Swarmongers Notes

The Background Story

It is year 3010 A.D., nearly five centuries since the last World War was fought on Earth.  All of the separate nations since then have set aside their sordid historical vendettas and prejudices and formed a stable multi-state republic, the Terran Union.  

Since then, space travelers from Earth have made contact with a handful of extra-terrestrial civilizations, and trade routes and treaties have been established with them.  Aside from occasional incursions by pirates--the worst being the Bruduran’s, or the “bat-men” as the Terrans call them—relations with the other races are generally harmonious.  

The Grell

However, this is about to change because there is a new enemy on the horizon: the Grell.  The Grell are a race of descendents of aquatic beings resembling, to use the closest terrestrial equivalent, octopi.  They have evolved into amphibians, however, and their tentacles have evolved into limbs which are more capable of manipulating their environment.  The main visible vestiges of their cephalopod-ancestry are their octopus-shaped heads and head tentacles.  They have 9-foot salamander-like bodies, four stubby newt-like legs for walking and swimming, and three tentacle-appendages for grasping and manipulation.  They are voracious carnivores and excellent hunters (in an aquatic environment).    To make matters worse, their homeworld, Gza, is overpopulated and the demand for exotic meat is undiminished.  

Somewhat surprisingly, Grell technology is advanced.  Perhaps this is because they are extremely cooperative as a species, though their sentience is individual in nature rather than communal.  Typically their ships contain tanks where the Grell lounge and eat while piloting their largely cybernetic ships.  Their society is organized by broods which may compete with each other for honors, but are generally cooperative.  The chief pleasures of Grell society are: eating (and the more meat-variety the better), mating, and philosophizing about the Universal Hunger.  Some have an intense hunger for knowledge as well as meat and these are often fond of genetic experimentation.  Many of these enjoy breeding creatures and pitting them against each other in competitions of gladiatorial combat or in various ecologies, including habitable or (more unfortunately) already-inhabited planets.  

Many things make the Grell a troubling presence in the galaxy.  First, there’s their carnivorous nature and their need to try everything that might be edible.  Even cannibalism is common, though only after the consumed has died and in this case, a very respectful ceremony is conducted where, as their religion claims, the soul of the consumed is melded with that of the consumer.  (This actually is the Grell’s cultural equivalent of burial.  Murder, however, is generally punished by execution, and the body of the murderer is not consumed since it is regarded as corrupted.)  The second troublesome factor is the lust for biological experimentation that pervades their intelligentsia.    All creatures who are not Grell are regarded as fair game for experimentation as well as ingestion.  Many of the Grell consider races that show themselves to be advanced in any way more prized as food and experimental material.  Generally, the Grell are highly intelligent, but have no empathy with other intelligent life-forms.  They are also wasteful, and often move from planet to planet despoiling worlds as they go, then moving on, perhaps later to revisit a world when and if it has recovered.  When Grell visit an inhabited world, they typically crush any resistance with their advanced weaponry, then devour and experiment on that world’s inhabitants.  The Grell do not trade with other races, though they steal freely.  In short, no diplomacy is possible with them, unless they are in a position of extreme weakness.  

The Mpogol Invasion Plan

It is Year 400 of the Grand Consortium, and the Broods are restless again.  The herds and schools have been in short supply on Gza and 17 colonies, and everyone is tired of Kru-fish, anyway.  One Brood, the Mpogol, has decided to set off for the area of the galaxy the Terrans call the Gamma sector, an area uncharted by the Grell, but inhabited by the Oliphansi, a young race of mammalian bipeds with elephantine features which lives in the Thur’ Gal system (Oliphansi name) on two planets.  A fruitful trade has developed between these people and the Terrans, and the latter have established a presence in the area to protect the route from pirates.

Scans and probes have revealed the location of two habitable planets there (which it turns out are Oliphans and Throk which the Oliphansi inhabit).   The Mpogol Brood, after presenting its case to a Minister of the Consortium and promising him a sizable cut of the land and spoils in return for the use of an entire Tentacle of the greater Grell Fleet, has received the necessary provisions to mount its campaign.  Failure is not deemed likely, since the most heavily armed ships that have been observed in the area are fighters and these are few.  In addition, the scouting done by the Mpogol Brood has suggested that the Oliphansi’s planetary defenses are no match for the Grell Fleet.

