 Legionnaires

Futuristic Combat Simulation and Strategy

“FOR HIRE: 1 infantry / mechanized brigade. 80% humans.. Will transport to work site. Assault. Siege. Patrol. Defense. No objective too small or large. Will fight for food, ammunition or ticket home.”

CATEGORY

Strategy

Action

Simulation

Management

Role-playing

PLATFORM

PC / Dreamcast

1. Game Overview

It is the far future. Space is crowded and chaotic. A dozen space-faring societies compete and scheme against each other over the relatively few habitable systems spanning a corner of the galaxy known as the Center Arm. Previously, conflict between the Elder Races has been restricted to battles in space and over military outposts. Warfare was antiseptic and ritualistic. The winners claim tribute. The losers lick their wounds and bide their time. The arrival of the most recent addition to the Arm, the warlike Terran race, has changed warfare forever. Answering to no central authority, the humans establish colonies in the most forbidding, but defensible, environments in the Arm, each colony fiercely independent. The humans, when opposed, use unheard-of tactics to achieve their goals, descending upon populated areas, fighting with infantry, engaging in close combat and conquering territories. Small in numbers, they cannot hope to truly contend with the great powers but their ferocity in battle cannot be denied. Instead, the humans become the great mercenaries of the Center Arm. Fighting for hire and with only transitory loyalties, the human mercenaries become the indispensable tools in the machinations of the Elder Races.    

Legionnaires is a futuristic combat simulation and strategy game where you are the captain of a small brigade of mostly human soldiers-for-hire fighting a series of campaigns against a backdrop of galactic events. At the beginning of the game, you are the second-in-command of a sub-par mercenary company that has been forced through circumstance to take on a mission without clear objectives. The plan appears straightforward: land on a sparsely populated planet, seize control of a spaceport, and hold it until your employers arrive. But only your commander knows who the employers are, what the planet is, and who your opponents might be. Things go wrong right from the start. Your troops are dropped right in the middle of an existing battle, your opponents turn out to be the highest calibre shock troops of the Othman Empire, and your allies appear to be the hated Tsurani, an alien race who fight genocidal wars. Halfway through the battle, your commander, who is also your father, is killed. Although thrown into command, you somehow manage to gather your troops and seize the objective. In that spaceport you find a derelict warp-capable spacecraft without markings or crew. With the Othmanis and Tsurani blowing up the city all around you, you decide to light out on your own, taking the ship and escaping the chaos. From now on, you and your brigade are the most wanted fugitives in the galaxy. 

See The Story.

1.1. Competitive / Reference Products

	Publisher
	Date
	Title
	Genre

	
	
	Tribes
	Squad based action

	3DO
	97
	Uprising
	Simulation / real-time strategy

	Activision
	98
	Battlezone
	Simulation / real-time strategy

	Sir-Tech
	94
	Jagged Alliance
	RPG / Real-time strategy

	Activision
	91
	Mechwarrior
	RPG / simulation

	FASA
	98
	Mechcommander
	Real-time Strategy

	Microprose
	90
	Sid Meier’s Pirates
	RPG / real-time strategy

	Microsoft
	96
	Close Combat
	WWII / real-time strategy

	Microprose
	94
	X-Com:UFO Defense
	Sci-fi / turn-based tactical

	Microprose
	95
	Master of Orion
	Sci-Fi / turn-based strategy

	Microsoft
	98
	Outwars
	Action / Sci-Fi

	Accolade
	90
	Star Control
	Sci-fi/ arcade / strategy / role-playing


See Appendix A: Competitive Products Review & Discussion 

1.2. High Concept
Selling Points
Legionnaire’s distinct character is represented by the following selling points.

1. Distinct new action / strategy gameplay

2. True consequential campaign system

3. Role-playing within an immersive story and environment

4. Replayability

Legionnaires is a fully 3d real-time strategy and combat simulation where you are in personal command of a mixed brigade of soldiers and mechanized units in the same mould as “Battlezone” and “Uprising” with the addition of a stronger story-based missions, a continuous campaign system, and a robust brigade-building management system. Like Activision’s “Battlezone” and 3DO’s “Uprising”, Legionnaires puts you in the center of the action as a soldier on the ground but in command of all the forces around you. This element of personal risk is a powerful motivator in the player’s game as they must safeguard not only the units under their control but also themselves as the battle rages around them. 

Unlike “Battlezone” or “Uprising”, Legionnaires will have a true consequential campaign system where your actions in one operation affect your ability to complete following missions. A failure in one mission causes a change in the next operation. A success vaults you to different battle and different opportunities. The losses you take in one battle leave you with a different force complement in the next battle. This is similar to the model in Microsoft’s “Close Combat” and “X-Com: UFO Defense”. In addition, this feature will be closely incorporated into the story so that in certain missions you must pay attention to the individual personnel you are placing in danger. For example, you may choose to place a heroic commander in the front lines but that person may be your lover, family member or a close supporter. 

Unlike many other real-time strategy games, there is no unit construction within the battle. Instead, Legionnaires inputs an economic model on the overall campaign where you must carefully choose missions where you will make a profit so that you can repair and upgrade your mercenary company to enable you to take on even more lucrative contracts. Between missions the player makes choices to evolve the brigade into a force that can take on what they expect to be the upcoming operations. During this time they hire personnel, buy new weapons systems and train. This model follows games such as “X-Com” and “Jagged Alliance”.

Legionnaires will also concentrate on more realistic small unit and urban warfare environments, making for a grittier, scientifically strategic game where every inch counts in the battle. The urban warfare environment makes positioning and movement more of a factor in decision-making, unlike other strategic games, which are more concerned with overwhelming the opposition with unit production. In Legionnaires, tactics are more important.  Questions of Line-of-sight
 and elevation become more important than how many types of unit you can throw at the enemy. The urban setting also makes for a more interesting environment where buildings can become destroyed, alleys become places for units to hide in ambush, and bridges become choke points. What Legionnaires seeks to replicate is the WWII-era styles of urban warfare (as seen in the film “Saving Private Ryan”) but projected into the far future. As such, positioning infantry can be just as important as throwing in a more powerful armoured unit that can be ambushed. If Legionnaires can replicate a “Stalingrad” style environment but set in the future, then it will be successful. 

Finally, all these elements support a strong story that is closely integrated with the game-play or mission-based play. In the story, you assume command of a mercenary company with a suddenly notorious reputation. As such, you become embroiled in a galactic dispute between powerful players in a Machiavellian game of politics, espionage and war. Your band of near outlaws must somehow stay out of the way of the larger forces moving between the stars but still earn a living by accepting increasingly risky and dangerous assignments. To survive, you must take on assignments that even go against your principles. 

Even as you carry out contracts that ensure your survival, you must somehow discover what led your father to take on such a politically charged contract, who your employers were, and why all the players are so interested in chasing your relatively insignificant force around the galaxy. You will spend time in seedy bars, talking to strange people, exploring far, out of the way worlds. You will survive assassination attempts, close escapes and long chases. You will accept questionable contracts with employers who might know something. 

All the while, you must contend with the internal politics of your own mercenary company. You personally know the dozens of officers who command your forces, some of whom are not keen on following the daughter or son (player picks the character) of the former commander who almost got them all killed. Keeping their support by generating a constant cash flow and by not taking too great a risk will positively affect your ability to command them in battle. Each officer will have a personality to contend with and the moment all of them are against you, you may be forced to fight for your life. During the operations, you will have to decide which commanders to place where. Tough choices must sometimes be made. For example, you may be devious enough to place a rebellious officer closer to the action in the hopes that they may be killed. On the other hand, doing so may result in a mutiny in a critical area. Between missions you may simply choose to cashier
 troublemakers, buying out their contracts in the hopes that better qualified and loyal freelancers are available for hire. 

As a game with strong replayability, Legionnaire will provide the player with the opportunity to build a mercenary company from scratch, with their own identity and complement. The player can then continue to play in the Center Arm universe, accepting contracts and developing their own company. As in the story-game, their company operates in a constantly changing political environment that they can effect through their success or failure in battle. When creating a company, a player would be given a wide range of options to help form an identity for them. Including user-construction elements such as these is a powerful way to keep the player returning to the game. 

