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IInn tt rroo dd uu cc tt iioo nn   

  What is the weapon load-out of a Siren-Class fighter? How does a jumpgate work? Why 

is Greykat ranked as a Warrant Officer? 

 Here in this handbook, fans of the webcomic Angels 2200 will find the answers to a wide 

range of questions. Since 2002, the detail and scope of the comicôs universe have expanded as 

the story has progressed. Now as a gift for followers of the comic both old and new, the people 

behind the making of the comic, along wit h some of its most devoted fans have come together 

to produce this summary of the Angels Universe in all its complex, detail-rich glory. 

 In this document, we have tried to be as comprehensive as possible, including all the 

major aspects of the Angels Universe that are likely to affect the stories that emerge from it. 

Below, you will find information on t he major events that lead up to (and follow)  the Genetic 

Plague that wiped out almost all t he human males from the Galaxy in 2190. The primary 

political and military entities are also discussed, along with information on some of the weapons 

and devices they use to live and fight within the vast reaches of space. Finally, we touch on the 

newly-developed cultures and religious identities that have sprung up since Humankind began 

its expansion to new worlds. And for those with a craving for the nitty -gritty details, the 

appendices provide a plethora of ship schematics, the military rank structures, maps, and 

profiles for all the characters featured in both the main story as well as those created by fans 

over the years. 

 Overall, we hope this handbook will serve both as another piece of enjoyment for fans, 

as well as a resource for those wishing to add to the already rich mythology of the Angels 

storyline. 
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HHiiss tt oo rryy   oo ff   tt hh ee   FF uu tt uu rree   

RRiissee  ooff  tthhee  MMeeggaaccoorrppss  

  By the year 2020, the nation -states that had served as the primary building -block of 

human society were becoming overwhelmed by the global challenges that threatened 

humanityôs further growth and development. International disputes, fueled by ancient rivalries 

and a greed for resources, were increasing in both their intensity and consequences, causing 

the citizenry to become ever more jaded by the democratic systems that had slowly been 

deteriorating over the centuries. The call for a new form of government, long boiling beneath 

the surface of society, had now increased to a 

roaring chorus. A significant portion of both 

the political and business powers-that-be were 

convinced that an authority was needed that 

transcended national borders, yet was more 

powerful than any international body thus far 

conceived. 

 A potential solution presented itself in 

October of 2020, when a report long -circulated 

within the upper management circles of the 

Sigma Systems & Associates corporation was 

released to the public. In what eventually 

became known as the Leffis Doctrine, Sigma 

Executive Robert Leffis outlined his vision of an 

economic and political structure he term ed 

ñThe Socially Conscious Meritocracyò. Based 

upon the rejection of national loyalty  in favor 

of a society where individuals defined their 

self-identity on their chosen career, the Leffis 

Doctrine quickly gained popularity in an era 

where national governments were viewed as 

bloated and ineffective. Political parties quickly 

sprang up around the world that embraced Leffisô philosophy, most of which came to be known 

as Free Corps. 

Over the next few decades, the influence of Leffisô ideas was felt within the decisions of 

the worldôs most powerful corporations. Smaller nations in Central America and East Africa that 

had long suffered under corrupt national governments engaged in a wave of Free Corp-led 

revolutions and coups that handed authority over to international businesses, which then ran 

the governments directly and openly. In particular, the HuramNet Corp Experiment, which led 

to the full literacy of the population in one of these Corp -led nations within just fifteen years , 

Insignia of the five megacorps that would go on 
to found the United Systems Alliance   
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served as a model for many other would-be corporate rulers and convinced many that the Leffis 

Doctrine was the answer to the world -wide problems that nations had proved unable to tackle.  

By the end of the 21 st Century, about 13% of the world citizenry was living under the 

Free Corp system in one form or another. Slowly, the generations growing up under these 

systems experienced a fundamental change in their thinking and values compared to those still 

living within the democratic nation -states, and the political landscape was becoming polarized 

between the two ideologies. Responding to the perceived threat to their dominance, the nation -

states tried to reign in the ruling international cor porations (now referred to as ñmegacorpsò) 

using stricter trade r egulations and high tariffs. They  condemned the Corp-led governments as 

oppressive dictatorships disguised as commercialized utopias. In return, the Free Corp entities 

(referred to as ñholdingsò) made exclusive trade agreements between themselves and criticized 

the nation-states for their  inefficiency and use of democracy as a means to entrench a powerful 

ruling elite that never had to defend its competency . While these disputes never broke out into 

direct armed conflict, the battle of ideas emerged in many forms (some violent) across the 

world, and was nicknamed the ñSecond Cold Warò. In fact, the closest the world came to a 

direct battle between the Free Corp holdings and the nation-states was played out in the New 

Zealand ï Australian War from 2053-2057, where a Free Corp dominated New Zealand 

government fought to break naval blockades set-up by national-led Australian forces. While the 

conflict was contained within the Southeast Pacific region, New Zealandôs victory in the war 

cemented the Free Corpsô place as a viable eco-political system in the centuries to come.  

  

TThhee  FFTTLL  RReennaaiissssaannccee  

  About the mid-21st Century, both the nation -states and the megacorp holdings could still 

agree that humankind would not be able to sustain itself if confined  to the limited resources of 

the Earth. Humans would either have to restrict their numbers, or expand into the larger Solar 

System. Efforts in the 2020s by the United States, China, and Japan to establish Lunar colonies 

had led a new surge of interest in manned space exploration as a means for both nati ons and 

megacorps to achieve both needed resources and political prestige. By the end of 2037, the 

first Martian colonies had appeared, but it would be just three years later that the era now 

known as the FLT Renaissance would begin. 

 In the decades leading up to 2040, theoretical physicists from around the world had 

begun to work on newly proposed theories of quantum gravity in their quest to understand the 

relationships between all the major forces in the Universe.  These efforts would bear fruit with 

the publishing of The Fundamentals of Hyperspatial Mechanics by German Physicist Dr. 

