Klingon Walkthrough 

Klingon Mission List 

	Mission #
	Mission Title
	Planet
	Stardate

	Mission 1
	The Insult
	Taal
	8988.1

	Mission 2
	The Green and the Gray
	Ixion
	9004.3

	Mission 3
	Into the Arena
	Mazikaan
	9041.4

	Mission 4
	Absent Friends
	Orgolio
	9074.6

	Mission 5
	The Mask Slips
	Ap173.B
	9092.1

	Mission 6
	Knowledge is Power
	Bursai IV
	9115.2

	Mission 7
	Cry Havoc
	Al-Fadir
	9133.4

	Mission 8
	Operation Retaliate
	Tancred IV
	9169.4

	Mission 9
	Keep your Friends Close
	Pellion Blue
	9224.4

	Mission 10
	The Jaws of Death
	Lupercal
	9250.6

	Mission 11
	Death Rattles
	F'Thorc A
	9264.5

	Mission 12
	Checkmates
	Cadimus II
	9276.0

	Mission 13
	The Finest Hour
	F'Thorc A
	9297.2

	Mission 14
	The Lost Tribes
	Cadimus II
	9309.4


Mission 1: The Insult 
Objectives: 
· Construct a Vehicle Yard, Power Generator, Construction Yard, Resource Processor, and Mining Station. 
· Upgrade Colony Hub and Construct Disruptor Turret 
· Investigate Antiproton Source 
· Capture Taubat Temple (Optional) 
· Destroy Taubat 
Directions: 
Begin constructing your colony and send your Science Vehicle to the cove to the East. You will see the source of the antiprotons here. It is important that you keep any vehicles that can attack away from this, as they will begin assaulting the Hubrin Fortress. If they destroy it you will not be able to complete this mission. 
After you are done scanning the object (you will need to put your science officer onto your science vehicle to do so) move your science vehicle back to your base. The Taubat will become offended that you moved onto their territory, but ignore them. 
Once you are able to construct a Mine, build it to the North, on the eastern side of the rocks in the middle above your base. You will need to put a Disruptor Tank and a Photon Artillery vehicle up here to guard it. Next take two more of your combative vehicles and have them guard the opening to the southwest of your base. The last two units can guard the northern end of your base, but make sure to keep them close. 
It is important on this mission, as with any other mission, to construct turrets. This is because they are far more effective in combat than any tank that you can build. Once you are able to construct a Shield Generator, place it at the southwestern opening in your base. You will then need to construct two or three Disruptor Turrets here so that the Taubat will not be able to enter this area of your base. 
Next place another Mining Station to the north, but this time on the western side of the rocky outcroppings in the desert. Make sure that you can see on top of the large mountainous area further to the west. You will need to see up top here so that you will be capable of constructing Disrupter Turrets up there. Eventually the Taubat will send vehicles along this, which will come down into your base. It is important that you block them with 3 Disruptor Turrets spread across the width of this mountainous area. 
At this point the Taubat will only be able to come down at you via the middle area. Move all of your vehicles up the middle a bit, to where your mines are, and make sure that the Taubat do not get past them. While you are holding this area begin construction about 9 Disruptor Tanks. Once these have been constructed move them north, along the eastern edge, and take out the Taubat house that is up here. There is another Taubat house to the western side of the main area here as well that you will need to take out. 
Next continue moving your forces forward and you will notice that the two sides come together into another choke point. Place a Disruptor Turret or two here and you will be able to keep the Taubat away from your base throughout the rest of the mission. At this point simply build another 9 or so Disruptor Tanks, and make sure you bring an APC or two with you, and move your forces up north into the Taubat base. It is important that you keep your APC out of the main fight, and take out their Taubat Defense Turret and Taubat Vehicle Factory. Once both of these have been taken out, order your APC to capture the temple quickly, so that your forces do not fire upon it. 
Next, while your APC takes the structure destroy the Taubat houses that are up here, and then send your forces down the southwestern passage from their base that leads to the western passage in your base. Along here you should find a force of Taubat vehicles that you will need to take out to end the mission. If you have not completed the taking of the Taubat Temple, and destroying it, you may wish to put this off until you have done so. While this objective is not necessary in the least, it is rather fun to do. 
Mission 2: The Green & The Gray 
Objectives: 
· Construct 5 Static Disruptor Systems 
· Construct 8 Disruptor Tanks 
· Protect Allied Taubat 
· Destroy Enemy Taubat Base 
Directions: 
Since you start this mission in an easily defensible area, be especially careful. You will have Silicon, Magnesite Ore, and Talgonite deposits to the east, Dolamide to the southeast, Kelbonite to the northeast, and Raw Dilithium to the north and south, so you should not have many resource issues. 
At the beginning of this mission bring your assault vehicles close to your base. While you could send them through the only visible opening, you would then neglect the opening to the cliffs behind your base. You will need to develop turrets early to guard this position to the west. 
