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FOREWORD

The seed of the Terran Trade Authority, and the future over which it presided, actually
began to germinate more than fifty years ago. In 1950s England there was a weekly boys
publication called The Eagle. Part comic, part magazine, it featured a cartoon hero called
Dan Dare, his sidekick Digby and his sleek spacecraft, Anastasia. His space adventures in
pursuit of his nemesis the Mekon and superbly drawn by Frank Hampson, held me spell-
bound. To the 7 year old me, the boundary between fiction and reality blurred as I travelled
with him among the stars.

Each week, the magazine also included a minutely detailed cutaway drawing of some
technological marvel...the steamship Queen Mary, The Empire State Building or the latest
jet aircraft. In one issue, perhaps in editorial desperation, the center spread was a cutaway
of the fictional spacecraft Anastasia. There on the page I could see how the controls oper-
ated, how the engines were constructed, and even where spare helmets were kept. Sud-
denly, the future inhabited by the indomitable Dan Dare stepped across the fantasy/reality
interface and burned a place in my mind forever.

The years passed, the boy grew up and as events would have it, I found myself in
the publishing business. My job was to conceive ideas for books, whip up support and find
authors or artists to turn them into live projects. On one business trip, I had time to kill
at Heathrow airport and wandered around the bookstore. I stopped by a rack of SF paper-
backs, intrigued by the quality and imagination of the cover art. The images pulled me right
back in time. Here were the strange and wonderful craft that Dan Dare might have known
from his identification manual.

If he’d had one.

Throughout the rest of that trip, my mind was full of spectacular ships and distant star
systems. On my return, I traced some of the artists whose work had gripped my imagina-
tion and in talking to them, the first tender shoot of the TTA pushed towards the light. I
began writing the identification manual that should have existed. At first it just detailed the
ships my boyhood hero might have encountered, but I soon realised that they needed a con-
text to explain their existence and, piece by piece, the Terran Trade Authority emerged.

I have always had a magpie mind, attracted indiscriminately by the glitter of ideas
new to me. From technology and astronomy to history and the mechanics of social evolu-
tion. Suddenly these disparate threads drew together in a hypothetical future. It was so
clear in my mind that it was more a case of recording events than inventing them and in
less than two furious months, the book was finished.

The rest, as they say, is history. The success of the first book led to others and with
each title the story of the TTA expanded and flourished. There were four books and eight
spin-off projects including an abortive film script between 1978 and about 1980. Perhaps it
was the speed and intensity with which it took place, perhaps it was just creative burn-out,
perhaps it was marriage, kids and mortgage, but eventually I felt I had no more to say, no
places to go. For whatever reason, I began to feel that the ghosts in that distant boy’s mind
had finally been exorcised. The TTA had acquired a life of its own and didn’t need me
anymore. That was almost 25 years ago.

I had created the TTA for myself, or rather for the small boy waiting excitedly by the
door every Thursday. I really hadn’t thought about the fact that all those books must have
gone somewhere, been read by someone. To my astonishment, I recently learned that the
TTA was not just still alive but that others were willing to nurture and re-invigorate a dream
that had faded from my mind.

It’s a strange sensation to be re-introduced to a child made a stranger by distance and
circumstances. I wasn’t certain how to feel at first but out of the confusion came a sense of
gratitude toward those whose enthusiasm and commitment will carry the TTA forward into
an invigorated future. My thanks to them

...and especially to you. e
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REACHING FOR THE STARS

From the ancient astronomers and astrologers of Egypt and Greece to
the early science of Galileo through to Einstein and Hawking in the 20th
century, humanity has always looked to the stars. Even today, modern
stellar explorers like Gibson, Madden and Tsang continue to delve into
the cosmos. These names along with that of Henri DeVass are household
names, testament to humanity’s fascination with the stars and what lays
beyond known space.

The twenty-second century will be remembered as one of the most
significant periods of human history. Those qualities of direction, pur-
pose and unity which are the essential ingredients for real progress had
gradually been dissipated in a fragmented world. Humanity had become
preoccupied with the minutiae of daily living and men of broader vision
were finding themselves an unheeded minority. Man needed a quest to
fire his imagination and extend his abilities. For a while he found one in
his early attempts to explore the vastness of space, but the exhilaration
was soon replaced by a growing resentment of the massive costs and
minimal returns. Instead of being a springboard to escape a shrinking
world, space became another weapon in mankind’s civil war.
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Paradoxically, the strain of meeting the demands imposed by space
programs and the difficulties of sustaining enthusiasm led to a renewal of
effort, for it was soon realized that real progress could only be made by a
sharing of objectives and the means by which they could be achieved.

True Spaceflight began midway through the 20th century. On Oc-
tober 4th, 1957, the USSR (a federation of states then under communist
rule and dominated by Russia) launched the first object to be put into
orbit around the Earth. The 83 kg Sputnik satellite sparked a “space race”
with the USSR’s greatest rival of the day, the United States of America.

This period of fierce competition between the USA and USSR saw
great leaps in technology and science and ran from the Sputnik launch in
1957 until roughly 1975. Important to both nations for both military and
propaganda reasons, the governments of the day invested huge sums of
money in their space programs attempting to one-up their rival.

On April 12, 1961, the Russians once again beat their American
rivals, this time being the first to send a human being to reach orbit.
Twenty-three days later the Americans followed suit, sending astronaut
Alan Shepherd into space aboard the Freedom 7 missions. Astronaut
John Glenn became the first American to orbit the Earth on February 20,
1962 aboard Friendship 7.

Embarrassed by being second in almost all space attempts, the
Americans finally trumped the USSR by being the first nation to place
a man upon Earth’s moon. After the many Soviet successes, especially
Gagarin’s first manned flight, the American President committed mas-
sive funds to become the first country to land a man on the moon and
safely return him to the Earth.

On July 20th, 1969, the Americans finally got their “first”. American
astronaut Neil Armstrong became the first human in history to set foot on
the moon, or any planetary body other than the Earth for that matter.

The space race also saw other “firsts” although these were less pub-
licized than Sputnik and the moon walk.

In July 1975 the “space race” came to an end as the American and
Soviet governments began to work in a limited cooperation toward
spaceflight and space exploration. The joint Apollo-Soyuz mission was
the first international manned spaceflight. It was designed to test the
compatibility of rendezvous and docking systems for American and So-
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viet spacecraft and to open the way for international space rescue as well
as future joint manned flights.

The pace of an international cooperative effort to space exploration
began to accelerate in the final decade of the 20th century as the old
Soviet Empire crumbled with the fall of communism. The new Russian
federation found itself near bankruptcy but still continued with space re-
search although now as a junior partner to the US and the newly formed
European Union. During these waning years of the 20th and early years
of the 21st centuries new technologies open new doors.

This era saw the construction on the first orbital space stations as
well as the first commercial space flights although these were only flights
into near orbit at this time.

While the twenty-second century will undoubtedly be remembered
as one of the most significant periods of human history, those qualities of
direction, purpose and unity, which are the essential ingredients for real
progress, had gradually dissipated in the fragmented world of the 20th
and early 21st centuries. Humanity had become preoccupied with the mi-
nutiae of daily living and men of broader vision were finding themselves
an unheeded minority. Man needed a quest to fire his imagination and
extend his abilities. While humanity’s early attempts to explore the vast-
ness of space was a good start, the exhilaration was soon replaced by a
growing resentment of the massive costs and minimal returns. Instead of
being a springboard to escape a shrinking world, space became another
weapon in mankind’s civil war.

Paradoxically, the strain of meeting the demands imposed by space
programs and the difficulties of sustaining enthusiasm led to a renewal of
effort, for it was soon realized that real progress could only be made by
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The Terran Trade Authority

a sharing of objectives and the means by which they could be achieved.
This task would have proven impossible were it not for the political will
of mid-21st century nations to come together in a spirit or cooperation
for the betterment of all mankind.

The many conflicts and wars of the early 21st century gave birth to
this new radical school of thought and thus it was, that mankind finally
began the long voyage into space.

The early 21st century was a turbulent time for humanity. A terrorist
attack on two of the world’s tallest buildings in New York City sparked
off a prolonged period of conflict between the United States of America
and much of the less-developed nations of Earth.

On September 11th, 2001, an extremist Islamic terrorist group
known as Al-Qaeda destroyed the World Trade Center in New York City
by flying two hijacked passenger planes into the buildings. The resulting
fires caused the building to collapse with thousands of deaths and even
more injuries. This incident began the long period of minor conflicts be-
tween the United States and several smaller nations—initially Afghani-
stan, Iraq and Syria—that the US accused of sponsoring or harboring
terrorists.

With the collapse of the old Soviet Union a decade earlier, the Unit-
ed States of America had emerged as the world’s only true Super Power.
By 2010, the supposed “War on Terror” had become but an excuse for
an increasingly imperialistic US government to impose its will on other
nations.

This led directly to the 0of 2013. Begun when Taiwan finally declared
independence, this war could be considered World War Three were it not
for the fact that many American allies opted to abandon the superpower
in its push for global dominance.

Having been through two World Wars in the 20th century, and
because of the growing strain on diplomatic relations with the United
States, the European Union opted to stay out of the war. North Korea
did join the conflict on the side of their ally, China. Australia, the Philip-
pines, Indonesia, and South Korea all declared war on China with the
Americans. To make matters worse, both Cuba and Venezuela publicly
voiced their support for the Chinese although they stopped short of join-
ing the Chinese alliance. Venezuela did however cut all trade relations
with the United States. This was critical to the US as it received up to
1/5 of its oil supply from the South American country.
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The Sino-American War was long and brutal. In the end, China
was forced to withdraw from Taiwan and sue for peace. The American
government of the day was controlled primarily by the by a hawkish
group of pro-war individuals and corporations who encouraged the gov-
ernment to push for unrealistic concessions. The cease fire negotiations
dragged on for 9 months during which time the US and allied militaries
pushed further and further into Chinese territory. By the end of 2016, it
was obvious that the US administration would accept nothing less than
unconditional surrender, something the rest of the world knew the Chi-
nese could never accept.

The American public had, by this point, enough of war and pro-war
politicians and within weeks, President Schering was impeached over
an otherwise innocuous corruption scandal. Congress forced his Vice
President into a peace treaty with China, finally officially ending the War
on June 6th, 2017. The military-indutsrial elements in the US govern-
ment lost all hope when they were resoundingly defeated in the next
election and from that point forward, the US strove to restore its image
as the protector of freedom in the world and largely abandoned its neo-
imperial aspirations.