Thus a whole Tentacle of the Grell Fleet has been sent into the Gamma sector.  Part of this has entered the Thur’ Gal system, while the rest holds on the periphery of the system.  The first targeted world is to be Throk which is the smaller of the two inhabited planets.  This provides the Grell with a way to better measure the resistance and pull out or request reinforcements should they be unpleasantly surprised.  Also, it should allow them to set up a more easily managed planetary base for further operations.  

Mission Story

Intro

It had begun as a routine mission.

Three Stingers had been sent by the Terran Union to scout the Thur’ Gal system in the Gamma sector for any sign of the pirates that occasionally plague this region of the galaxy.  All scans were clear…

…and then they appeared…

SWARMONGERS

An imagined dialogue between the three doomed fighters and the military staff at the Terran embassy on Oliphans…

“Commander.  We’ve just encountered two large vessels, 12-o’clock.  Identity unknown.  Repeat, no ID on those vessels.  I’m sending visuals.  They’re frigate-sized.”

“No ID here either, Lieutenant.  Send out hailing signals and request for ID.”

“Already tried that, Commander.  No response.  I’ve got a bad feeling about this…”

“You know the rules, Lieutenant.  Do not engage until fired upon.”

“Yeah, I know, sir.  But something about this…  Oh shit!  Ships have just discharged smaller vessels.  Maybe 20 or 30 of ‘em.  They’re heading straight for us like hornets out of hell!”

“Fire at will, lieutenant.”

“Oh my God!  They’re dodging our fire.  There’s too many of them and they’re getting too…”    [Blamm!]

“Lieutenant!  Can you read me?  Lieutenant!”

The frigate-sized ships are “hornetnests” and the smaller ships are “hellhornets”, named after the lieutenant’s description of them.

Mission 1: Rockin’

Something is going on at Fleet HQ.  You and your two-man crew have been summoned to travel to the Gamma sector, of all places.   In fact, the word around the hangars is that they’re sending the whole carrier into the Thur’ Gal system post-haste.  By your estimate, it will be a one-week warp trip for you and the whole carrier-group.  

Commander Cole has sent you the following message:  “Lieutenant.  I want you to take your crew out for some target practice at 0600.  The usual place, but this time I’m going to up the number of target drones.”

Ordinarily, you would just say, “Aye, sir.” but since you have a one-week hyperspace trip ahead of you, you find that, stangely enough, you’d like to know what the Hell is going on.  “Permission to ask a question, sir.”

“Granted.”

“Are we all going to be flying out to the Thur’ Gal system and if so, what will be our mission?”

Commander Cole’s look says something is definitely up.  “I can’t really give you the details right now, Lieutenant, but there’s been a serious incident in the Thur’ Gal system and it has us concerned.  You’re one of our best Warhawk jocks and we may need your skills very soon.  So warm up your guns.”

“Aye, sir.” you say and the connection terminates.

You’ve been flying the Valiant for only three years, but you’ve already established a reputation for yourself as a good tactician.  Still, it will be your first live mission, so you agree that it would be a good idea to go “rockin’” at the asteroid field to warm up.  She’s a good ship, the Valiant.  All of the Warhawks are: very maneuverable and with a fast-firing plasma cannon that dishes out a fair amount of damage.  The Warhawks were also designed so that they could be outfitted with all sorts of weaponry besides the standard plasma cannon.  They are the toughest ships in the Fleet smaller than a frigate.  They are larger than the one-man Stinger fighters, and carry more fuel, instruments, and weaponry which makes them suitable for medium-range assault and recon work.  As a commander and pilot of a Warhawk, you are in an elite class in the Fleet.  But still command won’t tell you what’s going on…

Enemies: Asteroids, Target-drones

Objectives: Destroy all asteroids and target-drones.  Avoid hitting stuff.

Mission 2: Whodunnit?

Your first interstellar voyage was rather uneventful.  You did beat the pants off of your co-pilot, Ensign Horner, at poker but then, that’s nothing new.   Most of your regimen on-board the carrier has been playing through various mission scenarios in the simulators.  