Frederick Kudritzki in 2037. The newly-opened branch of experimental science would lead to the 

three great innovations that would change space tr avel forever: inertial negation, artificial 

generation of gravitons, and the hyperspace jump.  
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 It was one of Kudritzkiôs former students, British-born Dr. Henry Goldman, who would 

produce the first practical application of his mentorôs theories. Working with colleagues 

stationed on the Lunar-based Frontier Colony, Goldmanôs team constructed the first crude but 

working version of a hyperspace jumpgate. After preliminary t ests with sub-atomic particles and 

small amounts of inorganic matter proved promising, the first trial using a living creature placed 

inside a capsule (a dog named ñRascalò) was conducted on November 23rd, 2040. While the dog 

was successfully transported unharmed from Glosgow in Scotland to Frontier-1 on the Moon 

almost instantaneously, Goldman had failed to properly calculate the exponential increase in 

energy output of the jump he had generated. The explosive ñbackwashò from the jump 

destroyed a large portion of the Glosgow lab and killed nine scientists including Goldman 

himself. Marked by history has the father of modern space travel, Goldman was posthumously 

honored by the United Nations for his achievements. The tragic incident also made humanity 

keenly aware of the raw power an opened jumppoint can output, and policies were soon 

enacted restricting the location and scope of all further jumpgate construction.  

 The second major application of hyperspatial mechanics came in 2075, when the 

fundamental properties of gravitons were experimentally verified as measured traveling through 

12-dimensional hyperspace. Iranian scientists from the Holy Islamic Republican University were 

then able to prove that the same Goldmanian quantum beam technology used in forming 

jumppoints could be used on a smaller scale to deflect gravitons attempting to interact with 

normal matter. The end result was a slight but significant modification of Newtonôs Laws of 

Motion, allowing a mass to accelerate with less internal stress caused by the change in 

momentum. This ñinertial negationò was soon used to develop many technologies, but found 

the most application in  starship flight. Such devices, when placed strategically around a shipôs 

frame, allowed for increased maneuverability without pil ot black-outs or hull failure. When 

space warfare became a tragic reality in 2080, it was in part due  to this innovation, as it made 

possible the one-pilot space fighter to become the primary weapon in pirate attacks.  

 The final major stage of the FTL Renaissance followed eight years later, when the 

measurement of natural gravitons led inevitably to the g eneration of gravitons artificially. While 

the generation of Earth-like gravity could be accomplished over limited scales, it required 

enormous amounts of power to maintain. Thus, the generation of artificial gravity across the 

scales of large colonial domes (like those on Mars) was quickly seen as impractical, and the 

technology has been confined to small areas with relatively sizable power cores (such as capital 

ships and space installations). While there has been a military interest in the production of 

graviton-based weaponry, its development has yet to progress very far. This is partly due to 

concerns of opening up a new class of massively destructive weapons, as well as to the nature 

of artificially-generated gravitons and the maximum rate at which the y can be produced. Also, 

the existence of inertial negation means that counter -measures to such weapons could be easily 

fabricated. 

 With the FTL Renaissance in full maturity by the 2090s, the local Galaxy was open for 

humankind to explore, and a vast new treasure trove of resources became attainable. Soon, the 
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inner colonies of Mars and Europa were reachable from Earth in a matter of weeks, and the 

vast Jovian Jumpgate Hub would soon provide access to nearby star systems within 1-2 months 

of travel. Space probes were sent out on survey missions to seek out habitable worlds, and a 

new wave of optimism swept over human civilization. In the deca des to come, various groups 

of people would begin a new wave of mass migration not known  since human pre-history. 

  

GGaallaacctt iicc  SSoocciieettyy  &&  tthhee  SSttaarr  RRuusshh  

  The late-21st through early-22nd Centuries marked the development of humans 

interacting with each other across interplanetary (and then interstellar) distances. Th e first true  

interplanetary trade was begun in 2054 between  Earth and the Martian colonies. Until the FTL 

Renaissance, it had been believed that the length and energy costs of space travel would 

render any form of economically viable trade impossible. But after 2040, those ideas changed 

radically. In addition, the  founding of mass-industry on the Red Planet by megacorp holdings 

demonstrated that a vast quantity of goods for use in space -based endeavors could be 

constructed on Mars at a lower cost than on Earth once the initial infrastructure was in place. 

This opened the floodgates for a surge of trade between the two worlds: Earth providing 

organic goods such as agricultural products and Mars offering heavy manufactured goods that 

were expensive and/or environmentally hazardous to make on Earth. 

 Colonies established on the Martian moons, the Jovian moons, and within the Asteroid 

Belt also became a part of the trade network. Together, Earth and the inner colonies 

established a space-based logistical system that could efficiently move both manufactured 

materials out to the small, most distant solar colony on Titan, and also dump hazardous waste 

onto the raging incinerator that was the surface of Venus. With the flow of goods across the Sol 

System, however, came also criminal elements that sought to exploit the vulnera bility of 

merchant ships following their narrow, pre -determined routes between the worlds. Disgruntled 

splinter groups from colonial megacorp holdings, privateers hired secretly by megacorp 

competitors, and Martian trade rackets all took part in beginning assaults upon shipping traffic 

starting around the year 2080. The first pirate attacks were carried out by modified shuttles and 

merchant craft, and used primitive  ground-based weapons jury-rigged onto their vessels. Still, 

their tactics became effective to the point where counter -measures needed to be implemented. 

In response to the pirat es, the first primitive combat -oriented vessels were constructed, 

including the first one-man fighters. Initially , the megacorps established their own separate 

security forces to deal with the raider menace, but it was soon discovered that a single 

coordinated fighting force would be required to take on the larger, more-organized crime 

syndicates. 

 In 2090, all th e megacorp security forces who had assets being traded between Earth 

and Mars combined their security elements into the United Systems Peacekeeping Force (USPF). 

The USPF proved the first potent counteragent to pirate attacks, scoring hundreds of kills and 
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arrests, even in the long stretches between the jumpgates where pirate attacks were most 

common. The success of law and order across the shipping lanes was welcomed by the 

merchants. However, the turn of the next century would see an expansion of the trade network 

that would put an enormous  strain on the USPFôs policing abilities. This expansion would come 

in the form of a new and incredibly ambitious colonization effort: Project Phoenix.  