One positive thing to come out of the Sino-American War seems to
be the fact that the nations of the world put an increased value on coop-
eration following the War. Never wanting to see another Super Power
able to force its will on the rest of the world, the United Nations took on
major reforms and sought to truly be a force for freedom and equality in
the world.

By 2050, the United States and China were on friendly terms again
and were actively working together on many fronts including scientific
research and space missions. The European Union too, had a flourishing
space program by this time, in many ways more advanced than that of
the Americans.

In 2053, led by South African President James M’Tombe, the na-
tions of Africa (with the exception of Egypt, Somalia and Kenya united
to form the Pan African Union (Kenya would join 2 years later). This
was followed later by all South American countries uniting under the
MercoSur Confederacy.

By the end of the twenty-first century these major national blocs
were co-operating in an expanding range of projects, thereby avoiding
the wasteful process of duplication and parallel research that had been
previously inevitable.
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The United Nations also started to change about this time as the
myriad of National ambassadors slowly shrank in number as the major
regional blocs began replacing their constituent national ambassadors at
the UN with a single ambassador representing each bloc. This greatly
accelerated diplomatic dealings amongst these nations and many joint
ventures were fast tracked as a result.

In 2090 the World Community Research Council was formed to
manage and co-ordinate these activities, and to allocate funds contrib-
uted by its member nations. The WCRC became the largest research es-
tablishment on Earth, operating a number of major stations such as the
North African Space Research Centre.

Within a short time the investment made in space technology began
to reap dividends. During the early years of the last century extensive
facilities on our moon were established and industrial bases began to
show a return. Most significant were the host of new materials and tech-
niques which provided a basis for a rapid acceleration in the growth of
industrial technology. For example, vacuum mills in free-fall were able
to produce large quantities of valuable new alloys and uni-directional
stress components, many of which were responsible for major advances
in the development of new spacecraft. These, together with the earlier
successes in the field of nuclear engineering, led in turn to the building
of further facilities on Mars.

Another important point had been reached because the creation of
the bases required men to work on their construction and maintenance.
In turn these men required support for the long periods of time they
would be away from Earth, so their families accompanied them. It was
then but a short step to the provision of regular access to and from the
home planet, and though expensive, space travel had become an every-
day reality.

By today’s standards, these early craft appear amusingly primitive
and even dangerous, consisting of little more than a hollow tube with
engines at the back and elementary controls at the front. It is almost in-
conceivable that people could have subjected themselves willingly to the
discomfort and risks that space travel presented at that time. It is impos-
sible to catalogue here all the thousands of individual developments and
discoveries which led to our present skills in astro-engineering, but a few
examples stand out as revolutionary.
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Although the principles of nuclear drive systems had been put into
practice as far back as the late 2080s, the work done by the McKinley
Corporation, who now produce the lon UltraDrive engine, transformed
them into highly efficient and economical power sources, and many of
today’s ships are equipped with engines that are virtually identical to
those introduced in 2087. More important still was the invention of the
Warp Generator by Henri deVass fourteen years later. This device cre-
ates a distortion of distance and time in a way which folds up space.
Point A meets point B and an object at either point can transfer to the
other. When the generator is shut down, space unfolds and the object
has arrived. Journeys that would otherwise take years can be made in a
matter of weeks. Although, in theory the transition can be made almost
instantaneously there are a number of complications which prevent this.
Time is required to build up sufficient power to satisfy the enormous en-
ergy requirements of the generators prior to a jump and also to replenish
reserves afterwards. In addition, ships have to move under conventional
power to and from specified warp zones to avoid the possibility of either
drawing other objects into the jump or of collision when emerging.

|

_FL_F

Despite these limitations the deVass Generator opened the road to

the stars and led to our first contact with an alien intelligence.

In 2136, a manned survey ship made contact with the inhabitants of
Alpha Centauri I, 4.3 light years away, and this meeting led to a happy
and rewarding association. In 2145 the Trade and Technology Exchange
Agreement was signed with the government of Alpha Centauri (Alpha
has been a unified world for hundreds of years before human contact),

;|==J3_|_f=l...ﬁ-.l:

and one of the most important benefits we gained was the acquisition of

L

anti-gravity technologies. These were successfully brought together in
2145 by Dr Hans Berger in his Gravity-Resist Projector, and the form
of spacecraft was transformed overnight. Now ships of very large pro-
portions could safely be landed under most gravitational conditions, the

Colonial III being a good example of this application.

el

Contact with the Alphans accelerated the movement toward a sin-
gle world government as the Alphans were less than enthusiastic about
signing dozens of individual trade agreements with the still fragmented
governments of our world. Making it clear Alpha would deal only with
a single entity, the United Nations appointed the World Trade Authority n mil

A

(which was the successor organization to the World Bank and World
Trade Organization of the late 20th and early 21st centuries) as the sole
representative of all Earth governments in matters of trade and technol-
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ogy exchange. This organizations was later renamed the Terran Trade
Authority in 2142 and the TTA has since grown into one of the most
important and influential organizations on Terra.

The next major influence on spacecraft design was due to more un-
fortunate circumstances. In 2147 one of our survey ships was approach-
ing Proxima Centauri, an inhabited system with which Alpha had a long
history of conflict and antagonism, when it was attacked and destroyed.
Soon afterwards Alpha was subjected to the worst thermonuclear attack
it had ever experienced, this being followed by the destruction of one
of our spaceliners with a full complement of passengers. The Proxima
War had begun. It was to last for twenty years, during which time a wide
range of military ships was produced by all three star systems.

The state of war always accelerates technological development and
the hideous cost in lives and resources was at least to some small degree
offset by the considerable advances made in the field of space travel.
Navigational systems, hull design and materials, power units and com-
munications all reached new levels of sophistication as a result of the
long period of heavy investment and intensive research.

Ships designed during this era feature strongly in this book. Until the
war, space travel was still a fairly limited activity and this was reflected
in the comparatively small number of different types of spacecraft. The
Proxima War bred dozens of new craft, many of which were adapted for
peaceful roles afterwards due to the exigencies of the reconstruction. As
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a result there is now a wide variety of ships to be seen in the spacelanes
and although mainly commercial or military in function, more and more
purpose-built personal transport vessels are making their appearance. In
contrast to these diminutive new members of the spacecraft family are
the gigantic settler ships poised to take humanity further still, to new
worlds light years away.

The accomplishments of the twenty-second century are only the be-
ginning of man’s adventure in space, but for many people, this era with
its setbacks, successes and optimistic gambles will always be the golden
age of spaceflight.

PRELUDE TO WAR

Among the three known sentient, space-faring races, it was the
Alphans who were the first to develop warp technology almost 200 years
ago. Discovered accidentally as a side effect of temporal experiments,
the warp effect was initially dismissed as a curiosity, but further experi-
ments showed that a stable field could be generated over very large areas,
large enough to encompass a ship. The Alphans had begun exploring the
environs of their star, Alpha A, soon after achieving spaceflight, as well
as the planets of its binary partner, Alpha B, even establishing a colony
world on the sister star’s second planet.

They had plenty of space on their two worlds, and were not anxious
to colonize new ones, but their planets were resource-poor and the warp
system was seen as a possible way to greatly expand the search for raw
materials. As the system was being perfected and tested, a survey ship,
powered by conventional drives, was dispatched to Proxima to canvass
the system for mineral wealth. This was the longest journey ever under-
taken by an Alphan crew, and as a result a small Ring was chosen for the
task and trained for the mission, rather than relying on chosen specialists
who would have found the separation from their Rings for such a long
time to be too much to bear. This decision, while necessary, ultimately
contributed to the tragic events to follow.

The survey crew arrived at Proxima after a journey of several
months and was astonished to find that the second planet, far from be-
ing a lifeless ball of rock, possessed a breathable atmosphere, oceans...
and life. Scans revealed what were clearly settlements on the surface.
The Proximans, at the time, were not as scientifically advanced as the
Alphans. Having passed through their industrial revolution phase a cen-
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tury and a half before, they had slowly developed atmospheric craft and
low-orbit space capability. The Proximan homeworld was not united at
the time, instead being split into a number of nations bound by a tight
web of intrigues and alliances.

The Alphan crew had not been trained for a first contact situation,
instead being merely briefed on the technical aspects of prospecting and
surveying. As Alpha had not yet developed hyperwave transmitters, any
messages sent back home would take two months to arrive, even travel-
ing at the speed of light. The Ring conferred and decided that, given the
importance of the discovery, they should attempt to find out all that they
could. In retrospect, it can certainly be said that curiosity, the desire to
be credited with first contact, and their lack of training got the better of
them. After sending a message home, they headed for the surface.

The Alphans had chosen a coastal city as their landing point, which
unfortunately was the capital of the most powerful of these nations,
called Tanaaikol, run by a reactionary and militarily hawkish govern-
ment. Thinking that one of their enemies had somehow acquired a se-
cret weapon, they scrambled atmospheric fighters and intercepted the
descending Alphan ship. The Alphans were alarmed at the response
and could not understand the instructions they were receiving. When
the Alphans attempted to break off and return to orbit, they were fired
upon by the Proximan aircraft. The Alphan ship, stricken, crashed into a
lonely stretch of countryside, killing its crew.

The crash site was quickly surrounded. The Tanaaikol government
sent an investigative team and quickly grasped the situation. The Alphan
ship, though not flyable, was still largely intact, as were the bodies of the
crew. The wreckage and bodies were removed to government laborato-
ries and the Tanaaikol leaders kept the incident secret.

There were several reasons for this, the first of which was religious.
The dominant Proximan religion held that their people were the most
perfect form of life in the universe, and perhaps the only one with sen-
tience. Many Proximans firmly believed, in fact, that a deity had created
them directly. In addition, their religious tradition held that good things
sprang forth from the ground, while the sky was the domain of the devil.
The introduction of powered flight and orbital satellites had touched off
many nerves in the more superstitious members of the population, who
feared divine retribution. To have the population know that aliens (or de-
mons?) were among them would, the government feared, set off a panic
and cause them to doubt authority.
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The second was political. Tanaaikol saw the Alphans’ obviously ad-
vanced technology as a key to furthering their own power on the planet.
If other nations learned of the ship, they would demand access to it, or
perhaps even launch a preemptive strike to keep Tanaaikol from utilizing
its secrets.