After the emergence from hyperspace, the carrier set into orbit around the planet Oliphans.  There’s something tense in the air.  There are rumors that the Oliphansi are under attack by some unknown enemy.  No other vessels seem to be in the area though.  What the Hell is going on?

After a day in orbit, finally Captain Metzger calls you into the ward-room.  “Lieutenant.  Commander Cole told me you want to know what the score is.”

You nod wordlessly.

“Well, here’s everything we know, and I wish we knew more.  13 Earth-days ago, we received a report from our embassy in the Oliphansi capital that three of our Stingers were destroyed by unidentified vessels operating near the outer perimeter of this system.  These Stingers, which were based on this planet’s surface, were on a routine patrol mission.  As you might know, this area has a bit of a problem with pirates.  But whatever they ran into wasn’t any known pirate-class vessel.  Here’s the visuals they sent.”

He shows you several pictures.

“The two large vessels were frigate-sized, and they sent those other little… Hellhornets after our ships.  We believe they rammed into all three of our ships destroying them.  Apparently, they were able to dodge our fire, too.  

“We have definite trade interests in this system and the Union considers the Oliphansi to be allies.  Hell, we even have a small Fleet-base near their capital.   Frigate-sized unclassified hostiles that effortlessly take out three of our fighters… very bad news.  That’s why we’re all here.  But now the news has gotten worse.  It seems the Oliphansi on the planet below have lost contact with their fellows on the planet Throk, the other inhabited world of this system.  All anyone’s getting is static, but the boys at intel are thinking there’s some jamming going on.

“That’s where you come in.  We think we have rough coordinates on the source of a number of noise-signals.  We’d like you to investigate this, and if you find any jamming devices, to destroy them.  We’re loosening the rules of engagement here.  If it’s an unidentified ship, you are authorized to fire on it.  If it’s one of those ships,” he says pointing to the pictures.  “Wipe it clean off the map!”

Enemies: 2 Marauders, 5 Jammers

Objectives: Destroy all enemies.

Mission 3: A New Breed of Devilfish

Captain Metzger is debriefing you.

“Good work, Lieutenant.    We’ve indeed established that someone’s trying to cut off communication between Oliphans and Throk.  The distress broadcasts are coming in from Throk, and we’re starting to get some idea of what we’re up against.

“The enemy we’re up against are a bunch of certified sadistic bastards.  Reports are that a race called the Grell has invaded the planet Throk and are in the process of wiping out resistance there.  The description I’ve heard about them says that the Grell are like salamanders with octopus heads and that they’re amphibious and have an appetite for the flesh of practically anything that will move.  They’ve herded many of the Oliphansi into giant water tanks where they can better…feed on their prisoners.  There are other rumors, as well, that I won’t get into.  They’re really nasty buggers! 

“Apparently, the invasion began with a large number of those fighters you encountered and which we’re calling Marauders.  They swept down on the planet, and took out most of the Oliphansi air-defenses.  There were also some homing Buzz Bomb drones that they dropped on the surface which took down a lot of the Oliphansi fighters as well.  Then three slow-moving ships each the size of our Battleships landed at different locations on the surface of their planet, and released thousands of assault-bots.  After these had done their work, other bots erected various structures which the Grell themselves moved into.  The actual number of Grell is unknown.  Estimates are currently no greater than a thousand total.  There’s less of them than the bots they command, certainly.   Most of the Oliphansi we’re hearing from have fled inland.  The Grell seem to prefer it near the water.  However, they have to be on the constant look-out for hunter-bots.

“It’s a rotten situation, and we’ve got to do something about it.  Unfortunately, we’re not quite ready to tangle with their ground-base just yet.  We need better intel, first, and  I’m concerned about the presence of those Marauders near the jamming devices you disabled since they are closer to our position than to Throk.  Obviously, there must be a base around somewhere where those buggers came from.  I want you to find it and deal with it.  We believe it’s somewhere near the planet Ookar.  That would be a good place because Ookar is gas-giant and would provide a base-station with plenty of hydrogen and methane fuel.”

So you and your crew set out for Ookar.  Just over half-way to your destination, however, you pick up six small vessels on your scans…

Enemies: 6 Marauders, 1 Grell Tanker

Objectives: Destroy all enemies.

