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RECEIVING TRANSMISSION FROM UMS COMMAND…
Introduction to this Manual
This Copy of this handbook to be distributed among marines with the mission of hunting down prisoner 849

No other individual is allowed to read this manual. Unauthorized property of this manual is punishable by interstellar federal NEG laws.
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Decoding Data
By Decoding the data encrypted in the attached compressed data module you have automatically agreed upon keeping everything under this mission top secret. this module contains the most up to date possible information about the grounds you will operate in and is highly classified eyes only.
Installation
Startup
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Troubleshooting

Mission Objective
Welcome Marine, you have been chosen for this mission for your high rank and skills. Years of training have made you the best of the best of the UMS marines.

Objective Overview

Your Objective is to eliminate a highly dangerous terrorist known as Prisoner 849. More information on Prisoner 849 can be found in the attached Criminal Record retrieved from UMS Command.
	Data Downloaded FROM UMS COMMAND…
Criminal Record: Prisoner 849

General Information
 (HIGHLY CLASSIFIED – REMOVED BY UMS COMMAND)

Record
(INFORMATION CONFIRMED BY UMS COMMAND) Prisoner 849 has been aboard the Vortex Rikers class transport ship en route to the prison moon. Vortex Rikers was reported missing and presumed destroyed by this highly dangerous individual. Intelligence from the Bodega Bay claim that the prisoner has been operating alone on a nearby class N planet striking against vessels in the area. Other vessels presumed missing in this area are: ISV-Kran research ship, UMS-Chantilly rescue/scout, UMS-Prometheus military science vessel.

Recent Update
Prisoner 849 has recently been captured by the UMS-Bodega Bay, shortly after this communication with the Bodega bay has halted. The UMS-Exxon Valdez military cruiser will be assigned to finding out what happened to the UMS-Bodega Bay and the other missing vessels. Be warned this individual is HIGHLY dangerous, use excessive force when necessary!
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Mission Execution

This mission will be carried out from the marine transport vessel UMS-Exxon Valdez [see section Exxon Valdez Guide for information on this vessel]. The Exxon Valdez will become your staging area and base of operations in this mission, your quarters and those of other crewmates are located onboard this vessel.

For this mission it is required that you will operate on planetary surface extensively. You will operate under a large squadron and you are required to work together with fellow marines in this mission.

A few standard rules apply upon serving in a marine squadron while carrying out missions. Follow these guidelines and rules strictly to avoid any incidents upon carrying out this mission.

· Because of the many planetary hazards [see section Hostiles] you will be supplied with a combat suit. It is required that you ALWAYS keep on your combat suit when operating upon the planet’s surface. 

· Marines are required to always stay in close formations in packs of 5 a 10 to each other. Prisoner 849 uses stealth to its advantage. Close formations are less likely to be taken down unnoticed.

· Radio contact is to be established at ALL times, if radio contact is disrupted unexpectedly, fellow marines are ordered to investigate this immediately!

This is also likely to happen because of a mysterious yet un-analyzed substance on the planet that causes havoc on our radar and communication systems it is required to ALWAYS stay together with the other marines. Radio contact is only possible from close range for now.

Your equipment will be supplied entirely once you board the Exxon Valdez [see section marine handbook for more details on available equipment]
During the Bodega Bay operation around the planet intelligent life forms have been detected with technology vastly superior then that of us. they seem to be unaware and uninterested in our presence here. Basic intelligence even speculates that they are hunting the prisoner themselves, this could be used to our major advantage. It is therefore forbidden to operate near any of the facilities of these creatures, all operations will be carried out in uninhabited remote locations.
An alternative base of operations may possibly be re-established on the surface location where the Bodega Bay briefly operated, This surface location is remote enough to be undetected by any other presence and has a working landing pad for dropships. More information about this will be revealed once aboard the Exxon Valdez.




Marine Handbook 101
Combat Suit 101

The Marine Combat Suit has been the standard equipment for the UMS troops for quite awhile and has proven to be a very useful addition in warfare or police operations. Over the years many changes and upgrades have been made over the original model.
The suit is designed using a special carbon based material fused with metal to supply the best protection against projectiles and natural hazards like heat, cold or a vacuum environment. Movement of the person wearing it is assisted by pneumatic arms built in the suit, this makes the suit very flexible and allows the user to perform maneuvers very easily. Each suit also has a built in life support system to support operations in even the most hostile environments.

All models come with a Power supply unit, this unit is used for the built in HUD with close range radar system or the special ability for the suit. Special abilities differ per model, they are are as follows:


Jump Boosters


Experimental Cloak


Amplified Speed Pneumatics


Water Jet Boosters
Be warned that activating the Power supply unit will drain significant power over time. Use it carefully or the auto regenerate function of the suit will fail!

Combat Weapons 101
A standard UMS class inventory is available to the marines on this mission.
These Items can be supplied to the planet surface by Field Logistics. These logistics will be dropped from low orbit by dropships or recon vessels.

Combat Assault Rifle

This rapid-fire automatic weapon is similar in function to the minigun, but the Combat Assault Rifle boasts greater accuracy and larger rounds than its formidable cousin. The secondary fire emits a cluster of five rounds that explode on impact. This all-purpose weapon is effective at short, medium and long ranges.

Grenade Launcher

This cumbersome but potent weapon lobs large explosive shells that go off a few seconds 
after being discharged. 
The secondary fire ejects a special grenade that detonates when the secondary fire button is hit a second time, or when triggered by another explosion or impact.