The third was scientific. What new and important knowledge could
be gleaned from the ship? Though the Alphans were physically dissimi-
lar, they were enough alike that there might be some kind of link. The
Proximans were already deeply into genetic experimentation, and the
seizure of alien DNA was an unexpected gift. Finally, there were the
underlying questions, weighing heaviest of all: Where had they come
from? Were there other races out there like them?

The Alphan ship was unarmed. This, plus the lack of any obvious
military equipment, led the Tanaaikol government to conclude that the
ship was never a threat. There followed a bit of hand-wringing at the
moral implications of firing on an unarmed ship, but that was quickly
overtaken by greed at the bounty of knowledge that was to be gained.
Over the next several years, the best scientists available to Tanaaikol dis-
sected the ship and its crew, studying every minute detail, and applying
what they had learned... meanwhile, the government was making plans
for what to do when the visitors showed up again...

Meanwhile, back on Alpha, the ill-fated survey team’s message had
arrived. The Alphans were stunned at the news of a first contact situation.
The mystery deepened as no further transmissions were received from
the mission. Whether they had suffered a malfunction, crashed, or met
their demise at the hands of the natives was not discernible. The Alphan
government urged a cautious response, but Rings friendly with the Ring
that had crewed the survey ship demanded action. There was another
survey ship in the field, equipped with powerful detection equipment,
engaged in a mapping operation in a position about halfway to Proxima.
It was sent immediately to monitor the system. This second ship stayed
to the limits of its supplies, monitoring transmissions on Proxima, before
returning. No signal was received from the first ship, and no trace of the
crew was found However, the data gathered allowed Alphan scientists
to gain a basic understanding of the Proximans, as well as to crack the
language barrier.

Following up on the situation further in a timely manner was not in
the cards, however. If the aliens were hostile, sending another survey
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craft would be dangerous. The new expedition had to be better-equipped.
Outfitting a team was not the problem... sifting through theory and de-
signing a curriculum to train them was. In addition, perfecting the warp
system was proving troublesome. Alpha could always send convention-
ally-equipped ships, but with the possibility of hostilities, having a quick
means to disengage and report back was deemed essential. All of these
factors, compounded by political bickering over the details of the mis-
sion and the sheer cost of mounting another expedition in an era when
spaceflight was still fairly new, further slowed the process. The second
expedition would not return to Proxima for over forty years.

The second expedition was indeed well-equipped for its day. A
large carrier ship, equipped with the de-bugged warp generator, was out-
fitted with three dual-environment landing craft equipped with weaponry
and sophisticated detection gear. The last transmission from the doomed
survey ship had indicated that the aliens had apparently only achieved
low orbital spaceflight capability, and the ships the Alphans sent would
surely be enough to deal with that level of technology.

The short jump was completed without incident and after a few days
of braking maneuvers, the carrier reached its target. Initial scans of the
planet confirmed what the first teams had found. Then, one of the de-
tection crew frantically shouted to the command ring. Something was
coming over the planetary horizon...

The Alphan crew stared in shock as they found themselves con-
fronted with a squadron of twenty ships, their design obviously based
upon the lost research vessel, but brandishing various primitive but ef-
fective-looking weapons systems as well. The Alphans’ shock increased
as sensors indicated that a fleet of similar size was coming up on them
from astern.

The Proximans had been busy in the intervening decades. Tanaaikol
had parlayed the technology gained from the survey vessel into politi-
cal and technological dominance of Proxima. They had also secretly
worked on a military space presence, designed for the day the aliens
came back...

The Alphans, however, were ready. The Proximans were astounded
to find themselves being addressed in their own language. After several
hours of tense negotiation, the Alphans agreed to send a team of four to the
surface in one of the landing craft. Having made planetfall, the Alphans
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found themselves hustled
away to meet with a series |
of Proximan leaders, with
whom they conferred for
several days.

The first questions
asked, of course, sought
to determine what had
happened to the first ship.
The Proximans claimed
that it had crashed, of-
fered their condolences,
and explained that it had
been very helpful in cre-
ating their own first fleet. Requests to see the craft were rebuffed, how-
ever, and the Alphans soon suspected that they were not being told the
whole truth.

Meanwhile, a wild card was in play. Within the Proximan delega-
tion was a carefully planted spy for Omnoote, Tanaaikol’s main rival
nation. She gave a full report to her government about the situation, and
Omnooie decided that this was their best opportunity to weaken the iron
grip that Tanaaikol held on their world. While realizing that their actions
may cause a panic, they also saw an opportunity to carve a new niche in
the resulting chaos.

Omnooie contacted the Alphan carrier ship, still in orbit, and ad-
vised them that Tanaaikol was manipulating them for their own political
gains. The Tanaaikol ships immediately picked up the signal and alerted
their leaders. The Tanaaikol leaders realized that their carefully-guarded
secret was secret no more. The two governments exchanged tense calls.
The Omnoote demands were simple: either announce the presence of
the aliens yourself, allow us to do it, or suffer the effects of an immediate
pre-emptive thermonuclear strike...

Tanaaikol’s leaders, after a few tense minutes of study, realized that
they had to take the initiative to maintain any semblance of control. They
agreed to reveal the Alphans to the world, and they did.

What happened next was the beginning of the tragedy that would
culminate a over century later in the nuclear destruction of Alphan cities,
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a twenty-year war and finally the razing of the Proximan homeworld.
While the Proximans technically “started” the war, it was the Alphan
reaction to their Proximan brethren and their planet that many historians
point to as the true seed of the conflict.

The Alphans were now taken around openly, and saw much of the
Proximan culture firsthand. In doing so, they found themselves con-
fronted with ideological opposites, socially and religiously benighted,
with bodies that seemed to be stunted parodies of their own. When they
discovered that the Proximans were dominated by one sex which held
sway over the other, and that their society was arranged in strata by sub-
jective worth, some of the members allowed these differences to offend
their egalitarian ideals. In addition, the higher gravity wearied them,
the low light levels depressed them, the strange foods they were offered
sickened them, not to mention that they found the Proximans to be un-
bearably ugly. They were also frustrated by their fruitless requests to see
the remains of the first ship or the bodies of the crew.

When the Proximans did not respond to what the Alphans had de-
creed to be rational modes of thought, they began to treat their hosts in
a patronizing manner. Perhaps most disastrously, the members of the
Alphan team found themselves shocked by the grip that “primitive” reli-
gious mystery (the IWegeq religion) seemed to have over the people, and
began to lecture them. Their intentions were good, at the heart of things.
The team really did want to help. But not being holders of Proximan val-
ues, they could not understand how deeply rooted those values were, nor
could they fathom the level of pain and sacrifice the Proximans would be
willing to undergo to defend them.

The unrest that the Omnooie government had hoped for did indeed
materialize, fanned by the Alphans’ own miscalculated attempts at edu-
cation. Riots broke out not only in Tanaaikol, but in other nations that
also had Iwegeq followers. IWwegeq leaders called for the expulsion of
the aliens. Some of the more radical elements even put prices on their
heads. Over the next few days, the ranks of protestors grew, the calls
grew more strident, and the response more hysterical, until the Alphan
contact team had to be taken into protective custody.

What the Omnoote government had not counted on was the fact that
the unrest might not serve to cripple Tanaaikol, but to unite Proxima.
Tanaaikol, in a surprise move, revealed the existence of their space fleet,
and said that they had been building it for years in a heroic attempt to




prepare for the coming war against the threat from the skies. The other
Proximan nations, inflamed by propagandistic loops of the most insult-
ing Alphan comments being continually broadcast, pressed by the hys-
terical voices of the IWegeq believers, rushed to join in alliance with
Tanaaikol.

The Alphan ship, monitoring all of this, sent a demand to return their
crew. The Proximan fleet, in response, closed ranks around the Alphan
ship and demanded that they surrender. While the Alphan ships were
certainly more advanced, the sheer weight of Proximan numbers would
be telling in the end. Leaving the crew on the ground would be heart-
breaking, but it was more important to prevent any more ships falling
into Proximan hands, and, above all, to protect the secrets of the warp
generator.

The battle that ensued, recorded by the Proximan fleet and orbit-
al stations, was later broadcast by Tanaaikol to the entire planet. The
Alphan carrier pretended to acquiesce, beginning to drop into the upper
atmosphere of Proxima. Abruptly, it nosed upward, blasting out of the
atmosphere at full power. The shock wave took out one of the Proximan
ships, which by a stroke of terrible luck fell on the outskirts of a small
coastal village, killing most of the two thousand residents. This incident
would be used as a further rallying point in years to come.

Meanwhile, the Alphan carrier was accelerating as fast as possible
to jump distance. While it could certainly outrun the Proximan ships, it
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could not outrun their missiles or lasers, which were already starting to
impact on the ship’s stern. Two Alphan volunteers, in a selfless act of
sacrifice, each took one of the remaining armed landing ships and roared
off to engage the Proximan fleet. They managed to destroy ten Proximan
ships before being destroyed themselves, and in the resulting confusion
the mothership was able to disengage and head back to Alpha.

What happened to the team on the ground is still somewhat specu-
lative, as the sources come from declassified and / or seized Proximan
government documents revealed after the end of the war. It seems that
attempts were made to interrogate them. Two of the team, in an un-
guarded moment, committed suicide, and the remaining two were being
moved to separate locations. The Omnoofe spy was on one of the mov-
ing teams and apparently killed the other guards. The spy then gave the
Alphan her original clothes and tools and took her to the hangar where
the last landing ship was located. Spotted by guards, the Alphan appar-
ently remotely fired the ship’s weapons systems, destroying the hangar
and the ship and killing herself in the process. What happened to the
fourth Alphan is still unknown.