Once you are able to construct a mine to the west, and send a scout north to place a mine up there. It is best to keep them on the mountainous areas here, even though the enemies can get to them. For the most part they should be neglected. 
When you are able to construct a Shield Generator, place it to the western entrance to your base, then construct several Disruptor Turrets around it, and maybe a Photon Turret or two. Once the turrets have been constructed, send all of your units to the west. Begin constructing a large force now, and place a shield generator as well as some turrets to guard this area of your base. You should then not have to worry about any enemies getting near your base, so send all of your units to the west so that you may guard the Taubat base. Instead of simply building Disruptor Tanks, you may also wish to build a large quantity of Disruptor Batteries to deal with the enemy base that you will encounter soon. 
While constructing your forces send a scout up the cliff to the east of your base, then down south. You should see the enemy base down here, and get the evidence that you require. If you place a Photon Defense or two down here you will be able to destroy many enemy structures without having to put yourself in harm's way. 
Once you are finally ready have your units come down and wipe out the enemy Taubat. Simply move your forces down to the south and attack any enemy units that you come across. 
Mission 3: Into the Arena 
Objectives: 
· Destroy the Taubat Settlement 
· Capture the Temple 
· Destroy the Temple (Given after it is captured) 
Directions: 
You start this level in a very poorly defensible position, so it is even more critical that you get your base up and running fast in this level than the previous two. While you start out with a few defensive structures, they will not be enough, so make sure to not rely upon them too heavily. It is also important to note that on this level you should not have to worry about the Romulans or Federation, as the Taubat will probably destroy the Romulans before you are able to mount an offensive, and to get to the Federation you would need to go through the Taubat anyway, and complete your mission. 
Because of this get your base built up quick, and send out a few scouts to check out the area. You will notice that there are not any mountains for a good distance from your base either to the north or to the east, but nonetheless this is where you will want to build your mines. Construct your first mine on the mountainous area to the north in the Dolamide field. While you are here you should also notice an easy defensible choke point. Remember where this is. 
Next construct the next mine to the east of your base on the mountainous areas there. You will find Dilithium, Talgonite, and Magnesite Ore fields out here. There will also be a closer mountainous spot that has Silicon on it, and you will want a Mining Station here as well. 
Once you are finally able to place a Shield Generator, place it where that choke point was up north. After the Shield Generator has been constructed, place two Disruptor Turrets here as well. 
To the east of this position you should see another choke point. Again, place a Shield Generator and two Disruptor Turrets here, and again to the south at another choke point. While building these defenses you should also be constructing Disruptor Tanks to continue to defend your area. 
There is really only one more chokepoint to the east of the last one, and once this has been defended you will only need to worry about the area to your east, toward where the Romulans are. For the most point Taubat and Federation forces will simply run into your Disruptor Turrets and be destroyed, so they become of little consequence. If any are able to get past, the turrets that you started with in your base will fend them off easily. 
Once your defenses are up, you will need to construct your attack force. Since not many enemies will come from the now-open corridor to the east, you will not need to leave more than one or two Disruptor Tanks behind. The reason that one or two should be enough is because by now you should have your mines in such a position that you will have radar coverage of any place from which an enemy can come at you, so you will have advance warning. 
Take your units up north and you will notice an open-looking area in the center of the map. You will find several turrets here, as well as the Taubat settlement. First destroy the Taubat Defense Turrets and the Taubat Vehicle Factories. This process may take two or three waves of your troops, but eventually you will be able to destroy the Taubat settlement. 
After the settlement has been destroyed you will need another force, along with an APC or two for redundancy in case the one you bring gets destroyed. Take this force up to the far northeast corner of the map. Up here you will find the Taubat Temple. It is important that you take out the Taubat units, while keeping your Tanks outside of firing distance from the Temple so that they do not attempt to destroy it, as they will. When you are ready bring your APC up and have it capture the Taubat temple. Due to what appears to be bad map design here, your APC will most likely have problems doing this. What you need to do is try to get the APC to the northwestern corner of the Temple, and then order it to capture and it should do so. After it has been captured you will be ordered to destroy the Temple. After the Temple is destroyed the mission will end. 