 First conceived in 2052, and put into action ten years later, Project Phoenix remains the 

single most massive colony initiative in history. The result of a multi -billion credit deal between 

the European Union and the Russian Federation, the project was to establish the first human 

colony beyond the Sol System. After years of robotic probes had scoured the surrounding star 

systems, it was discovered in 2059 that the Solar-like star of Chara possessed a planet with 

signs of ongoing photosynthesis in its atmosphere. Determined to be the best colonization 

candidate, a massive new jumpgate was added to the already burgeoning Jovian Hub. A fleet of 

colony ships was organized in Martian orbit and began a steady, year-and-a-half-long journey to 

their new home in 2098. Celebrations erupted across Europe and Russia when confirmation 

finally arrived in August of 2100 indicating that all but two of the colony ships had made it 

safely to the planet Chara D, which would afterwards be renamed Palingenesia (which means 

ñRebirthò). Ten years later, Japan would establish its own first outer system colony in the 

Charan System, founding New Tokyo on the Palingenesian moon of Suzaku. 

 With humanity now participating in a galactic society, the largest megacorps began a 

series of complex negotiations amongst themselves, trying to find ways to effectiv ely regulate 

jumpgate tolls and set import/export policies without having to rely on individual treaties or 

agreements with the (rather confined) national governments. What be gan as the effort to draw 

up a common galactic trade agreement became much more ambitious, and by 2130 five of the 

largest megacorps announced a new, over-arching galactic authority they called The United 

Systems Alliance. That same year, the new Alliance entity bought a controlling share in the 

operation of the USPF, and re-launched the policing force as a full space-based military: the 

Terran Navy. Backed by both economic and military might, the Alliance became an overnight 

player in galactic affairs. With free -trade and common currency regulations in place, the 

holdings within the Al liance began an unprecedented period of economic growth and prosperity, 

soon becoming the envy of all other governments. In 2131, the founding Alliance members 

extended an invitation to all other galactic authorities to join their massive, common market. 

The five founding national members soon answered the call, with New Zealand, the European 

Union, the Joint African Council, Canada, and the Reformed Provinces of China joining the 

Alliance that same year. In 2133, a constitution for the Alliance was created  and ratified, 

establishing the Alliance as a hybrid government controlled by both national and Free Corp 

elements. Within the next two years, the majority of Terran nations join ed the Alliance, 

although several powerful countries refused, citing sovereignty concerns. Such dissenters 

included the Russian Federation, the Holy Islamic Republics, and the United States. 

 From 2133 to 2138, in the tim e that would be known later as t he Five Golden Years, the 

Alliance continued to thrive, and both the econom ic and political pressures faced by dissenting 
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nations soon became too great to resist. Pro-Alliance leaders were elected into office, and by 

2136, for al l intents and purposes, all of humanity was united under  the Alliance, the first (and 

thus far only) singular human galactic government.  

 With the success of Project Pheonix and the founding of the Alliance , both nations and 

megacorps were eager to conquer other star systems. The United States, in direct response to 

Project Phoenix, collaborated with several megacorps to found colonies on the two habitable 

worlds within the Eta Cassiopeian System in 2135. The Demarcation Agreement of 2140, signed 

by all the Alliance members, decreed that from that time onward meg acorp colonial efforts 

would be confined to star systems coreward of Sol (e.g., closer to the Galactic Center) while 

national projects, on the other hand, would only be directed rim ward. This agreement would 

kick-off the decade referred to as the Star Rush, where nations, megacorps, and even private 

enterprises rapidly expanded into the neighboring star systems seeking wealth, adventure, or 

the freedom to live by their own rules. Colonies soon began to sprout up all across the systems 

of Alpha Centauri, Epsilon Indi, and Tau Ceti, even as the storm-clouds of interstellar war began 

to creep across Earth and her numerous off-world investments. 

  

EExxttrraatteerrrreessttrriiaall  &&  AArrtt iiff iicciiaall  LLiiffee  

  As humankind embarked on its quest of galactic expansion, two great discoveries about 

the extent and definition of  life would further change human society. The first came near the 

very beginning of the Second Space Race, when in 2025 a robotic probe sent to study the 

underground oceans of the Jovian moon Europa uncovered the first solid evidence of 

extraterrestrial li fe. At first, the carbon -based chemistry of the ice-dwelling microbes of Europa 

led exobiologists to theorize that the life was actually Terran -based, and was transported to the 

distant moon via asteroid impact. However, further study of samples sent back to Earth 

confirmed that t he genetic structure of the ñEuropidsò had fundamental differences with any 

Terran forms of life. This realization, further confirmed by encounters with flora and fauna upon 

several other colonized planets beyond the Sol System, led to two inescapable conclusions 

about life within humanityôs local stellar neighborhood. First, that life in all its forms appeared 

always to be based on carbon chemistry. This would prove somewhat advantageous to 

colonizing efforts, as local plants and animals on alien worlds could provide some amount of 

sustenance to the colonials when supplemented with Terran food brought over from Earth. The 

second conclusion about alien life was that there were no signs of any other civilizations similar 

to humankind. Even the levels of intelligence of Terran chimpanzees and dolphins have yet to 

find parallels on other life -giving worlds. Neither have any ruins or signs of habitation been 

found to suggest that some alien society ever existed apart from humans. To some,  this 

revelation has led to new conclusions about the frequency at which intelligent life can evolve  

within the Galaxy, while for others  it has fostered a renewed philosophical belief in the intrinsic 

uniqueness and value of humanity and the Earth. Overall , it has been the absence of other alien 
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civilizations across a dozen life-

giving worlds that has proven 

more astounding than anything 

else. 

 In addition to the 

discovery of alien organisms, the 

creation of artificial life also saw 

advances in the 21st and 22nd 

Centuries. Non-emotive forms of 

A.I. were developed to operate in 

many roles too difficult or 

dangerous for humans to perform. 

However, it was not until 2126 

that the first human -form 

androids were manufactured with 

fully emotive and human-realistic 

response algorithms. Ever since 

their creation, androi ds have been controversial and heavily regulated. Opinions range from 

religious authorities condemning them as affronts to human dignity, to the activist groups who 

denounce the using of androids for any task as the newest human foray into organized slaver y. 