The second survey ship returned to Alpha and informed their stunned
and horrified world of what had happened. Alpha had neighbors...
hostile neighbors. Emergency government sessions debated different
courses of action. A policy of containment and of gradually building
up Alpha’s own forces was decided upon. Certain Terran experts often
point to this decision as Alpha’s biggest and most puzzling mistake, a
sure indication that the Proximan threat was not correctly assessed and
that the Alphans refused to take their adversaries seriously. Alphans,
never overtly militaristic, nonetheless had more advanced ships than the
Proximans. An immediate all-out strike, they say, could certainly have
wiped out Proxima’s fledgling space fleet, and perhaps averted the com-
ing war. Defenders of the policy point out that Alpha did not have the
resources or will at the time for the prolonged ground war that would
have been needed to topple the governmental structure. A preemptive
strike would only have inflamed the Proximans’ religious passions fur-
ther, and even if the fleet had been totally destroyed, without removing
the government, the fleet would simply be rebuilt. Plus, the Proximans
had shown what they could do when given a single survey ship to work
with. Any Alphan military ships destroyed in battle and subsequently
salvaged would just give the Proximans more materials and technical
knowledge to work with.
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On Proxima, Tanaaikol was consolidating its power. Taking full ad-
vantage of the religious fervor, the Alphans were depicted as the demons
who had come from hell (the skies) to wreak havoc on the life-giving
ground. Members of the Proximan space force were painted as the ulti-
mate heroes, brave warriors who willingly ventured into hell to slay the
demons on their own ground. Recruitment skyrocketed. A worldwide
task force was established to coordinate resource allocation for building
up the space fleet. Research and development continued at a feverish
pace. The Proximans obviously expected some sort of retaliation. When
it didn’t materialize after a couple of years, the government began to
grow anxious. The populace began to question whether the threat from
the skies was real or just a power play by Tanaaikol. Dissent began to
grow.

Ironically, it was the Alphans who once again unknowingly fanned
the flames. Enforcing their government’s policy of containment, Alphan
patrols had noted that Proximan ships were venturing further and further
from their homeworld. A line was drawn, and when a Proximan ship
crossed it, it was captured by the Alphans and the crew questioned. Un-
fortunately, the command ring of this particular Alphan ship was over-
zealous, a little too eager to prove their superiority and take revenge
for some of the past incidents. They utilized powerful drugs on the
Proximans, who subsequently were released to pilot their ship home.
They arrived; brainwashed, hollow shells of their former selves, spout-
ing praises to the Alphans and their superior society.

All seemed quiet for many years after. Then the raids began. In a
move that caught the Alphans completely by surprise, a small Proximan
task force struck at a gas refinery station orbiting the gas giant Alpha III,
destroying it and two Alphan patrol vessels. While this Proximan force
was subsequently chased down and destroyed to the last ship, the fact
that they had somehow managed to slip through the Alphan lines unde-
tected threw the government into a panic. Reports from the Alphan ships
that engaged the Proximans and analysis of the wreckage showed a new
level of sophistication in design.

The Alphans rolled up their sleeves and made improvements in their
own fleet. Slowly, their advantage returned. Proximan raids continued
on a sporadic basis, inflicting damage on Alphan operations but always
at a heavy loss to the Proximans. The Alphan government, meanwhile,
temporarily overturned their previous “containment only” policy and
launched occasional sorties into Proximan space, destroying mining op-

i

|

enad
-,

Ml

_FL_F

;|==J3_|_f=l...ﬂ-.l:

el

A

)




b -

_—

|

S it

s !

o

i

22

R e e == e SRS i T

The Terran Trade Authority

erations on the outer planets and, in a spectacular success, completely
destroyed an orbital shipyard that set the Proximan shipbuilding program
back at least half a decade. However, it was noted that by this time the
Proximans were producing their own fully unique and effective ship de-
signs, free from Alphan influence.

As years went by and the tit-for-tat raids continued, both sides grew
weary of the conflict. The Alphan government reinstated its policy of
containment and from that point forward showed remarkable restraint
and never pressed the advantage into Proximan space. They had grown
to understand their enemy by this point and had finally realized that the
religious fervor that fueled the Proximan raids would start to die if the en-
emy remained distant and nebulous. They proved correct as on Proxima,
once again, citizens began to question the diversion of resources and the
rationale behind the raids. The enemy, to them, appeared to have been
vanquished. The government held on, insisting vigilance and a proactive
stance was necessary to prevent disaster. Then, something completely
unforeseen occurred

THE PROXIMA WAR

Had humanity chosen the closer but far less likely Proxima Centauri
as a first target for exploration, history might be very different. But the
Terrans were, of course, drawn to the nearby sun much like their own.
The Proximans learned of contact with the new alien race, which threw
their governments into a flurry of action. The people of Proxima were
rallied once again, to a fever pitch not before attained... hell had allies,
now. The incursions would begin anew, leading eventually to enslave-
ment. The hawkish elements of the united Proxima began to exile and
silence millions of dissenters who wanted nothing to do with what was
coming next...

The Terrans learned of the Proximans from the Alphans. To their
credit, the Terrans took the warnings with a grain of salt, surmising that
the views they were getting were tainted. For many years, they tried to
initiate contact with the Proximans, but were ignored. The Terrans had
the best of intentions, seeking to simultaneously make first contact and
act as intermediaries to resolve the long conflict. Sadly, the fanaticism
on Proxima was once again in full swing, and to the Proximans, they
were already in a state of war. On August 2, 2147, soon after the Path-
finder IX survey ship arrived in the Proxima system, it was destroyed.
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were by this point driven purely by paranoia and fanaticism. Expecting
retaliation from both the Terrans and the Alphans, the government made
plans. They had ratcheted up their shipbuilding and recruiting programs
again, and were close to achieving wartime strength. Against a com-
bined enemy, a proactive approach was deemed necessary.

The thermonuclear missiles themselves were simple and rugged.
The propulsion and guidance systems were the best Proxima could mus-
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ter. And the ships that carried them were the latest design, staffed by the
most loyal and fanatical of crews. In seconds, major Alphan cities were
nothing more than columns of black smoke and radioactive ash. Mil-
lions were dead, with millions more to join them in the aftermath. It was
January of 2148.

The Terran government was quick to offer assistance and relief sup-
plies to Alpha in the terrible first weeks of the attack’s aftermath. Alpha
immediately declared was on Proxima and urged Terra to do the same.
While roundly condemning the Proximan action, declaring war was a
difficult step to take because the Proximans had not yet communicat-
ed directly with Terra. In fact, no Terran had at this point even seen a
Proximan, except through holos and descriptions from the Alphans. Two
months later, however, a further incident occurred that left the Terran
governments with little choice.

g & G

Regular passenger service to Alpha had been stopped after the at-
tack, both due to security risks and the turmoil of the aftermath. Terran
relief groups, however, continued to send personnel, and several pas-
senger lines donated the services of their ships and pilots to ferry them
to and fro. It was a case of terrible bad Iuck that the Interstellar Queen
Tigran arrived out of warp in the vicinity of a Proximan scouting party,
parked at distance and quietly probing the Alphan defenses for weak-
nesses. The Proximans immediately made for this target of opportunity.
The crew of the Tigran picked up the signature of the Proximan drives
coming to life, but there was little they could do as they had just emerged
from the jump and their power was drained. Meanwhile, Alphan and
Terran ships in system scrambled in a desperate attempt to reach the
unarmed passenger liner first. After several minutes of maximum ac-
celeration, the Alphan and Terran fleet achieved visual range just in time
to watch in horror as the 7igran was ripped apart by Proximan missiles,
while Proximan ships swooped about, mercilessly picking off the life-
boats and shuttles that had been launched. The smaller Proximan force
quickly disengaged as their enemies drew near. Two hundred sixteen
relief volunteers and twenty-two crew members were killed in the at-
tack. Fourteen had survived in shuttlecraft that had been spared; had the
Alphan and Terran ships arrived just a few seconds later, they too would
have been killed. Testimony by the survivors and their rescuers fueled
il 24 the outrage back on Terra. Massive demonstrations and fiery speeches
by politicians of all stripes forced Terran governments to quickly call for
a declaration of war from the U.N., which was announced on March 14,
2148. This incident, along with the destruction of Pathfinder IX, is sadly
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the limit of most of today’s youngsters” knowledge of the causes of the
war, overlooking the hundreds of years of misunderstandings and bad
blood between the Alphans and Proximans that preceded it.

The first year of the war was quiet, as the allies sought to rebuild
Alphan defenses and Terra sought to expand her own fleet back home.
There was much grumbling about the need for a “quick lesson” to be
taught to the Proximans, but such an exercise would have been fool-
hardy. In February of 2149 the Terran Defense Force was formed by the
U.N. to coordinate all Earth national militaries in space. Proxima had
achieved its objective; with Alpha reeling and Terra unprepared, it had
bought the time it sought to bolster its preparations.

The first allied battle fleet was convened in Alphan space early in
January of 2050. It was an odd assemblage of ships and, as history was
soon to prove, deeply flawed. The Terrans had not yet fought a full-scale
engagement in space, so their ships were designed around simulations
and guesswork rather than practical experience. The Alphans, on the
other hand, had the experience in fighting; however, their fleet was de-
signed around the idea of containing the Proximans, not engaging their
full military might. In addition, their forces were badly depleted after
the Proximan first strike (Alphan ships, being fitted with gravity resist,
were often based on planets rather than orbital facilities, and so had been
struck on the ground).

This motley fleet got its first test only three weeks later, and the
results were disastrous. The Proximans struck hard at the Alphan in-
dustrial facilities around Alpha III; the allied fleet sallied forth to meet
the attackers and soon found themselves outclassed both technologically
and tactically. The Proximan ships were more advanced than anything
the allies had yet seen, and their tactics were honed by years of raids with
Alpha. The allies fought bravely but were soon overwhelmed and forced
to retreat inside the asteroid belt.

The allied fleet was nearly shattered, and the Proximans consoli-
dated their position around Alpha III. The Alphans had lost a major
source of raw materials as well as important industrial facilities, fur-
ther hurting their already reeling shipbuilding program. The Proximan
hold on Alpha III was thus a major thorn in the Allies’ side. At this
time, of course, Proxima still lacked warp technology, and early strat-
egies reflected this thinking. As lack of warp drive both confounded
quick strikes by Proxima, as well as greatly reducing the capability for
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escape and re-supply by those units in the field, it forced the Proximans
into large, self-supporting fleet actions. While the Proximan forces may
have been technologically superior at the start of the war, the need for
large fleet actions made their early tactics somewhat predictable, and
their movements easy to track.

However, Alpha III was not easy for the Proximans to hold, and
quick guerilla strikes by the Allies over the following year kept the
Proximans off-balance. The Proximans tried an advance on Alpha II in
July of 2151. Alpha Il was a critical prize; if the Proximans could take it,
they would have a convenient platform from which to launch attacks on
the Alphan homeworld. The Allied response was desperate and fierce.
The Proximan fleet was harried on all sides by Allied interceptors that
darted in and out of the asteroids. When the fleet emerged, they were
attacked from the rear by another wave of interceptors that had been held
back while the main Allied fleet engaged them at the fore. Although
Allied losses were heavier than the Proximan losses, they managed to
inflict enough damage to make the taking and holding of Alpha II impos-
sible. The Proximan fleet fell back and regrouped at Alpha III. The inner
system was safe for now.