Mission 4: Absent Friends 
Objectives: 
· Mine Resources, Fend off Hubrin 
· Capture Taubat Hanger w/ an APC (Replaces first objective, becomes available after distress signal is received) 
Directions: 
You will find yourself under HEAVY fire during this level, so it is very important that you get up and running quickly. You will face a new race in this level, the Hubrin. They can take out most of your tanks in one shot, so be careful. It is also important that you IGNORE the calls for help from the beginning. You can carry out your mission later, for now you need to defend yourself. 
Send 1/2 of your offensive units to the north of your base, and the other 1/2 of your units to the south. You will need to place your mines on the mountainous areas to the west of your base; they will give you radar, which you will need to watch for Hubrin forces. 
Immediately to the northwest of your base is the Federation base, but you should not need to worry about it, as they should offer you very little trouble. Instead they will act more as a buffer against the Hubrin than anything else. 
After you are able to build a Shield Generator, place it at the bottom of the southern passage, in such a way as the Hubrin have to bend the corner to see it, and by that time it is too late. After it is placed, place 3 Disruptor Turrets here, that way as soon as the Hubrin forces round this corner they will be destroyed. After a while you may wish to place a Photon Defense Turret facing down the passage to the west that they must come through, but for now it should not be necessary. 
If you have problems getting to this point, then you may wish to build APCs and more Disruptor Tanks. These should help you to this point, but there is no real way to get here by the books. Once you are able to build turrets though things become easier. 
Next, have a scout head north a bit and you will see an Advanced Mine. It is Federation in design. Right before you get to it you should see two choke points that are easily defensible, and will box in your base. What you want to do is put a Shield Generator in each, and place 3 Disruptor Turrets next to the one on the western side, and two on the eastern side. This will completely seal off your base, with one exception that should not be exploited for a while. 
Within your defensive perimeter, to the west, is an opening that will let you up on the mountainous area. After you have the north and south cut off with Disruptor Turrets, move your troops up here and you will see a way down to the south. Guard this until you can place two Disruptor Turrets here, with a Shield Generator blocking any Hubrin that may wish to come up here. At this point you should now be roughly safe, though it can be hard getting to this point, but the tide is now turning. 
Send a scout through the northern area, and see if you can run him through the Federation base. If the Federation base has not been devastated yet, then this may be overly problematic, and you may have to wait a bit. This is really something that you need to finesse. After you are past the Federation, keep to the northern area, and head east toward the cemented area; this is where the Romulan base is. Do not actually enter it, but right before it you should notice a little cul-de-sac area that is full of Dilithium. Send your scout up here so you can get the radar to construct a mine. After this mine has been constructed have your scout head to the southern area of the Romulan base, avoiding the Hubrin forces. 
To the south of the Romulan base you will find some expansive Silicon fields. Place a mine or two here, as this will prove extensively helpful in gaining the resources that you need. 
Next run your scout into the Hubrin base so you can see where things are, specifically see if you can find the Hubrin Fortress before it is destroyed. The data you will gain from this suicide mission will be very helpful. 
Construct another scout and send him on top of the mountainous area to the west of your base. If you have your scout go to the far southwestern edge of it you will be able to look down at much of the Hubrin base. Begin constructing a force of Disruptor Tanks, Photon Artillery, and Disruptor Batteries. These will be used later, once they are constructed. 
Build a Photon Defense turret next to where your scout is, looking down on the Hubrin base. Then, look at the mountainous area that was just south of the Hubrin Fortress that you saw earlier. From your scout you should have enough radar distance that you can construct a Power Generator on this mountainous area. The Power Generator will give you the radar you need to see the Fortress, and construct some Photon Defense turrets what will assist you in taking out the Hubrin Fortress, and their fixed defenses. After the first Photon Defense has been placed, you may also wish to place one on the mountainous area just to the north of the Hubrin Fortress. Have the two of these Photon Defense turrets take out whatever they can, EXCEPT for the Taubat Hanger. This is where your people were taken, so it is important that you keep the Photon Defense turrets from attacking it, even if it means razing them. 
