, with the exception of Impassable terrain.
Some Medium Infantry and other expert troops are specialized in specific
tarrain while others receive instruction courses prior to the missions
they undertake, allowing them the Multiterrain Special Skill, so they

" can choose one type of Special Terrain in which they have been trained

before a battle.

Visibility Conditions. Some terrain such as thick bushy forest, very
rocky zones, or sand or snow storms, present many problems to vision
and shooting besides hampering movement. To reflect this, some special
conditions are applied to the game. These Zones are divided In two
categories:

- Low Misibility Zone: Any miniatures within this type of terrain will
have a Modifier of =3 to BS to shoot and to be shot at. Thus, minialures
already possessing the Camouflage and TO Camouflage Special
Skills, or Optical Disruptor Device, will have their Modifier increased
when discovered and shot at by an additional =3, A Camouflaged
figure in a Low Visibility Zone will have therefore have a Modifier (o
hit of -6 instead of the usual =3, while a TO Camouflaged figure will
have a Modifier of -9 instead of the usual —6. In addition, figures within
these zones will have a Line of Fire (LoF) of 8 inches and figures
outside have a LoF that extends 8 inches in. Only if the distance
betwean two figures (or at least one) within this Zone is equal or less
than 8 inches they will be able to attack each other. AD: Combat Jump
will not be possible into these areas. (See Graphic 25)

« Zero Visibility Zone: This Visibility Zone category, given its
particularly difficult characteristics, will anly allow Close Combat. Zero
Visibility Zones demand that the miniatures bases be in contact in
order to engage in combat. AD: Combat Jump will be impossible in
these Zones.

Possessing the Terrain or Multiterrain Special Skill does not
eliminate the Visibility Modifiers of any given Zone.

General Types of Special Terrains

Aguatic Terrain: This Is an environment where water is the dominant
medium. Submarine scenarios, seas, lakes, rivers, marshes, mangrove
swamps (jungles covered by water), elc.

Desert Terraim. A terrain where heat and sand prevail, Game Zones

with Desert Terrain could be dune deserts, stony areas, desolate
savannas, etc.
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Mountain Terrain: This encompasses zones at great height over the
sea level, with rocky formations and little vegetation, and those temitonies
typical of artic and sub artic regions. Mountain Terrains are the high,
medium and low peaks, defiles, fjords, rocky slopes, ice and snow plains,
tundra, etc.

Jungle Terrain: These characterize very solid woods. Rain forests,
jungles, thick forests, groves, efc.

Zero-G Temrain: This is where gravity force is very weak or non-
existent, requiring a different sense of direction and movement. Zero-G
Terrain includes zones with atmosphere and pressure and also externor
vacuum. Possible Zero-G scenarios would be freight zones of great
spacecrafts, the exterior rings of space or orbital bases, the comdors of
spaceships or bases with disabled artificial gravity, elc.

Specific examples of terrain:
Example Type of MOV Difficulty Visibility
Terrain of the Terrain Conditions
Baach Adquatic Dificuit e
Sea Aguatic Impassable P
Swamp Aguatic Vipry Diffecult n
Bicny Area Desert Difficult e,
Dunes Desert Deser Viery Dificult -
Low Mourntsin or | Mountain Dnfficah ——
Hills.
Artic Plains Maunigin Difficult s
Middie Mountain | Mountain Wiy Difficult =
High Mourviain Mouriiain Impassable Low Vialbilty
Wood Jungie Difficul Lovw Visibility
Hunghe Jurigis Vary Défficult Low Wisibility
Thick Jungla Jurphe impasaabila Ziey Wisibility
Zoro-Gi Zero-Gi Impassabla =
Storm Agquatic! Desart/ — Adds & level Ko
Mountaind Jurghe Visibility Conditions
VICTORY CONDITIONS

A battle is fought at as many points of army as previously decided.
For instance, between 150 and 300 army points, battles at 150 points
are going to be more or less short and battles over 300 points are going
to be longer. Army points are important to calculate the Awvailability of
Support Weapons and the percentage of figures required o cause
Retreat!

The battle will be over when one of the two armies disbands (After
losing more than 60% of their army points) and runs away. It can also
finish when the targets of a mission are achieved or when one of the
armies has been completely wiped out.

The Victory Points obtained by both sides can also be compared to
see who the winner is. Victory Points are the points that your army has
eliminated of your opponent's force. The army that obtains more Victory
Points, or the one who achieves the biggest number of computable
casualties at the end of the battie, will be the winner. Or to look at it
another way, the winner is the one who has the greater percentage of

living troops.
PRACTICAL ADVICE

MARKERS: You can glue round Markers to a miniature base to
facilitate their usa.

GAME TABLE: Due to weapon ranges, battles can be more
interesting if the Deployment Zones of both players are on the shon
sides of the table (Playing lengthways, not across).

ORDERS. A 10 sided die can be used to count the orders left for
each Combat Group in an army.




WEAPON

AP Close Combal Weapon (AP CCW)
Closa Combat Wsapon (CCW)

Electric Pulse

EM Close Combat Weapon (EM CCW)

Explosive Closas Combat Weapon (EXP CCW)

Hnifa

Monofitament Close Combat Weapon (MF CCW)
Shock Close Combat Weapon (SH CCW)

Adhesive Launcher (ADHL)

Antipersonnel Mines

AP Heawy Machine Gun [AF HMG)

AP Rifla

AP Sniper Rifle (AP Sniper)

Autocannon
Boarding Shotgun
Chain Rifle
Combd Rifle
D-Charges

E/M Light Granade Launchar (E/M Light GL)

EfMarat

EMauler

Forward Obsarver
Grenade

Guided Missile Launcher (Guided ML)

Heavy Flamethrowsr |

Hoavy FT)

Heavy Grenade Launcher (Heavy GL)
Heavy Machine Gun (HMG)

Heawvy Sholgun
Hyper-rapid Magnetic

Cannon (HMC)

Light Grenade Launcher (Light GL)
Light Flameathrower (Lighl FT)

Light Sholgun
Missile Launcher (ML)

Monofilament Mines (MF Mines)

MULTI Heavy Machine Gun (MULTI HMG)

MULTI Rifle
MULT] Sniper Rifle
Nanopulser
Ojoinik
Panzerfaws]

Pistal

Plasma Rifle

Rifle

amoke Light Grenade Launcher (Smoke Light GL)

Smoka Granade

sniper Rifle

IR

Medium

0=/ ERT. TN
0=B0 B-32/+3
-8 B-16r+3
0120 12-3843
0-B B-32/#3
Ofi+d  B-180
O-H+3 B-16=3
0410 1643
o843  B-3210
Odisd | 480
-am B-X21+3
0-80 B-324+3
0-8m 8-32/+3
083  B-1810
0120 123653
[i =1 5] C e ]
OBH43 BIBD
B0 B-32/%3
080 B-32ie3
O-B43 8185+
01200 12-3843
-850 B-18/23
-8 3253
0443 480
O-Bf+3° B185s3
0-8/0 810443
040 416043
0443 480
0120 12-38+3

—

RANGE

Long

T8=2403

=185

16-241-3

324803
16-242-3

16-240-3

16-24/-3

182413
F2-4803

J2-48L3
16-245-3

324853
g-12-3

182453
182453
16-24-3
B-12-3

36-523

WEAPONS
Damage

24 -48/-6

24-48.-5

48-06/-5

48-06-5
09075
£ B-06/-0
5Z-104/48

2A-4RIE

4856/
24-4005
52-104/-8
2448/
8- 0 -5
12-24i-5
2448/
24-48)-8
24-48/8

B2- 10406

WM
13
15
13
16
15
14
13
13
14

=Y
=
=

13
14
14
13
15
15
15
13
13
13
14
12
15
13
15
13
14
14
11
14
13

15

1
412
a2

2

1

2
1(2 Uses)

2
a
3

N

MN+EM (12)
EXP

N
Monofilament
Shock
Adhesive
Shock

AP+EXP
NIAF

EM (13)
EM (13)
E/M (13)

AP+EXP
FIRE

FIRE
AP+EXP
NIAP/EXP
NIAPIShock

MNiAPShock
Manotech

AP+EXP

PLASMA

SMOKE

SMOKE
N

=l

5

Circular

ho

Mo

Mo

Mo

Small Teardrop
LargaTeardrop
Mo

Mo

Circular
Circular
Circular

Mo

Circular
Cingular

Large Teardrop
Circufar

No

Small Teardrop
Mo

Cireular

Small Teardrop
Small Teardrop
Circular
Circular

Mo

(o [%]

No
SmallTeardrop
[ [

Mo

Mo

ClreularrGmall Teardrop
Mo

Circular

Circular

Mo

e/

R
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Yes
Yas
Yas
Yes
Yes
Yes
Yes

Yas
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FUSILIER

FUSILIER

FUSILIER

FUSILIER

FUSILIER

FUSILIER Hacker (Hacking Devico)

FUSILIER (Forward Otsarvor and Deployatie Repeator)
FUSILIER Paramedic (Medika)