The Allies knew that eventually the Proximans would develop warp
drive, either on their own or by copying a captured system. To this end,
Terra began preparations for an invasion of their own system, developing
the famous Three M's three-tiered defense plan: Mines (seeker mines on
the outer edge of the system), Majors (Sentinel Majors), and Mars (main
headquarters of the local defense interceptor squadrons). As it turned
out, this system was put in place not a moment too soon. The first use of
warp technology in battle by Proxima caught Terra by surprise, but not
unprepared.

The military nuances of the Battle for Mars are the most-studied as-
pect of the Proxima War, and not just among Terran scholars. Argument
rages over whether it was an ambitious and well thought-out plan or a
rash and terrible miscalculation on Proxima’s part. The fact that Mars,
not Earth, was the primary target of the coming Proximan strike shows
the importance that Proxima had (correctly) attached to the Martian ship-
yards. If they could destroy or damage Terran industrial capacity, as well
as showcase the vulnerability of Terra, they could isolate their enemies
by forcing the Terrans to invest their remaining ships in defending their
own system. On the other hand, it can be argued that Proxima was fool-
ish not to press their advantage in the Alpha system first; by razing or
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capturing Alpha I, they would knock the Alphans out of the war, allow-
ing Proxima to concentrate on the Terrans. What might have been is sure
to remain a fertile ground for speculation for many years to come.

|

On August 21, 2152, the Proximan fleet arrived on the outskirts of
the Sol system. The daunting size of the Proximan force outstripped
even the most generous estimates, and it quickly became clear to the
tracking station personnel relaying the data that the existing defense fleet
might not be enough to stop it. Messages were quickly beamed to Al-
pha Centauri, ordering reinforcements from the front-line expedition-
ary fleets. Throughout the inner planets, people stockpiled supplies and
huddled down to anxiously wait.
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The Sentinel Major control ships launched from their bases around
the outer planets and activated the unmanned Sentinel major weapons
carriers parked in various orbits, and this line of defense began to close
with the Proximan fleet. By this time the first hits from the seeker mines,
seeded outside the orbit of Pluto, began to tell on the Proximan ships. A
few hours later, the first wave of Sentinel Majors plowed through the
Proximan formation, sowing chaos and inflicting major damage. The
Proximans, though they had lost one-third of their entire fleet by the time
the Jupiter perimeter was breached on August 25, did not slow.

When it became obvious that Mars was the target, Earth’s comple-
ment of interceptors roared to reinforce their counterparts already begin-
ning to engage elements of the Proximan fleet inside Jupiter’s orbit. The
Terran defense ships were for the most part old and outmoded compared
with the Proximan fleet, but their crews were desperate and determined.
Great sacrifices and unimaginable decisions were made in the blink of
an eye. Terran CAM 117s bore through withering fire and tore into the
Proximan flanks, expending their fuel and weapons in massive gouts be-
fore drifting away to be helplessly picked off. Other Terran ships, badly
hit or with weapons expended, became battering rams, shielding groups
of interceptors behind their bulk and even detonating their reactors in
the midst of the Proximan ranks. Still, the enemy came on, throwing
up curtains of defensive fire and hammering the Terran lines with hails
of rockets and particle beams. As Mars’s orbit was reached; groups of
Proximan freighters, ignored until now in favor of the enemy capital
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ships, began disgorging schools of K7 Piranhas, which quickly dived 27 mil
into the atmosphere. They were met there by Terran Vulcans and Thun-
derbolts, and the skies of Mars lit up with weapons fire.
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Meanwhile, the Proximan missile carriers began launching their pay-
loads, targeting Martian industry and the heart of the Terran shipbuilding
program. Ground-based defenses knocked down many of these, but a
few got through and turned their impact areas into seas of fused glass.
The Terran forces were stretched to the breaking point when the first sig-
nals from the arriving main fleet reached the relay stations. Both sides
intensified their efforts. Finally, it became clear that the Proximan force
was too weakened to stand up to the remaining defense forces and the
nearing Terran fleet. The Proximans withdrew, having damaged, but not
destroyed, their target.
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While the attack on Mars had essentially broken the Terran home
defense fleet, the Proximans had lost over half of their strength without
obtaining their objective. The shipyards were quickly repaired and pro-
duction was soon back on schedule. Bolstered by this success, the Allies
launched a new assault on the Proximan stronghold at Alpha III. While
this battle was largely indecisive, the Proximans realized that holding
their position there was no longer worth the effort, since their develop-
ment of warp generators obviated the need for a forward base. Their
fleet withdrew in July of 2153. With the exception of Barnard’s Star,
it was the last time that Proxima would hold any territory in the Allied
systems.

At this point, while the Allies had suffered incredible losses of ships
and crew, and were barely able to field a fleet, the Proximans had been
forced to retreat twice within the space of a year. Despite their numeri-
cal and technological superiority, they had been unable to achieve their
objectives or hold the territory they had gained. The Terran high com-
mand decided to press their perceived advantage, as well as exact a bit of
vengeance for the Proximan attack on Mars. In September of 2153 the
newly refurbished 3rd Expeditionary Fleet arrived in Proximan space. It
quickly became apparent that the capacity of the Proximan shipyards to
replace losses had been greatly underestimated. The Terran fleet drew
into a defensive formation and were beset on all sides by wave upon
wave of Proximan ships. While several Terran ships did escape, the fleet
was all but decimated as a fighting unit, and several ships and their crews
were captured. It was back to square one again.

The next two years were fairly quiet. Both sides rebuilt their forces
and probed the other for weaknesses. There were many minor skirmish-
es between small groups of ships as each side tested the borders and at-
tempted to glean information. Twice, Proximan probes broke the outer
perimeter of the Sol system and set off the early warning system, but no
fleet appeared.

Meanwhile, careful study of captured Proximan ships revealed a pe-
culiar deficit in their scanning technology. It was found that their long-
range sensors could seemingly be easily confused by false signals. This
knowledge became important in the coming Battle of Alpha I.

In June of 2155, Allied intelligence indicated a Proximan build-up
for a fresh assault. It was suspected that the target would be the Alphan
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homeworld. While the Terran and Alphan fleets were certainly healthier
than they had been two years ago, the Proximan fleet was sure to be
larger and perhaps better-equipped. Using the newly-discovered weak-
ness in the Proximan scanners, a group of gutted hulks were towed into
an elliptical orbit around Alpha I and fitted with remotely-controlled
engines and devices that would, to the Proximan scanners, indicate a
large and well-equipped fleet. Meanwhile, bogus Allied orders indicat-
ing that the suspected target was the Sol system were allowed to fall into
Proximan hands. The stage was set, and the Allies could only hope that
their guesses were correct.

They were. A massive Proximan attack fleet warped in and headed
for Alpha I. Detecting the bogus Allied “fleet” and believing they had
caught the enemy off-guard, the Proximan commanders split their forces
in two, sending a majority of the heavy ships to intercept the “fleet”,
keeping it away from the planet while the missile carriers and ground at-
tack craft went to make short work of the apparently undefended home-
world.

Too late, the Proximans realized their mistake. As their command-
ers uncovered the ruse, the Alphan defense forces rose from their cam-
ouflaged bases on the surface while the Terran ships, lying in wait under
minimal power behind cover of the Alphan moon, came to life and drove
into the phalanx of Proximan capital ships from the rear. The Proximan
missile carriers and ground attack craft, missing most of their protective
escort, were annihilated. The missiles that they did manage to launch
were mostly intercepted, either by ground installations or, in a few cases,
by atmospheric defense craft that selflessly guided themselves into the
missiles’ paths.

Meanwhile, the Terran fleet was in a dogfight with the main
Proximan force. The Proximan fleet managed to cut through the Terran
line and set course back toward Alpha I, only to be met head-on by the
Alphan defense craft that had just finished off the missile carriers. Soon,
the Proximans tried to give up the fight and headed for deep space, only
to be met by another detachment of Alphan interceptors launched from
carriers sent from the bases around Alpha II, which had been quietly po-
sitioning themselves to cut off any escape. Pressed on all sides and now
facing a numerical disadvantage, the Proximans fought hard but were
ultimately destroyed almost to the last ship. This resounding victory is
widely regarded by historians to be the real turning point of the war.
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The Allies pressed their advantage, engaging Proximan fleets in
neutral space and winning additional victories. The Proximans, how-
ever, turned two of these defeats into victories in March of 2156. The
remnants of two Proximan fleets, engaged and defeated by Allied forces,
converged in Alphan space and made a surprise attack on Alpha III, de-
stroying the newly-rebuilt bases and industrial facilities. However, dur-
ing this battle an Alphan missile struck the Proximan command vessel,
killing their top admiral, which was a major blow to Proximan morale
and battle planning. While they had destroyed their target, the Proximans
could not hold this prize and were forced to retreat.

|

The war went on. It became clear during the next four years that
Proxima’s best shots had been landed, and their military infrastructure
was in slow decline. Political infighting on the Proximan homeworld
intensified as opposition to the war grew. The lesser nations of Proxima
began to resent the fact that their people and resources were being co-
opted to fight a war that had been started by one of them in what was
increasingly viewed as a poorly calculated bid for supremacy rather than
an act of cultural and religious defense. The quick victory that Tanaaikol
had promised never materialized, and that nation was forced to divide its
attention and resources in increasingly draconian efforts at putting down
opposition and keeping its coalition together.

_FL_F

Working together, Alpha and Terra had closed the technological gap
and finally began to exceed the Proximan designs. The Proximan Shark
interceptor, for example, came into action in early 2156; its impact, how-
ever, was diminished as the Alphan Stingray followed just a few months
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behind and the Terran Hornet a year later. This time gap between the
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Shark and Stingray marked the last time that the Proximans would ever
have even a temporary technological advantage.