Eventually, it is hoped that this environment would lend itself well to a multiplayer, on-line format. The aspect of a player controlling a mercenary force that would change throughout time and be developed through the player’s decisions and the environment should be a powerful attraction on-line. In a Legionnaire On-Line game, the universe of the Center Arm would be persistent. The universe of the Center Arm would have close to 100 worlds offering contracts any given time. A player joining Legionnaire On-Line would form a mercenary company and then be tasked to build it up by completing contracts, conducting deals and fighting battles. Other players on-line would be doing the same simultaneously, often accepting contracts that would pit them against other players or in support of other players. As a persistent universe, the results of battles would determine a solar system’s political alignment, attitude toward certain players and access to needed resources. A player might help conquer a planetary system one day, but then find after logging on later in the week that another player has undone their work. By competing for contracts and through battle, players could forge their own histories and reputations in a competitive and cooperative environment with other players. This social environment and the attraction of continuing to build a company beyond the single-player experience would have a tremendous effect on replayability.

What this game hopes to accomplish is to portray an exotic and interesting culture of mercenary life in a futuristic setting that the player can return to again and again. As an action/strategy game, Legionnaires should offer the player a distinctly new combat environment. As a strategy game, the situations confronting the player on the battlefield and between operations should satisfy fans of wargames and of resource management. As a story, Legionnaires should capture the player’s imagination within a rich, believable and powerful tapestry of events and characters. Overall, the style should be unique and memorable.

1.3. Elements of the Game

There are five components to Legionnaires: Action / Simulation, Strategy, Management, Role-playing and Creation. 

These elements can be summarized in this chart.

	Game Element
	Description
	Application in the game
	
	

	Action / Simulation
	Real-time 3D combat engine. Squad based tactical combat. Vehicle simulation.
	Main source of game-play. Everything is built around this. Player must complete operations to get anywhere in the story.
	
	

	Strategy
	Battlefield strategy: Player positions troops and units during battles. Decides where in galaxy to send the Company and which contracts to accept.
	Battlefield strategy develops in real-time during the operation. Galactic scale decisions occur between operations.
	
	

	Management
	Player makes decisions on the Company’s development, in personnel, equipment, economics and technology.
	Resource building sessions between operations. 
	
	

	Role-playing
	The player takes part in an adventure story set against galactic events. Decisions the player makes affect the existing operation or the overall strategic environment in which the Company operates.
	3D cut-scenes, dialogues, personal missions, communiques. A branching story.
	
	

	Creation
	Player is allowed opportunities to create an identity for their character or company.
	Player can choose uniform colours or ‘skins’; name their characters and units.
	
	


As the captain of the brigade, you are personally involved in the grand strategy and the ground zero tactical decisions that will bring victory or destruction to your people. Every decision you make has consequences not only for friends and family who carry out your tasks but for yourself too, should you become swept up in the action. You keep one eye on the overall progress of the battle and the other eye on the hostile environment around you as you charge, fly or crawl from one hotzone to another, issuing commands and engaging in firefights. 

Action / Simulation
The heart of Legionnaires is an exhilarating real-time combat engine that places the player in the center of an exciting and deadly firefight. Using a third-person perspective, players will drop from a variety of air and land craft into a swirling battlefield populated by dozens of active combatants. You will be able to personally control air cavalry, artillery, assault armour and transports.  Legionnaires will combine the excitement and speed of the attack scene in “Apocalypse Now” with the exciting action of “Aliens” and Masume Shirow’s graphic novel “Appleseed”. The player will be immersed in intense, visceral combat against the backdrop of a larger battle. The horizon will burn; smoke will layer the skies, towers will fall; massive explosions will throw you to the ground; energy beams will sizzle the air.

As one of the soldiers, you are equipped with a powered suit and a variety of weapons with which to attack and defend. As you charge into combat you will feel part of a much larger operation as lasers flash around you, buildings explode and vehicles hurtle through the sky and grind over rubble. You will be ambushed, pursued, blocked, flanked and sometimes outwitted by a host of intelligent enemies who want to survive and win as much as you do. Following your example, squads will maintain formations, shoot at assigned targets, cover your back, charge and retreat. If pushed too hard, however, they may head for cover, scream, go berserk, run away, or surrender. 

Strategy
Even as you make your way through the fight, you must keep an eye on the overall operation through a battle management display. Issue orders, assign objectives, and way-points. Call in air support. Chart out perimeters. Map out zones of control. Or, you may want to travel to the critical areas yourself to take personal command. You must balance the time you spend strategizing and the time you spend on the ground. You cannot afford to sit back and let others do the fighting for you in this fluid environment. 

Management

After the battle, you will be doctor, quartermaster, mechanic, paymaster, trader and explorer all in one. You will bury and reassign personnel, minister to the wounded and bury the dead. Every loss is irreplaceable so husband your troops well. You will reallocate resources, weapons, ammunition and loot. Upgrade hardware and software. Train your people. You will fix what can be fixed and recycle the rest. Your next battle could be in weeks or could be tomorrow.

Role-playing
Each mission will have a meaningful goal that takes the player farther and farther into a mysterious conspiracy in which the mercenary company is an unwilling pawn. Behind each contract are employers with questionable motives. Contracts can become traps. Obligations become chains that force your company to choose sides. As the campaign twists and turns through unknown territory, your own officers begin to challenge your decisions. Malcontents can become traitors. Friends become less sure. As the conflict becomes more defined, one thing is clear: a mercenary company far from home has few friends…

Creation
The players will be afforded opportunities to create an identity for themselves within the game. By giving them options to choose their own names, uniforms, skins or colours for their units, insignia, even company motto, it enforces their attachment to the game. 

2. Look and Feel of the Game
2.1. Summary:  
Legionnaires will be a simulation-quality, fast-paced, 3D-action/strategy game with an emphasis on a battlefield experience and smooth game-play. All screens are meant to be game-play functional first but with decent graphics and an exotic flavour. The feeling that Legionnaires means to convey is one of visceral combat set against a backdrop of immense scale. Even though the player personally is engaged in combat against a few detailed enemies, they know from other screens and from background effects that they are part of a larger battle. 
Legionnaires will have two scaleable 3D views: a personal combat view that is a head-height third-person rear view; and a wider scale overhead tactical view within which the player can control a squad of soldiers. In addition, there will be a 3D battlefield command map in which the player guides units and formations to their objectives. The out-of-game graphics will include 2D load/save/options screens; 3D real-time cut-scenes that will make use of the personal combat view format; a 2D company management utility screen where the player makes economic and personnel decisions; and 3D rotate-able star map where the player can make navigation decisions. 

It is important that all the graphics in the game are functional. A pretty game that is slow or unwieldy will not be a complete experience for the gamer. Thus, when there is a decision to be made between optimizing for game play and including more complex graphics, game play will win out. The game player will always make allowances based upon how fun a game is. A player’s imagination is as powerful as satisfying technological requirements. 

2.2. Style:
One of the great distinguishing factors of this game should be the style. This is not a Mech game. There will be no walking robots. Instead, the infantry will be in battle-suits that are only a little larger than the soldiers. Although the style of combat approximates WWII, the weaponry should be exotic but believable. Infantry’s primary weapon will be a “lance”, a long fusion beam weapon that doubles as a melee weapon. This is to give the soldiers a medieval feel. This provides a nice tie-in to the mercenary culture this game is trying to portray, as mercenaries were very prevalent during the late medieval / early renaissance age. The mercenaries in this game rely upon speed and mobility rather than raw power. In aid of this, the mercenary’s primary transport will be dropships, which approximate powerful troop assault helicopters as in the movie “Aliens”. The game play using the dropships would be close to a simulation of a Vietnam-theatre air cavalry unit. The player’s skill at maneuvering a dropship close enough to extract or insert units would be key in winning an area. 