KAMAU, Amphiblous Intervention Teams

BS PH
13 10
Cube

cc
14
Not Impetuous
Muttiterrain (Aquatic, Desert or Jungle)
BS WEAPONS
BAGH-MARI _ Combi Rifle~ Light Shotgun
BAGH-MARI HMG
BAGH-MARI Hacker (Hacking Device) Combi Rifle+ Light Sholgun
BAGH-MAR| Paramedic (Medike) Combi Rifle+ Light Shoigun
BAGH-MARI Lieuienant Combi Fifies Light Shotgun




Commandos :
AKALIS, Sikh Bo:AMs | euteTRooes

-
cc B3 PH WwiP ARM BTS L AVA
14 13 1 13 2 0 1 3
Mot impetucus Cuba
Ralgious Troop
BS WEAPONS CC WEAPONS SWC c
Combi Rifle Pistol, COW 0 2
HMG Pistol, CCW 1.8 a2
Boarding Shotgun Pistol, COW o 23
MULTI Snipar Rifla Pratod, COW 1.5 ar
AKAL COMMANDC Hacker (Hacking Device| Comdi Hifl Prssol, GOW 1.5 35
AKAL COMMANDO Linuienant Comibi Rifle Pistiol, CCW 1 3

n NISSES from Svalarheima N so:News | euremmoors

MOV cc BS PH WIP ARM BTS W AVA
4-2 14 13 12 13 3 i] 1 2

Regular Mol Impaiucis Cuba

CH: Mimatism Muttitemain (Aquatic, Mountain, Zero-G) Multispectral Visor L2

NAME BS WEAPONS CC WEAPONS SWC G

HNISSE Combd Rifle+ Ligt Shaobgun Pisiol, Knifs il 3

MNISEE G Pisiol, Knilg 1.5 36

HISSE MULTI Snipar Rifle Fisiol, Knile 1.5 d

HISSE Hacker (Hacking Devica) Combi Rifle+ Light Shatgun Pistol, Knife 1.5 43

MISSE Paramedic (Miediki) Combi Rifle+ Light Shatgun Pisiod, Knifla 1 a5

MISSE Lisutenart Combi Rifle+ Light Shalgun Pisdol, Knife 1 31

[N
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: e
ORC TROOPS ISC: Ore Troops VETERAN TROOPS
BS PH Wip ARM BTS W AVA -
14 14 12 4 =3 2 3
Cube |
BS WEAPONS CC WEAPDONS SWC C
MULTI Rifle Pigiol, Knilp o 40
HMG Pistol, Knde 2 41
Boardng Shalgun Pisiol, Knile 0 32
MLULTI Rila Pigiod, Knife 0 40
= — = =
Sacred Order of KNIGHTS HOSPITALLER of Saint John of Skovorodino ISC: Knights Mospitailer ELITE TROOPS
cc BS PH Wi ARM BTS W AVA
16 14 14 13 4 -5 2 1
Franzy iCuba
Shith Senss L1 Religious Troop
HAME BS WEAPONS CC WEAPONS SwWC c
pl-lﬁﬂ,,- KIIGHT HOSPITALLER MULTI Rifla Pistol and AP CCW 0 48
7 KMIGHT HOSPITALLER BLLTI FHils Pistal mnd EXP CCW o B0
KMIGHT HODSPITALLER HMS Pisial mnd AP COW 2 49
KMIGHT HOSPITALLER Doclor MULTI Rifte Pisiol and AP COW 1 52

KNIGHT HOSPITALLER Lisutenant MULTI Rifle Pisiod and AP COW [ 48




AILA HWG Pistol and Shock CCW

ACILILA MLALT| Rifie+ EMM Light Grenade Launcher Pisiol and Shock DCW
WULT] Rifta

. BS WEAPONS CC WEAPONS SWC C
SWISS GUARD MULTI Rifle +Light Shatgiin Piglol snd AP CCW 0 70
SWISS GUARD HMG Pistol and AP CCWY
SWIES GUARD Missile Launchar Pisiol and AP COW

BE R B
=)
Eu

SWISS GUARD Hacker (Hacking Davica)) MULT] Rifla +Light Shotgun Piziol and AR CCW
5WISS GUARD Lisitenan MULT] Rifle +Light Shatgin Pistol and AP CCW 1 L

Haavy Goanads Launchar

MILILTI HMG,
BMULTI HMG, Heavy Flamathrowed
BMULTI HMG, Heavy Grenads Launcher

i : _ -
DRAGOES, Acontecimento Dragoons

cC
18

BS
15

BS WEAPONS
Hyper-rapid Magnatic Cannon, Heavy Flamathsowsr



CUTTERS, Varuna Naval Chasseurs

MOV H
G4 18
Regular

LT Ty

CUTTER

CUTTER Lieularnant

BS PH
15 17
G: Ramats Fresance
iyl Tauraie,
BS WEAPONS
SMULTI HMG, Haansy Flamsifnowar

WELILTI HAG, Heawy Flamethrower

==

JOTUMS, Svalarheima Mechanized Cuirassiers

cc
18

Mot Impatiaaus

CH: TO Camoullage

CROC MAN

CROC MAM

CROC MAM

CROC MAN Hacker (Hacking Devics)

CROC MAN (Forward Otsarver and Degloyable Rapeater)

CROC MAN Lisutenant

BS PH
15 17

Mounitain Tarrain
BS WEAPONS
MULTI HMG. Heavy Grenade Launcher

MULTI HMG, Hesvy Grensds Launchar

Combi Rifle+ Light Shotgun and Anlipersannal Mines
Boarding Shotgun and Aniparsonng| Mines
MUILT] Sniper Rila and Antipersonnal Mines
Combi Rifte* Light Shalgun and AnBpersonnal Mines
Comibl Rifle+ Light Sholgun and Antiparsonnal Mines
Combi Rille+ Light Sholgun and Anfiporsonned Minos

T 4

-

AVA

1

ELITE TROOPFS

SPECIALLY TRAINED
TROOFS

AVA
2

th MECHANIZED TROOPS _ﬂ: k

5




Ty o0

MACHINIST ISC: Machinist SUPPORT TROOPS

cC
13

Mot Impatuous

m - PATHFINDER DRONBOT

MoV cc BS
64 8 1
Ragular

PATHFINDER DRONBOT

F ™
"SIERRA" DRONBOT

BS
11

SIERRA DRONBOT
SIERAA DRONBOT
SIERRA DRONBOT

"CLIPPER" DRONBOT : SUPPORT TROOPS
BS AVA

1" 2




1SC:Fugasi Dronbet SUPPORT TROOPS

ARM BTS STR AVA
0 -3 1 2

FUGAZI DRONBOT

.

74

JOAN OF ARC

ccC
18

BS WEAPONS
JOAM OF ARC MULT] Rifla, Nanapisser
JOAN OF ARC Lisusenank MULT] Réflg, MNanopulser
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el

KEISOTSU Butai

cC BS
14 10

KEISOTSU

KEISOTSU

KEISOTSU

KEISOTSU

HEISOTSU

KESOTSU Hacker (Hacking Device)

KEISOTSU (Foaward Obsorves) ' Fistol, Knide
KEISOTSU Paramedic (MediKit) Pistol, Knila

KEISOTEU Lieutanant Piatal, Knifa

1SC: Ihanshi _& LEIME TROOPS = ,_-D

BTS AVA -

13 0 Total

Combi Rifke
ZHARNSHI HMG

ZHANSHI Coemii Rifle + Light GL
ZHANSHI MULTI Sniper Riie
ZHANSHI Missile Launchar
ZHANSHI Hacker (Hacking Device) Combé Rifle

THANSHI Paramedic (MediKit) Gombi Rifle

FHAMNEHI Lissnant Combi Rifle

TIGER SOLDIERS . : ELITE TROOPS

oc BS
15 13
Mot lmpetucus

AD: Combat Jump or Multiterrain

BS WEAPONS
TIGER SOLDIER ’ Combi Rifles Light Flamathnower
TIGER SOLOIER ks
THEER SOLDIER Baanding Shotgun
TIGER SOLDER MULT! Sniper Rifle
TIGER SOLDIER Hacker (Hacking Devica) Combi Rifle+ Light Flamethrower
TIGER SOLDIER Paramedic (MedHit) Coemibi Rifig+ Light Flamerower

THGER SOLDIER Lisutanant Coribd Fafles Light Flamethiowes




— ]

n IHWHGIELES IZC; imwncibles

MOy cc BS PH wip ARM BTS
42 16 13 14 13 4 -3
Ragular Bt Imipatinise Cubs
NAME BS WEAPDONS CC WEAPONS SWC
IMVINCIBLE MULTI Rifta Pistod and COW 1)
MV IMCIBLE HKG Pisicd and CCW 2
AVINCIBLE Boamding Sholgun Pisicl and CCW 0
INVINCISBLE Lisutenant MULT! Rifte Piatol and COW ]

.j:l " L - = . | =
L 4
=D T W AN T

MO cc BS PH WIP ARM BTS
42 16 13 14 13 4 -3
Ragular Mot Impatuniss Mo Cube
NAME BS WEAPONS CC WEAPONS SWC
WL MING MULTI Rifie+ Lighi GL Pigtol @nd COW 0
WL MING HMG Piatol and CCW 2
WL MG Boarding Sholgun and Grenades Pistol and CCW o