Mission 5: Ah…To Be a Fisherman

When you relay your information back to base, a reply comes back from the Captain.  “Well, nuts!  They obviously sent a supply ship to support those Marauders.  They want to know what’s going on, too.  Return to base, Lieutenant.  There’s been a slight change in plans.  Intel believes they’ve located another base.  It turns out, it’s near the planet Chou-Dorr.  We’ll have more details on your arrival.”

When you return, he has the following orders.  “Here’s the new plan, Lieutenant.  We’ll be getting the Marines and Special Ops in on this one.  Intel would like to be able to have some Grell around to…well…study.  You will be leading a Troop Transport and a squadron of Stingers to Chou-dorr.  Our intel says there are probably at least a dozen of those Marauder fighters there, so exercise extreme caution.  Take out all supporting ships, but leave the base intact.  Your next task is to lead the Troop Transport to this ship, you they can board and seize it.  We don’t think there are significant reinforcements in the area, so we should have the necessary time to drag that sucker back to the Lincoln [the carrier] where we can conduct a more thorough investigation of their technology, language, and physiology.  We’re not sure just what sort of armament the ship has or even what it looks like, though we know it’s about as big as our Battleships.

“Speaking of Battleships, we’ve sent a request to Terran HQ and they’re sending the Nevsky.  We’re also sending in more Marines also for the base on Oliphans, and we’re placing two of our carriers in the Beta sector on alert.  Things are getting hectic on the surface below.  The Oliphansi are mobilizing and they’re kicking into major war-production mode.  It’s a good thing for them that we were here in their sector or they might still not know what’s going on in their system.

“Be that as it may, God-speed, Lieutenant.  This is a vital mission and we’re counting on you and your crew.”

Enemies: 12 Marauders, 2 Tankers, 1 Carrier

Backup: 10 Stingers, 1 Troop Transport

Objectives: Take out everything but the carrier.  Lead the Troop Transport to the Carrier so that they can board it.  The mission is a failure of the Troop Transport is destroyed.

Version 1 Levels

Chapter 1

Splash Picture: A Warhawk struggling through an asteroid field.

New: A large number of Grell vessels have been sighted in the Thur’ Gal system near the planet Throk.  Proceed there immediately and eliminate them before they invade the planet’s surface.  To avoid attracting unwanted attention, Lieutenant, travel through the asteroid belt.

Old: There are reports of unidentified hostile forces gathering near the planet Throk.  Proceed there immediately and eliminate them before they can mount an invasion on the planet’s surface.  We want to avoid attracting too much attention so take the route through the asteroid belt.

Level 1

Enemies: 5 Asteroids

Old Mission Briefing: Lieutenant.  We’re hearing reports of unidentified hostile forces gathering near the planet Throk.  We’d like you and Ensign Horner to go there and eliminate them before they can mount an invasion on the planet’s surface.  

We don’t really want to attract too much of their attention, so take the route through the asteroid belt.  Feel free to shoot any asteroids that get in the way.  

Level 2

Enemies: 7 Asteroids, 1 Buzz Bomb

Old Mission Briefing: All clear, so far?  Keep moving, Lieutenant.  You have a way to go before you’re through the asteroids.  Not much new is happening near Throk.

Level 3

Enemies: 10 Asteroids, 2 Buzz Bombs

Old Mission Briefing: A homing mine, you say?  Hmmm…  It seems they’ve even been preparing defenses in the asteroid field.  Bummer.  Watch out, Lieutenant.  You’re about to enter the densest region of asteroids.  

Level 4

Enemies: 5 Asteroids, 2 Marauders

Bonus ship at beginning.

Old Mission Briefing: You’re through the worst of it, Lieutenant.  Keep on rockin’!

We’re getting news that the Oliphansi have captured an unidentified subsurface aquatic vessel on the surface of Throk near the city of Fah’ Doo.  The two occupants of this crawler were described as being “large, salamander-like amphibians with three large tentacle arms and cephalopod’s head”.  Sounds like were dealing with some kind of newt with an octopus’ head.  

Level 5

Enemies: 5 Asteroids, 5 Marauders

Old Mission Briefing: Fighters, eh?  Well, there’s probably more where they came from.  Shoot any you see.