As warp generators became cheaper and smaller, and as resources

for building large ships diminished, the shape of battle shifted away from

el

fleet actions to quick strikes by small groups of warp-equipped ships.
The threat to the Sol system diminished as the Proximan ability and de-
sire to commit resources to another huge strike shrank. Terra was thus
able to concentrate more and more of its fleet to the task of containing
Proxima from Alphan space. Allied strikes on Proximan forward bases

A

became more frequent and penetrated deeper into Proximan territory. In 31 mi

2160 they struck into the Proximan system itself, with TDA commandos
staring a daring and successful raid on industrial facilities on Proxima
V.
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In a surprise move, Proximan forces seized the Alphan mining col-
ony at Barnard’s Star in November of 2161. This attempt at distraction
and at disrupting the flow of raw materials into Alpha’s industrial facili-
ties ultimately had little effect, and the colony was re-taken with little
effort in July of 2162.

2163 and 2164 saw the jaws continuing to tighten around Proxima.
Although the Proximans scored a couple of small successes, foiling a
raid by Alphan commandos on their mining facilities on Proxima I and
defeating a large Allied strike fleet with the help of a timely solar flare,
these were only temporary blips as losses continued to mount. Continued
political infighting and outright rebellion by nations on Proxima shook
their planetary coalition. Tanaaikol’s capitol city was rocked by terrorist
bombings, and several officials were assassinated in an attempted coup.
By the end of the year, however, the majority government was back in
control, extending their iron grip in a series of ever more repressive po-
lice actions. While they had the lid on the situation for the moment, the
pressure continued to mount. By 2164 repeated Allied raids on mining
and manufacturing facilities had slowed Proximan ship production to a
paltry 20% of 2155 levels. Advanced ship designs could not be put into
production because any stoppage to re-tool the shipyards would be sui-
cidal, and raw materials were now in short supply. The Proximans could
only continue with their old designs and repairing and modifying such
ships as they had, which were by now hopelessly outclassed.

In 2165, the Allies launched a full-scale invasion of the Proxima
system. Starting at Proxima V, they moved inward, securing one planet
before moving in on the next. Captured mines and industrial facili-
ties were immediately turned over to the manufacture of Allied ships.
Proximan strikes against targets in Alphan space diminished and finally
ceased, as all remaining ships were pulled back to defend the home sys-
tem. 2165 to 2166 marked some of the most intense ship-to-ship fight-
ing of the war as increasingly desperate Proximan forces began using
tactics like ramming enemy capital ships with interceptors or detonating
unmanned freighters loaded with warheads, scrap metal, and rocks in the
midst of Allied fleets.

In April of 2167, the Allied fleet had reached Proxima II and faced
the remnants of the Proximan battle fleet. As the Allies closed in, the
commander of this fleet was detained in a mutiny by her senior officers,
who were mostly natives of the minor nations of Proxima. They offered
to hand the fleet over to the Allies with the understanding that their crews
were to be treated fairly and that Proxima was to be spared major bom-
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bardment. These terms were agreed to and the war in space ended on
April 15, 2167. While these promises were for the most part kept, news
and rumors of subsequent atrocities (see below) leaked to the general
population of the POW camp to which these officers were assigned. One
of them expressed bitter regret at having trusted the Allies in a journal
entry, the night before she and her cohorts were murdered at the prison
by Tanaaikol loyalists.

The Terran high command had hoped that the Proximans might sur-
render when pressed back to their home planet, but this was not the case.
Tanaaikol still held sway on the planetary surface, and if anything their
proclamations that invasion by the enemy was surely coming actually
helped to bolster their position somewhat. By this point, a large faction
of Terrans urged an end to their involvement in the war; the threat to Ter-
ra had been eliminated, and the resolution should be left to the Alphans.
The war had dragged on for almost two decades, and the Terran high
command hesitated... how many more lives would be lost to winning a
ground war?

However, it quickly became clear that, left to their own devices,
some more hawkish types in the Alphan war ring would push to end
the war “their way”, obviating the need for a ground war entirely. The
Terrans responded tersely that they would not allow genocide. A politi-
cal crisis loomed among the Allies. With a majority of Alphans and a
vocal minority of Terran citizens calling for the sterilization of Proxima,
cooler heads were brought together and a plan hammered out. It was
agreed that Proxima should be rebuilt with a new government, in such a
way that a war of this type would not happen again. The point was driv-
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en home by a single Alphan elder, standing at a war ring meeting, silent-
ly displaying holos of reconnaissance photos of the Proximan surface,
showing hundreds upon hundreds of prison camps filled with Proximan
political dissenters; the blood of war, obviously, was not on the majority
of Proximan hands, and an entire race should not be punished for the ac-
tions of one government.

The ground war began in June of 2167. Proximan orbital shipyards,
turned over to the manufacture of Allied craft, supplied a steady stream
of equipment to ground forces. The Tanaaikol government collapsed
in early September of 2167 under assaults by Allied forces and militia
groups comprised of Proximan political dissenters freed from the prison
camps. Allied forces captured or jammed the main Proximan media out-
lets and broadcast war news as well as offering the Proximan govern-
ments guidelines for surrender. It was a time of pure chaos, as infrastruc-
ture, services, and economies collapsed planet wide and roving gangs
and warlords held sway over local populations. There were also a couple
of incidents that in post-war years would inflame passions and help spark
the insurgency that continues to this day. In December of 2167, Alphan
troops attacked the Proximan city of JaBna. The Proximans claim that
the city’s population, swelled by refugees, might have been as high as
100,000 people. Alphan troops, they claim, went on door-to-door kill-
ing sprees, or rounded up and massacred the residents in public parks.
The Alphans claim the city only held six thousand residents and was a
known stronghold of Tanaaikol government officials, and it was these
loyalists that had set fires and detonated stored munitions rather than let
themselves be captured. While the real truth might never be known, the
recent discovery of what might be mass graves lends terrible credence to
the Proximan version. In another incident, in February of 2168, missiles
launched by Terran attack ships struck a temple that was packed with
over 3000 refugees, killing everyone inside; the Terran claims that they
mistook the structure for a disguised industrial facility are discounted by
many Proximans.

By July of 2168, scattered Proximan units continued to fight in the
field, but any large-scale resistance was impossible to sustain. In No-
vember of 2168 political leaders from the major Proximan governments
gathered with Allied officials at the city of Algol and offered their uncon-
ditional surrender; the signing of the treaty on November 1, 2168 finally
put an end, after more than two decades, to an incalculably costly and
destructive war that had ended hundreds of millions of lives and set back
all three cultures by decades.
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WORLD GOVERNMENT

With the end of hostilities the governments of the nations of Terra
began work in earnest to form a true world government. Obviously a
necessity in light of interstellar politics, many organizations and nations
did initially oppose the concept. However, within 2 years the Treaty of
Union was signed, replacing the United Nations with the Terran Federa-
tion.

|

Unlike its predecessor, the Terran Federation is a true governmental
body with members elected to a Congress from all nations on Terra with
additional members from both the Mars and Lunar colonies. Old national
governments are now simply regional authorities and answer to the cen-
tral Federation government (with the World Council sitting in Berlin).

_FL_F

THE TERRAN TRADE AUTHORITY

The TTA is simultaneously the most important and most controver-
sial business venture in the Terran sphere. The TTA controls resource al-
location and sets all regulations for any Terran company that has a pres-
ence in space, especially in the sphere of interstellar commerce. These
regulations, and the right of the TTA to maintain this monopoly, are en-
forced by the Terran military. Those who are familiar with the Terran
Federation’s government charter and its professed ideals of free trade and
commerce may be confused by this apparent contradiction. The debate
over the TTA and its powers is usually the top order of business at every
new session of TerraFed, and has grown increasingly divisive as support-
ers of the current system make the struggle out as rich vs. poor (the TTA
is the great equalizer, acting as a distributor of wealth and assuring that
small countries have chances to develop businesses and trade) while its
opponents call it a fascist system, with the TTA doling out resources only
to those corporations and entities that toe its party line.
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The TTA is jointly administered by the 225 member nations who
form the Terran Federation and who all own “shares” in the corporation.
These shares allow the members equal voting power, even without equal
investment. Thus, the majority of shareholders are poorer government

A

entities who have a vested interest in keeping the status quo. Meanwhile, 35 Bt
the richer nations and their corporate interests vie for a way to grab a
larger share of the power.
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THE TTA; FACTS & FIGURES

Founded: 01 /2042

Home Office: North Africa, Terra

Type: Consortium. (government department of the Terran Federa-
tion)

Products: Consulting, asset management and distribution,
financial products, research and development, shipping, passenger
carriage, acrospace hulls, defense shields, ship systems.

Number of Employees: 623,500 (Earth home offices), 8300
{Mars office), 1950 (Lunar office), 605 (Jupiter orbital complex of-
fice), 435 (Alpha Centauri ambassadorial offices / customs crew), 285
{(Proxima Centauri ambassadorial offices / customs crew), approxi-
mately 8800 various field agents, enforcement and inspection person-
nel, and part-time consultants in all locations.

Whatever their methods, and whatever the controversy, the TTA of-
fers a bewildering variety of services. They lend money and do consult-
ing work for aerospace manufacturers and suppliers. They oversee all
Terran space operations, setting and enforcing safety regulations. As
during the Proximan War, they ration and distribute critical shipbuild-
ing materials to the various manufacturers. They also administer trade
agreements and inspect cargoes both outbound and incoming from the
Centauri systems. In the manufacturing sector, perhaps the most im-
portant products the TTA produces are the variety of energy-absorbent
defense shields, of which it is the sole supplier. The TTA also manu-
factures medical and scientific research equipment specially designed
for shipboard use. Finally, they have a branch that designs low-cost,
reliable transportation systems. The most famous of these is the under-
ocean railbus system that recently opened its first branch from Europe
to North America, but the TTA also operates local services, everything
from monorails and mini-railbus systems to low-orbit shuttles. These
latter ventures are almost always run at a considerable loss, but are de-
signed to offer affordable access to the entire planet and to space from
all portions of Terra, especially areas where local governments are other-
wise too financially strapped to do it themselves.

Perhaps the TTA’s most important contribution has been the great
Mars Shipyards, the largest and most ambitious building project ever
undertaken in the Sol system. Ground was broken in 2136, following
first contact with Alpha Centauri. A decade in the making, the project
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was undertaken to fill the gap in manufacturing capacity which the then
World Trade Authority predicted would arise when interstellar trade be-
came a reality. The first ships started rolling off assembly lines in 2138,
just in time for the signing of the first Terran-Alphan trade agreements
one year later. The project was completed in 2146, by which time it
was already the largest shipyard in existence. Its importance increased
tenfold during the Proxima War. This was perhaps best illustrated by the
fact that the Proximan battle fleet chose Mars as their main target in 2152
rather than Terra itself.