VETERAMN TROOPS

5
L — e —

DAOFEI, Tactical Reconnaissance Section

‘- ' - -
® _____.1’

PH Wip A.ﬁ'.hl BTS W ANA,
He2 16 13 14 13 4 -3 2 1

Fegular Mol ImpetuoLs Cuba
CH: Camoufiage Irlillration
MAME BS WEAPONS CC WEAPONS SWC G
DASFE MLILTI Rifla Pistol and Shock CCW (1] &0
DADFEI HME Pistal and Shock COW 2 g1
DADFE] Boanding Sholgun Pistol and Shock CCAWY (1] 52
DAOFE! Hacker [Hacking Dovice) MULTI Rifle Pistal and Shock CCW 2 72
DACFE] Lisubprant MULTI Rifle Pistol and Shock COW 1 &0
——=|—|-.’ — Ir_-|_|_| o -
'I_ i
HI HAC TAO Special Unit _ ISC: Hac Tao
MOov cC BS PH WIP ARM BTS w
-3 16 14 14 14 5 =6 2
Regutar Bt Impebucus Cubss

CH: TO Camoullage

NAME BS WEAPONS CC WEAPONS SWC c
HALZ TAD MLUILTI Rifle +Light Shalgun Pistol and Shock CCW 0 1] |
HAC Tad HMG Piatal and Shock CCW F 3 14
HAC TALy Missile Launchar Pistol mnd Shock CCW 2 b1
HAC TAC Hacker (Hacking Devioe) MLILTI Rifle +Lighl Shotgun Pistol and Shock COW 2 B2
HAC TAD Lisulanan MULTT Rifte +Light Shotgun Pistol and Shock CCAWY 2 o




/ST~

HSIEMN
HSEN
H3IEMN
HSIEN

HEEN Lisuienant

T.A.G.

MOV
6—4

MAME
GOLA
GLILA

GUIA Lisutenan

Rmgular

CH: Camoullage

GOILANG
GUILAMG
GUILARKG

GOILANG Hacker {(Hacking Divics)

GUILANG (Forward Dbsermr and Deployable Roepeatar)

GUILANG Lisutenan

SK

MOV
44
Regular

Mariial Arts L3

MENLLA
MENLLA
LA
HIMLLA,

MiNJA Hackar (Hacking Device)

HSIEN Warriors

CC BS PH
16 14 14
Nod rypratucus Cuba
huitispectral Visor L2
BS WEAPONS

KSLILT] Rifia

HIMG

Boarding Shotgun

MLILT) Fafle+ B Ligt Gronsds Laimncher

MULTI Reifl

GUIIA Squadron

cC BS PH
14 14d Fi
Mot Impedeaus Cube
BS WEAPOMNS

MULTI HMG, Heavy Flamedhnower
MULTI HMG, Haavy Grenads Leuncher

MULTI HMG, Heavy Flamehiowesr

| oememere
GUILANG Skirmishers
cc BS PH
14 11 iz
Bat Impebeois Cuba
ind@rab=on Muliispociral Visor L1

BS WEAPDONS
Combs Kifle, Anbparsanns hhnes
Boarding Shatgun, Antipersanng] Mings
MULTI Snipar Rifle, Antiparsonnal Mines
Camribd Rifle, Antipersonnal Mines
Cambi Rifle, Antipersonnel Mines

Combi Rille, Anfipersonnal hinss

NINJAS
cc BS PH
17 11 12
Mot Impatuous Cuba
CH: TO Camoullags Infiftraticn
BS WEAPONS
Comib Hifle
Combi Rifle
Comib Rifla

MULT! Sniper Rifle

Combi Rifle

WP ARM
14 4

CC WEAPONS
Pistol and AP COW
Fissol and AP COW
Pistol and AP CCW
Pisiol and AP CCW

Pisdol and AP CCW

WiP ARM
13 B
CC WEAPONS
AP CCW
AP COW
AP CCW
L
N
wWIp ARM
14 1
CC WEAPONS
Pigiol, Knfla
Pistal, Knile
Pistol, Frile
Figlal, Knide
Fistol, Knile
Pistol, Knife
WP
14
CC WEAPONS

Pestod, Shock COW
Peslol, AP CCW
Pisiol, EXF COYY
Fisied, Shock COCW

Pistal, Shock COW

15C: Gligh

BTS

BTS

&0

&1

BT

STR

2 8 8 8 O

HEADQUARTER
TROOPS

AVA
2

MECHANIZED TROOPS

AVA

SPECLALLY TRAINED
TROOPS

AVA

1

— o il



Zhanshi YISHENG (Doctor)

CC BS
14 11

MECH-ENGINEER (Zhanshi Géngchéng )

MoV cc BS PH

deed 14 1" 10
Hegutar Cuba
Enginear

® - 1‘

Yadkdng WEIBING (Guardian)

cC B3
B 11

Yasking WEIBNG




Yadkong HUSONG (Escort)

SUPPORT TROORS
MOV cc BS PH WiF ARM BTS STR AVA

G—d 8 1 B 13 1] 2
Riguiar Mot Impaduous G: Ramois Prassnce
Tolal Renclion Repaaler 3G0° Visor
NAME BS WEAPONS CC WEAPONS
HUSONG HMG, Antipersonnel blines Elscing Pulas
HUSONG HMGi+ Ef Light Grenade Launcher Elocing Pulge

Yadkong SON-BAE |
MOV cC BS PH WP ARM BTS 5TR AVA
G--4 B 11 B 13 i} -3 i 1

Mal Impatuous

-

Yaokoéng CHAIYI (Messenger)

BS
;]

cc
8

KO DALI, Tiger Soldiers Sergeant

cc BS
15 14 13 14 2 0 1 1

kol Impadieous

Multispeciral Visar L1
BS WEAPONS CC WEAPONS SWC c
Pistol, Shock CCW

AL: Combal Jump o Multilarrain

Combi Rifte + Light Flamathrowes

Pistol, Shook CCW

Combl Rifle = Light Flarmathiosms



[ sunz
cc
42 15 14

Pl impetuous b

V: No Wound Incapacitation
NAME BS WEAPONS
MULTI Rifie, Nanopulsar

MULT] Rifle, Nanopulser




ISC: Ling Kazak

o

BTS
0

LIME KAZARK
\h"ﬁﬂ H"qn;
LINE KAZAK & "'i',,-_
LINE FKAZRN, l
LINE KAZAK
: APWUAOHA
LINE KAZAK .

LIME KAZAK |Fonsand Observer)
LINE HAZAK Paramedic [Mediil)
LINE KAZAK | bsufsnani

1er Régiment de PARA-COMMANDOS

cC BS
13 12

PARA-COMMANDC
PARA-COMMANDOD
PARA-COMMANDO (Forward Cbsanvar)
PARA-COMMANDO Paramedic {Medikit)
PARA-COMMANDO Lisutenpnt

>

® “I .- TANKHUNTERS Regiment ; ISC: TarkHuntars
@ MOV CcC Bs
'& 42 14 12

‘ Regular Hao Cuba
CH: Camoufiage

CC WEAPONS
Pistal, Knife
Pistol, Knife
Pistol, Knife
Pistol, Knife
[Pistol, Knifa

IPistol, Kniie




“ 5th MINUTEMEN “Ohio" (SC- Minutamen
o

MOV cC BS PH WiP ARM BTS W

et 15 13 13 12 3 0 1
Reguar Not impatutus Mo Cube
Sheck mminity Jungla Tarrain

NAME BS WEAPONS CC WEAPONS SWC c

MINUTERMAN Fifla and Lsght Shotgun Pistol, COW a 28
MINUTEMAN HIAG and Light Shotgun Pissad, COW 15 40
MIHUTEMAN AP Rifla and Light Shatgun Pisiol, CCW 1 7 W
MINUTEMAMN Panzerimisi Rifla and Lighi Sholigun Pigiol, COWY 1 a1
MINUITEMAN (CH: Camoullags) Rifla and Lighi Sholgun Fisiol, CEW ] 35
MINUTEMAN Faramads (MediiE) Rifig and Light Shatgun Pistol, COW 1 a2
BIMUTEMAM Lisutenant Rifle and Light Shaltgun Piatal, COW { B
MINUTEMAN (Mulispaciral Visar L1) Rifle and Light Shotgun Piskal, CCW | 31
RAIMUTEMAM [ isar) Rifte and Light Shedgun Pratal, CCW | 33

i A

“ 13éme MOBLOTS ' (150 Mobigts) | VETERAN TROOPS

MOV cC BS PH WiP ARM BTS w ANA
Gonit 15 13 13 12 3 0 1 3
Raogutar Mot Impetuous Mg Cube
Shinek Imimunity Junghs Tarrein
NAME BS WEAPONS CC WEAPONS SWC c
MOBLOT Rifie and Light Shoigun Pistol. CCW o 28
MOBLOT HMG and Light Shotgun Pistol, COW 15 40
MOBLOT AP Riflie and Light Shotgun Pistol, CCW 1 34
MOBLOT Banzedaust, Rifle and Light Shobgun Pigied, COW 1 n
MOBLOT (CH: Mamatism] Rifle amd Light Shatgun Pistol, CCW 1 a2
RADBLOT (Infiltraticn] Rifig and Light Shobgun Pisial, CEW 1 a8
MOBLOT Paramedic (Madiit) Rifia and Light Shotgun Pistal, CCW 1 az
MOBLOT Liswubsnant Riflg and Light Shotgun Pistal, CCW o 28
MOBLOT (Mulispodiral Visar L1) Rifla and Light Shotgun Pistol, COW 1 k7 |

