Concept Document

Foot of the Centaur

The hereto and the hereafter

“The new Confederate Government has been compared to that of the Stalinist Regime, synonymous with totalitarianism and tyranny. Opposition had been crushed, repeatedly and entirely, silenced through means of secret policing and abduction. A policy of exile was enforced; political opposition is arrested, amassed and deported in great barges. These barges contain thousands of souls; activists, politicians and many others, many of which were entirely innocent of the crimes of which they had been convicted without trial.

These barges later left for Alpha Centauri with their captives held in stasis, a great journey taking almost forty standard years. It had been intended that the barges were to return to continue the cycle, but they did not.

Eighty full years passed, and the barges did not return. It was at this point that the Confederate Government appointed a small scout party to reclaim any remnant of the wreckage. Using newer technology, allowing for super-luminal communications the scouting party descended upon the Centaurus constellation the binary stars of Alpha Centauri A and B.

It was there that they made the most stunning discovery of the 3rd millennium; another planet, similar to Earth, teeming with life. The scout party continued their approach unto the mysterious concealed planet, positioned awkwardly between the two stars, as if somehow keeping them apart and at bay.

It is unknown what truly happened to the scouting party, but their distress call and pleas for their assailants to cease their attack returned to Earth, to be recorded and logged by the Confederate Government.

In a bold move, the Confederate Government released a delegation of emissaries and politicians to Alpha Centauri. They suffered a similar fate, revealing their attackers as human. The Confederate Government declares war on the Centaurians.

The full military potential of the Confederate Government realised, many billions of fighting men aboard many millions of fighting vessels departed Earth in the quest to occupy the hidden planet, their goal to take their territory and subjugate the populace, subjecting it entirely to the whim of the Confederate Government, enslaving or destroying all those that may stand in their way. And thus the greatest of all wars had begun, the Confederation billions lie in orbit, shrouding the planet in gloomy darkness, bombarding the planet with munitions and soldiers, taking ground and eliminating the Centaurians in their homeland…”

Singleplayer basic plot concept
The singleplayer storyline may be split into two different ‘mods’, one for each singleplayer campaign. These will likely consist of between eight and fifteen missions each after design.
· The Confederation continues establishing their foothold on the hidden planet, uncovering ‘artefacts’ in the form of stone pillars and tablets. Their language is indecipherable.

· Confederation military science discovers that the Centaurians are actively controlled or even possessed by the powers of certain artefacts. These artefacts are the creation of a now extinct alien race. The presence of the artefacts actively seems to enhance the abilities of the Centaurians, both physically and mentally.
· Hundreds of Confederation serfs and conscripts rebel against the Confederation occupation. They seek refuge with the Centaurians who do not accept them. The rebels are continually persecuted by both factions; however the Confederation actively hunts them down, expending considerable military resource in doing so. Similar other minor rebellions may also occur infrequently, swelling the rebel ranks.
· The war accelerates, and as it does, the Confederation acquires more artefacts. As they do, the Centaurians continue to develop their powers, physically mutating and gaining minor psychic potential.

· It is later revealed that certain artefacts presence have the power to dramatically shorten the gestation period in human beings, but it also shortens their life-spans (their entire biological processes are apparently accelerated tenfold). This is used to the advantage of both the Confederation and the Centaurians (who already do so).
· Many Centaurian soldiers and civilians break loose of the possessive hold of the artefacts. They seek unification with the Confederation rebel group; they cannot remain with the Centaurians, and the Confederation means only to persecute or eliminate them.
· Captured rebel Centaurian prisoners reveal their true intentions during torture; the sacrifice and bloodshed on the battlefield gains the attention of their gods - the ‘Elder spirits’, who in turn are gaining power through the continued use of the artefacts. Should they gain enough power, they can break once more into the material realm, and assist the possessed Centaurians in their aim of eliminating all life in the universe, including themselves. These spirits are beings of immense power and stature, far beyond that of any mortal creatures.

· The Confederation discovers that the use of the towering giant artefacts located at both the eastern and western poles of the hidden planet by the Centaurians is actually somehow preventing the twin suns of Alpha Centauri A and B from collapsing inwards on one another, enveloping the hidden planet.

· The Confederation immediately ceases the use of any artefacts.

· The Centaurians successfully bring a small quantity of Elder spirits into being, who reap tremendous losses on the Confederation armies, before vanishing into the darkness of space (no doubt to seek and destroy possible life on other planets).

· In a last ditch attempt to destroy the enemy and prevent the summoning of more Elder spirits, effectively dooming mankind, the Confederation unleashes two suicidal last ditch attempts at destroying the polar towers.

· They succeed, destroying the Centaurians and themselves in the process, the twin suns collapse into each other, creating a black hole which in turn destroys several Elder spirits.