After you have done as much damage as you can with your Photon Defense turrets, raze them and place a few Disruptor Turrets in the Hubrin base. The nice thing is that the Hubrin will ignore them until they are constructed, at which point it tends to be too late. If you can get two being constructed at the same time, then they will not be able to destroy both of them before they have taken out the Hubrin that are close to them. It is important that you place any turrets out of range of the Taubat Hanger though, as they will destroy it and you will lose the mission. 
Once enough havoc has been created in the Hubrin base, have your forces move in and secure the area, carefully avoiding the Taubat Hanger. Once you are finally ready bring in one APC and have them capture the Taubat Hanger, and the mission will end with you finding out that your forces are not in it. 
Mission 5: The Mask Slips 
Objectives: 
· Destroy At Least 3 Taubat Workshops 
· Scan the Metar Colony Core (After Workshops are Destroyed) 
· Destroy the Metar Colony Core 
· Survive 
Directions: 
You start this mission in a rather large and easily defensible position with only 3 choke points to worry about. There are also huge Talgonite fields to the south of your position. Two of the chokepoints are to the east, and the third is to the south. For the most part, the units that you start with should hold you until you have developed Turrets, but you may wish to construct a few APCs during the early parts of the mission, and several Disruptor Tanks once they are available. It is also important to produce a force of 3 Photon Artillery, 3 Disruptor Tanks, 1 Scout, and 2 Disruptor Batteries for when you place defenses at the second chokepoint. 
When you are able to set up Mining Stations set them up on the western edge of your base. There are large Talgonite fields here that will provide you with a good amount of minerals here. Set up about 3 mines right away. 
For the purpose of centralizing the areas that you need to defend, and blocking off the most used chokepoints first, you will want to block the northeastern one first. Send your scout up there accompanied by two Disruptor Tanks in case anyone is waiting for you, and place a Shield Generator and three Disruptor Turrets. This should hold for now, but you will want to construct more later on. 
Next, place another Shield Generator and three more Disruptor Turrets to guard the lower western chokepoint. Again, you will want to construct more when you are able to. 
For now the southern opening to your base is the only way anyone can get in, as the three turrets, if placed properly, should hold off any enemy forces. You may also wish to construct a Power Generator at each position once you are able for radar coverage. 
While your units protect the southern passage, send the 3 Photon Artillery, 3 Disruptor Tanks, 1 Scout, and 2 Disruptor Batteries down the southern passage, and east as soon as they are able to. You should find the Metal Colony Core, as well as the Active Portals here, along with the Taubat Hangers. Have your Photon Artillery assault the Taubat Defense Turrets, and let your Disruptor Batteries take out the Taubat Hangers, keeping them out of range until the turrets are destroyed, while your Scout finds the rest of the turrets. Your Disruptor Tanks are to be used to dissuade any enemy units that come near, with help from your Disruptor Batteries when necessary. Overall it should not be hard to destroy 3 Taubat Hangers, or all of them for that matter. 
Once this objective is complete it is imperative that you DO NOT scan the colony core yet. When you do you will let loose the most dangerous enemy in the game, and you should not be prepared to handle them yet. Instead locate the 3 Active Portals, and place a Power Generator next to each one of them on the mountainous areas, along with a Photon Defense turret. This will enable you to destroy the portals as soon as you can. You will also want to block off the southern passage of your base with AT LEAST 6 Disruptor Turrets, along with an extra Disruptor Turret on each of the eastern chokepoints. After these Disruptor Turrets have been placed, add a Photon Defense turret on the mountainous areas next to each chokepoint, then place 3 Disruptor Turrets around the area where enemy units can get up on the mountainous areas to the east of your base. By now you should have noticed this spot, as an enemy should exploit it, popping up on your radar. 
If you have had problems getting to this point, because the Taubat act before you are able to stop them, then you may wish to simply try getting everything together soon or send a few Photon Artillery down early and see if you can destroy three Taubat Hangers without any aid. 
When you are finally ready, send a Science Vehicle to the Metar Colony Core and perform a science scan on it; you will not need an officer. As soon as the scan is complete, the Metar will start coming from the portals, so have your Photon Defense turrets begin blasting the portals, as well as on the Core itself. You will want to take them all out, just to be on the safe side. After the core is destroyed a Warbird will pick you up, but you will have to survive for about 10 minutes. 
If you are having defense problems, or problems assaulting the Metar with your turrets, then you may wish to use more. For example, between the 3 choke points and the 2, I aimed at each Metar structure, I probably had constructed 30 turrets. If you use many of them then you will practically be ironclad. 
Mission 6: Knowledge is Power 
Objectives: 
· Build a Science Block w/Special Weapons Wing & Two Photon Turrets 