Rocket Launcher

The Rocket Launcher is a medium- to 
long-range destructive device that 
fires a high-power incendiary missile.

The missile explodes on impact and 

releases a sizeable shockwave.

The secondary fire utilizes a responsive missile equipped with a remote guidance system that follows directions indicated by the launcher. For example, move the weapon to the left after deploying the secondary fire, and the missile will veer left. This remote control feature remains active until the missile explodes.



Additionally during the Bodega Bay operation some information was retrieved about the intelligent life forms on the planet and the weapons they use, some commonly known as “Stingers” and “Razorjacks” or “Flakcannons” many of these are already reported in the other included manuals. a most interesting discovery is this alien weapon that could be very dangerous if prisoner 849 operates one.
Firewind

The Firewind is a short range destructive weapon that fires extremely volatile liquid tarydium gas that emits on contact with oxygen, this gas is capable of incinerating almost anything it comes in contact with

igniting the object in flames and causing massive third degree burnings. The weapon does not have an alt fire, although it can be upgraded with an extremely rare and dangerous experimental device.
Hostiles
The planet is home to many of its native creatures, some of them were reported to be hostile by the brief UMS expedition out there, and others have simply been taken from our interrogation of the primitive natives that call themselves the “Nali”

Spinners

Over the millennia of their existence, these large territorial arachnids have evolved their web spinning glands into dangerous projectile weapons. 
They fire slow-moving but deadly orbs of poisonous plasma that deliver substantial damage. Their close-range fang attack should also be avoided.

Pack Hunters

Small but blindingly fast, Pack Hunters are reptilian predators equipped with rows of armor-shredding teeth and insatiable appetites. 
While one or two shots from most weapons will destroy a single hunter, they compensate for their lack of armor by outnumbering and overwhelming their prey.
Masters of efficient killing, a swarm of five to seven hunters can de-flesh a creature the size of a brute in a matter of seconds. Since they possess no long-range attacks, and their close-range attacks are so lethal, Pack Hunters are best handled from a distance.



Snakes

Small and hard to spot in their natural environment, these silent killers strike when it’s usually already too late for its victim to respond, easily making up for their lack of armor, numbers and long-range attacks.

Be very careful when venturing into their territory and deal quickly with these critters from a distance.

Reapers
Close relative of the devilfish, 
Many generations ago these 
creatures have evolved out of 
the water onto the land, 
now deadly and extremely aggressive predators that hunt using their highly evolved primal senses rather then their un-evolved eyes. They hunt very fast and can maneuver very flexible despite their size and weight.

Reapers encounters are very rare. Their territory has never been explored because nobody ever survived an encounter with these fierce large predators.


Dragons

Dragons are probably the 
most dangerous creature 
that you will wander into. 
They posses unbelievably 
powerful abilities, including the ability to fly 
with the aid of wings and to spit projectile flames to its victim, From close range they posses bone crushing jaws that can devour almost any prey at once.

Their ability to fly makes them extremely maneuverable in almost every situation. The best way of eliminating these critters in their own territory is to keep cover behind obstacles to avoid their projectile attack until you have the chance to take them down from behind.


???

Little is known about 
these creatures. 
Only rumors by elder Nali

that speak of Ancient Nali 
that discovered the secret of near immortality and have been driven to complete insanity by it. 
Wielding powers that the Nali cannot comprehend, these creatures could be of a great threat if encountered. It is unknown where these creatures can be found since the last of them hasn’t been seen for several millennia.


Exxon Valdez guide
General Information

Exxon Valdez: CLASS EXXUMS-090287

The Exxon is a Valdez class Marine Transport Vessel that can support up to 300 crewmembers and with this load it can operate several months in deep space without resource depletion.
The Exxon is the last of the Valdez class cruisers, many of them have been retired many decades ago, the Exxon itself was slated for breakdown but has been assigned to this mission because it is the only available UMS command capable cruiser in this sector.
Despite its age and its outdated onboard equipment the Exxon Valdez has still proven to be a formidable cruiser in the past and has been a great addition to the UMS fleet.

The ship design is split up into three major decks, this is not including maintenance corridors and the engine compartment in the back area. 
Key Locations aboard the Ship:
Bridge

Central Part of the ship’s controls, including cockpit, docking and automated defense control.

Navigation

Navigation is the central area of the ship and home to the mission control, from here the mission will be updated.
Cargo Bay
Central Cargo bay connected to Docking Area’s 1&2 for quick loading

Docking Area’s 1&2

For large docking vessels including major dropships and recon vessels.
Shuttle Bay 1&2

For crew shuttle extraction, can board two viper class cruisers for up to 6 marines
Crew Quarters Deck 1&2
Crew area with Mess Hall and the Medical Area
Primary Lifts

For fast efficient transportation throughout the vessel

Holding Cells

Area for capturing, holding and interrogating prisoners.
Transformer Cells/Transformer Core

Authorized personnel only, Primary Core shutdown can result in all internal forcefields and lockdowns to key area’s being disabled.

Blueprints



Attachments
Extra Features
Multiplayer Maps/Modes
Firestorm includes two/three additional Deathmatch maps and modes for you to utilize the new weapons against your friends!
DM-FS-Tetje][ (6-8 players)
DM-FS-Faithality (4-6 players)
Mutators are also available for people that want to run a server with some different settings, these are the FireStormArena mutator and the spacemarinez mutator.
CO-Operative
Firestorm also allows you to play with your friends against the foes in a multiplayer match in the original singleplayer campaign.
If you intend to run a dedicated server it is recommended to get several tools before starting your server(insert some zora link here)
Credits
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