- I e g RO NP L
- 1 mr | a |
- I

-

\ ﬁ HI " VETERAN KAZAKS SC:VelersnKazsla | ELMETROOPS
. . — -— 8% T B SR
== MOV cc BS PH WIP ARM BTS W AVA
. 44 15 13 13 13 4 0 1 2
Fgiitar Mot Impatuous No Cube
Shock Immunity iabaran (V: Courage, Sith Sense L2 and Multiterrain)
NAME BS WEAPONS CC WEAPONS SWC c
VETERAN KAZAK AP Rifle and Light Flamethrower Pistol, COW o 42
VETERAN KAZAK AP HMG and Light Flamathrower Pisiol, CCW 2 44
VETERAN KAZAK (CH: Mimaiism) AP Rifie and Light Flamesheowes Pistel, CCW 1 as
VETERAN KAZAK Doctor AP Rifle aind Light Flamethrower Pisiol, CCW 1 46
VETERAN KAZAK Lisutanant AP Rifio and Light Flamethfower Fistol, COW S A= APMANHA
VETERAM KAZAK (Mulispeciral Visor L1) AP Fifie and Light Flamathrowar Pistol, CCW 1 a5
VETERAMN KAZAK (X Visor] AP Rifle and Light Flamathrower Piatol, CCW 1 4T
= == pE— . - - - I—
sK | 7th FOXTROT RANGERS “Newport” ISC: Foxtat
!

MOV cC BS PH wip ARM BTS w

4eed 13 11 13 13 0 0 1
Ragular Mot Impetudus Mo Cuba
CH: Camauflage Irdiliratan

NAME BS WEAPONS CC WEAPONS SWC G

FOXTROT Rile and Antipgrsonngl Mines Pisicd, Kinife i 17
FOXTROT Boarding Shoigun and Antiporsonnel Minas Pestol, Knife o 20
FOXTROT Rifle and Light GL Prstol, Knda 1 21
FOXTROT Sniper Rifle and Anlipersonne| Mines Pistol, Knife 1 26
FOXTROT [Forwand Dbssrar) Rifle and Antiparaonnal Minas Fisinl, Knils | 20
FOXTROT Lputenan Aifle and Antiporsonnel Minas Piatal, Knife 2 i7

EU o e T noay



SPECIALLY TRAINED

1st Highlanders S.A.S. o

cC BS PH WiIP ARM BTS W AVA

44 17 11 13 13 0 o 1 2
Reguiar Mot impetuous No Cube
Martial Asts L1 CH: Camouflage infiltration
NAME BS WEAPONS CC WEAPONS SWC c
SAS. Rifie Pisicd, AP CCW 0 24

SEAS Boarding Shosgun Pistcl, AP CCW 0 a7
SAS Sniper Fifka Pigtal, AP CCW 1 38
5 A S (Forward Dbsercar) Rifla Fistol, AP CCW 0.5 & 1]
S.A S, Lisuienani Fifla Piatal, AP CCW 2 24

BS PH WP ARM
11 13 14 1
Mo Cuba
BS WEAPONS CC WEAPONS SWC C
Dgibnik and Antipersonnal Mines Piatol, Knifa 1] 26
SCOUT E/Maular and Ojdtni Pissal_ Kniife 0 a2
SC0OUT Boarding Shobgun, Antipersonnal bMines Pisiod, Knife L] 25
SCOUT AP Sniper Fifle and Antipersonnal Mines Pisiol, Knite 1 a5
SCOUT [Forward Obsarver) Ojdinik and Antipersonnel hnss Fisiol, Knile 1 )
SCOUT Lisutenant Ojbintk and Antipersonnal Mines Fisiol, Knile |

45th HIGHLANDERS RIFLES “Galwegian" ISC: 45th Highlanders

cc
18
Impetisous
V. Dogged

BS WEAPONS

HIGHLANDER Rifle and Smoke Gronades Piginl, AP CCW 0 12

HIGHLAMDER Chain Rifle and Smoke Grenpdes Pislal, AP CCW i [}

HIGHLANDER Baarding Shoigun and Smoke Grensdes

HIGHLANDER Lisubanant Rifle and Smoks Gienadas



IRMANDINHOS L (B Krimiardinbos LINE TROOPS

MOV cc BS PH WiP ARM BTS w AVA
Haed 17 10 14 13 1 (1 1 3
Irrggular Empatoous Mo Cuba
Booly Ersgiresar

NAME BS WEAPONS CC WEAPONS SWC c
IRMANDINHO Rifia, D-Charges and Smolis Grenadas Piatal, AP COW 0 18
IRMANDINHO Chain Rifle, D-Charges and Smobe Grenades Prsbol, AP COW o i

IRMANDINHG Boarding Shotgun, D-Charges and Smoks Granades Piatol, AR COW 0 18

Booty
Tl Lt Aremca+ T A L) I A Grrenacien
H EXP CCW i3 8 COW
-] gl BhoAgon 14-19 Light A » 2 AR
[ Hawey Armoge |+ AAR) " W, Winoe
¥ [ 1T hanoiiamen LW
L Al L st 1 “rit Refe
B Light Brenade Lsunched 15 AR [l
10 Lt Fameihras' i Acaghdgeriel
1 Fanrein.si

ASSAULT PACKS ’ 0 AssaiitPack | SUPPORT TROOPS

= 1

ANTIPODES
MOV cC BS PH wip ARM BTS W AN,

== 18 0 14 13 0 ] 1 -

CH: Camouflage Sansor Super-Jump Jufegle Terrain

NAME BS WEAPONS CC WEAPONS SWC C

ANTIFODE AP COW = =

CONTROLLER (ISC: Controller)

MOV ccC BS PH wip ARM BTS W AVA

44 13
Regular Mot Impabucwes Mo Cuba

NAME BS WEAPONS CC WEAPONS SWC c

Rifle, Smoke Light GL Pisial, Knils = -

1

COMTROLLER (Conbrol Device)

ASSALILT PACK

Mota: An Assaull Pack s composed by 1 Controlier ard 3 Antipodes.

Form: DOG-WARRIOR
MoV CC BS PFH Ll ARM BTS W Aa

16

B 18

oo Cubs

IR b GAFE

Tokal Immunity Supar-Jump

Form: DOGRACE
cc

e

el 15
brpahucas

Tatal bmminity

DOG-WARRIGR 7 Chain Rifles, Granades, Smoks Granides

HOTE: A Dog-Warnor 18 alvays deployed in Dog-Face farm, and only ransmutes in Dog-Warrior when indicaies the Transmutaticn Spaceal Skill

—— e = —

—




T
KAZAK DOKTOR l AL I SUPPORT TROOPS

# by

——m e ===

MoV cc BS PH wip ARM BTS W AVA
d--a 13 1 1 13 1 o 1 1

Regulas Mot impatuous Mo Cuba

NAME BS WEAPONS CC WEAPONS SWC c

KAZAK DOKTOR Rflm Pigtal, Knile

UXIA MecNEILL, Corporal of 1st Highlanders S.A.S.

cC BS PH
4--4 17 11 13 13 o 0 1 1

ESC: Linda Mchieil

Martial Aris L1 CH: Camauftags inifizration Mullispeciral Visor L1
HAME BS WEAPONS CC WEAPONS SWC
Lodia MeMEILL Boarding Shotgun, Grenades, Smoke Grenades Pistal, AP COW |

(5]

 Roger VAN ZANT, Captain of 6th Airborne Ranger Reg. “Oklahoma”
MOV CG BS PH wWie ARM BTS W

4-q 15 13 13 14 2 0 1 1

Mo Cuba



BS WEAPONS
Rifler»Light Shosgun
HRG

Rifle+ Light GL
Panrarsisl and Rifia+Light Shelgun
Rifle+Light Shatgu

GHULAM Infantry
cc BS PH
13 11 10
Mot Impatuous Mo Cuba
NAME BS WEAPONS
GHULAM Rifle+Light Sholgun
GHULAM HMG
GHULAM Rafle+ Light GL
GHULAM Migsils Launches
GHULAM Sniper Rifla
GHULAM Panzerfaust and Rifle+Light Sholgun
GHULAM Hacker (Hacking Devica) Rifler+Light Shosgun
GHULAM Doclor Rifie+Light Shosgun
GHULAM Lieutenant Rifie+Light Shotgun

NAFFATUN

MAFFATOM Ligisnant Rifle+ Heavy Flamathiower

' L

cC BS PH
13 11 10
Mot Impetuous Mo Cube
BS WEAPONS
MAFFATUN Rifle+ Heavy Flamsathrower

CC WEAPONS SWC c

Pistal. Knifa a 8
Piatal, Knile 0.5 iy
Pistal, Knile 0% 10
Pistal, Knils 0.5 12
Pistal, Kniffa 2 &

I5C: Ghulam LIKE TROOPS

— __._,—:I._. ——

WIp ARM BTS w AVA

14 1 0 1 Total
CC WEAPONS SWC c
Figinl, Kinifa 0 13
Pisiol, Knifo 1 s
Piatal, Knifa 1 14
Pisial, Knifa 1 28
Pisiol. Knife 1 18
Pisiol, Knife 0.5 16
Pistol, Knife 1 25
Piatal, Knife 0.5 17

Pigtol, Knile

ESC: Naflnddn

Wwip
14

CC WEAPONS
Pisicd, Knila

Psiol, Hrsle



MECHANRZED TROOPS .'