HISTORY

After first contact with the Alphans was made in 2136, Earth was
faced with a dilemma. The Alphans had achieved world government
several hundred years before, and could thus act as a unified body in
any trade agreements with the Terrans. The Alphans, for their part, were
less than enthusiastic about signing dozens of individual trade agree-
ments with the still fragmented governments of Earth. Making it clear
Alpha would deal only with a single entity, the United Nations appointed
the World Trade Authority (which was the successor organization to the
World Bank and World Trade Organization of the late 20th and early 21st
centuries) as the sole representative of all Earth governments in matters
of trade and technology exchange.

Thus, the Terran Trade Authority came into being in 2142. At the
time, the TTA was merely intended to knit the trade clout of Terra into a
cohesive unit. Like the organizations that preceded it, the early TTA was
little more than a money lender, consultant, and resource for the various
trade ventures.
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When the Proxima War broke out, however, it was critical that there
be a single body to control distribution of resources, construction fa-
cilities for warships, etc. Since the infrastructure was already in place,
the TTA was given emergency powers by the United Nations Security
Council. As the war dragged on and on, the services provided by the
TTA became more and more critical, as it had to shrewdly distribute an
increasingly thinning collection of raw materials and ships.

When the war ended, controversy erupted. Corporations involved
in aerospace and interstellar trade immediately called for the removal
of the TTA’s wartime powers. However, a sizable faction opposed this,
pointing out that the crisis had not yet passed; if Terra and her Alphan
allies were to recover, and if Proxima were to be rebuilt in order to avoid
its otherwise certain descent into anarchy and chaos, the TTA must be
allowed to continue to regulate and administer the rebuilding process.
The corporations and their supporters argued that free enterprise was the
answer to the problem, not collectivism.

The first World Congress, a precursor to the Terran Federation, was
convened and voted on the issue. The resulting proposal to strip the TTA
of its powers failed by a single vote. This was mostly due to the dispro-
portionate influence of smaller, less developed nations, who saw in the
TTA the key to developing their own economies. It was the first time in
a very long time that the governments of Earth had gone directly against
corporate wishes, and it almost resulted in civilian-corporate warfare on
Terra.

The anti-TTA faction now argued that since the World Congress had
not originally invested the TTA with its powers, it could therefore not up-
hold them. Had the defunct UN Security Council, composed of economic
powerhouses, still held sway, it would doubtless have stripped the TTA
of its powers. A proposed a vote by the former Security Council nations
was thrown out and tensions continued to rise. At this point, the United
States and Australia attempted to pull out of the World Congress.

They quickly found themselves isolated, however, as the EU, unex-
pectedly, stayed in. It soon became clear that the other nations would
work together to prevent the USA and Australia from accessing space
without going through the TTA, including resorting to military force if
necessary. Closed-door meetings led to a face-saving maneuver: the
agreement to form an oversight committee to watch the TTA’s activities,
as well as strict limits on the TTA’s enforcement powers. The former
was adopted, the latter skirted around by making the Terran Defense
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Force the de facto enforcement arm of the TTA by adopting the TTA’s
regulations as law in the first session of the Terran Federation.

REBELLION

There are, of course, many who still resented bitterly the degree of
control the TTA had over their commercial activities and the powers it
has to enforce them. In that respect the Authority is almost a law unto
itself, and often the balance of the vast network of interstellar trade is
maintained at the expense of minority interests. This has been particular-
ly so in the case of the shipbuilding industry which has for many years,
prior to and even during the Proxima Wars, been one of the most power-
ful forces in the hands of any group of individuals. The dawning of the
age of humanity’s expansion into space has channeled huge resources
into the industry and its allied fields. The growing reluctance of the pop-
ulation to contribute significantly to government-originated programs
coupled with the undeniable need for the exploitation of space gradually
allowed the initiative to fall into the hands of commercial interests.

And so the giant astro-engineering corporations grew into being,
the largest of which is Consolidated Aerospace. Possessing the largest
privately owned shipyards in the Solar System and controlling many of
the associated industries such as electronics and nuclear research plants,
Consolidated Aerospace were obviously unhappy to see their influence
over the expansion into space reduced and control placed in the hands
of an outside agency. Though they resisted bitterly they were unable to
prevent the inevitable, and the organization was eventually absorbed into
the TTA structure. After considerable initial problems a workable rela-
tionship was gradually achieved, but one man never accepted the change
of direction.

Harcourt Apesley was a self-willed and independent man who had
joined Consolidated as a boy in one of the machine shops. He never so-
cialized and spent every waking moment trying to satisfy his consuming
interest in astrophysics. He gradually worked his way up to becoming
Chief Engineer of the main fabrication Yards, before leaving to set up a
company producing highly specialized electronic detection equipment
with a degree of sophistication far in excess of current needs. Ordinar-
ily it seemed to be the recipe for disaster, but after the contact with the
inhabitants of Alpha Centauri had revealed that Man was not alone in
the Universe, Apesley had anticipated the war which was accelerate the
evolution of space travel so dramatically.

|

ﬂ‘r-:'s'f

Ml

MK

_FL_F

;|==J3_|_f=l...ﬂ-.l:

el

A

39




ﬂWW

The Terran Trade Authority

As a result his company flourished and he sold out to Consolidated
for a seat on their main board. There was no-one to match his dedication,
drive and ambition and it was only a matter of time before the effective
control of the corporation was in his hands. He was like a man possessed
and involved himself directly with every aspect of Consolidated’s activi-
ties, from product development through various manufacturing stages to
sales and exploitation. He anticipated the move to explore and colonize
worlds outside our own system, and while others were seeking to ex-
ploit the growing demand for small private spacecraft, concentrated on
building massive vessels capable of carrying settlers across the vastness
of space. His vision was to see Consolidated Aerospace represented on
every new world, with manufacturing bases there building the ships to
drive even deeper into the Galaxy.

g & G

Already the largest shipbuilding facility on Terra, under his direc-
tion three out of every five major craft in production came off his slips,
and it was not surprising that he fiercely resisted the increasing degree
of control that the TTA imposed on his activities. Following the Proxima
War, Apesley’s demands for raw materials could only be met at the ex-
pense of other areas of manufacturing, and it was felt that there was a
risk of supply exceeding demand and therefore introducing an element
of premature obsolescence in times that could ill afford unnecessary
consumption. In late 2170, relationships between the two organizations,
always stormy, became impossible and in one of its first official acts as
the new world government, the Terran Central Administration instructed
the TTA to cut off essential supplies until Apesley agreed to co-operate
in the implementation of a program of planned growth.
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On receiving this ultimatum, Apesley retired to one of his isolated
research centers in Brazil where he remained closeted with a number of
friends and colleagues for some days. There was much to-ing and fro-ing
of private craft during this period, carrying some of the most important
men in the astronautics industry as well as some influential government
figures. Eventually he emerged from seclusion and returned to Consoli-
dated’s main European headquarters. He appeared to be a changed man,
and meekly agreed to accept the Authority’s stipulations with scarcely
a murmur. He offered to personally reorganize the giant corporation to
reduce production targets and allow the involvement of the TTA in all
] 40 major new development projects. Many of the subsidiary organizations
would be redirected towards other commercial ends at the discretion of
the Authority. It was a greater concession than had ever been hoped for
and the offer was received with enthusiasm.
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For the next few months, Apesley threw himself into a program of
visits and conferences that would have destroyed a lesser man. Curious-
ly, one or two of his key men disappeared soon to be followed by others
until one day, Apesley himself failed to turn up where he was expected.
Efforts to trace him revealed the disturbing fact that unaccountably large
numbers of his staff from all levels were missing and although reasons
had been given in most cases, checks proved them all to be fabrications.
Gradually reports started to flood in of missing ships, equipment and
materials. Entire craft had disappeared and vast quantities of supplies
had been re-routed to unknown destinations.

On March 17th, 2171, an emergency meeting of the Central Ad-
ministration was called, attended by the senior officials from many of
the government agencies of TerraFed. Much of the missing material had
military applications and constituted a grave threat to security. As dis-
cussions were in progress, a top priority message came in from Terran
Defense Authority headquarters in Osaka, Japan. It read:

“Communications disrupted locally. Contact with various
overseas bases lost. Something is wrong. Have ordered Gen-
eral Alert. Please standby to authorize Maximum Alert Status.
End.”

Two minutes later Vesta thermobombs began to rain down on Osa-
ka, Japan.

Various key military and government centers round the world found
themselves similarly under attack. The Central Information Bureau was
virtually wiped out in a thermobomb raid. The Military Intelligence Of-
fice in Rome suffered a similar fate, and the TTA headquarters in North
Africa was destroyed in a surprise nuclear strike. Important military
bases reported that they were under attack from an extraordinary range
of vessels carrying armament ranging from nuclear weapons to almost
useless industrial laser guns.

Nearly all the craft appeared to be commercial types modified to
carry armament. There were even tiny private transport vehicles fitted
with simple chemical rocket launchers striking at military launch sites.
Minor bases were being surprised and overrun and used as refueling and
arming facilities. More dangerously, military vehicles were captured and
pressed into service. Apesley’s Impossible Army was a threat to the very
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existence of the nascent Terran Federation. Every civil ship and an in-
creasing number of government ones became suspect and the Defense
Authority, never having anticipated a civil uprising of this order, was
thrown into confusion.

Apesley was utilizing his considerable knowledge of electronics and
communications to intercept and distort messages and instructions. The
government forces had no knowledge of his deployment or supply bases
and the various operational detachments felt as though they were fight-
ing a Will o’ the Wisp. They were simply not equipped to react to this
kind of enemy. Desperate attempts were made to intercept the motley
bands of assorted craft and contain them until reinforcements arrived
from other parts of the System. The situation was further complicated by
the evacuation of the civilian population from target areas.

The very preposterousness of Apesley’s action was his principal
advantage, and he exploited it as much as he could. His ships would
move into civil flight paths, follow normal operating procedures, and
were almost impossible to distinguish from the regular traffic. Suddenly

Rebel “clip-on” weapon pack used to convert
civil ships for offensive roles.
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veering off to strike at their target, they would then disappear in the same
way. Soon all civil traffic was grounded to prevent further use of this
technique, but by now sufficient military craft with their sophisticated
electronic equipment, were in his hands for him not to be so dependent
on his earlier improvisations.