There’ve been a few more sightings of these Grell, as we’re calling them, on the surface of Throk.   Probably scouts.  They tend not to make themselves too obvious, but the Oliphansi are pretty good at smelling things out with those big trunks of theirs.  Maybe five total are believed to be in captivity.  Too bad we can’t get our scientists over there to help study them.

Level 6

Enemies: 3 Asteroids, 5 Marauders, 2 Buzz Bombs

Friendlies: 5 Stingers

Old Mission Briefing: You’re almost through the asteroid belt, Lieutenant.  Obviously, though, the Grell are on to our approach.  Scans indicate five to seven hostiles dead ahead.  We’re sending you some Stingers for back-up.  Try to minimize the friendly-fire, okay.  We’ve lost enough pilots already to the enemy.

Chapter 2

Splash Picture: A Warhawk blasting lots of Hellhornets with the planet Throk in the background.

New: Lieutenant.  You’re almost in orbiting range of the planet Throk.  The Grell fleet has deployed a large number of Hellhornets that are headed for the surface of the planet.  Proceed there immediately and neutralize the invading forces.

Old: More information is coming in about these Grell, as we’re calling them.  There are reports that scouting parties of large salamander-like creatures have been sighted on the surface of the planet Throk.  Time is running out.  Hurry to the planet Throk and assault the Grell fleet.  Beware!  There is also a colony of Whirlakills that has taken up orbit around the planet.

Level 7

Enemies: 10 Marauders, 2 Buzz Bombs

Friendlies: 8 Stingers

Old Mission Briefing: Good job, Lieutenant.  You’re through the asteroid belt.  Look out, though; more Marauders headed your way.   We’re sending more Stingers to help you out.

Level 8

Enemies: 20 Hellhornets, 1 Buzz Bomb

Bonus ship at beginning.

Old Mission Briefing: You’re not far from the planet Throk now.  I think we have their attention.  They seem to be assuming a defensive posture.  Scans indicate numerous small vessels in the area.  We believe it’s these little buggers that destroyed our patrol ships.  Take ‘em all out, and move into orbit around the planet.  

Level 9

Enemies: 20 Hellhornets, 1 Buzz Bomb

Neutrals: 5 Whirlakills

Old Mission Briefing: Alright.  Good work!  Now that you’re in orbit, destroy any enemies you encounter.  Fair warning, though.  There is a colony of Whirlakills that seems to have taken a liking to this planet.  Probably their presence has slowed down the Grell invasion, but they will make your task harder, too.   Try not to run into them.

Level 10

Enemies: 20 Hellhornets, 3 Marauders, 1 Buzz Bomb

Neutrals: 8 Whirlakills

Friendlies: 4 Stingers

Old Mission Briefing: More incoming!  We’ll send some Stingers in to make things easier.  Good shooting, man!

Level 11

Enemies: 30 Hellhornets, 3 Marauders

Neutrals: 8 Whirlakills

Old Mission Briefing: More Marauders and Hellhornets headed your way!  The Stinger pilots are exhausted right now, though, so you’re on your own.

Level 12

Enemies: 1 Hornetnest, 2 Plasma Turrets

Neutrals: 10 Whirlakills

Bonus ship at beginning.

Old Mission Briefing: Good news.  The Grell forces appear to be in retreat.  They’ve left behind a Hornetnest for you to deal with, though.  It’s best to deal with those buggers early on unless you want to have to mess with more Hellhornets.  We’ll be sending in some Marines after you’re done to comb the surface of the planet Throk to help the Oliphansi to hunt down and neutralize any Grell they might encounter.  Once things are secure, we can maybe ship some scientists from Terran HQ to Throk to help the Oliphansi in analyzing those captured Grell.  

Chapter 3 (previously Chapter 4)

Splash Picture: Battle between Valiant and Rogue Warhawk.

New: The Grell have captured one of our Warhawks, and have used this to destroy the entire Fifth Wing.  Using the auto-pilot coordinates, the captured Warhawk is on a direct course to our base in orbit around the planet Oliphans.  Intercept and destroy this rogue ship.

Old: Bad news.  Three Warhawks that were sent to assist you have been lost.  One of these lost contact with us earlier, and the other two discovered it not long after.  Unfortunately, this Warhawk would not respond to them and it proceeded to fire on and destroyed them both.  Eliminate this renegade.