The form of combat in this universe centers on flexible, empowered infantry. Armour, air, artillery and space units support efforts to place infantry in strategic positions. Infantry can hold ground, take ground and go where many units cannot. Infantry frequently control other units, not the other way around. For example, many support units are remotely controlled by nearby soldiers. An armoured weapons platform is not a manned tank. Rather, it is a compact, remotely controlled mobile gun that is attached to a squad of infantry. This concentrates the game play on the soldier, rather than on controlling machines. The reason for this is a doctrine that believes that large units like tanks or artillery are extremely vulnerable to infantry when involved in a fluid, close quarters fight, especially in urban warfare. By converting tanks and other support units to unmanned, remotely controlled units, it will cut down on their size (and target profile) and risk for personnel, as they will no longer be crewed. In this universe, skilled people are more important than machines, which can be replaced with money. 

An effort to distinguish the civilization in which the mercenaries operate will be made. Gamers are tired of seeing the same look for every science fiction theme that is made into a game. 

This game will use references from many cultures including a heavy Islamic influence. One of the major players in this universe will be the Othmani Empire, which approximates the Ottoman Empire. The architecture should be strange but functional. The game should try and portray human civilization in the future as if the various world cultures had prospered and gone to the stars. The cultures of the Elder Races should also be different from what is usually seen in TV or Film aliens. Useful references would be David Lynch’s film “Dune”, “The Star Wars Trilogy”, and Heavy Metal magazine. This is a heroic game that is not dark or cynical. No H.R.Giger influences allowed! (see Historical Background)

2.3. Personal Combat View

This is the view the player will see the most. It has two camera positions that the player can toggle between. 

The Squad View, is an overhead, behind view that is far enough back that the player can see themselves, their peripheral view and their squad or close enemies within a 100 meter distance. This is like a “Tomb Raider” view but twice as large. The player would use this view to order their soldiers into tactical positions, to get an idea of the immediate surroundings, and to navigate when running. The camera will always be flying in the same position. When in danger of clipping, the camera will either be pushed to the side away from the object or will rise to an almost overhead view. 

In the Personal View, the camera is directly behind the player at head-height so that most of the player’s upper body is visible. The player would use this view to aim and fire at enemies, to get a close look at an object or environment, work a control or equipment, or to engage in close combat. When the player aims at something, a cross hair appears, as in “Goldeneye”. When aiming, the player can also stop and pan the camera around to see above or below as well as around.

2.4. Flying View
The flying view exists whenever the player is riding or flying a vehicle. In this view the camera is about 100 meters above and behind the vehicle and angled downwards. This view gives the player a view of the ground so that they can land or attack ground targets. The distance of the camera is away from the vehicle should be adjustable. Later in the game, as the battles become larger, the vehicle view will be highly important as the player will probably be flying from point to point in the battle to ‘fight fires’ or to provide timely air support. A comparison to this view would be EA’s “Nuclear Strike”. The style that this part of the game is meant to convey is the dropship sequence in the film “Aliens”.

2.5. Strategic View
This view comes up whenever the player wants to see how the operation is developing as a whole. This view will be a simulated futuristic battle map where the player can query a unit’s status, check messages, give units a goal and a direction and to check a running clock. The map itself would be a simple 3D map showing units, a rough environment including buildings, that can be rotated in 360 degrees. When the map is stopped, the player can use a cursor control to select units or options in the interface. Because it is 3D, the map provides information on elevation and line-of-sight, as well as distance. Units will appear as functional icons that show the unit’s status. This strategic view is not meant to be the main screen for game play. Rather, it is meant to support the player’s own personal actions and to provide a context for the player’s primary game experience in the Combat or Flying View. In other words, the Strategic View is not meant to be another “Command & Conquer”. 

2.6. Cut Scenes
Cut scenes can appear at any time in the game and can be event triggered, time triggered or come between operations (between game play). The cut scenes in Legionnaire will be real-time 3D. This not only avoids costly production time devoted to rendered animated sequences but serves to not break out of the environment the player is living in. This same strategy was followed successfully by Rare’s “Goldeneye”. The camera is controlled by script direction. In addition, at major plot points there will be some pre-rendered cut-scenes that show a major event.  

2.7. Management Screens
Between missions the player will have to manage their company’s business. There will be units to shuffle, personnel to hire or fire, equipment to purchase or sell. These screens will be a combination of 2D iconic, text-based and 3D. The management screen may in fact be a 3D “office” located in the player’s home base, wherever that might be. To get to certain sections, the player may have to get up from their desk and walk to different offices and speak to adjutants
 or staff officers. These officers would begin briefing the player with a summary, and then the 2D iconic interface would be overlaid on the 3D background. 

The 2D interface will be easy to use, as this part of the game becomes more of an application than a game. The emphasis will be on utility so the player can concentrate on making decisions, rather than on arranging information. The only 3D portion of this is likely to be in an equipment examination screen where the player decides whether or not to purchase, upgrade or sell a particular piece of hardware. 

2.8. Briefing Screen
Before an operation, the player must first have a look at the theatre of operations and determine which troops to send where at the outset of the battle. This will occur in a 3D virtual briefing room where all the player’s trusted advisors would be. The chief of staff might deliver a summary of the operation as in the briefing sequences in Lucasart’s “X-Wing” or “Tie Fighter”.  Then a 2D screen would be overlaid on this. The 2D would be an iconic interface intended to help the player manage information about units, weapons load-outs and other data. This would be set around the familiar Strategic View window where they can look at a 3D map of the area. Here they would place their units’ starting points and chart a movement path for them. They will also see the last reported positions of their likely opponents, special units (such as anti-air or heavy armour).  Where the enemy unit’s condition, strength, identity or complement is unknown, the player might just see a floating question mark. As this would be the beginning of the operation, the information they receive on the area may be spotty or untrue. Perhaps the employers for this particular mission have not been totally diligent or even devious in providing or not providing certain pieces of information. In this case, some parts of the map may not be complete.  Occasionally, an attending officer might stand up and make an observation or voice an objection. 

3. Sample Operation Script

Opening Cut Scene

1. Image: Space…Lovely nebulas

2. Overlay Text:_________ Galaxy. GC 103562. The Warring Systems Period. Blah blah blah… history of the universe … blah blah blah… your assignment is to destroy and kill … blah blah blah

Mission 1

4. You are the second in command of the Ithaca Company, a veteran but small mercenary company out of the Ithaca system, part of a network of outlying systems loosely governed by the Hansiddi League of Traders. The Ithaca company is typical of the human mercenary groups, numbering around 500 with an assortment of vehicles, armaments that would enable the brigade to take on most any job. 

5. The Ithaca Company has been in trouble for the past few missions. The alliances and competing states have begun to harden. More and more mercenaries have been forced to become regulars, loyal to only one employer. Contracts to freebooters are now rare, so the Ithaca Company has been forced to take contracts that have been small or risky. This first mission is one of the latter. 

6. [Cutscene 1] At the beginning of the mission, you attend a briefing held by your father, Captain Izrah [last name player choice]. He has been in negotiations for a big contract but has been secretive. At this briefing he announces that the Ithaca Company will be entering a new era, one that begins with an ambitious contract from an employer he cannot name until later. You press him for information but he cannot tell you anything but the mission details.

7. [Mission Briefing Screen] The company has been contracted to take part in an invasion from space of a moon-based city, whose name is not known at this time. The company must land on the outskirts of the city and seize a spaceport and hold it until reinforcements from the unnamed employer arrive. The opposition is expected to be only garrison troops with light defenses. Since it will be a surprise, the fighting is not expected to be heavy. That is good, as the company is low on energy, ammunition and personnel. 

8. Your father is in command of the entire operation but your part will be controlling the air cavalry and deployment of units to their assigned positions. This will ensure you know how to navigate on a battlefield and which units are useful for what tasks. 