The nearest major Defense Force base was on the moon, but the
Consolidated Aerospace fabrication yards there had been taken over by
Apesley’s men who were already tying-up a considerable proportion of
the Lunar Squadrons. The latter were badly hit initially but the rebel
forces were much easier to locate and strike than back on Earth. They
were destroyed without much difficulty once the Defense Forces had re-
covered from their early astonishment. But valuable time had been lost,
and the situation on the Home Planet was becoming extremely serious.
Apesley had even taken the opportunity to bomb out of existence the big
Australian manufacturing complex of his main competitor, Avery Astro-
nautics, as well as the Southern Hemisphere Control Center of the Terran
Defense Authority.

But the picture was soon to alter. Interceptor squadrons based on
Mars were already on their way and these craft were far more advanced
than the second line of ships with which the Terra-based units were
equipped and which were really only intended for policing roles. Ten
days after Apesley’s extraordinary onslaught was launched, the first de-
tachments of the sleek and efficient craft entered Earth’s atmosphere. By
now the security forces had regrouped and were coordinating operations
fairly effectively. The movements of the rebel forces were now being
monitored and the interceptors moved in.

He was still gaining access to supplies of fuel and heavy armaments
and had sufficient servicing facilities to keep his ships in the air almost
continuously. But it was people he was running out of.

The strange and various collection of hastily converted civil craft
and captured government ships were no match for the new arrivals and
rebel losses mounted dramatically with minimal casualties among the
interceptor crews. But there were still too few of them and the battle
was far from won as Apesley continued to strike at the launch sites and
communication centers of the government forces. He was still gaining
access to supplies of fuel and heavy armaments and had sufficient ser-
vicing facilities to keep his ships in the air almost continuously. But it
was men he was running out of. The lack of replacement crews began to
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tell as the round the clock operations took their toll in exhaustion and a
growing accident rate. He began to lose ships through simple pilot error
and morale was declining rapidly. Gradually crews began to disappear,
trying to escape what was now becoming inevitable by heading out into
space. The interceptors were able to strike at Apesley’s bases without
even coming under fire, and the security forces were starting to recapture
their previous positions.

With the arrival of further interceptors from the now secure Lunar
bases, opposition collapsed and Rebel crews began surrendering their
ships without a struggle. All that remained was the mopping up operation
and the long, painful business of counting the cost.

Apesley himself was spotted trying to escape the planet, but es-
caped retribution by overloading the reactor on his ship as the intercep-
tors closed in. What he had hoped to achieve in the long run remains a
mystery, but he had come nearer than any human in history to gaining
control of Terra.

AFTERMATH

Today, the TTA thus finds itself in a very delicate position. While
both pro- and anti-TTA factions agree that the TTA is necessary for pre-
senting a united front to interplanetary trade partners, the degree of the
TTA’s power and the scope of its activities remains a source of extreme
friction and political disagreement.

Main points of the pro-TTA faction s stand:

» Without the TTA’s strong central authority, a “wild west” vision
of space will come into being, with corporate sabotage and even
warfare over raw materials in the asteroid belt, untested and shod-
dily-maintained fly-by-night passenger services that endanger the
lives of citizens, rampant corporate corruption and favoritism, and
wildly fluctuating market prices for extraterrestrial imports and
exports.

» The TTA provides services and opportunities to less developed
nations, which would disappear under corporate control.

» Centralized control is a perfectly acceptable concept if it results
in benefit to the whole. Without it, the Proxima War might have
been lost.

» Manufacturers are more than happy to use the Martian ship-
yards without owning any part of it, and the capacity of those
great slips ensures that no company, in the end, is “giving away”
capacity.




Roleplaying Game

Main points of the anti-TTA faction's stand:

» The TTA has been granted regulatory powers far in excess of
what is needed to fulfill its purpose. The purpose of the TTA can
be maintained while scaling back their stifling control.

» The TTA’s original mandate, to have strong central control in
wartime, has long since expired. Its continued monopoly is il-
legal and immoral.

» Handing control back to the private sector would not only boost
efficiency but open up new market opportunities, to the benefit
of all.

» The practice of allocating shipyard space to competitors is,
in effect, the seizure of private property, which is illegal under
Terrafed law.

PRESENT DAY

The present day for game purposes is June 11th, 2173. Over the
last couple of years the still-young TerraFed has been busy establishing
itself. The TTA headquarters have been rebuilt in Osaka, Japan and work
continues in the radiation cleanup of the old North African compound
destroyed during Apesley’s Rebellion.

The massive reconstruction projects on both Alpha and Proxima
Centauri continue and the diplomatic corp is hard at work in bringing the
Proximan’s into full alliance.

The first jet-tube RailBus routes are now open between Europe and
North America with 3 more routes set to open later this year (Nigeria to
Brazil, San Francisco to Manilla and Perth to Durban).

Finally, the media event of the year seems to be the pending launch
of the Voyager settler ship. Within two years of Henri DeVass’ demon-
stration of his prototype Warp Generator in 2127, the first Pathfinder sur-
vey ships were on their way to Alpha Centauri, Vega and Arcturus. The
result of the Alpha probe is common knowledge. Pathfinder Vega found
nothing, but the Arcturus mission signalled from forty-one light years
away that it had found two habitable worlds, one of which was very close
to Terra’s conditions. The advance party verified the suitability of the
new world even during the height of the Proxima War.
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Voyager is now set to embark on its historic mission and will carry
with it 1200 passengers, their personal goods and the equipment they
will need to colonize a distant planet. Although not humanity’s first in-
terstellar colonization voyage (small corporate sponsored missions have
established small colonies in the Epsilon Eridani system) it is by far the
largest endeavor thus far and is also unique in being the first coloniza-
tion officially organized by the Terran Federation (through the Settle-
ment Welfare Directorate of the TTA).

MAJOR TTA AFFILIATES

CONSOLIDATED AEROSPACE
Founded: 01/2023
Home Office: Frankfurt, Terran Federation
Type: Publicly traded, limited liability corporation.
Products: All aspects of ship design and construction, from hulls
to engines, internal systems, fittings, and electronics. In addition,
Consolidated maintains research labs for weapons systems, nuclear
research, robotics, and terraforming equipment.
Number of Employees: 341,000 (Earth, home office, research fa-
cilities, orbital testing and manufacturing centers), 15,500 (Mars,
branch offices, research facilities, and shipyards), 1150 (Jupiter or-
bital complex branch office / testing center), 135 (Neptune orbital
research center), 30 (L3 LaGrange Point research center), 40 (Alpha
Centauri III information office), 25 (Proxima Centauri information
office).
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Consolidated Aerospace is the largest manufacturer of spacecraft
and ship equipment on Terra and is second only to the great collective
Alphan government shipyards among the known worlds. Consolidat-
ed has its hands in every aspect of starship research, development, and
manufacturing. They can design, as their marketing department is proud
of saying, “everything from cupholders to drive units to complete in-
terstellar liners”. They are responsible for some of the most enduring
i and famous designs in history, ships that have served both in war and in
peace: the Gunships that helped to defend Mars in the Proxima War, the
Skymaster 28 that ferries executives system-wide, and the Voyager and
Connestoga that will carrying humanity to new star systems, to name
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just a few. Consolidated Aero-
space also manufactures a variety
of surface-to-orbit shuttles, opti-
mized for various atmospheres,
as well as mobile and permanent
launch facilities suitable for a wide
variety of planetary surface condi-
tions, habitat modules for asteroid
mining or space construction, vac
suits, environmental controls, and
strap-on boost packs to move vari-
ous size cargoes in orbit.

Consolidated is a publicly-
traded company, but its distribu-
tion system has been co-opted, as
with all other aerospace firms, by
the TTA. Consolidated has re-
sisted this integration more vigor-
ously than most, complying on the
surface while lobbying in TerraFed
Congress for relief. However, with
Harcourt Apesly’s rebellion still
fresh in everyone’s mind, Consoli-
dated has been under very close scrutiny and has had to tone down their
opposition. Consolidated has been involved in other controversies as
well. During the “Three Day Coup”, in which disgraced Prime Minister
Preston of Australia attempted to strike against TerraFed airbases in an
attempt to keep Australia from joining that body, accusations surfaced
that certain Consolidated personnel may have supplied the PM’s forces
with strike craft. Consolidated claims that the craft were stolen from
one of their facilities, and that two Consolidated technicians (found dead
with the former PM and his loyalists in the wreckage of their bunker af-
ter orbital missile strikes) had joined of their own will and were traitors
to the company. Investigations and hearings that followed failed to find
any definitive evidence and the case was closed. Conspiracy theories on
this topic continue to be popular fare among the masses, however.

OmH4>»0=rQwZOn
mnArPe wull @m)y

While they may be politically outspoken, Consolidated is quite con-
servative in its corporate philosophy. “Slow steady, and sure” has always
been Consolidated’s motto. Never taking any great risk, Consolidated
is rarely the first on the scene with a new innovation, rather taking the
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time to carefully and exhaustively research it, finally entering the market
with a product that has been perfected. Consolidated has a long-earned
reputation for reliability and safety as a result.

History

Consolidated Aerospace was born in a merger of General Dynam-
ics, a major defense contractor, Schilling Inc, a German-based aerospace
designer, and United China Aerospace Corporation, a recently privatized
government concern. When naming the new company, executives took
a page from their own history book. General Dynamics was formed
partly from a merger with Convair, which was formed from a merger be-
tween Vultee and Consolidated Aircraft, a manufacturer of atmospheric
vehicles from the early 20th century. The new Consolidated Aerospace
was officially incorporated in 2023, exactly one hundred years after Con-
solidated Aircraft came into being.

The new mega-corporation did not fare so well during its early
years. Integrating three large companies, each operating under a dif-
ferent set of laws, proved to be more problematic than models had indi-
cated. In addition, while United China Aerospace had massive amounts
of intellectual property and talented staff, the company was bankrupt
following the Sino-American War, and there was a massive amount of
debt to be assumed. In addition, General Dynamics and Schilling found
themselves having to free far-flung UCA facilities from the grip of vari-
ous warlord groups that had taken control of some of the outlying prov-
inces of China. This resulted in one of the first full-scale corporate wars,
in which troops loyal to a corporation, rather than a government, fought
to retake territory.

This conflict lasted less than a year, and featured a couple of ap-
palling incidents of “sm