Level 13 (previously Level 19)

Enemies: 1 Rogue Warhawk

Old Mission Briefing: Bad news, Lieutenant.  We found Lieutenant Mulligan’s Warhawk.  We sent you two other Warhawks to aid you in finishing off the Grell fleet.  They saw Lieutenant Mulligan’s ship, but when they hailed him, there was no reply.  Then, Mulligan opened fire and destroyed both of them!   Sorry to pin this mission on you, my friend, but you’re going to have to eliminate him.  I don’t know why he would have done anything like this.  None of our psychological profiles reveal anything that would suggest he would have.

Chapter 4 (previously chapter 3)

Splash Picture: 4 Warhawks pursuing the fleeing Grell fleet.

New: With the relief of the planet Throk, the Grell fleet appears to be withdrawing to the perimeter of the Thur’ Gal system.  Pursue and destroy all of the enemy vessels.  Watch out, though, Lieutenant.  They’ve deployed a lot of Plasma Turrets to cover their withdrawal.

Old: Excellent!  Throk is now being secured and the Grell forces appear to be in retreat.  Pursue and crush the remainder of the enemy fleet.  Naturally, we’ll be sending you some back-up to assist you in this task.

Level 14 (prev. 13)

Enemies: 5 Plasma Turrets

Friendlies: 1 Warhawk

Old Mission Briefing: Excellent!  Throk is now being secured, and the Grell fleet is on its way out of the Thur’ Gal system.  The Oliphansi are very much grateful for your efforts, Lieutenant.  You’ve at least earned a Blue Eagle for this one.  

But the mission isn’t quite complete, yet, I’m afraid.  It’s the general consensus of the Fleet that we should pursue the Grell so that we might determine the location of their home-world or at least the base they’re operating from.  We’re sending some tanker vessels and other Warhawks along with you.  Follow the Grell, but try not to be too obvious about it.

Level 15 (prev. 14)

Enemies: 5 Plasma Turrets, 30 Hellhornets

Friendlies: 1 Warhawk

Old Mission Briefing: Nuts!  They seem to know you’re on their tail.  Change of plans, Lieutenant.  We want you to go ahead and destroy the rest of their fleet.  Of course, we’ll have another Warhawk in there with you to make this task easier.

Level 16 (prev. 15)

Enemies: 2 Plasma Turrets, 2 Hornetnests, 5 Marauders

Friendlies: 1 Warhawk

Old Mission Briefing: Well, well!  Our intel indicates a couple of Hornetnests dead ahead.  We believe them to be the very buggers that attacked first attacked our Stingers.  It’s time to collect, Lieutenant!   They’ve got it coming to ‘em.   Watch out, though; they seem to have escorts.

Level 17 (prev. 16)

Enemies: 3 Plasma Turrets, 1 Buzz Bomb

Neutrals: 10 Whirlakills

Friendlies: 1 Warhawk

Bonus ship at beginning.

Old Mission Briefing: The Grell have dropped more of those damned Plasma Turrets in our path to slow our approach.  Take ‘em out.  Be careful, though.  It’s Whirlakill country again.

Level 18 (prev. 17)

Enemies: 2 Plasma Turrets, 10 Hellhornets

Neutrals: 10 Whirlakills

Old Mission Briefing: You’re not too far away from their flagship.  Scans indicate a real mother of a vessel: bigger than any of our battleships!   You’ll have to get through some more of the rear-guard first.  Naturally, we’re sending another Warhawk to help you.

Level 19 (prev. 18)

Enemies: 2 Plasma Turrets, 2 Hornetnests, 5 Marauders

Neutrals: 3 Whirlakills

Old Mission Briefing: What?!  I sent Lieutenant Mulligan to back you up!  Are you telling me he never got there?     We’ll have to start a search mission once we’ve eliminated the Grell fleet.  

In the meantime, two more Hornetnests are dead ahead.  You’re in the thick of their fleet now, Lieutenant!  Good luck, and we’ll try to send you some more back-up.

Chapter 5

Splash Picture: The Grell Dreadnaught

New: The Grell fleet has nearly been eliminated.  However, their flagship and its escort of 3 Hornetnests have decided to turn and fight.  Neutralize them and end the Grell presence in the Thur’ Gal system.  Avoid at all costs, the Dreadnaught’s forward positron cannon.  Good luck, Lieutenant!