AVA
13 1" 10 14 1 ] 1 Total

NAME BS WEAPONS CC WEAPONS SWC Cc
HALOA Rifte-+Light Shosgun Prascd, Knife 0 16

HALDA HMG Pisiol, Knifig 1 24

HALSA Rifle+ Light GL Patol, Knifie 1 18

HALC Migaile LALNChE! Pistol. Knifa 1 30

HALDS, Hacker [Hacking Device) Rille+Lighi Shatgun Pistol, Knile 1.5 8

HALCWA Doctor Rifle+Light Shalgun Pistol, Knife 0.5 20

HALOA (Forward Dbsarver) Rifle+Light Shaigun Pistol, Knife 1 18

HALOA Linuisnani Rifie+Light Shalgun Pisinol, Knife 1 18

KHAWARIIS

cc BS PH wip ARM ETS W AVA
15 12 13 15 1 0 1

Supir-Jump Raligous Troop
BS WEAPONS CC WEAPDNS SWC
Rifle+Light Shotgun and Granndes Pistol and CCW

Rifle+Light Sholgun and Grenades Fiaiol and AP COW

L= N — (R - ]
B B Y o

Rifle-+Light Shotgisn and Grenades Pisiol and Shock COW
Riflg-+Light Sholgun and Grenades Pigtal and CCW

= ]
i
= |

—

B ",_; E_J —— — ”| u - y _ - - - = =
= - 4 P. —— - — " — e— L

DJANBAZAN Tactical Group | ISC: Djanbazan | ELTETROOPS
rm — — e
cc BS P WIP ARM BTS W AVA
4--2 14 12 11 14 2 0 1 2

Regular ot Impsaiucws Cuba
Kuyltitarrain Reganarmalion Mutlispeciral Visor L2

NAME BS WEAPONS CC WEAPONS SWC c
DJANEATAN Rifier Light Shotgun Pisiol and CCW a 28
DJANBATZAN HMG Pistol and CCYY 1.5 i
DJANBAZAN Sniper Rifle Pisind and CCW 1.5 33
DJANBAZAN Hacker (Hacking Device| Rifte-+Light Shotgun Pistol and CCW 2 40
DJANBAZAN Doctor Rifle+Light Shotgun Prisaod and COW 0.5 32
DJAMNBAZAN Lisutanant Rifle+Light Shatgun Pistol and CCW 1 8

.

HASSASSIN RAGIKS

CC BS PH WiP
4--2 14 12 12 15 2 a 1 3
Regular Hol impeiusus Cuba
AD: Combad Jump V. Dopged Raligious Troop
NAME BS WEAPONS CC WEAPONS SWC c
RAGHH Rifie+Light Shotgun Pistol and CCW 0 30
k N RAGIK : HMG Pistol and CCW 1.5 34
RAGIK Sniper Rifle Piatol and CCW 1.8 35
RAGIK Hacker (Hacking Device) Rifla+Lighi Shobgun Pistol and CCW 2 42

RAGIK Lisutanant Feifle+Light Shalgun Pistal and CCW 1 a0




“ JANISSAIRES

I ISC; Jaraies | VETERAN TROOPS

MOV cC BS PH WiP ARM BTS w AVA,
42 15 13 14 14 4 -3 2 2
Riogular $aot Impatuous M Guba
Religaus Troap
HAME BS WEAPONS CC WEAPONS SWC c
JAMISSAIRE AP Rifla=Lignt Shotgun Piatol and CCW o 45
JAMISSAIRE HUG Pistol and CCW 2 AT
JANISSAIRE Docior AP Rifle+Light Shatgun Pistol and CCW 2 50 X
JANISSAIRE Lieutanant AP Rifle+Light Sholgun Pigiol and CCWY 1 45
& p— .
- e ——
AHL FASSED Regiment
cC BS PH
15 13 14
Mot Impsbuoiss Cuba
NAME BS WEAPONS
AP Rifle «Light Flamathrowar Piaded aind COW
HMG Pigial mnd CCW
Boanding Shalgln Pl and CEW

MAGHARIBA GUARD
cc BS PH
17 14 17
Mot Impetuous Cube
Braces (2)
NAME BS WEAPONS

MULT] HMG and Heavy Flamathrower

MULTI HMG and Hsawy Granade Laumnchear

WQ S .._d.: - ._i: 1 HU;HMS

cC BS PH
=f 13 1 12
ot Impetueous Mo Cube
Iefiltraticn
HNAME BS WEAPONS
HUNZAKUT (Daployable Repeater) Rifle+Light GL and Antiparsannal Minas
HUNZAKUT {Deployable Repaater) Sniper Rifle, Antipersonnal Mines

HUNZAKUT (Forward Observer and Deployatie Repeater) | Rifle+Light GL and Antipersannal Mines

T T | e

15C: Maghariba Guard MECHANIZED TROOFS

s —

= F

WiP ARM BTS STR ANA

SPECIALLY TRAINED
TROOPE

wiP
14

CC WEAPONS
Pigtal, Knifa
Pistal, Knils

Pistal, Knile



MURABIDS TUAREG SC:MurabidsTusreg | DALY TRAINED. g
cc BS PH wip ARM BTS W ANA
Jeudf 13 11 12 15 1 0 1 2

Fesgpuilar od Impaduous Mo Cube
CH: TO Camouflage infizrabon

NAME BS WEAPONS CC WEAPONS SWC c
TUARED Rifta+Light Sholgun and AnSiparscnne Minas Pisiol, Knilg i 30
TUAREG Snipar Rifle and AnBparsonned Minas Pisiol, Knife 1 3
TUAREG Hacker {Hacking Davice) Rifie+Light Sholgun and Antiparsonnal Minas Pigtal, Kride 2 4z
TUAREG Dogior Rifle+Light Sholgun and Antipersonnsl Mines Pistal, Knifs 1 3
TUAREG Lisutanant Rille+Light Shalgun and Anliparsonnal Mines Pistol, Knife

m HASSASSIN FIDAY ¥ 15 Hassassin Fiday SPECIALLY TRAINED
. _ TROOFS
MOV CGC BS PH wip ARM BTS w AVA
Aot 17 11 12 15 1 1] 1 1
Raguiar ol brpaiucus Mo Cube
blariad Ars L3 Basic iImparsanaton Raligious Troop
NAME BS WEAPONS CC WEAPONS SWC c
FIDAY Rifter+Light Shaigun and Smoke Grenade Pistol and EXP COW [\ 34
FIDAY Rifie+Light Shetgun and Smoka Grenade Pistol and AP CCW 0 32

| ISC: Kum Motortzed Troops LINE TRODPS

PH WIP ARM BTS w AVA
13 15 1 0 1 Total

Motorcycie

HAME BS WEAPONS CC WEAPONS sSwC c
HUM Rifle+Ligit Sholgun, Srmuks Grenades, Smoke Lght GL Pistol and Shock CCW 0 21
KL Rifler=Light Sholgun. Smoke Gronades, Smoke Light GL Pistod and AP CCW o |
KUM Rifle+Light Sholgun, Semoks Grenddes, Smess LgrtGL Pistol and EXP COW o 23
KM Crain Fifle, Smoks Grenades, Smoke Light GL Pisiol and Shock CCW o 1

LM Boardng Shotgun, Smoks Grenades, Smoke Lt GL Pisiol and Shack COW 0 20
ELIM Lisutanant FfiesLight Sholgun Srecies (Grenacies, Smoke Lol L Pestol and Shock COW ) 1

MOTE: The Light Smoke Grenade Launcher s integratad in tha Motorcycla

MUTTAWI'AH

MOV cC BS PH wiP ARM BTS W AVA

13

BE WEAPONS CC WEAPONS SWC c

MEUTTAWT A Grain Rifla, Evtara Pistol, Krnile 1} ]




—— - |
NAJJARUN Engineer SC: Najarun Enginess |  SUPPORTTROOPS |

cc BS FH WiP ARM BTS W AVA

MoV
4= 13 11 10 14 1 0 1 1

Raguiar Mad Impadlnus Cuba

NAME BS WEAPONS CC WEAPONS SWC c
Rifla=L ight Shoigun and D-Changes

SUPPORT TRODPS

CC BS PH Wi ARM BTS STR AVA,
Beead B 11 8 13 0 -3 1 1

Regular Mot brpatucs G: Remaobs Pressnce

RAFIC REMOTE

' —

SHIHAB REMOTE

cC BS
G- 8 11 8 13 0 -3 1 1

HAME BS WEAPONS CC WEAPDNS SWC [+
SHIHAB REMOTE HMG and Antipersonnel Mines Elactnic Pulsa 1 m
SHIHAR REMOTE HMG+ EM Light GL Elaciric Pulsa 1 35