9. [Cutscene 2] After the briefing breaks up, you are approached by some of the other commanders. They are troubled by the secrecy of the operation and also by your father’s behaviour, which has been mysterious. Through this conversation you discover what each commander is good for, what their character is like and their motives. These commanders will become your prime advisors once you take command. At the end of the cutscene, you agree to approach your father after the battle for an explanation.

10. [Cutscene 3] Your troopships warp into space above a planet. As dropships are disgorged from the bellies of the ship, the scene below on the planet is one of a massive battle already underway. Even as the brigade’s dropships begin to enter the atmosphere, your transports are attacked and destroyed by space fighters. This is bad.

11. [Dropship third person view] You are just entering atmosphere along with a dozen other dropships. Your one dropship holds two armoured units, a fire support unit (artillery), and a squad (10) of mechanized infantry. You are aiming at a designated landing zone across a desert ten kms away. Indicators on your screen point you toward your objective. You fly the dropship on a set flight path toward the target but energy beams are searching you out. A communications screen opens up in a corner. It is one of the commanders you spoke with before. You hear noisy alarms. 

12. JasVejanim: “Our dropships are being destroyed! There is heavy anti-air resistance!”

13. Your father breaks in. Iz-Rah: “Head toward your objectives. Use counter-measures and take evasive action!” Communications goes off. 

14. As you fly, enemy air-defense units (surface fighters) come straight at you. Your drop ship is armed with missiles, lasers, and miniguns. You can take them out. Also, missile bases are attempting to lock on you. You are warned whenever one has locked on you and you must use counter-measures (chaff / flares) and throw your dropship into crazy maneuvers to get loose. Your dropship is also armoured and can take many hits. However, others in your flight group are not so lucky and are being taken out. 

15. In your command screen, you can order the other units to follow your example. If you then fly nap of the earth, your flight group will be less vulnerable to AA fire, but the surface fighters must still be dealt with. In this first operation, however, you are in charge of only one dropship and must make do. 

16. Once you get within sight of the space port, another communication from a different commander comes in. 

17. Zahran: “Enemy identified! They’re Othmani regulars! Repeat! Othmani Imperial Troops!”

18. JasVejanim: “What? We’re fighting against the Empire?”

19. Iz-Rah: “No communication! Look to your soldiers, dammit! Next person to violate com-silence will be arrested!”

20. You continue flying until you reach your objective, a hill overlooking the spaceport. On that hill you are prompted to drop the Fire Support team, which is a squad of troopers who work an artillery piece. You also have the option of unloading some or all of the others. You will have to do that anyway as the commander of the Fire Support Team contacts you.

21. Commander Fire Support: “Sir! Imperial Guard approaching from the East!” 

22. The Fire Support Team is vulnerable to assault so you must drop off the two tanks and the rest of the troopers. If you fail to do this, the Imperial troops will swarm over the artillery. The artillery is there to take out more of the space port defenses and, if lost, the mission could be over. This is your first lesson in ‘combined arms’.

23. Once you drop off the troopers, they will take up a default formation. You must direct them to form another formation more suitable to protecting the Fire Support Team. The armoured team (a more heavily armoured trooper with a big gun), can attack the Imperial Guard from farther away. 

24.  The Imperial Guard are troopers with better range than yours, more armour, morale and speed. But you have a force complement that has advantages over a group of troopers, however strong they are. With your artillery, you can shatter the cohesiveness of their ranks with air bursts or high explosive (HE). Even special anti-personnel smart submunitions
 will seek out troopers. But all the while you have a clock ticking that determines how long you have to destroy all the space defenses with that artillery.

25. The armoured unit you can use to stand off on the flanks of your troopers and strike the approaching Guard formation from farther away. They are equipped with shock cannon that can drive an armoured trooper to the ground as well as long range particle beams. Another variant of armour has mostly missiles and rockets. 

26. Your normal troops are the bread and butter of your forces. Because you have more troopers than any other type of personnel, you might be tempted to throw them into a battle. But your specialist troops have to come up through the ranks, so wasting your troopers is a bad idea in the long run. Also, because they are more mobile than any other ground units, they are the best at taking ground and fighting close. 

27. If you have formed your troops correctly, you should be able to leave them and transport other units to their objectives as needed or even reinforce your little squad here. You may want to guarantee the result here by using your dropship as a ground attack craft, hovering and sending rockets into the Guard attack. Your dropship is valuable, however, and must not be damaged any further in a role for which it was not designed. 

28. You also have the option of assigning your dropship to its own defense and dropping from it yourself to join in the battle. Joining the squad personally will raise everyone’s morale meter, which aids in the performance calculations in all other factors as well. However, you take the chance of becoming hit yourself as you are just another trooper. If you die, the game is over. If you decide the fire is too thick for you, go back to the dropship and command from above. But you still must watch out for anti-air fire from the Guard, who are equipped with shoulder-launched missiles and can hit you with their lances. 

29. You have the same armament as your troopers: a lance that fires a fusion beam and doubles as a melee weapon, and a medium-range kinetic
 cannon or a personal missile pack. When the enemy closes, you can also throw grenades or fire a laser pistol. The view you have is over the shoulder just above head height. This gives you an effective view of where you are aiming and also of your immediate peripheral surroundings. You can also pull back your view so that you can see any of your units within 100 metres. Using that view, you can order them to take up positions or select specific targets. 

30. Since your troops are relatively lightly armoured (none can take the full hit of a fusion beam and kinetic weapons can cause major damage), they are likely hunkered down against any rise in the ground they can find unless you make them move. As the firefight rages, some of them may be hit. When wounded, they will cry out and try to crawl or limp to the rear of the action. Their battle-suits are equipped with drugs that can temporarily treat their wounds automatically but this is only a short-term situation. If they are truly debilitated, they will lie where they are and scream until attended to or evacuated. You are probably equipped with a medikpack, which can bandage wounds or provide painkillers to at least stop them from screaming so much. If dead, their undamaged equipment may be looted. 

31. Your troops’ battle-suits are also equipped with jet boosters. These boosters fit the role of parachutes when you drop your troopers from your dropship but are also good for powerful, short-duration ‘hops’. These boosts can get a soldier to the top of a three-story building or help them cross a small ravine but are not intended for long-term use. You may use your boosters to quickly help you gain a height advantage in a fight or for scouting purposes. A good tactic is to boost above an enemy and fire down on them from above. But this also exposes you to fire.  

32. The ebb and flow of the battle may cause your squad’s morale to rise or fall. Your personal presence raises morale, but each casualty or setback lowers the morale of those in the immediate vicinity. The amount of enemy arrayed against your units also affects morale, as does the lack of cover or elevation in relation to those firing on you. When morale reaches a break point, your troops stop listening to commands and may run, charge or do stupid things. How much morale your troops have to begin with has to do with their level of experience, pay, health and their attitude toward you as a commander. If you stand and fight, those others around you will likely rally.  If you run, they may break. If you charge, they will take heart and follow you into the enemy. In all these matters, human nature will always prevail over training in cases where you ask too much of your troops. You will know when your soldiers are ready to break by their frequency of their complaints and cowardly comments. 

33. In the battle, you yourself can significantly affect the course of events by your personal actions. If you destroy the enemy squad’s leader, your enemies will be disorganized. You may lay ambushes, handpick certain soldiers to hold positions. You may indicate a special target by firing a marking round, in which case they will expend all their efforts to see it destroyed. You can call in your dropship to make a strafing run or demand a fire support bombardment. You can lead a flanking run around the enemy’s unprotected side. The initiative is yours. 

34. In your first squad battle you should have no trouble with your opponents. The Imperial Guard attacking you are an understrength squad assigned to provide rear security while their brethren defend the city. They are tough but you outnumber them and have more access to resources. This is an opportunity to get used to command and personal combat. Since they are fanatical, they will stubbornly stand and fight even when you turn the tide against them. This gives you an opportunity to experiment with tactics and with the tools you have at your disposal. If you make mistakes and must withdraw, they will only follow a small distance before returning to the Spaceport. However, they will destroy your Fire Support team if you give them the opportunity.