· Locate the Escape Pod Containing Dogh 
· Locate the Escape Pod Containing the Data Core 
Directions: 
Because you will be starting when the Metar have an active colony, it is a very good thing that you only have one choke point to worry about. It may look like two, but if you follow them south, and bend to the west a bit you will see that they come together. You will not want to go past this point, however, as it will trigger a response that you will not be prepared to deal with for some time. 
When building your base it is important that you DO NOT waste time on ANYTHING other than Turret development in the beginning. You will need your construction bees to focus on this exclusively, as the Metar will come in soon, and you will not be able to handle them otherwise. It is, however, wise to build about 5 APCs while you wait. 
First construct your Construction Yard, then your Science Station, and then revolve back and forth upgrading the 3 structures until you are able to build an Arsenal. Once this is constructed go to the southern chokepoint, where ALL of your units should be waiting, and build a Shield Generator, then 3 Disruptor Turrets. After these are completed build a Photon Defense turret on either side of the valley that leads into your base, and you should be temporarily secure. If you performed quickly enough you should get this done before any Metar units attack. 
Next go back and construct your Resource Processor and Mining Stations, then construct your base as normal. It is quite possible that, so long as you even have a science vehicle in your base, you can beat this level without ever having to use any units or leave your base. Instead of using a science vehicle, it is possible to just get the two necessary pods on radar. Because of this, using Power Generators to reach them can allow you to beat the level with ease. 
If you want to beat the level using units, you'll want to use about 10 cloaking tanks to remove the Taubat and Metar blockades. Simply have them head out and explore the map to the southwest, and to the west. You will inevitably see several blockades; have them all get really close by moving them constantly without attacking so that they don't decloak until they are all there, then order them to open fire. Once the blockades are clear move your science vehicle to the one to the southwest, then bring a huge group of forces and destroy the Metar and Taubat base to the west, and bring your science vehicle through the canyon at the far end to the escape pod. Personally… it is easier just using a generator jump. 
Mission 7: Cry Havoc 
Objectives: 
· Capture the Klingon Science Block 
· Capture the Klingon Arsenal 
· Capture the Klingon Construction Yard 
· Capture the Klingon Colonial House 
· Destroy all Taubat and Metar Forces 
Directions: 
Due to what I can only assume is a bug, you will need to leave your APC at captured structures, so that your forces do not attack them. It is also annoying that your forces even attack the structures that you are to capture, so you will need to be very careful. Your base is to the south of your starting position, but do not take your forces out of your base yet. 
Wait for the Taubat Artillery first, and destroy them once they arrive. There are approximately 4 that will come to attack your hub. After that, your hub should not be attacked any more. Because of this you can then take all of your forces, save two Disruptor Tanks to make sure, away with you on this mission. It is wise to leave the two Disruptor Tanks just incase any enemies slip past your forces. 
Take your forces west, then south under the bridge. To the southwest of here you will find the old Federation base. Destroy everything here, including the Active Portal that remains. Remember to keep your 4 APCs protected in the rear, as you will need all 4 of them. 
After leveling the Active Portal, along with the Federation Science Block and the Taubat Houses head east. To the east, which should be south of where you started, you will find your old base, along with an Active Portal, some Taubat Houses, and a group of Metar. Have your assault units move in, and once they are close order your APCs to capture each building as they appear. This will prevent your forces from destroying the structures here, and will enable you to effectively attack the enemy. If your APCs are far enough back, then they should not arrive to any one area until your forces have cleaned that spot out. 
At this point you may choose to construct a base or not. It is quite possible to complete this mission without constructing new forces, but they can make it quite easy. Personally I would recommend creating more units to guard this base while your forces continue on. It is important to also note that the Metar base is directly to the south, but it is best saved for last. You should not receive more than a dribble of attacking units from it anyway. 
Once you feel ready, have your forces move to the east and you will find the Romulan base, which is also infested with Metar. Destroy everything here and head further to the east and you will find the Romulan starting point on this level. By now the Metar should have infested it, and you will most likely not see any Romulans. If you do, however, destroy them as well. While I have yet to see any Metar to the north of here, you may wish to investigate that area to be sure. 