.
r

SHAYTANIYAH REMOTE SUPPORT TROOPS

CC BE

B 11

Mot Impatucus

NAME BS WEAPONS CC WEAPONS SWC c
SHAYTANIYAH REMOTE Guicied Missile Launcher Electric Puise 1




FANOUS REMOTE IBC: Facious Remols

MoV
6--6 B B 8 13 0 -3 1

cC BS PH WIP ARM BTS STR

Regutar Mot Impetuous 3: Ramota Presences
CH: Mimatism Multiborrain Repaater

FANOUE REMOTE

/

e, e

TARIK MANSURI, Amir (Officer) of Khawarijs S 15C: Tark Mansur Khawiari} Amir |

ol . = o\

MoV cc BS PH wiP ARM BTS W

=t 18 13 14 15 3 o 2

Regular Nod imgatuous Cube

3]

MNAME BS WEAPOMNS CC WEAPDNS SWGC
TARIK MANSURI AP Rifla + Light Flamathrowsr and Grenades Pisiol, AP CCW 1] 56
AP Rifla = Light Flamathrower and Granades Pistol, AF COW +1 58

IZZAT BEG, Kum Headman

cc BS
B--6 Il 44 18 11 14 15 2 0 1

Irragudar impaiuous Cuba
Motoncytio W: Dogged

BS WEAPONS
IZZAT BEG o Pl Light Shoiun, Smose Greraes and Smoke Light Smoke L Peiod, AR COW 0 z5
[ZZAT BEG Lisutenant Cormt Ffle+ Light Shoigun, Smoke Grarades and. Smoke Light Smoke (L Pistcd, AP CCW 1 25

MOTE: The Light Smoks Granade Launcher is integrated in he Moloreycle



.

ALGUACILES FROM CORREGIDOR

MOV cc BS PH wip ARM

-4 13 1 10 13 1 1] 1 Total

NAME BS WEAPONS CC WEAPONS SWC c
_ . ALGUACIL Comi Rifip Pratol, Hnife 0 10
1 ALGUACEL HMG Pistol, Knife 1 18
ALGUACH, Combl R and Light GIL Pisied, Knifa 1 15
ALGUACH MULTI Sniper Hifla Pigtal, Knife 1 24
ALGLUACIL Missile Launcher Pisinl, Knife 1 28
ALGUACIL Hacker (Hncking Devica ) Combi Rifka Fisiol, Knife i 22
ALGUACIL (Forward Otnvar and Deplovablo Repeates) Combi Rifka Fisiol, Knile 1 14
r . ALGUACIL Paramedic {Madikit] Combi Hifla Pisiol, Knile 0.5 14
@' ALGUACIL Lisulsnant Combi Rifle Pistol. Knite 1 10
I~ i
=
(’5 4 LI SECURITATE
k'—/f - MOV ce BS PH
eadf 13 12 10 14 1 0 1
Fapular Mol impeiuous Cubs
Repaatar Sixth Sense L2
NAME BS WEAPONS CC WEAPONS SWC c
SECURITATE Comii Rifle+ Light Shotgun Pistol, Kinife 0 23
SECURITATE HMG Pistol, Knife 1 26
SECURITATE MULTI Snipar Rifle Pistol, Knife 1 33
SECURITATE Hacker (Hacking Dwvice) Comibi Ffle Light Shatgun Pistol, Knife 1 a2
SECLIRITATE Parsrmedic (Mesiki) Combi Rifie+ Light Shalgun Pistal, Knils | a7
SECURITATE Lisutenant Comt Rile= Light Sholgun Pistol, Knife 0 73
Mi HELLCATS ISC: Hellcats
MoV cC BS PH WIP ARM BT& w
4--2 14 12 12 13 2 0 1
Regular Not impeluous Mo Cube
V: Courage AD: Cambat Jump! Zem-G
NAME BS WEAPONS CC WEAPONS SWC c
HELLGAT Comibi Rifle+ Light Shotgun Pistol, Knife o 24
HELLCAT HMG Pistol, Knife 15 28
HELLCAT Boarging Shoigun Pistol, Knife 0 20
HELLCAT Comibl Rifia= Light Shitgun and Adhssie Launchar Pistal, Knils 0.5 25
HELLCAT MULTT Sriper Fifla Pistal, Krilm 1.5 3
HELLCAT Hatker (Hacking Devica) Comi Rifle+ Light Sholgin Fiatal, Knife 1.5 35
HELLCAT Parmmedic (Medikin) Comin Fiflas |ight Shalgun Piginl, Knils 0.5 28
HELLCAT Lisulonant Combi Rifie* Light Shoigun Pislol. Krife i 24

ol
il
{
I
1



INTRUDER [Lsunenant)

MOBILE BRIGADA
MOBILE BRIGADS,
MOBILE BRIGADA
MOBILE BRIGADA Lieutenant

NAME

Moy CC
42 14
Reguiar Mo Impsluicris
CH: Camoufiage Muftispectral Visor L2
MHAME
INTRUDER
INTRUDER
INTRUDER
INTRUDER Hacker [Hacking Devica)

INTRUDERS, Corregidor Assault Commandos

BS PH
13 12

BS WEAPONS
Combi Rifles Light Flameihrower and Granadas
HGE and Grenades
Combl Rifles Light Flamathrower and Aghesiv Launcher
Combi Rifle+Light Flamethrower
Gombi Rifle+ Light Flamethrower and Grensdes

INTRUDER (X Vinor) MULT] Snipar Rifle
—— e =
mo | REVEREND MOIRAS
MOV cC BS PH
42 14 12 12
Regulir Mot impabuous Cube
OD0: Optical Disruptor Reigious Troop
NAME BS WEAPONS
REVEREND MOIRA MLILTI Flifle
REVEREND MOIRA BMULT] Rl
REVEREND MOIRA HWG
REVEREND MOIRA, MULTI Snipar Rifle
REVEREND MOIRA MULTI Rifles E/M Light GL
REVEREND MOERA Hacker (Hacking Devica) MULTI Rifse
REVEREND MOIRA Lisutanant BALELT] Rifte

MULTI Rifle+ Light Flamethrowor
HMG

Boarding Sholgun

MULTI Riffe+ Light Flamethrower

BS WEAPONS
KULT! HMG and Heavy Grenads Launchar
MULT] HMG and Heavy Flamathiower

—

WiP ARM
14 3
o Cubo
Muitdadran
CC WEAPONS
Pistol, COW

Pistal, CCW
Pistol, CCW
Prsiol, COW
Prstel, COW
Pistol, CCW

wIP ARM
14 3

CC WEAPONS

Pistol, Shock CCW
Pistal, AP CCW

Pistol, Shock CCW
Pistol, Shack CCW
Pistol, Shock CCW
Pistol, Shock CCW
Pistol, Shock CCW

Platol, Krife

Piated, Knife
Pistcl, Knife

k-

L]

SWC

1.8
1.5

13

£ 2 B 8 O

B &

AVA

o o N oD




“SZALAMANDRA" SQUADRON ISC: Szalamandra | MECHAMIZED TROOPS |

BS PH WipP ARM BTS 5TR AVA
14 17 13 ] -3 3 1
Cuba
NAME BS WEAPONS CC WEAPONS SWC c
EZALAMANDRA Hyper-rapid Magnetic Cannon, Heavy Flamathnewer i &0

SPECIALLY TRAINED

MoV cc BS PH wip ARM BTS w AVA
deed 13 1 12 13 0 0 1 2

NAME BS WEAPONS CC WEAPONS SWC c
ZERD Combi Rifte and Antipersonnel Mines Pistal, Knifa ] 168
ZERD MULT] Sniper Rifle and Antipsrscnned Mines Pistal, Knile 1 a
ZERD Boarding Shoigun and Anfiparsonnel Minas Pislal, Knife 0 18
ZERO Hacker (Hacking Devica) Cormal Rifie and Antiparsonne! Minas Pistal, Krile

&

LERD (Forward Obsanver) Combl Rifte and Andiparsonned Minas Fisiol, Knilg 1 21
ZERD (Deployatie Rapsaler) E/Mauler and Combi Rifle Pigiol, Knifs 0.5 24

LERD Ligubanant Combl Rifte and Andiperscnnad Mines Pigiol, Knile 2 18

BS WEAPONS
Combd Riftes Light Shalgun and Antipersonnal Mines
MULTI Snipar Rsle and Antiperaonnel Mines
Combi Rifle+ Light Shotgun
Combd Rifle+ Light Shobgoen and Antiperscannel Mines
EMauler and Combi Rifle+ Light Shatgun
Comibi ffies Light Shalgun and Antiparsanns] Mines



m 4 DE-H HM“EHHEFE I ESC: Dor Moslock Gruppe { LINE TROOPS
MoV cc BS PH WIP ARM BTS w AVA
4oty 18 11 13 14 1 0 1 Total

hegular impetuous NoLUDS
Martial Arts L2 MataChomisiry
NAME BS WEAPONS CC WEAPONS SWC (]