35. If everything goes well, you should have no trouble vanquishing the Imperial defenders. The Guard normally do not allow themselves or their equipment to be taken prisoner and so immolate themselves with small charges. 

36. [Cut scene 4] Your squad gathers briefly amidst the smoking corpses of the Imperial Guard. 

37. A trooper speaks up and a dialog box opens up.

	
	Trooper’s dialogue: Opening remark

“Lieutenant. We didn’t sign up to go up against the Othmanis. This is different. The Empire doesn’t take kindly to anyone messing with their business?”

	
	Player’s dialogue
	Game action

	A.
	“Get a hold of yourself. We beat them, didn’t we?”
	Go to thread A

	B.
	“I didn’t sign up for that, either, trooper. But we’re in this now and we have to finish it.”
	Go to thread B

	C.
	“Shut up and keep your opinions to yourself.”
	Exits the dialog box


	
	 Thread A: Trooper:

“I’m not afraid of tangling with them one-on-one, but we’re going up against the whole bloody Empire. They can crush the entire League with two divisions of their Guard if they wanted to. What about us?”

	
	Player’s dialogue
	Game action

	A.
	“The Captain knows what he’s doing. He wouldn’t risk it all for nothing.”
	Go to thread A2

	B.
	“I hear your concerns but right now we have an objective to reach. The Captain will debrief us all after this is over.”
	Go to thread A3

	C.
	“I’ve heard enough. Now let’s get on with the mission.”
	Exits the dialog box


	
	 Thread B: Trooper:

“I still don’t like this one bit, Lieutenant. Maybe Izra didn’t know we were going up against Imperials?”

	
	Player’s dialogue
	Game action

	A.
	“The Captain has never taken us into a situation where he didn’t know what we were up against. Never!”
	Go to thread B2

	B.
	“Maybe so. But we know now. Let’s finish this and ask questions later.”
	Go to thread B3

	C.
	“I’ve heard enough. Now let’s get on with the mission.”
	Exits the dialog box


	
	 Thread A2: Trooper:

“All right, but we want answers later and they better be good.”

	
	Player’s dialogue
	Game action

	A.
	“Don’t worry. I’ll be asking the same questions.”
	Exist the dialog box


	
	 Thread A3: Trooper:

“All right. Let’s kick ass.”

	
	Player’s dialogue
	Game action

	A.
	“Form up!”
	Exits the dialog box


	
	 Thread B2: Trooper:

“Going against the Empire is one thing. But teaming up with the Tsurani? Are you telling us he meant for that to happen?”

	
	Player’s dialogue
	Game action

	A.
	“All I’m saying is that there’s got to be a reason. But we’re not going to find out until after this is over. Got it?”
	Go to thread B3

	B.
	“I’ve heard enough. Now let’s get on with the mission.”
	Exits the dialog box


	
	 Thread B3: Trooper:

“We’re going to have a lot of questions once this is over.”

	
	Player’s dialogue
	Game action

	A.
	“Fine. Until then, let’s concentrate on the objective.”
	Exits the dialog box


38. After the victory, morale will go up but how much depends on how well you handled the dialog sequence. If you were brusque with your soldiers, they will still have questions unanswered and their respect for you will go down. If you were understanding but firm, you will have concentrated their attention on the task at hand. But if you were too weak in dealing with your subordinates, they will be unsatisfied and unwilling to follow your orders to the letter. 

39. In this case, there is really no right answer as everyone involved is questioning the overall mission, including yourself. But the dialog sequence should give you more of a flavour for the background of the battle. The information you discover here may help you with a decision later.

40. Before you leave the battle scene, an information dialog box pops up. 

41. 
42. This information provides you with an identity for your opponents. Once you progress in the game you will find yourself coming up against some familiar and some not so familiar troops. Remembering how you fared against some opponents will help you in your decisions. For example, if you had fared poorly against the Tawakal 51st you might not seek a contract in the future if you knew the 51st were in the vicinity of the operation. Or, if you had done extremely well, you might seek a confrontation believing you have the advantage over this particular foe. 
43. After you close the dialog box you are back to your standard battlefield game view. By the end of the battle your Fire Support Team should have disposed of most of the defenses of the Spaceport which were threatening an approach. The goal would be 70% of the defenses within a certain time. Even before this is complete you can start your squad toward the Spaceport gate. A navigational marker guides you toward it.
44. Leading up to the gate is a highway. A civilian transport or two retreat as soon as you see them but there is an unidentified hovertank that fires a laser at your squad and then retreats toward the gate. Misha, one of your father’s trusted Lieutenants communicates: “There’s a bridge leading to the gate. They’re going to blow it!”
45. The hovertank is faster than you but it’s concentrating on getting away rather than defending itself. You can fire a marking round at it and then call in your Fire Support to destroy it. Or you may direct your entire squad to blast it with massed firepower. The tank has armour so your small arms fire may not be able to disable it in time. If, however, you had decided to load up in the dropship again, you would have little trouble catching the tank and blasting it with your ground attack weaponry. But the reason why you are approaching on foot is to avoid the still considerable air defenses of the Spaceport. If you crash in your dropship, your entire squad and yourself could be casualties.  
46.  There is a blockhouse just before the bridge that spans a deep moat surrounding the Spaceport. The hovertank, if it has survived your chase, will stop and an unarmoured crewmember will run out and seek to reach the blockhouse. Again, you can try and shoot down the soldier. The hovertank will now go on the offense. 
47. If you fail to kill the runner, after a few moments the bridge will shatter and fall into the moat. During those few moments you seek to destroy the blockhouse with concentrated firepower, but you may not have enough time or firepower to do that. In any case, the hovertank will seek contact at this time and it is formidable. 
48. Dedicated armoured units like the hovertank are specialized for speed, durability and heavy weapons. In the open, they are to be feared. Their armour is thick and they have heavy anti-laser shields and fogs. Against tanks, your infantry have the advantage of maneuverability, their short-range jets, numbers, and their flexible roles. 
49. Your best bet against the hovertank is not to trade firepower with it. The hovertank is equipped with lasers, a large cannon and dual-purpose air or ground attack missiles. You must keep your infantry in hunkered down positions to occupy the tank frontally while a second force attacks it from above, behind or from the flank. Your armoured units can also keep the tank’s attention because of their more powerful weaponry.
50. One of the best tactics to use personally against the tank is to get close and use your boosters to hop over it and attack down against its weaker top armour. Now is an opportunity to discover which weapons are effective against heavy armour. Fusion beams can damage its weapons, sights and communications. Lasers are effective against sights and communications but your personal lasers are not powerful enough to penetrate armour. Shock cannon is only good for harassing fire. 
51. Your best weapon against the tank is to load an armour-piercing missile and attack its rear, flank or top. Some advanced missiles will automatically fly above the tank and then strike downwards. But early in the game you will have to use what you have. 
52. When moving against the tank you have to dodge, crawl, hop and duck to avoid its powerful weaponry. Your personal shields and fog will be able to deflect its lasers for the most part if you present a constantly moving target. But its main cannon must be avoided at all costs. One hit would tear any trooper apart. 
53. Your squad of 10 troopers and 2 armoured units should be enough to overwhelm the tank using these tactics. An acceptable loss against the tank would be 2 troopers. However, if the tank achieved its goal of distracting you while the bridge was blown, then your objective will prove more difficult to achieve.
54. If the bridge is blown, you will not be able to move your armoured units to your support. Instruct them to board your dropship that you have likely left outside the range of the Spaceport air defenses. Your Fire Support may be left where it is provided they have a list of targets to occupy them. Otherwise, they should also board. At this time you will receive a communique from your father. Izrah: “It’s too bad the bridge is blown. Take your squad and go up on the roof. Take out the air defenses so we can move our dropships in.”
55. With your troopers’ jets, you can easily cross the moat. You’ll be taking harassing fire from small arms, kinetic weapons and weak lasers. You may stop and clear the gate of defenders but that would take time away from your mission.  Cross the moat and then fly up the walls to the lip of the Spaceport roof (3 stories up). 
56. If the bridge isn’t blown, you will receive a congratulatory message from Izrah: “Good work. Leave your armoured units to guard it. Take your squad onto the roof to take out the air defenses. We need to get our dropships into the Spaceport.”
57. Once on the roof, the fire becomes intense as some of the air defense guns are now trained on you. Fortunately, there are lots of towers, trenches and protuberances to take cover behind. The air defenses are grouped together in towers that are protected behind heavy screens from above, but from the roof you can get behind the screens and take them out with heavy demolition charges. 
58. The smaller towers can be dealt with easily providing you haven’t exposed your troopers to too much fire. However, one major cannon (picture the ion cannon in the “Empire Strikes Back”) is heavily protected. The cannon blasts into space every few minutes. If you let it continue firing you will receive a communique from the officer in charge of your space transport, the Hegira: “That was close! Our transport was nearly hit! Hegira, take evasive action!” If you continue to do nothing, the officer will report: “We’ve been hit! We’ve taken damage!” 
59. To successfully assault the main cannon you must take out some or all of its defensive lasers and deal with its lightly armed security troops. These are not Tawakal 51st Guards but are a different assortment altogether. When you come across one of the bodies you’ll get another Information Box.
60. 
61. A trooper will remark: “Semmerling? We’re on Semmerling? It’s nothing but a trading outpost. What’s so important about Semmerling?”