The Centaurian Army

The Centaurians are essentially the offspring of exiled political opponents to the Confederation, but their will is dominated by their greed, encapsulated by the power of the artifacts they collect and use.

They worship a number of gods, the most prominent of which are;
· Ananke – the personification of fate or destiny

· Ares – the god of war

· Dias – lord of thunder and the sky
· Thanatos – the personification of death

Their military structure is reminiscent of that of an ancient Greek or Roman army, essentially led by a single overlord, and commanded in battle by a general, with his own sub-staff of minor-generals and their respective sub-officers.

The units available to the Centaurians are mostly fast moving, but are also basic and lack staying power. Their technology is limited in comparison with that of the Confederation, but is in most regards very similar. The army has very few distinct military units, and equally few distinct weapons and vehicles.
The Centaurian army relies on the erection of ‘Artifacts’, which produce ‘Artifact Points’, an additional currency unique to the Centaurian army. The sole purpose of artifact points is to be spent in the acquisition of unique upgrades for units called ‘Runes’.
There are four different runes, each gifting units a number of special abilities and properties. Each is tied to one of the major worshipped gods;

· Ananke (2)
· Allows the discretion ability to be used by a unit.
· Ares (5)
· Units with this rune gain more armour and health.
· Units with this rune may move faster.

· Units with this rune deal considerably more damage in a melee.

· Dias (4)
· Units with this rune may use the maelstrom ability.

· Units with this rune may use the unstoppable rage ability.

· Thanatos (1)
· All attacks dealt by units with this rune have a tremendous negative effect on enemy morale.

· Units with this rune gain a boost to their morale recovery rate.

Most units may choose any combinations of runes as upgrades, and each rune always has the same cost. An artifact must be constructed and inscribed with a specific rune type before a rune can be chosen.

Name / Number (Cost: Resources / Favour / Artifact)

Artificers / 5 (600/0/0)
The structures of the Centaurian army are built by small units of artificers. They are light and fast, but extremely vulnerable to enemy fire. They are capable of defending themselves with their machineguns if required. The unit can be upgraded to include a Master Artificer who can build more advanced structures. They have a very low morale and cannot be upgraded with runes.

· Master Artificer (100/500/0)

Imperator / 1 (2000/1000/0)

The Imperator leads the Centaurian army. He is heavily armoured, and very resilient to enemy fire. Armed with a machine gun and broadsword, the Imperator is an excellent melee fighter who significantly boosts the morale of any unit he joins. The Imperator may take any runes, and can be upgraded to exchange the sword for a Praetorian Battle-Hammer, which significantly enhances his abilities against heavier targets in hand-to-hand combat. The Imperator may not be given the rune of Ananke. There may never be more than one Imperator.
· Praetorian Battle-Hammer (750/100/0)

Speculators / 10 (180/0/0)
Speculators are a scouting unit. They are the first available combat unit and are suitably easy to produce. Speculators automatically have the discretion and jump-jet ability. They are only armed with machineguns, but these may be further upgraded to long rifles. Unlike other Centaurian units, Speculators prefer ranged combat over hand-to-hand fighting. Speculators may not be given the rune of Ananke, but may be joined by a Prefect who significantly boosts their morale and gives them the rally ability.
· Prefect (100/10/0)

· Long Rifle (50/0/0)

Legionnaires / 15 (300/0/0)

Legionnaires are the basic infantry in the Centaurian army. They are not particularly resilient, nor are they well equipped. They are however easy to produce and many in number. Armed with machine guns, Legionnaires are not capable of dealing tremendous damage with their firepower; however these may be upgraded to Blasters. Legionnaires may be joined by a Prefect who significantly boosts their morale and gives them the rally ability.
· Prefect (150/10/0)

· Blaster (100/5/0)

Evocatii / 10 (750/100/0)

Evocatii are the heaviest infantry available en mass to the Centaurian army. They are heavily armoured and equipped with Blasters, making them a significant threat to armoured targets. They are not as fast as the majority of the Centaurian army, but make up for this with their sheer staying power and high morale. They may be accompanied by a Prefect who significantly boosts their morale and gives them the rally ability.

· Prefect (150/20/0)

Praetorians / 5 (750/250/0)

Praetorians are heavy infantry that often act as a bodyguard for a hero. They are as resilient as the fearsome Evocatii, and come equipped with deadly glaives, which may be further upgraded to the deadliest melee weapon available to the Centaurians, the Praetorian Battle-Hammer. Praetorians may not be given the runes of Ananke or Thanatos due to their alignment with other gods. They may be joined by a Vexilla Prefect who significantly boosts their morale and gives them the rally and march abilities.
· Vexilla Prefect (200/50/0)

· Praetorian Battle-Hammer (60/10/0)

Medium / 1 (100/100/0)

The Medium acts as both a Priest and a minor general in the Centaurian army. The Medium is unarmed, but can use the divine pronouncement ability. The Medium cannot be upgraded with runes. Each Medium contributes 3 additional artifact points. There may never be more than 5 Media.
Auxiliary / 3 (2100/900/0)

The Auxiliary is the light vehicle of the Centaurian army. It is commonly used as a scout, flank attacker or as a light transport for Speculators or Legionnaires. It is armed lightly with a heavy machinegun, making it an effective and highly mobile anti-light infantry weapon. The Auxiliary is however extremely vulnerable to enemy fire. Auxiliaries may be upgraded to carry light rocket weapons instead of their machine guns, and may mount smoke launchers.