MORLOCK Combi Rifle and Smoke Granades Pistol and Shock CCW 0 16
MORLOCK Combl Rifla and Smoke Grenadas Pisiol and AP COW 0 16
MORLOCK Chain Rifla and Smoke Grenades Pistol and Shock CCW 0 7
MORLOGK Boarding Shotgun and Smoks Grenades Pistol and Shack COW 0 16
MORLOCK Combi Rifle+ Smake Light GL Pisiol and Shock CCW 1 18
MORLOCK Lisutenant Comb Rifle and Smoke Grenades Pisial and Shock COW 2 16
MetaChemistry

1-3 Mabural Armour (+1 ARM) 12-13 o Wound incapacitation

4-5 Dogged 14=15 Sixth Sense L2

& Shock Immunity 16-17 Regeneration
7-8 Suparior MOV (5--4) 18 Super Jump
g-10 X Visor 19 Climbing Pius
11 Super Physics (+3 PH) 20 Total Immunity
A —
L . DAKTARIS (Daks, Campaign Doctors) y ISC: Daktaris SUPPORT TROOPS
MoV cc BS PH WIP ARM BTS
dondf 13 1 10 13 1 0

Pl Mot impatuous Cuba

CLOCKMAKERS

cc BS
d—i 13 1

CC WEAPONS

CLOCKMAKER Combl Rifle, D-Charges Pistol, Knife i 14

—— i

SUPPORT TROOPS

M —

INTERVENTOR I5C: Intarventor

AVA
2

NAME
INTERVENTOR Hacker (Hacking Devics Pius)

INTERVENTOR Lisutanant{Hacking Device Pius)




STEMPLER ZOND | ISC: Stampler Zond } SUPPORT TROOPS L‘._
=

oo 8BS PH WIP ARM BTS STR AVA
Gedt 8 1 8 13 i 3 1 2

ISC: Reaktion Zond

BTS
-3

T

VERTIGO ZOND

REM ‘_ﬁ
MOV cC BS PH WIP . ARM BTS STR ANA
[ ] 11 ] 8 13 1] -3 1 1

Reguiar




LI ZOE
MoV cCc BS PH wiP ARM BTS W AV
ded 13 1 10 15 1 i] 1 =
Raguiar Mot Enpatucus Cubm

NAME BS WEAPONS ' CC WEAPONS SWC 5

-

ZOE Hacker [Hacking Davice) . Combd Rifle, D-Charges Pistal, Knile = o

REM  TEWELL [pi well]

| ZOE & M-AWELL




MORAT VANGUARD INFANTRY ISC: Morat Vianguard infantry LINE TROOPS

cC BS PH wip ARM BTS W AVA
14 " 12 13 1 0 1 Total

NAME BS WEAPONS CC WEAPONS SWC c

Combi Rifla Pistol, Knifa v} {3

HEAG Pisial, Knifa 1 5

Comii Rifie+ Light GIL Pisbol. Knifa 1 21

MORAT

MORAT Missile Launcher Piatol. Knife i ]
MORAT MULTI Sniper Rifla Pistol, Knifa 1 30
MORAT Hackar (Hacking Davica) Combi Rifie Pistol, Knife 1 28
MORAT (Foraard Ohsanser) Combi RHifle Pisiol, Knify | 18

MORAT Paramadic (hedikit) GCombd Rille Pigiol, Knte 0.5 20
MORAT Lisubonant Combi Rifla Pistol, Knile i 18
.t P T, ., -
¢S == T 4
M “ISKALLERS" WCD Jump Operatos SC:“lskallers” Jump Opevsios | ELITETROOPS
MoV i BS FH WiP ARM BTS W AMA
T 15==5 14 12 12 14 3 1] 1 2
i |
! Raguiar M bmpeluous Cube Exrah

AD: Combal Jump Supeh-Jump W Courage

NAME BS WEAPONS CC WEAPONS SWC c
ISKALLER Combi Rifles Light Shosgun Pistol, Shock CCW 0 H
ISHALLER HMG Pistal, Shock COW 1.5 40
ISKALLER MULT! Sriper Rifle Pistal, Shock COW 15 45
[SHALLER Hacker [Hacking Davics) Combil Rifie+ Light Sholgun Pistal, Shock COW 15 aT
Comibi Rifkes Light Sholgun Pistal, Shock CCW 2 e

ISKALLER Lisutenant

WCD VECTOR-OPERATORS ISC: Vector-Operators

cC BS FH WiP ARM BTS W ATE
14 i2 1 13 3 0 1 1

Mol Impelisous Cuba Exrah

GH: Mimessm hhulbagemam Super-Jump Mubispaciral Visor L2

NAME BS WEAPONS CC WEAPONS SWC c
VECTOR Comis Rifle+ Light Sholiqun Pislol, Shock COW 0 30
VECTOR HME Pisiol, Shock CCWY 1.8 35
VECTOR MULTI Sniper Rifle Figlal, Shock CCW 1.5 40
VECTOR Hacker (Hacking Devica) Combi Rifle+ Lighi Sholgun Pistol, Shock CCW 0 42

VECTOR Lisuisnan Combl Riftes Light Sholgun Pistal, Shook COW 1.5 3




WCD VOID OPERATORS

CC BS PH
14 12 i
M0 s oS Cubo
Super-Jump * Visor
BS WEAPONS
OPERATOR Combi Rifle+ Light Shoigun
OPERATOR HKG
OPERATOR MULTI Sniper Rifia

Coowrrioh Riflest Light Sholgan
Combi Rifle+ Light Shotgun

DPERATOR Macke (Hecking Dedos)
OPFERATOR Lsuisnan

SURYATS (Morat Assault Heavy Infantry)

CC BS PH
] 15 13 15
Rieguiar Mot limpatuous Cube
Ve Courags
MAME BS WEAPONS
SURYAT ¥ MULTI Rifla
SURYAT HAG
SLURYAT Boasding Shetgun
SLIRYAT Ligubanmni MLUILT] Rafe
-
THE CHARONTIDS
cc BES PH
B 15 13 14
Ragukar Mot impatudus G Mngmonica
W Mo Wound incapadcitation
HAME BS WEAPONS
CHARCONTID PLASHMA Rifle, Sopsitor and Nanopulsar

CHARQMNTID Hacker (Hacking Devica Plus) PLASMA Rills mnd ManDputses

CHAROMNTID Lisubenant{Mullispectral Visar L3) PLASIAA Rifle and Manopulsers
CHARCOMTID (Multispeciral Visor L3) PLASIA Rifte and Mancgulsor

CHARONTID (Multiepectral Visor L3) HAG and Mancpulser

RAICHO Armoured Brigade

cC BS PH
18 15 6 I
ot impetuous Cube
BS WEAPONS

BMULT! HWE and Heavy Grenade Launcher
RULALT) HWG and Heavy Flamathroees

- e ——
i .,:%1-__-.
o e =
. ™ =

SPECIALLY TRAINED
TROOPS

WiP ARM
13 3
Exrah
B0 Wianr
CC WEAPONS
Pisiol, Shock CCW

Pesiol, Shock COW
Pisiol, Shock CCW
Pishal, Shock, QW
Pistol, Bhock COW

— T

WIP ARM BTS W AVA
13 4 3 2 2
e
CC WEAPONS
Pisfod, Shock CCW
Pisdod, Shack CCW
Pisdod, Shock CCW
Pisied, Shack CCW
WIP ARM
16 5
CC WEAPONS SWC c
Pistol Monafilamant CCW 1 B0
Piatol, Monolilamant CCW 2 a2
Pistal Monofamani COW #1 B
Pistol Monoféamend CCW i} a1
Pistol Monoffamend CCW 2 B0

MECHANIZED
TROQPS

WiP AVA
12 8 -6 3 1
Mo
CC WEAPONS sSWC c
1 a7
1 8a




CASKUDA WCD Armoured Jump Operator 1S Casurla MECHANIZED

MOV cC B3 PH Wip ARM BTS STR AVA
B 18 15 17 12 8 -6 3 1
Regular Not impetuous G; Remote Presence
AD: Combat Jumg ECM Explode
NAME BS WEAPONS CC WEAPONS SWC c i

RIULT] HMG and Haawvy Flameihnower

MOV
6--4 18 15 17 17 10 -8 3 1
Regular Mot Impaiusus G Mnsmonica
ODD: Optical Disrupbor ECM

NAME BS WEAPONS CC WEAPONS SWC c
AVATAR WILILT] MG, ey Grenacs Larefer, Seesier and Namopuisar EXP COW 1 148
AVATAR MLLT] G, Hesry Famatwowsr, Sepsior and Nenopusssr EXP CCW 1 140

RILILTT MG, Histney Crenacs Launcher, Seesdior and Naropulssr ExXP COW s L1

e d
2 -

SPECIALLY TRAINELD

Shasvastii Pioneer Corps “THE SHROUDED"
o JEDOES

—

MOV cC BS FH WiP ARM BTS L) AVA

44 13 12 12 12 0 0 1 2
Regular Mot Impatucus Cubs Shagwasti
Autohodika CH: Camoullage infiltration