In the pre -Plague years, androids were largely constructed by megacorps as tokens of prestige, 

using them to show off their 

technological prowess. Certain limited 

trials were also conducted where 

androids were designed to engage in 

dangerous tasks that still required 

human-like intuition, such as deep core 

asteroid mining and in-flight fusion 

reactor repair. The height of the debate 

came in the 2160s, when Alliance 

Senator Georgia Theebes championed a 

bill that would become well -known as 

ñThe Terminator Lawò. In response to 

the mere possibility that androids might  

replace and/or do harm to humans and 

their endeavors, the comprehensive 

legislative act placed a stringent set of 

requirements upon all android makers. These included that the Asimov Laws be ñhard-wiredò 

into every android, that androids never possess a strength or agility greater than the average 

human being, and that any use of androids in warfare would be a capital offence anywhere in 

the Galaxy. Since the Terminator Law, the subject of roboti cs used for war has proved a taboo 

The Flooded Garden s on the planet Liberty are a prime example  
of the beauty of extraterrestrial flora.   

The Terminator Law was enacted to prevent androids 
from attaining the will to kill humans.  



12 
 

subject, and little significant research has been carried out even within the rebellious colonies. 

It was only after the Plague that the use of an droids would find a wide -spread and more 

accepted use. 

  

CCoolloonniiaall  TTaaxxeess::   TThhee  FFiirrsstt   EEssccaallaatt iioonn  

  The largest war ever fought in human history began as a fight over jumpgate revenue. 

Beginning in 2138, the Alliance instituted its first Galaxy-wide tax on jumpgate use, citing the 

need to supplement the upkeep of the Galactic Trade Network. While none of the colonies were 

thrilled by the concept of sending a portion of their gate tolls back to Earth, Chara stood alone 

in flatly refusing to comply. Over the previous 38 years, Chara had quickly grown to become the 

largest and wealthiest of all the colonies, and the Charan leadership was adamant that every 

colony had the right to fully control the j ump-traffic within their own systems . Matters were 

further complicated by the existence of the Terran Revitalization Movement, which was a 

program designed to move the majority of agriculture and industry off the surface of the Earth 

in order to restore and  preserve its natural biosphere. Trade with Chara made up a vital portion  

of the program, and gave Charan lobbyists much more power in the Alliance government than 

many Terran leaders would have preferred. For two years, talks dragged on between the 

Alliance and the Chara colonies, but ultimately failed to reach any form of acceptable 

compromise. Feeling their authority was at stake, in 2140 the Alliance government sent a 

medium-sized fleet of trade-lane security ships to intimidate Chara into accepting the latest tax 

plan proposal. However, unbeknownst to the Alliance, the local Charan militia h ad begun to 

construct its own independent spaced-based security force. Led by talented commanders who 

were developing wholly new and innovative stratagems for  space warfare, the Charan ships 

easily decimated the Alliance fleet in the first major military engagement of what would become 

the Galactic Civil War. 

 Embarrassed by their defeat, the Alliance officially declared war on the Charan colonies 

on May 15th, 2141, labeling them as in a state of ñunlawful rebellionò. The Charan colonies 

responded the following year by declaring their independence from the A lliance and renaming 

themselves the Confederated Worlds of Chara. The Alliance quickly moved to secure the 

primary Sol-Chara jumpgate, beginning a blockade that would last off and on for many 

decades. In addition, at the behest of the Alliance  all other colonies ceased trade with Chara. 

While this act did not put significant economic pressure on Chara, it did serve to effectively 

isolate it from the rest of galactic society . Determined not to bow down to ñoppressive Terran 

authorityò, Charan ships engaged the Alliance blockade in late 2145. Despite superior ships and 

a series of desperate suicide attacks, the Alliance blockade held, beginning a two -year 

stalemate where both sides geared up for a prolonged conflict.  

 In 2147, the Alliance sent an upgraded and much larger fleet to invade the 

Confederation. The campaign culminated in the First Battle of Palingenesia, where Charan 



13 
 

forces managed to fight the Alliance to a standstill, 

forcing the Terran Navy to withdraw when their 

supply lines were effectively disrupted. Despite the 

retreat, Terran Naval commanders were confident 

that a second push into Charan space would result 

in the destruction of the rebel military. However, 

the events of 2149 would put a hold on further 

action against Chara. That year, a combination of 

greenhouse gas levels and increased solar activity 

resulted in a sudden increase in global 

temperatures across Earth. With the added heat, 

all ice deposits across the Northern Hemisphere 

vanished, causing the flooding of coastal cities, 

and shifting global weather patterns dramatically. 

The Terran Navy was recalled to its homeworld to help deal with the crisis, thus beginning an 

undeclared but de facto truce between the Alliance and the Confederation. Limited trade was 

even resumed between Chara and Earth in order to distribute humanitarian aid and other 

essential goods that the Terrans found for the first time unable to adequately provide for 

themselves. Still, the Alliance refused to officially recognize the Confederation, and the Charans 

for the ir part refused to give any ground on the issue of colonial taxation.  

  

RReevveennggee::   TThhee  SSeeccoonndd  EEssccaallaatt iioonn  

  After the Terran Climate Shift of 2149, the Civil War remained cold until 2176. It was 

then that  a Charan-born pilot deviated his large merchant ship from its assigned course into 

Earth orbit and dived into the middle of downtown Los Angeles. Just before impact,  the pilot 

detonated the shipôs rigged fusion reactor, generating a nuclear blast that leveled most of the 

city and killed millions of people. The reaction to the attack was swift and fierce. The Alliance 

announced a renewed effort to destroy the Charan Confederacy, declared a ban on nuclear-

powered ships operating within planetary atmospheres, and issued a new military spending 

initiative that included an immense expansion and upgrade of the planet -wide orbital defense 

grid, codenamed PHALANX. The next year, the Alliance once again invaded Charan space and 

scored their most significant victory of the war up to that point, based largely on the effective 

deployment of the Terran Navyôs new Siren-class fighters. For the second time Terran 

commanders predicted the inevitable fall of Chara, and a master invasion plan was drawn up in 

cooperation with the military forces of the Eta Cass colonies. Yet, while military triumph for the 

Alliance seemed likely, its control over the other colonies was beginning to slip as more of its 

resources were poured into the Charan war effort.  