Old: The remainder of the Grell fleet has turned to fight us.  Good luck and God-speed!  Their flagship looks like a real mother, bigger than any of our battleships, and it has 3 Hornetnests escorting it.  Destroy the rest of the fleet and return home a hero.  Terra Mater Aeterna!

Level 20

Enemies: 1 Dreadnaught, 3 Hornetnests

Bonus ship at beginning.

Old Mission Briefing: We’re recovering the wreckage of Mulligan’s ship to see if we can find any clues as to why he fired on us.  

In the meantime, Lieutenant, it’s time to close this mission.  Eliminate the remainder of the Grell fleet.  That amounts to their flagship and some Hornetnests for escort.  Good luck and God-speed!  I’m terribly sorry we can’t send you back-up on this one.  We may have to invent a new medal for you, once this mission is over.  

Epilogue

Splash Picture: The exploding Dreadnaught.

Newest Version: Mission success!  With the destruction of the Grell invasion fleet, the habitable worlds of the Thur’ Gal system have been secured.  Brilliant work, Commander!  Return to base.

New Shortened Version: With the destruction of the Grell invasion fleet and the efforts of some of our Marines on the surface of the planet Throk, the habitable worlds of the Thur’ Gal system have been secured.  Your mission is a success, and a promotion awaits you when you return to base.  Brilliant work!

Old Version: Right brilliant work, Commander!  Yeah, you heard right… Commander!  Return to base and get some rest for the promotion party!  There are plenty of honors to go around for this mission.  The Grell presence has been eliminated from the Thur’ Gal system.  We’re going to have to fortify our bases in this region of the galaxy, but we think the Grell probably won’t be back until they’ve at least thought things out awhile. 

Oh, by the way.  Lieutenant Mulligan’s ship…  We’ve been analyzing the wreckage for the past few days, and we’ve discovered no signs of the Lieutenant’s body.  Based on your descriptions of his tactics, we’re beginning to think the Grell captured him and rigged his ship.  Clever buggers!  We’re presuming he’s probably dead, but we might try to conduct a search of the moons of Throk.  But we’ll leave that to someone else.  You’ve succeeded in your mission, Commander!  Return to base…
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Swarmongers Game Object Stats and Descriptions

Asteroid

Classification: Floating Obstacle

Hull Points: 100

Collision Damage: 20

Score Points: 50

These floating rocks fly around the screen, typically where you don’t want them.  They’re good targeting practice, but pack quite a wallop if you hit one.  They also take a few shots to destroy.

Buzz Bomb

Classification: Grell Smart-mine

Hull Points: 10

Collision Damage: 100

Score Points: 100

A Grell smart-mine.  These will home in on Terran ships and detonate their tactical-nuclear charges when within contact range.  Beware!  One hit will destroy the Valiant.

Dreadnaught

Classification: Grell Battleship

Hull Points: 2,000

Collision Damage: 30

Positron Mega-Cannon Damage: 600

Score Points: 10,000

These hulking horrors are the flagships of the Grell Fleet.  Their sub-warp speed and maneuverability are sluggish, but they are extraordinarily rugged and there is little that can withstand a blast of their gigantic forward positron cannon.  Most tentacles of the Grell Fleet—there are around ten of these—will contain one Dreadnaught.  They have large crews when compared with most Grell ships whose functionality tends to be highly cyberneticized.  

Hellhornet

Classification: Grell Attack-Drone

Hull Points: 5

Collision Damage: 25

Score Points: 50

The Grell, being an amphibious species, has had plenty of opportunity to observe schools of vicious Bruk-fish hunting their much larger prey, and this provided them with the inspiration for their deadly attack-drones which the Terrans, after their first unfortunate encounter with them, named “Hellhornets”.  They typically seek out and smash into their targets, doing serious damage to them.  They are small, difficult targets and have been witnessed to even dodge weapons fire using quick side-thrusts.