NAME BS WEAPONS CC WEAPONS SWC G

SHROUDED Combl Rifla and Anlipersonnal Mines Pistal, Knifa o M
SHROUDED Boasding Shotgun and Anbpersoanel Manes Pistal. Knife 0 M
EHROUDED IMULT) Snipar Rifla Pistol, Krile 1 i
SHROUDED Hacker (Hacking Davica) Combl Rifke and Anfiparsannel Mines Pistol, Knifa 1 34

Combl Rifia and Andiporsonnal Minas Pistal, Knils

SHROUDED {Forwaid Obasresr)

Pistol, Kl

SHROUDED Lisutenant Combi Rifla and Antiparacnnel Mines

i i =

Shasvastil Deep Incursion Corps "MALIGNOS"

cC BS PH wiP ARM BTS w AVA
13 12 12 14 1 0 1 2

MOV
44

Regular Mol mpetucus Cuba Shagvasti

Anhindikin CH: TD Camouliaga nfilration
BS WEAPONS
BAL|GHOS Comibi Rifies Light Shatgun and Antiparsannal Minoes Pistol, Knifs 0 ar

Combi Rifle+ Light Shotgun and Monafilament Kinas

BALIGHDE

MAL|IGRDS MULTI Sniper Rifle and Antiparsonns! Mines

MALIGENOS Hacker (Hacking Devica) Combs Rifle+ Light Shotgun and Anlipersonnal Mines Pisicl, Knilp ] 40

AL IGHOS (Forward Ohaanjer) Combl Rifte+ Light Shofgun and Antipersonnel Mines Fisiol, Knife i 40

MALIGHDS Liputenant Combsd Rifle+ Light Sholgun and Anlipersonnal Mines Pigiol, Knile 2 ar

u




SPECULO KILLER

DATURAZ| WITCH-SOLDIERS

MOV cC BS PH WP ARM BTS w
-4 18 10 14 13 1 0 1

NAME BS WEAPONS CC WEAPONS SWC c
DATURAZI b Combl Rifte snd Smoks Grenades Pistol. Shock CCW 0 3
DATURAZI Combi Rifle and Smoke Granades Pistol, AP CCW 0 23
DATURAZI Combl Riffe and Smoke Grenades Pisicl, EXP COW o s )

L=
cahy
)

DATLIRAZ] Chain Rifle and Smoka Granades Fisiol, Shack GGW

o

DATURAZI Boarding Shoigun and Smoks Grenades Pisiol, Shock CCW 0

b

DATURAZ) Combi Riftes Light Smoks Grenada Launches Fisiol, Shock CCW 1
DATURAZ]T Linuienant Comibl Rile and Smoke Granadas Pigtol, Shock CCW 2 3

THE HUNGRIES: “GAKIS"

cc BS PH wip
17 5 13 12 0 0 Total
ltregulint impatuous Mo Cuba

V: Dogged

LINE TROOPS

THE HUNGRIES: "PRETAS"

AVA

Mmov cc BS PH wiP
G=-6 17 7 13 13 0 0 1 Total

mpatucus
Poisgn
BS WEAPONS
Chain Rife, Anspersonnel Minas (Bicmines |



—

MED-TECH OBSIDON MEDCHANOID ISC: Med-Tech Otsidon Medchanoid _,J SUPPORTTROOPS |0
MoV CcC BS PH wip ARM BTS w AVA
(] 13 1 10 14 1 0 1 1

Engineer Docio
HAME BS WEAPONS CC WEAPONS SWC [

MED-TECH OBSIDOMN MEDCHAMNDID Comi Rafle, D—Cﬂll‘ﬂl‘l Pisiol, Knifa 1 23
-
/ :

u?

SUPPORTTROOPS |

s

PH
B -

G Ramole Presancs

Fepaalsr J60* Visor

CC WEAPONS
Electric Pulsa

BS WEAPONS

HMG and Anfipersonnel Mines

PLASAKA Rifle and Anbipersonnal Mines Elacinc Pulsa

HMG and Monafllament Mines Elaciric Pulss

T-DRONE SUPPORT TROORS

STR
1

-

AVA
2



— —_—— -

ISC: R-Drong | SUPPORT TROOPS

L

ARM BTS STR AVA,
0




1T
impetuous Ho Cuba

Booty AD: Combal Jump

NAME BS WEAPONS CC WEAPONS sSWC c

¥ LIAN YLAN Crain Rifte, Smoke Granades Pistol, Shock CCOW a 11
YLAN YLAN Chain Ffle, Smokes Grenades Fisiod, AP COW 1] i
YUAM YLIAN Boarding Shoigun, Smoke Grenndes Pistal, Shock COW 0 18
YUAN YLIAN Rille, Smoke Grenades Plstol, Shock COW o 17
¥ LIAN YLIAM Lisutanan Chain Rifle, Smoke Gronades Pissol, Shock COW 3 i1

MOTE: Thay can not ba limed up with ¥ Jing or The Combined Anmry

1=3 Light Armour(+1 ARM) 12 E/M Grenades
4 EXP CCW 13 EM COW

B Light Sholgun 1415 Light Armdur]+2 ARM)

8 Haavy Ammaour (+4 ARM) 18 X Visor

7 Grenades 17 Monofitament CCW x
B8 Adhasive Launcher 18 Combl Rifla

8 Light Grenade Launcher 19 AP Rlifle

10 Light Flamathrower 20 AubohediEn

11

Panzariousl

McMURROUGH, Mercenary Dog-Warrior

Foem: DOG-WARRIOR

MOV cc BS PH wip ARM
B4 18 1 16 14 3
imegular Impaluous Mo Cubs
Wiartial Arts L3 CC wilh 2 Waapons Todad Immunidy Supar-Jump
Form: DOGFACE
MOV cc BS PH wIP ARM
-4 17 1 14 14 1
Iragular impetuous Transnmutalion Mo Cube
blartial Arts L3 CC with 2 Weapons Todad Immunity Super-Jump
NAME BS WEAPONS CC WEAPONS SWC
Ml URROUGH 2 Chain Rifles, Grenades and Smoke Grenaces AP CCW and Shock CCW 0 35
MeMURROUGH Hagwy Shotgun, Granades and Smoke Grenades AP CCW and Shock CCW a 52

NOTE: A Dog-Warrior i abways daployed in Dog-Face form, and only imnsmulss in Dog-Warior when indicates the Transmuiation Spacial Skill

s e b




S —
= =

SAITO TOGAN, Mercenary Ninja ISC: Saite Togan MERCENARY TROOPS |-

Moy o BS PH wie ARM BTS w AMA,

d— 18 11 13 14 1 1] i i

Regular Mol Impefuous Cuiba
Mariiaf Aris L4 CH: TO Camouflage Infilbration

NAME BS WEAPONS CC WEAFONS SWC c

Combi Rifle, Smoke Grensdes

"-II‘

7
%

MERCEMARY TROOPS

MoV cc B3 PH WwiP ARM BTS W AVA

64 22 ] 14 15 1 0 1 1
imegular Mot impaiuous Cubm
Martial Arts LS CC with 2 Weaspons Vo Mo Wound Incapacitation

NAME BS WEAPONS CC WEAPONS
MIYAMOTO MUSHASHI Cheain Rifle AP CCW, EXP CCW

)

AVICENNA,

cc BS
13




Markers:
SMOKE Circular Template Camouflage (Camo).
Supression Fire.

EXPLOSION Circular Template

" Suppression | fire




Markers:

TO Camouflage (TO/Camal).
Prone.
Impersonation 1 (IMP//1).
1 Wound.

SMOKE Circular Template

2 Wounds.
3 Wounds.
Deployable Repeater

EXPLOSION Circular Template (Repeater)







Markers:

TO Camouflage (TO/Camao).
Mines.
E/Mauler.
Deployable Repeater
(Repeater).
Supression Fre.

Suppression | fire

Large Teardrop and
Small Teardrop Templates

Suppression | fire




[Dive active]
[Rccessing Maya: Onlinel
175 years into the future. Humanity has extended through various star systems...

‘Science advances, economy prospers and all appears to be going reasonably well...

However, beneath the apparent calm, the great Powers are engagadllln small, overlapping wars, low intensity conflicts and
covert operations...

The delicate equilibrium of the Human Sphere may come crashing down with the arrival on the scene of a new participant in the :
struggle: a combined alien force, led by an Evolved Intelligence that is implacably and absolutely hostile to Humanity... E

“Infinity” Is a game using 28mm metal miniatures which simulates skirmishes, combat, Direct Actions and Special Operations
in a science-fiction environment. i

"Infinity” is an innovative games system which is both dynarﬁlc and entertaining, permitting the full participation of players as [

the game sequence unfolds. Featuring outstanding realism and flexibility, Infinity allows players a wide choice of tactical and
strategic manoeuvres.

[Transiering data]
[Anti-Hack Protocols: Scanning]

. il AV e =

The “Infinity” game manual includes:

Background and detailed descriptions for each of the different Powers and their respective armed forces, with photos and
illustrations in full colour.

The complete Rules for the game plus advanced Combat Hacking rules and complete army listings for all the factions
involved, including weapons and equipment charts, markers and templates, plus all the other information necessary to

enable you to play "Infinity”.

Connect now and lead your elite force through daring multi-spectrum operations in the most intense and dangerous areas of
combat in the entire Human Sphere.

[Firewall: Active]
[Increasing dive speed]

v
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