With the destruc tion of many coastal  cities 
during  the Climate Shift of 2149, many such 
cities were rebuilt and modernized after the 

disaster.  
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 It was Mars who would become the second colony to call for independence, and in 2180 

made a peaceful petition to withdraw from the Alliance whilst still honoring its trade contracts. 

The Alliance refused, and sent a large occupying force to the Red Planet to quell any rebellions 

that might arise.  After four years of repeated protests, the Martian colonies organized a trade 

boycott against Earth and seized local Alliance military assets. With most of its forces tied up in 

the Chara campaigns, the Terran Navy could only muster a limited response, and set-up a new 

blockade against Mars. The blockade drew the anger of the other inner colonies, who soon 

united in order to counter what they saw  as excessive Terran aggression. By 2185, wide-spread 

unrest had swept across all of the colonies, and the Anti-Colonial Movement had become a 

significant political force within the Alliance  government. The year 2185 also witnessed the Riots 

on the Rhea Colony, which pitted local colonials against Alliance-backed megacorp forces. This 

bloody incident proved that the anti -colonial sentiment had spread as far as the usually-quieter 

corporate colonies. Late in 2186, the Alliance suffered a major military defeat to C hara at the 

Third Battle of Janus Gate. Seizing the 

opportunity, Martian forces began a full 

rebellion and captured several Alliance bases. 

Martian ships assaulted the trade lanes and 

broke through a number of the blockade points. 

At the same time, the Charan invasion plan was 

about to be enacted, and massive Alliance fleets 

near Jupiter and far away in Eta Cass prepared 

to flank and crush the Charan military. But on 

the eve of the long -planned assault, the Genetic 

Plague tore a swath of death across the Galaxy, 

and the Allianceôs victory was once again 

thwarted.  

The Plague would leave behind a whole 

galaxy in turmoil and grief, as almost the  entire 

male population succumbed to the ravaging 

disease. Adding insult to injury  for the Alliance, the following years brought news that the inner 

colonies, Eta Cass, and Rhea had all declared independence, and had taken Terran Naval ships 

left adrift or disabled by the Plague to help bolster their own fleets.  By 2194, the Alliance was 

left heavily fractured and demoralized. Despite growing calls for peace, however, the mounting 

claims of a colonial-related cause to the Plague brought a new wave of rage amongst the 

Terran populace. The exchange of war prisoners was terminated, and the Terran Navy 

reformed into a nearly all-female fighting force. Answering the  call for vengeance, the Alliance 

surged back against the Martian colonies in 2196, retaking all of the major settlements and 

forcing the colonial government into exil e. Now back under Terran control, Mars resumed trade 

with Earth. 

  

Emblem of the PHALANX Planetary Defense Grid  
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WWoommeenn  aatt   WWaarr::   TThhee  TThhiirrdd  EEssccaallaatt iioonn  

   Sympathetic to the Martian cause and hoping to incite a renewed rebellion, Chara 

attempted to send a fleet of captured Terran warships to join up with Martian insurgents  in 

2197. The fleet was intercepted and quickly destroyed by the Terran Navy, and the Alliance 

once again announced a new campaign against Chara. For the first time in its history, the 

Alliance issued a military draft of able-bodied women for at least five years of military service. 

The call resulted in violent riots across the Alliance, and millions of women became pregnant via 

artificial means in order to avoid th e draft. Thousands of others were smuggled out of the 

Alliance and into the rebelling colonies. Still, the draft resulted in a large burst of new recru its, 

and the Terran Navy carried out its fourth major invasion into Charan space.  Unable to establish 

diplomatic contact with the Eta Cass colonies, the Navy also sent a large fleet through the Eta 

Cass jumpgate in 2199 to compel Eta Cass to rejoin the Alliance. No further news of them has 

yet reached the Alliance public, and the force is commonly referred to as ñThe Lost Fleetò. 

 Thus, by the beginning of the 

23rd Century, humanity has suffered 

through numerous major disasters and a 

civil war lasting off and on for nearly 60  

years. The Anti-Colonial Movement 

remains committed to ending the war, 

but conservative elements within the 

government still stubbornly refuse to 

allow the Alliance to remain divided. 

With the bulk of the Terran Navy away 

at the Charan and Eta Cass fronts, or 

securing the uneasy peace on Mars, the 

remaining Navy elements are composed 

of the ñsub-standardò units of the 

Alliance military. Having declared its 

loyalty to the Unified Colonies of Mars 

the year before, the Risae Mining Colony 

near the asteroid Ceres ceased all contact 

with the Alliance. In early 2200, t he arguably-obsolete fighter carrier TNS Outcast is sent to 

reclaim the Risae Colony for the Alliance, and it is here that the story of the Icebreakers 

beginsé.  

    

Patches of the Naval combat units involved in the 
Risae Campaign   
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DDaa rrkk ee ss tt   AA gg ee ::  TThh ee   GGee nn ee tt iicc   PP llaa gg uu ee   

Sacramento, 2190 

 The first officially recorded victim of the Genetic Plague, a medium-level Alliance 

government worker named Herbert Nixon, was admitted into a local Sacramento hospital with 

signs of severe flu on May 17th, 2190. Within 24 hours, however, the emerging skin lesions and 

eye discoloration had convinced the doctors on call that his case was not nearly so straight-

forward. Over the next ten days, not only were they unable to diagnose his condition as any 

known disease, but over twenty male hospi tal personnel had developed identical symptoms. By 

the time the hospital had contacted the Alliance government to report a potential viral out -

break, reports had already begun to surface about similar cases of the disease from medical 

wards all across the western United States, Mexico, Japan, and China. Spreading with an 

alarming speed, Alliance forces were unable to contain the disease, which was eventually found 

to be air-born and able to survive for many weeks whilst being carried across the planetôs wind 

currents. 