62. Once past the main cannon’s defenses, you can access its outside access port. Once inside, you will be indoors for the first time. The spaces will be constricted, often not allowing more than two abreast at a time. Here, the defense force personnel will be at a more even level and you must guard against ambushes. A navigational marker will direct you to the cannon’s targeting center. Fight your way into that room and deal with its personnel. They will not surrender. For some reason they are defending fanatically. One of them communicates to you. “You humans will regret this!”

63. [Cut scene 4] Your squad runs away from the main cannon building as it begins to be rocked by explosions. It shatters in a huge explosion. The cannon is destroyed.

64. Back to battle view. A message from Izrah. “Good work. All dropships proceed to Spaceport. Secure the Spaceport!”

65. A strange new communication comes in. The face of a Tsurani. “Victory to thee, brothers! Your reward is at hand!”

66. JasVejanim to all officers: “I’m not his brother, the stinking Tsuri pirate!”

67. Izrah: “Lieutenant! That’s enough of that. Take your troops into the Spaceport. We're holding it until relieved!”

68. Then to you, Izrah communicates again: “I have a special job for you. Take your squad to the following marker. There’s a ship there. Take it and hold it at all costs. The others will come to your position. Good luck. You’ve made me very proud of you.”

69. The navigational marker leads you over the roof and toward a huge circular port in the roof. This is where ships egress. Defensive fire will be sporadic at best. At this point, without major mistakes, you should still have the bulk of your squad available to you. If you have time you can bring your dropship to you and ferry your armoured and Fire Support teams into the port. However, they will not contribute significantly to your mission. 

70. Drop down from the roof and into the port. The port is the size of a football stadium. There will be a variety of ships there but it seems deserted. However, once your squad descends, one of the ships, a ground attack plane, rises from a corner and attacks. Bring it down with everything you’ve got. In the enclosed space it will have no room to maneuver and will be vulnerable to all lasers, fusion beams and missiles. 

71. Once the Spaceport itself is clear, the marker points you toward a large tunnel leading off from the main port. More Semmerling Defense personnel defend the tunnel. Again, they should not pose a great threat to your veteran troopers. A large gate is there and opens without difficulty. This reveals a large chamber, a private bay that currently holds a large, strange vessel. 

72. A trooper: “What is that? That’s no ship I’ve ever seen.”

73. Another one: “Is it a new Imperial cruiser?”

74. Another: “It doesn’t look like a warship.”

75. The roof of the bay suddenly begins to open. In flies a squad of Tsurani soldiers. 

76. Tsurani officer: “Mercenaries! This ship is the property of the Tsurani. Your reward is elsewhere! Surrender it!”

77. You have a dialog choice.

	
	 Tawakal Officer:

“Mercenaries! This ship is the property of the Tsurani. Your reward is elsewhere! Surrender it!”

	
	Player’s dialogue
	Game action

	A.
	“We claim spoils! You will not have it!”
	Go to 75.

	B.
	“Let’s talk about it. Lower your weapons!”
	Go to 75.

	C.
	“Ok. Take it.”
	Go to 76.


78. “Your greed has sealed the fate of you and your compatriots!” The Tsuranis open fire. Everyone cuts loose with everything they have. This will be a test of all your personal combat skills. The Tsurani are large, scary looking creatures with spikes all over. They look they’ve been bred to be mean. Their four arms can hold a variety of attachments that are more than likely weapons. They also have wings and are most comfortable in the air. Nature combined maneuverability with bodies that can take a lot of punishment. Since their bodies are light and non-power assisted, they can only carry lasers but can carry a lot of them. Your first task is to knock them out of the air, which is their environment. Use a combination of shock cannon and missiles to do this. Once on the ground, your best bet is not to trade fire with them (as they will carve you with as many as four lasers each) but to close with them and burn them with your fusion lances. Your lances also act as melee weapons, generating a cutting beam. The Tsurani are unafraid of fighting hand to claw and will knock a soldier down and disembowel them with their sharp claws.
79. [Death Cut scene] You lower your arms for a moment. A shadow of the Tsurani covers you and suddenly a laser cuts into your head. You fall. Dead.
80.  More Tsurani fly in and join the battle. You are in danger of being overwhelmed. All you can think of at this point is your own survival. 
81. If you last more than three minutes an Ithaca dropship will appear and lend its heavy firepower to the struggle. Ithaca troopers spill out of it. This will tip the scales in your favour. 
82. Izrah: “Hold on! The rest are on their way!” Then in a broadcast. “All units converge on this location. The Tsurani have turned on us! Repeat! The Tsurani are our enemies!”
83. You fight on for a few more minutes. When it seems that everything is assured, you hear your father scream. 
84. [Cut Scene 4] A Tsurani is poised above Izrah. You drop to your knee and blast the Tsurani with your lance. Then the survivors of the battle gather around Izrah. Izrah is dying. 
85. Izrah: “…I’m proud … the battle is won … Take the ship. Take the ship. It’s important. For all of us…. Find out .. Find out where it’s been … You’re in command, now … The Company is yours. Get them out of here. Get them away from the Tsurani…”
86. You: “Father!”
87. Izrah: “…Your mother would have been proud of you…!”
88. He dies. The others droop, their weapons pointed at the floor. You shake with grief. A sergeant Gerhard comes out of the group to face you. 
89. Gerhard: “What are your orders, Captain?”
90. You: “Captain?”
91. Gerhard: “With all respect, sir, your father is dead. What are our orders?” 
92. Pause. Then: “You heard my father. All units to the ship. We’re withdrawing and we’re using this ship!”
93. End Cut Scene.
94. In the final phase of your operation, you suddenly are in control of all the forces arrayed about the Spaceport. Your task is to get all of them to the strange Craft. All of them are in the process of disengaging from their separate firefights but the enemy, Othmanis and also Tsuranis, are closing in the Spaceport. Get as many of your units out as you can. Some units may be fighting rearguard actions so you must weigh your losses against the risk that all may be caught. Your goal for this phase is to get at least 70% of your units into the spacecraft within a certain time. After you achieve that, you can choose to hold on until more of your units are in the spacecraft or you can take off, abandoning those left to their fate. 
95. There is also a secondary task here. One squad under the command of JasVejanim, the outspoken Lieutenant, is trapped on a hill-top under assault from Tsuranis. Only you can evacuate the squad with a dropship, but JasVejanim is defiant of your new command. You may choose to strand JasVejanim.  While this removes an important rival from your command structure, you also lose important units and lower your respect level. 
96. At the beginning of this phase you receive a communication.
97. Gerhard: “Captain, the ship looks serviceable. I don’t know where it’s been but it’s been through a lot. We can get it off the ground and hopefully superluminal. What are your orders?”
	