· Light Rockets (600/250/0)

· Smoke Launchers (180/0/0)

Titan / 1 (2500/1750/0)

The Titan is the heaviest vehicle employed by the Centaurians. It is lighter and faster than its Confederation counterpart, the Hammer, but packs similar anti-tank cannon weapons and anti infantry machine guns. It is a highly effective battle tank that is only compromised by its difficulty to obtain. It may be further upgraded to carry laser cannons, up to four missile racks and mount smoke launchers. It may not be upgraded with the rune of Ananke.
· Laser Cannons (1200/1000/0)

· Missile Rack (600/250/0)

· Smoke Launchers (180/0/0)

The Confederation Army
The Confederation army is fuelled by its many serfs and conscripts, who make up the bulk of the fighting forces. It can be likened to a modern military machine, and makes extensive use of its enormous numbers and armoured might. It has significantly more manpower at its disposal, and to its generals, all manpower is a disposable resource, so long as the short-term goal is achieved. It is characterized by its distinct lack of customizability and the uniformity or facelessness of its force as a whole. The Confederation army favors firepower over melee ability.
Serf / 1 (1000/250/0)

The Serf is a small bipedal construction machine responsible for the construction of all Confederation structures. It is resilient and heavily armoured, but slow and unarmed. There may never be more than two Serfs in a Confederation army. Serfs may be put into forced labour, to make them produce things faster, but this will eventually kill them. Serfs do not count towards the unit limit.
Conscripts / 30 (300/0/0)

Conscripts are the bulk infantry of the Confederation. They are cheap and easy to obtain, yet slow and poorly trained, equipped and armed. They have extraordinarily low morale, but may be upgraded to carry up to five assault weapons.
· Shotgun (10/0/0)
· Sniper Rifle (40/0/0)

· Assault Weapon (75/0/0)

· Laser Rifle (100/0/0)

Conscript Gun-Team / 5 (750/250/0)
Smaller units of Conscripts may be armed with heavy weaponry, which may be brought to bear over greater distances than most conventional man-portable weaponry. These are normally armed with very heavy weaponry; the default weapon is a heavy machinegun.

· Mortar (75/15/0)
· Rocket Launcher (150/30/0)

· Laser Cannon (400/400/0)

Marksmen / 10 (150/0/0)

Marksmen may be trained to support Conscripts. They suffer from all the disadvantages as other Conscripted troops, and have smaller unit sizes, however they are still cheap, and their long ranged weapons make them an excellent ranged alternative.

Tank Hunters / 10 (500/150/0)

Tank Hunters are necessary support troops, capable of taking down most armoured vehicles, and able to move into position fairly quickly. They are fairly quick on their feet, allowing them to get their grenade launchers into range without too much difficulty.

Shock Troopers / 10 (600/300/0)
Small elite units of soldiers are formed into Shock Trooper units. These units are more heavily armoured and better equipped than Conscripts, but they are not as readily available. They are similarly armed with assault rifles, but every soldier may be upgraded to carry a special weapon.

· Shotgun (10/0/0)

· Assault Weapon (75/0/0)

· Laser Rifle (100/0/0)

Sickle / 3 (1500/900/0)
The Sickle is a small vehicle armed solely with anti infantry machine guns. It is light and fast, commonly used as a recon vehicle in the Confederation army. They are very vulnerable to enemy fire, but can be quickly repaired by a Serf.

Blade / 1 (500/250/0)

The Blade tracked vehicle is a cheap, affordable transport for any Confederation infantry unit, offering rapid deployment to any position. It is however fairly light and vulnerable to enemy fire, and entirely unarmed itself.

Hammer / 1 (2500/1500/0)

The Hammer is fairly slow compared to other vehicles, however its heavy armour and the firepower afforded by its multiple laser cannons makes it invaluable in a base assault. It can be further upgraded to carry up to three anti-infantry machine guns.

· Machinegun (450/100/0)

Bane / 1 (5000/3500/0)

The Bane is the largest vehicle in operation on the hidden planet. It is very large and heavily armoured, capable of delivering a great deal of firepower from its twin rocket batteries and four mortars. It may be slow moving, but it has the staying power and awe-inspiring presence that allows it to totally dominate the battlefield.