 With an initial 0% survival rate , Alliance member nations and megacorp holdings took 

drastic measures to isolate various segments of their populations, but no method proved 

effective in completely preventing exposure. Even hastily constructed underground bunkers or 

Antarctic settlements were lost, either to a breach of quarantine or by outsiders forcing their 

way into such shelters in a desperate gambit for survival. Both planetary leaders and the 

common citizenry quickly noticed that only men seemed to be affected by the disease. I t thus 

obtained its most common name: The Genetic Plague, affecting only those humans who were 

genetically male. However, it took longer to recognize that females could still serve as carriers 

of the virus, and many m ale populations were devastated by contact with infected but 

otherwise healthy women. 

 

The Panic 

 By September of 2190, news of viral outbreaks on Mars and the Plague-death of 64% of 

the Alliance Senate members instigated a seven-month period known as t he Panic. With the 

Plague spreading unchecked and billions of men dead or dying, h umanity came closer to the 

brink of destruction than ever in its recorded history.  Many nations and even several megacorp 

holdings descended into near or total anarchy. For the third time since the 2149 Climate Shift, 

the Alliance declared a state of Marshal Law, though this time the proclamation was Galaxy-

wide instead of being confined to the Earth. However, given that just over half of all Terran 

Naval personnel were male, the ability of the military to keep order was pushed to the limit.  
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 As chaos reigned, and millions believed that Armageddon had come at last, various 

bizarre cults emerged out of the Terran populace. Some fanatical groups claimed that the 

Plague was a divine punishment against the ñRule of Menò. Many of these groups formed death 

squads that roamed lawless territory, deliberately hunting down and killing both infected and 

healthy males, insisting that the time of male domination was over, and that the world needed 

to be ñcleansedò. On the opposite extreme, personality cults sprung up around charismatic men 

who had proven immune (or had somehow survived) the Plague. Some of these men took 

dozens or hundreds of wives, and were sometimes worshipped as the new fathers of a purer 

generation of humanity. The majority of groups, however, simply banded together to survive, 

and did their best to weather the storm of fear and uncertainty. Every rumor of a woman or 

young girl finally contracting the Plague brought renewe d waves of terror and despair.  

 As the dark months passed, the damage of the Panic may have been far worse had not 

Alliance Director Esther Ravenwood issued Emergency Directive #172. Under this decree, within 

the following 48  hours, all remaining active national, military, and corporate authorities were 

given to the ranking females within the chain of command. The directive also gave these 

women broad authority to distribute resources and command local militias. As the apex of the 

Plagueôs devastation finally passed in April of 2191, order finally began to return to the Earthôs 

inhabitants. In that month, the tireless work of Alliance medical researchers finally generated a 

vaccine that could ward off the effects of the Pla gue if given to uninfected male fet uses. On the 

one-year anniversary of the out -break, Ravenwood declared a month-long period of galactic 

mourning for tho se lost to both the Plague and the Panic. From that time onward, May 17th 

would be referred to  as the Dark Day throughout the Alliance. 

 

Black Towers 

 With the Panic over, the Alliance began the long process of rebuilding and recovery. 

Knowing that the future of the human race was at stake, vast fertility programs were begun to 

artif icially provide means for a whole 

generation women to become pregnant 

without the presence of men. With a 

cataclysmic death toll, the sheer number of 

dead bodies proved impractical for burial. 

With the threat of new plagues a rising from 

the sheer amount of  decaying corpses, the 

Terran Navy announced that bodies would 

be frozen and stored immediately, followed 

by mass cremations that would continue for 

the next three years.  

The Black Towers located just outside of Kyoto, 
Japan  
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 In November of 2191, an Italian sculpture named Luigi Romano, who had been one of 

the very few men naturally immune to the Plague, announced a memorial project for his 

hometown by which he offered to mix the ashes of the local Plague dead with a plaster solution 

and stone, creating a field of pillars. Onto the pillars he proposed to carve  the names of those 

who had died. News of his idea soon spread across Terra, and requests for similar memorials 

flooded in. Hoping to provide closure to its populace, the Alliance govern ment endorsed 

Romanoôs plan on a global scale. Between 2192 and 2196, what came to be known simply as 

Black Tower cemeteries appeared across the Earth, becoming the most recognizable symbol of 

the Plague.  

 

Aftermath 

 In 2194, the first post -plague generation of children was born on Earth. The vast 
majority were conceived through artificial means performed on healthy women  volunteers at 
peak child-bearing age. One of these women who successfully carried a child to term was 

Tressa Nelwyn, a modestly popular songwriter and singer. Born into a large family, Tressa 
became well acquainted with sorrow as her male relatives died one by one four years prior. 
Giving birth to a healthy baby boy in  December 2194, she named him Aaron after her late 

husband and brought him back to her home. All those in her community rejoiced with her, b ut 
Tressa was still haunted by the memories of her lost loved ones.  
 

In the spring of 2195, Tressa finally decided to sum up her feelings and put them  
to paper, drafting the song ñRefrain, My Eyesò late one night as she rocked her son to sleep. In 
the weeks that followed, she wrote a tune to accompany the  lyrics, but never had the time to 

perform the song in public.  An opportunity finally came in 2196 when Tressa joined a group of 
musicians and singers on a good-will tour of Mars to help heal relations in t he wake of the 
harsh suppression of the local independence movement by Alliance forces. Leaving her son with 

her family on Earth, Tressa performed ñRefrain, My Eyesò on September 18, 2196. The song 
was well received, but the tour was cut tragically short. A bombing by Martian rebels the 
following day killed Tressa along with eleven other famous Terran performers. In the years that 

followed, the song has grown in  popularity on both Earth and within the colonies. The song was 
even played during the Allianceôs memorial ceremony marking the tenth -year anniversary of the 
Plague in 2200. Many arrangements have emerged, but the original, sorrowful melody has  

remained the preferred version. 
 
 

Refrain, My Eyes  
 
In years before, I was blessed with three,  
Men so close and dear to me, 
Father, brother, and only true love,  
Till Death reached down from skies above. 
 
Refrain, My Eyes, from tears long shed, 
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Rivers of grief shall not wake the dead, 
Turn, My Heart, to those still near  
I give my love to one still dear.  
 