	 Gerhard:

“Captain, the ship looks serviceable. I don’t know where it’s been but it’s been through a lot. We can get it off the ground and hopefully superluminal. What are your orders?”

	
	Player’s dialogue
	Game action

	A.
	“Prep it for launch. I’m on my way.”
	Go to 96.

	B.
	“Prep it for launch but keep it on the ground until I say so!”
	Go to 97.


98. You immediately return to the Spaceport and take off with the ship and those units who are in the vicinity. All others are stranded. If you have less than 70% of your units on board, you lose the mission. Go to 98. If you have 70% or more, you’ve completed your first operation. Go to 99.
99. The ship will stay where it is until you return, even if it is in danger of being overwhelmed by your enemies. Now, you have to ferry everyone to safety using your dropship if they lack their own. Go to 100.
100. [Defeat Cut-Scene 2] A small shuttlecraft drifts against the blackness of space. Text scroll. “Congratulations. You’ve brought ruin and defeat down upon your proud Company. A cabal of officers opposed to your command has succeeded in taking control. You have been deposed. As punishment, you’ve been exiled in a one-man shuttle, left to travel the space between the star systems. Alone.” Fade out.
101. [First Operation Victory Cut-Scene] Your newly found vessel explodes out from the Spaceport as a battle rages below. The survivors cheer their escape as the vessel rises quickly above the devastated city. Suddenly, an awesome explosion pierces the center of the city and grows into a cataclysmic dome of fire. The city has been wiped out. The cheers are cut off by the doomsday roar of the disaster. Fade to white. Cut to the vessel entering space. A mushroom shaped cloud is spreading on the surface below. Gerhard: “By the stars, sir! They wiped out Semmerling! It’s gone! Everything! Everyone!” End the Semmerling operation.
102. Evacuating all the troops takes some tricky flying and some judicious decisions. Your dropship is vulnerable to fire and can’t take much damage. But you must move quickly to pluck units out from the battles threatening to engulf them. Fly close to the ground and then hover or land so that your troops can get aboard. You may have to abandon Fire Support Teams that can’t move on their own unless you have the time to pick them up. 
103. Halfway through the time limit, your space transport gets off this communication before they are destroyed. 
104. “This is the Hegira! There’s a major battle up here! Imperial cruisers and Tsurani raiders are all around us! We’re taking hits! Abandon ship! Repeat, abandon ---!” This is followed by a dialog that tells you that you’ve lost the transport Hegira. There is no avoiding this. 
105. You will also receive a communication from JasVejanim. “Damn it all, [User name], god save us if we have to live with your father’s decisions! After this is over there’ll be a reckoning but right now I need my people evacuated! Now!”
106. A navigation marker appears showing the way to JasVejanim’ beleaguered unit. You may choose to ignore it but your respect level will go up if you rescue him and his squad.
107. To pick units you must fly close to them, signal a pick up and slow down. Infantry will use their jump jets to board the dropship. However, to pick up heavy units such as artillery and armoured units, you must land. Tanks will fly into the dropship, providing you have space. Artillery will roll aboard but at a much slower pace. 
108. Special characters such as JasVejanim will have a special marker hanging over them to identify them. Other officers or elite personnel will be coloured differently. Officers will always be the last to evacuate unless specifically ordered to board first. If JasVejanim’s squad is under extreme pressure, you may have to save him and leave the others. Ideally, the proper way to evacuate a unit under attack is to fly in under escort from another dropship or a dedicated air support unit. 
109. Once JasVejanim and his soldiers are aboard, you will have partly completed the mission. All that is left is to get as many of your Company on board the vessel as possible before evacuating. 
110. If any enemy units enter the bay that holds your vessel, you must deploy units to drive them off. You can only take off once the bay is clear. Ideally, you will have established a defensive perimeter farther out from the bay protecting it while you ferry in evacuees. Once you’ve made the decision to leave, draw in your defenders, get them aboard, and then take off. If you wait too long, the fight for the Spaceport may prevent you from taking off. After the time limit is reached, you will have lost. Go to defeat screen. 
111. Management Stage
After you complete the mission (successfully) you appear in a room that serves as your office. It looks like a barracks and has a desk and some kind of personal computer. A debriefing screen expands from the personal computer. This screen shows you your beginning complement as compared to your losses. 


Once you close that, you get another screen - a short summary stating the result of your operation. Here, it will be:


112. What this information gives you is a sense of the consequences of your operation. Aside from completing your mission, your soldiers have gained experience but your losses were heavy in both personnel and in equipment (materiel) lost. While this result has a material impact upon your own operations, it is in the area of your reputation and political context that has the most consequences. The damage your operation caused (directly or indirectly) has given you a notorious reputation. Employers seeking a low intensity, surgical operation will likely avoid you in the future. The greater measure for what this means to your employment possibilities is the fact that you have no chance of working for three powers who consider you an outlaw. Worse, the Semmerling believe you are responsible for the destruction of their city and the countless casualties. 
113. Once you close this screen a hologram of a news anchor appears in a corner of the room. The news for today is:
“The Trading City of Semmerling has been utterly destroyed in an attack by the Tsurani and an unidentified force of Terran mercenaries. A peacekeeping force of Othmani Imperial Guard who were asked by the Semmerling to defend the city claim that the Tsurani and human soldiers committed genocide in a failed attempt to capture the city. Losses are said to be extreme. A statement by the Othmani Legate to the Arm Council condemns the Tsurani actions and calls for the banning of human mercenaries everywhere. To begin the task of rebuilding, the Othmani have placed Semmerling under their protection. The Tsurani have not commented.”

A second story with a different ‘anchor’ appears.

“Captain Elia Denard of 1er Regiment Glorieux has spoken out for Terran mercenaries everywhere in condemning the actions of the unidentified mercenary force who participated in the genocide at Semmerling. Denard said that if the ‘pirates’ proved to be human mercenaries, that it would be the duty of all in the Noble Profession to hunt down and bring to justice those responsible.” A picture of Denard and the insignia of the 1er (la premiere) Regiment Glorieux appears before the end of the story. He quotes: “We can expect such savagery from the Tsurani, who think nothing of murdering civilians. But we of the Noble Profession have respect for the Law of the Worlds, of which we are signatories, and will not tolerate outlawry of this nature. We will find any and all of those responsible for this outrage and see that they are punished without mercy.”

You can choose to repeat these news items or discard them. 

114. On your desk is a portable computer
Warfare in the Center Arm

With the addition of the space-based theatre, warfare in the mercenary sphere consists of short, regimental level land battles over key locations and limited objectives. Only rarely do battles take more than a week to fight and in those cases only as part of larger operations fought by regular forces. Total warfare against civilian population centers or any operation causing extreme, long-term damage to one’s opponents is rare. Rather, warfare is limited to hitting military targets designed to bring an enemy to terms. In that scope, mercenary forces are ideal. 

Mercenary forces are hired by the potentates and oligarchies of the Arm because they are readily available, professional, and represent an outside force without a stake in internal politics. Mercenaries can be hired as needed, and released once the need for them has passed. Finally, whatever losses the mercenary force incurs in the operation is their own concern and does not hold the same consequence as having thousands of your own people dying in a war. 

Before the arrival of the Terran brigades, ground combat with infantry was a lost art in the Center Arm. The cultures of the Arm concentrated on navies and on automated systems, as it was thought that ground combat required a level of barbarism that most societies were unable to cope with. The existing forces of the Arm, then, were shocked when the small companies of humans suddenly seizing marginal worlds in a dozen territories proved to be ferocious fighters. The Terran brigades simply ignored the navies arrayed in space, awaiting honourable combat, and instead launched lightning assaults against enemy cities, industrial centers and political capitals. Unable to pry the humans away from critical positions with their weak ground forces and unwilling to turn space-based weapons against their own cities, the dominions of the Center Arm were forced to acknowledge the human right to the few worlds they had colonized. By doing so, they had also acknowledged a new form of warfare. 