To the south of here you will find the Federation starting point. Treat this the same way as you did the Romulan starting point, and vaporize everything. From this point head to the west and you will come to the Metar base. By now you should have the Metar base blocked in. Simply move all of your forces upon the base, and be careful to treat their Turrets delicately. If you have missed any units then you will have to go on a bug-hunt for them, which can get annoying. 
Within the Metar base you will find a Taubat Temple, 2 Taubat Defense Turrets, 3 Phaser Defense Turrets, Metar Colony Cores, a Metar Colony Core, an Active Portal, a couple Taubat Hangers, and a bunch of Taubat Houses. Once every Taubat and Metar has been destroyed the mission will end. 
Mission 8: Operation Retaliate 
Objectives: 
· Destroy All Metar Colony Cores & Active Portals 
· Destroy 75% of the Metar 
Directions: 
At the beginning of this level it will look as if you are in a very poorly defensible position. While this is true, you are capable of easily remedying this, but you will need to act FAST. Do not waste time working on your base in the beginning before going on the offensive, instead queue up a structure or two, order your Vehicle Factory to construct a group of APCs, approximately 5, and head south with the rest of your forces. 
You will come to the Taubat base down here. Use your Photon Artillery to destroy the two Taubat Defense Turrets down here, then bring in the rest of your units (except the APCs which you construct, those will need to go to the northern chokepoint) and destroy ONLY the two Taubat Hangers. Do not bother with the houses, as you will need to act fast. Use your Scout to locate them if you need. 
After the two Taubat Hangers have been destroyed, have all of your forces except the Scout and Photon Artillery head back to your base. You should have encountered a couple Metar by now, but at least they will have less reason to head south, with the Taubat base destroyed, and you will not have to face many Taubat forces at all. 
At this point you will need to focus on protecting the area where enemies may come down the mountain to the west, and the choke point up north. Have your Photon Artillery destroy the Taubat Temple and Taubat Houses down south, while you Scout spots the two good mineral veins for you to mine down there. 
As soon as you can construct turrets (and you should have constructed many vehicles in the meantime, but nothing else yet, just go for turrets and vehicles) look at the area where vehicles can come down to the west. Immediately above that, on the mountain there, you should see a nice chokepoint that is easily defensible. Place a Shield Generator there along with three Disruptor Turrets. After these have been placed continue to construct units, and maybe a few turrets, along the northern choke point, but do not move yet. 
You may occasionally have one Metar that will run around your base, but it should not pose a huge threat. Simply have a Disruptor Tank or two back there to take them out, but be sure to focus your attention to the north as Metar can stream through there at times. 
If you have any resource issues then you will want to send a Scout as far north as you can, past the Metar units that patrol here. You will find great resource fields that can really give you a boost. 
While focusing on the northern chokepoint (again, this cannot be emphasized enough) construct a Power Generator as far to the west as you can. You will want to construct yet another (cancel the construction of the first if you can) and you should be within radar of the Metar base. Build a Photon Turret in such a position as it will be able to fire on the Active Portal that is within range, then build another Power Generator further west and construct another Photon Turret. 
You should be able to destroy one of the Metar Colony Cores there, along with an Active Portal or two, providing you place them well. While doing this you will receive aerial assistance, but do not count on it. Instead continue to mass your forces, and place turrets to defend the northern channel (a wall of them across it at least, and maybe a couple leading up to it). 
When you are finally ready move your units toward the Metar base simply move in and destroy the Metar. Once you reach this point it is not overly hard, but you will want to focus more on the Active Portals, so that you have as few Metar to deal with as possible. 
Mission 9: Keep your Friends Close 
Objectives: 
· Perform an Engineering Scan of the Federation Hub 
· Destroy Primary Federation Shield Generator 
· Perform a Science Scan of the Metar Colony Core 
Directions: 
This mission will begin with you placed in a rather poorly defensible position. You will have an opening to the southwest of your base, and two openings to the north. While the opening to the south can be guarded with two Disruptor Tanks, the northern areas will need a good deal of attention. 
If you need any resources on this level beyond what is near your base, simply send a Scout to the south, as far as you can go below your base, and you will find EXPANSIVE Dilithium fields, that will give you all of the minerals you need. For the beginning of the level, however, the minerals near your base should be sufficient. 
It is also important to know that you will need to act fast simply because the Federation will not last long, with the Romulans and Metar pounding on them they will fall quickly, so you will need to get your forces into position as soon as possible, and even defend them to an extent. 