Oh God, why have You allowed to be, 
That half my soul should be torn from me,  
To see them again, I hope so much, 
To meet them in lands no plague shall touch. 
 
Yet, here I remain, lifeôs not yet done, 
A world I rebuild for the love of my son,  
A world newly whole and sundered no more, 
A world with love, as in years before.  
 
Refrain, My Eyes, from tears long shed 
Rivers of grief shall not wake the dead, 
Turn, My Heart, to those still near  
I give my love to one still dear.  

 Even in 2200, the after -effects of the Plague are still felt keenly by humans across the 

Galaxy. When the dust had settled, it was discovered that no colony had been spared, and the 

Galaxy-wide male population had been reduced to no more than a few million individuals. As 

the Terran Navy slowly regained its strength, new recruiting policies  declared that until the male 

population of the Alliance was returned to pre -Plague levels, men were to be barred from all 

front-line and combat roles within the milita ry. For the first time in history, both the Alliance and 

the rebel colonies are currently dominated by women in all aspects of society.     
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IInn tt ee rrss tt ee llllaa rr  PP oo lliitt iicc ss   

 

Faction :  The United Systems Alliance (aka: The Alliance, Terra) 

Government : Hybrid Corporate-National Constitutional Republic 

Capital : Geneva, Switzerland, Earth, Sol System 

Founded : 2130 

Head -of -State :  The Alliance Director 

Legislature :  The Alliance Senate (nations) + The Board of Non-Aligned Interests 

(megacorps) 

Flag Name :  The Circle-and-Cross 

Anthem :  ñOne Humanityò 

Military Forces : The Terran Navy, Alliance Ground Forces, Alliance Marine Corps, 

Office of Special Investigations 

Description : Spearheaded by the newly-arisen megacorporations, the Alliance remains 
the largest political entity in the Galaxy. Once joining all human-occupied star systems 

under a single banner, it has since fractured into many other states in the wake of civil 
unrest and the scourge of the Genetic Plague. While a growing number of voices have 
called for a cessation of hostilities as the civil war drags on (and younger women are 

pulled into the draft), many in places of power are still determined to restore the 
Alliance to its former status as the sole, over-arching authority in the Galaxy. 
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Faction :  The Confederated Worlds of Chara (aka: Chara, the Confederacy) 

Government :  Loose Confederation of Independent States 

Capital : Elpida, South Quarter, Palingenesia, Chara System 

Founded : 2100 (Colony), 2142 (Independence) 

Head -of -State :  The President of the Confederation 

Legislature :  The Hall of Magistrates 

Flag Name :  Canum Venaticorum (the Hunting Dog) 

Anthem :  ñHearts Resilientò 

Military Forces : The Confederate Militia, The 

Crimson Shield 

Description : The colony of Chara is the culmination of Project Phoenix, a largely Euro-
Russian effort to produce a viable, self -sustaining colony within another solar system. 

The colony proved to be a huge success, and Chara quickly became the richest of all the 
colonies, with a population that surpassed even the Mars colonies in size. Heavy trading 
between Chara and Sol soon became the primary driving force behind the Terran 

Revitalization Movement, a series of Alliance-funded programs to restore and rebalance 
the Earth's ecosystem by moving industry and agriculture off -world and promoting a 
more harmonious relationship with Nature. This vital link with Earth gave  Chara 

increasing influence in intersystem policy, much to the annoyance of the Homelanders in 
the Alliance Senate. Soon, some emboldened leaders of Chara were seeking equal 
representation in the Alliance (and freedom from national control), whilst others called 

for complete independence in order to have full control over their local jumpgates. The 
arguments reached their apex in 2141 when civil war broke out, and Chara declared its 
independence a year later. Chara has since colonized two other systems, 61 Cygni and 

61 Ursae Majoris. And though the Confederacy has still been unable to seize or destroy 
the jumpgate to Sol, they have fought the Alliance to a stand -still time after time. It has 
been the continuing Chara-Sol conflict that has strained the resources of the Terran 

Navy and allowed other colonies to declare their own independence.  



22 
 

 

Faction :  The Unified Colonies of Mars (aka: Mars, The Inner Colonies) 

Government :  Exiled Provisional Authority (recognized by Chara and Rhea but not by 

the Alliance or Eta Cass) 

Capital : Iron City, Utopia Planatia, Mars, Sol System 

Founded : 2037 (Colony), 2193 (Independence) 

Head -of -State :  The Colonial Prime Minister 

Legislature :  The Red Parliament 

Flag Name :  The Scar of Mars 

Anthem :  ñDeepest Valley, Highest Mountainò 

Military Forces : The Colonial Armed Forces 

Description : Mars was humanity's first major colonial challenge after small settlements 
on the Moon had been established. The growth of industry and manufacturing on the 
Red Planet helped develop a myriad of technologies that would form the basis of future 

colonial growth in the outer Sol  System and beyond. Despite the colony's many 
successes however, the harsh Martian environment made self-sufficiency extremely 
difficult, and the idea of independence from Earth was not even thinkable until well into 

the 22nd Century. With the coming of hostilities with Chara, and the horrors of the 
Genetic Plague, Mars quickly became disillusioned with the Alliance. It declared its 
independence in 2193, but the planet was not alone. The settlements on the Jovian 

moon of Europa, and the industrial facilities of the Asteroid Belt also vowed to follow the 
Martian flag, creating the Unified Colonies. Having such a large insurrection on their 
doorstep was quite an embarrassment to the Earth, and the Alliance violently crushed 

the independence movement on Mars in 2196. The Martian colonial government fled 
into exile, but was not destroyed, and the Europa and Asteroid Colonies remained free 
from Alliance control. The Risae Facilities were the latest to join the Unified Colonies in 
2199, and their presence continues to act as a thorn in the side of the Alliance.  
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Faction :  The Free Republic of Eta Cassiopeiae (aka: Eta Cass, the Republic) 

Government :  Centralized Free Corp Holding 

Capital : Thronos, Alpha Province, Liberty, Eta Cassiopeiae System 

Founded : 2135 (Colony), 2193 (Independence) 