Hornetnest

Classification: Grell Drone-Carrier

Hull Points: 150

Collision Damage: 25

Score Points: 1,000

These sturdy, frigate-sized ships are generally sent by the Grell when they want to wreak havoc on enemy defenses.  They are crewed by very few Grell and the only function they serve is to manufacture, maintain, and deploy Hellhornets.

Marauder

Classification: Grell Fighter

Hull Points: 20

Collision Damage: 20

Plasma Cannon Damage: 10

Score Points: 100

These are single-pilot Grell fighters, roughly comparable to Terran Stingers in performance.  The Grell who pilot these vessels tend to be unusually daring for their species and have a martial code which is comparable with that of many warrior races and cultures.  (The Grell, for all of their cunning and meat-hunger, are generally cowardly when met with a serious threat, and they have a tendency to rely on cybernetic entities to undertake their risky missions.)

Plasma Turret

Classification: Grell Cyber-turret

Hull Points: 100

Collision Damage: 20

Plasma Cannon Damage: 30

Score Points: 500

These automatic, rotating cannons, may not be able to change their course, but they can dish out a heck of a lot of damage quickly, and they take a few shots to dust.  Keep moving and you increase your chances of surviving.

Power-up Capsule

Classification: Terran Supply Capsule

One strength of the Terran Union Fleet (TUF!)  is that they make a point of keeping their ships well-supplied during field operations.  Terran military engineers have been working for many years on a way to rapidly re-outfit large ships on the fly with better weaponry, as well as means of making fast repairs on the hulls of their ships.  The Terrans have made considerable advances in their plasma-generation technology which may prove to be the deciding factor in the conflict that is unfolding with the Grell.  A triple-fire plasma cannon has been used on a number of missions and there are rumors of a deadly new class of plasma-cannon that generates plasma blasts in a rapid-fire succession, much like the rustic but very effective automatic gunpowder-projectile weapons that are still in use by Terran ground-assault forces.

Stinger

Classification: Terran Fighter

Hull Points: 20

Collision Damage: 20

Plasma Cannon Damage: 10

Score Points: -200

These are the standard fighters in the Terran Union Fleet.  They pack a small plasma cannon that is capable of destroying most vessels of their size.

Warhawk

Classification: Terran Assault/Recon Ship

Hull Points: 100

Collision Damage: 20

Plasma Cannon Damage: 20

Score Points: -1,000

While the Terrans do not have many of these ships, these are piloted by Union’s best pilots.  They are fast, highly maneuverable, and armed with a much heavier plasma cannon.  They also have much more fuel than a Stinger which makes them ideal for medium-range assault and recon missions.

Valiant

Hull Points: 100

Collision Damage: 20

Plasma Cannon Damage: 20

The Valiant is your ship.  It is a standard Warhawk, but its two-man crew (including you) is one of the best.

Warhawk, Rogue

Hull Points: 100

Collision Damage: 20

Plasma Cannon Damage: 20

Score Points: 2,000

There are reports of at least one Warhawk being lost in the Gamma sector.  It is not actually clear, however, that the ship was destroyed.

As it turns out, the cunning Grell like to capture enemy ships and cyber-rig them to fight on their side, and the Terrans will soon get a taste of this.

Whirlakill

Hull Points: 500

Collision Damage: 30

Colonies of these spinning vessels can often be seen “moored” in a particular region of space.   In reality they are the shells erected by a highly evolved crustacean race for space travel and exploration.  Each one is “piloted” by an individual space-farer.  Typically these beings stake out particular regions of space as their home and spend their time discussing esoteric things with their neighbors in their own indecipherable language.   Ships colliding with them generally are not the winners in the exchange, and their presence is generally a menace to fast-moving space travelers.

Future Version Plans

I envision the game remaining a top-down third-person view arcade game.  The main improvements in overall look-and-feel seem to me to be to make the game sprite-based, and to improve user-interface and text display.  Actually, one major difference in the look of the next version would be that mission levels would take up more than one screen.  Perspective would always have the player in the center of the screen with the screen scrolling as the player thrusts in any direction.  More features need to be added to the engine such as (much) better AI, composite game-objects (so, for example, a turret on a ship will act independently of the ship itself), lasers, maybe shields, and a much wider array of ships, some that need to be protected perhaps, some that need to be led by your ship.  Victory conditions need to be made more elaborate so that different kinds of missions can be assigned.