Build two Construction Bees in the beginning, then research your way up to turrets ASAP. As soon as you can construct a Shield Generator place it over the southern opening, then place three Disruptor Turrets around it. After they have been placed look at the two northern openings. The eastern one can take a diagonal line of turrets covering the whole thing, and you will want to place two more turrets back from the front line. This should give you adequate protection with only one chokepoint to worry about. 
While constructing the turrets it is important that you construct a large force. You will want about 4 Photon Artillery, along with a Scout, a Science Vehicle, and as many Disruptor Tanks or Disruptor Batteries as possible. After you take your forces out of your base you will want to construct about 4 more Disruptor Batteries to keep around your base at various points, to make sure that if anything gets past your turrets you will be able to take them out. 
When you finally have enough forces, take them out of the choke point, and have them head to the northwest of your base. You may let your forces destroy whatever structures they come across, except the Hub. Once your forces actually reach their base, however, let the Photon Artillery take out the turrets, and order the construction of an APC. Once the APC has been constructed construct another, and order the first to capture their hub. This will keep your units from destroying the Hub. 
As soon as their turrets are down (you may wish to place Disruptor Tanks where their turrets were to keep them from re-building them) have your Science Vehicle perform an engineering scan on their Hub. You will need your engineering officer on board the Science Vehicle to do this. 
After the scan has been completed have your forces destroy their Shield Generators, then you will automatically beam Sarek out. 
Next take your forces and move them north. You should not encounter much resistance at this point. Simply head north, destroy the Active Portal, then continue through a nice ravine up here that bends to the east. Once you are out of the ravine head east, and you should see two smooth spots on the ground. These should be almost directly north over the mountains from your base. Have your forces secure this area, while keeping them away from the Metar Colony Core. When you can, scan the core with your science officer onboard, and the mission will end. Too bad you don't get to destroy the Metar or Romulans on this level as an objective… 
Mission 10: The Jaws of Death 
Objectives: 
· Mine 100 more Dilithium Than What You Started With 
· Mine 50 more Transparent Aluminum Than What You Started With 
· Protect the Hubrin Guide 
Directions: 
Like many missions that you come up on now, you will be HIGHLY unable to properly defend yourself on this level, so do not try to ward off chokepoints. Instead build a large force of units on this level. 
At the beginning of this mission move about 4 or 5 units around the Hubrin unit, you cannot let him die. Keep watch on him throughout the mission. 
While you are supposed to be working with the Federation and Romulans, more or less, it is important to know that they will do little but attack you. 
Once you get together about 5 Disruptor Batteries, you will want to take them to the southwest and destroy the Taubat base here. 
For the most part you can just ignore both the Taubat and Metar though. Instead keep your base simple, only really building a few units. Place two mines on the Kelbonite fields up north, then a mine or two on the Dilithium fields to the south. Eventually you will mine enough and the mission will end. For the most part, this should prove to be a rather easy mission. 
Mission 11: Death Rattle 
Objectives: 
· Construct 4 Vehicle Yards and Either 3 Advanced Generators or 5 Power Generators. 
· Research the Containment Pillar (After necessary base improvements are made) 
· Repair the Containment Pillar (After pillar is deployed) 
· Defend the Containment Pillar (After pillar is fixed) 
Directions: 
This will be one of the hardest missions that you have played yet. You will not have any defensible areas worth speaking about, so you will have to rely more on the weaker units than the turrets. There is an opening below your base, an opening down the cliff directly to the north, and huge openings to the northeast and northwest. 
The other thing to be aware of is that the Metar have units that cloud your radar, and that you cannot see. They also have units now that can launch photons faster than you can fire with a Disruptor Tank, and each shot can take out a Disruptor Tank. Because of this you will want to use mostly Disruptor Batteries. 
At the beginning of this mission get 3 working vehicle yards up, and research up to Disruptor Batteries and Photon Defense Turrets as fast as you can. You will also want to construct 3 Scouts. While this is happening take 4 of your Disruptor Batteries and send them up the northeast passage to the flat spot on the ground, there is a Hubrin Observer here that you will want to protect. The rest of your forces should be scattered along the perimeter of your base, with 2-3 Disruptor Batteries to the south of your Hub. While you can get away with 1 or 2 in the beginning, you will NEED to have 3 once you are able to construct Disruptor Batteries. 