These mercenary forces proved very useful tools in the political maneuvers 

Table 1Unit Performance Comparison
	Unit Type
	Movement (kmph)
	Range (kms)
	Firepower (300)
	Morale (1-10)
	Energy Needs
	Armour (1-30)
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	Special 

	Civilian
	2k
	0
	0
	1
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	N
	Gets in the way

	Non-powered soldier
	5k
	4k
	10
	?
	0
	1
	N
	An annoyance

	Ithaca Trooper
	50
	8k
	20
	7
	
	10
	Sh
	

	Imperial Guard Trooper
	70
	10k
	30
	9
	
	12
	Sh
	Elite and tough. Will not surrender under most circumstances

	Ithaca Armour
	120
	18k
	50
	8
	
	20
	Ss
	

	Ith. Light Fire Support
	20
	20k
	60
	7
	
	8
	N
	2 crew

	Ithaca Heavy Fire Support
	0
	30k
	80
	7
	
	8
	N
	4 crew 

	Dropship
	400
	25k
	70
	7
	
	18
	Ss
	Entry / Reentry vehicle / Transports 30 troopers

	Ground attack ship
	500
	40k
	120
	7
	
	20
	Ss
	2 crew

	Tsurani soldier
	30
	6k
	25
	10
	
	8
	Ss
	Do not take prisoners.

	Tsurani officer
	30
	10k
	30
	10
	
	8
	Ss
	

	Serenasimma Grenadier
	
	
	
	
	
	
	
	

	Semmerling Defense Soldier
	5k
	4k
	12
	4
	
	5
	N
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	Space Transport
	
	
	
	
	
	60
	Ss
	

	Space Destroyer
	
	
	
	
	
	100
	Ss
	


[Defeat Cut Scene] You stand before an Othmani court. A group of Othmani magistrates tower down at you from huge holograms. “Mercenary. Today you have received your just desserts. For crimes against the Empire and its protectorates, you are sentenced to die.” The holograms disappear and a door opens in the dark chamber. A large man with a sword appears. 

NOTES:

Historical Background

· This game is supposed to roughly parallel the period of mercenary combat of the 14th to 16th century in the fractured Italy where city-states fought amongst themselves, the Pope was one of those factions, and the Turks were on the doorstep of Christianity. Most of the historical character of this period will be transposed into a science fiction story set in a galaxy far far away.
· What is great about this time period is that each city-state had its own interests and continually made and broke alliances. Each sought to influence or conquer its neighbours, using force, coercion or skullduggery. Each city-state was ruled by powerful families, strong tyrants, or oligarchies. There was no guiding moral except survival. Even the Popes sallied forth at the head of armies in a bid to gain control of Italy. Other rules outside of Italy took advantage of the situation and constantly meddled in the struggles, adding their own motives and pressures into the mix. Even the Turks saw fit to favour one side over another. 
· Some of the prime characters in this time period were condotierri, or mercenaries who fought for money, titles and power. These mercenaries had a strict code of conduct between themselves but had little scruples as far as employers were concerned. They would switch employers sometimes twice in one day, fighting on one side in the morning, and then on the other side in the afternoon. They would sometimes be contracted by both sides in a conflict; one side might pay the condotierri to ignore certain objectives though not to the point of losing a battle. Sometimes the mercenaries were bought out by a third party to prevent one side from upsetting a balance of power in the region. These are the characters that the player will role-play in the game.
· The rulers of the city states hired condotierri because of their professionalism, their ready arms, and because they represented outsiders who, in theory, had no stake in the internal squabbles of the city and thus could be trusted not to take over. In practice, condotierri often sought to maneuver themselves into more permanent positions of power and many times took control of towns and cities or married into the ruling families. 
· In the historical background, the condotierri had moral codes that governed their behaviour towards each other. Many contemporary observers of this era (such as Machiavelli) claimed that the mercenaries were soft on each other and were only concerned with extorting money from their employers. Some of these codes of conduct, such as ransoming prisoners whenever possible or sometimes allowing opponents to leave the field with all their arms and armour, were indeed designed to maximize profit and ensure longer campaigns. For example, ransoming prisoners and allowing them to leave was necessary as most armies lacked the ability to feed any but their own troops. Keeping prisoners would gain them nothing. At the same time, taking prisoners was necessary to avoid a desperate fight that would otherwise be an easy victory if the loser knew they would receive good terms from the victor. 
· Many fights between the condotierri were vicious and bloody, however. These usually involved grudges between companies or individual officers. If one company had not observed the proper codes of conduct in a previous battle, it might open itself up to a reprisal by its opponent in the next. No holds barred battles might occur between mercenaries and citizen armies. Citizen armies protecting their cities would be outside the codes of conduct and would be fighting of their homes rather than for loot, leading to a more motivated effort. Indeed, condotierri lasted until Napoleon came with his citizen army of French. Napoleon had no patience for truces, negotiations or gentlemanly agreements between mercenary captains. The condotierri were ill-equipped to deal with his form of warfare and were crushed. 
Application of History to the Game

· In Legionairre, your mercenary company operates in a time period where the ‘gentlemanly’ conduct of the mercenaries is changing. Combat has become more desperate. Politics have become vicious. Brinkmanship, rather than real-politik, is the norm. The major ‘cities’ in the sector who were your employers are building up for a major war to the finish. Choosing sides becomes less a decision about money and more about survival. In the war to come, a small mercenary company might be crushed between giants. 
· Increasingly so, the battles your company has been involved in have become heated, terrible struggles where codes of conduct have become to break. Your past friends in other companies are also choosing sides and relations in the mercenary community are strained. Mercy is becoming something of the past. Where previously cities were captured intact, now they are burned, looted, their inhabitants massacred or scattered. 
· Your employers in the past have been anyone who could pay your fees. But now, the major city states have begun to scrutinize your past relationships and are insisting on you maintaining your loyalties, even outside of your contracts. Little by little, your brigade is being whittled away for little profit. Your employers are also becoming less forgiving and more demanding. The times are changing.
· These desperate times have forced your company to take less and less worthy contracts, so that when the opportunity for a big contract is offered, it is taken, regardless of the task. Your first mission in the game is one where the objectives are not quite clear, but the company was forced to take it out of necessity. In fact, even as second in command, you know nothing of the actual agreement, who your employers are, only that your objective is to seize a spaceport on the edge of an unnamed city…
You have found a piece of information.








These soldiers were elements of the 51st Tawakal Imperial Guard.





They were: Elite but unseasoned Infantry.





No other information was found.





You have found a piece of information.








These soldiers were elements of the Semmerling Defense Forces.





They were: 2nd rate security troops.





No other information was found.





Your mission was partially successful.





As a result of this operation you Captured the Semmerling Spaceport and Engaged the enemy.  In this battle, you faced The Tawakal 51st Imperial Guard and elements of the Semmerling Defense Force. 





You suffered heavy losses. 


The morale of the Company is low. 


Your materiel losses were heavy.


Your soldiers have gained much experience. 





Damage to civilian facilities was appalling. 


Civilian casualties were atrocious.


Your reputation after this operation is notorious.





Your actions have caused the following powers to change their attitude toward you.


 The Othmani Empire now considers you an outlaw.


The Tsurani now considers you an outlaw.


The Semmerling now considers you a monster.








Your casualties.





Units / starting complement�
Injured / Damaged�
Killed / Destroyed�
Good to Go�
�
Troopers (300)�
120�
80�
100�
�
Armor (20)�
12�
5�
2�
�
Fire Support (10)�
3�
7�
0�
�
Dropships (10)�
2�
1�
7�
�
Transport (1)�
�
1�
0�
�









� LOS – You can only see and fire on enemy units which are not blocked from view.


� “Fire” in military terms. Applies to officers.


� Assistant officers.


� Submunitions are secondary bomblets or missiles that are released close to the target by a primary delivery vehicle such as a missile or artillery shell. This spreads the damage and decreases the chance that the attack might be deflected. 


� Kinetic weapons fire unguided, unpowered munitions. In other words, a gun.
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