Head -of -State :  The Chief Executive of the Republic 

Legislature :  High Council of Executives 

Flag Name :  The Shining Throne 

Anthem :  ñA New Gloryò 

Military Forces : The Joint Cassiopeian Space Force, The Liberty Vanguard 

Description : One of the most distant colonies in the A lliance, Eta Cassiopeiae (Eta 
Cass) remained in the union for more than a half century longer than their colonial 
brethren in Chara. Established as an American colony, Eta Cass grew only modestly over 

the years compared with the colonies of Chara and Alpha Centauri. Despite the good 
fortune of settling  in a system with two habitable  planets (Liberty and Vigilance), the 
colony was ravaged by equipment failures and severe weather conditions that hampered 
their early efforts. During the initial conflicts between Sol and Chara, Eta Cass served as 

a staging ground for an enormous Alliance fleet charged with retaking the Charan 
System for the Alliance. However, before operations could begin, the Genetic Plague 
swept through the fleet, and the mission was aborted. Eta Cass was ordered to return 

the fleet ships to Sol, but the colony claimed the fleet for their own instead, using the 
ships to back their own independence. Since then, Eta Cass has maintained an uneasy 
truce with Chara, and conducts moderate trade with the Confederacy. It has also 

expanded into the neighboring system of Mu Cassiopeiae to help bolster its resources. 
The Terran Navy sent a second fleet to the rogue system in 2196 to bring it back into 
the Alliance. The outcome of the confrontation is still unknown.  
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Faction :  The Coalition Holdings on Rhea (aka: Rhea Colony, New Rhea) 

Government :  Constitutional Free Corp Holding 

Capital : Endgar, Alexandra, New Rhea, Delta Pavonis System 

Founded : 2150 (Colony), 2191 (Independence) 

Head -of -State : The Chief Command Executive 

Legislature :  The Corporate and Civilian Chambers of Rhean Law 

Flag Name :  The Icy Sphere 

Anthem :  ñFor Corp and Homeò 

Military Forces : The Rhean Planetary Defense Force 

Description : As nations moved towards the Galactic Rim in search for other systems to 
colonize, the megacorps went coreward, founding settlements in Alpha Centauri, Epsilon 
Indi, and Delta Pavonis. The Coalition for the Enhancement of the Human Race (CEHR), 

a megacorp specializing in zero- and low-G construction, was given a contract from the 
Alliance to develop the planet Mandross in the Delta Pavonis System when a jump lane 
was established there from Epsilon Indi in 2144. Six years later, a colony was founded 

on the main continent of Alexandra, and the planet was renamed Rhea by the colonists. 
As war swept through the rimside systems, things were relati vely calm in the corporate 
colonies. Then the Genetic Plague came, and even the coreward systems were thrown 

into chaos. In late 2190, the Rhean Planetary Defense Force engaged in battle with the 
Alliance Coreward Fleet on the land, in the air, and in space over control of the Delta 
Pavonis System. At great cost, the colony of Rhea managed to expel the Alliance and 

declared independence. In the years that followed, Rhea fell into economic depression, 
and is now poised to split apart over whether they should  rejoin the Alliance in order to 
survive. Also, the ever-present threat of attack from neighboring systems still loyal to 

the Alliance looms over Rhea, leaving the planet's inhabitants with a great sense of 
uncertainty about the future of their colony.  
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MM iilliitt aa rryy   FF oo rrcc ee ss   

The Terran Navy 

 

 Directly descended from the very first space-faring military, the Terran Navy is the 

largest fighting force in human history. While its name implies a nautical focus, the Navy is 

actually broken down into four sub -commands: The Terran Navy, the Pilot Corps, the Alliance 

Ground Forces, and the Alliance Marine Corps. The Navy is tasked with the operation of capital 

ships and overseeing the Pilot Corps, whose members fly the Navyôs feared fighter and bomber 

squadrons. The Ground Forces operate planetside and conduct extensive surface campaigns 

with air and orbital Naval support. Last but not least, the Marines perform ship -to-ship and ship-

to-surface assaults; the first into heavy combat, and the last to leave when securing an area.  

The Terran Navy is known for overwhelming their opponent with sheer numbers and fielding 

groups of highly specialized starships in its military campaigns. 

 

Confederate Militia 

 The military of Chara is a collection of locally-supported combat elements loosely 

organized under a central command. This non-rigid structure gives the Militia the advantage of 

quickly adapting to changing battlefield  conditions, and allows officers the freedom to make 

sweeping decisions during a crisis without needing to consult the upper chain of command. Th e 

disadvantage of the system lies in a sometimes-inconsistent battle strategy and an occasional 
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lack of cohesion or cooperation between combat elements hailing from different colonies. As 

the prime opponent to the Terran Navy, the Militia  has perfected its tactics over the decades to 

compensate for the Navyôs superior numbers. Its starship designs are recognized all over the 

Galaxy for their innovative approaches to space warfare. While most Terran Navy ships have 

old-fashioned aeronautical influences, Charan ships are not bound by such antiquated 

approaches. 

 

Colonial Armed Forces 

 

 The Colonial Armed Forces has only been in existence as a distinct force for 
approximately 7 years, since the formal declaration of independence of the Unified Colonies in 

2193. The truth, however, is that the colonists had been planning for all facets of their 
independence for close to 50 years. The CAF has its origins in the Red Guard, a corporate force 
funded by the Five Pillars Council (the collection of the original megacorps that initially backed 

the settlement of Mars). The Red Guard maintained a small ground force on Mars to help 
provide security and hunt down pirates, and a small space force that coordinated with other 
private forces in the outer colonies to protect the shipping lanes. When the Colonial Armed 

Forces was formally established, it was divided into two branches: The Martian Colonial Army 
and the Colonial Space Force. Since Mars is the only planet in the Unified Colonies, it was 
determined that Mars was the only part of the UC that required a standing Army. The rest of 
the colonies would look to the CSF to provide their security. The CAFôs primary battle tactic is 

based around the ñwolf packò or small-group tactics. While the 3rd Space Force based on 
Europa has been holding off the Terran Navy in a mostly stand -up fight, the rest of the CAF 
mostly relies on hit-and-run, guerilla tactics to wear down the thinly stretched Terran Navy.  

 

 

 