Next examine the map. You will notice that you are at the far end of a large oval-like shape, as the northeast and northwest paths join again to the far north. Where the come together at the other end is a HUGE Metar and Taubat base, complete with 4 Active Portals. This mission is made MUCH easier if you can destroy these 4 Active Portals. 
Run your scouts up the northwest passage and you will notice some large Dilithium and Silicon fields here. Place your Mining Stations in this area, as the eastern area is crawling with Metar. The Silicon fields are especially helpful. 
Once you have used the radar on the Scouts to place the mines, head further north and you will see the first Active Portal. Just try to run past the turret protecting it and hide behind it. Place a Power Generator and Shield Generator on the cliff behind the Active Portal, then move west and you should see a large rock area that juts up between two Active Portals. Place a Power Generator in the middle of it, and a Shield Generator to either side of it, then move your Scouts further west and place a Shield Generator and Power Generator on the cliff area above the last Active Portal. 
After all of your Shield Generators and Power Generators have been placed, place two Disruptor Defense turrets next to each Shield Generator and begin to pound on the Active Portals until they are destroyed. This will make this mission WORLDS easier, vs. leaving them alone and letting the Metar continually come out of them and wreak havoc on your forces. 
When you are ready to construct all of the Vehicle Yards and Generators that are required you will want to have about 3 extra Advanced Generators, and make sure that you have about 6 Disruptor Batteries around the Containment Pillar area, a Disruptor Turret at each corner, a Photon Turret to the south of it, and a Shield Generator also to the south of it. Lastly, you will want to have a Science Vehicle next to it as well. It will come under heavy fire once constructed so be careful. 
Finally, construct whatever parts of the base you have not yet, and research the Containment Pillar. It will then be automatically launched, but a problem will be found in it. Get a science vehicle next to it and it will correct the error, then you will simply need to survive for a little while, a task that is made easy by the previous destruction of the Active Portals, and the mission will end. 
Mission 12: Checkmate 
Objectives: 
· Protect the Vehicle Yard 
· Research the Anomaly Device 
Directions: 
While I believe that this mission was intended to be hard, it is very far from it. The only thing that you need to construct is a Science Block. As soon as the Science Block is constructed research the Anomaly Device right off, then have a few Disruptor Tanks follow it when it launches and after about 20 seconds of it moving around the mission will end. Maybe you were supposed to research up to a certain level before being able to research the device itself, so maybe this is a bug, but the mission takes less than 2 minutes to complete. 
Mission 13: The Finest Hour 
Objectives: 
Survey Metar Colony Core w/ a Science Vehicle Protect the Containment Device 
Directions: 
At the beginning of the mission make 3 Photon Artillery and 6 Disruptor Batteries and send them to the Containment Device, scattered around as close to it as you can get them. This should provide enough protection until you can construct the same turret arrangement that you used on the last mission. 
Instead of using the turrets as you did on the last mission, you will instead want to mass Disruptor Batteries on this mission. Simply build up your base using the same mines as last time, and protect it in the same way with about 13 Disruptor Batteries grouped around it, paying close attention to them. You may take a while to build up the Disruptor Batteries, but that's ok. Protect your base as best you can until you construct an extra 15 or 20 Disruptor Batteries, then send them up the northeastern route. While they are moving north construct a Science Vehicle and an APC, but construct the APC first as you will NEED it. 
When your Disruptor Batteries get up north have them begin walking through the enemy base destroying everything in their path. That should be enough, but if ever your Disruptor Batteries are destroyed simply construct another force. 
Once the Metar Colony Core comes into view, order the APC to capture it, then move your Disruptor Batteries past it and out of range in case your APC gets destroyed on the way. This will ensure that your Disruptor Batteries will not destroy the Metar Colony Core, which you need to scan. 
After you are past the Metar Colony Core simply continue to decimate their base, then move your Disruptor Batteries around the Metar Colony Core without actually getting within firing range (stop your APC before it can actually capture the core). When it is safe bring your Science Vehicle up and scan the Metar Colony Core. 
Mission 14: The Lost Tribes 
Objectives: 
· Capture Metar Temple & Research Sentient Anomaly Device 
· Capture Metar Colony Core - Starship 
Directions: 
Unlike the Federation, on this mission you will not have the luxury of removing the Metar to make this mission easy. Instead, as attempting to build a base is nearly futile, you will need to perform a quick decisive strike on the Metar base, completely ignoring yours (you won't be coming back to it anyway), hoping that you can complete the mission before your Hub is destroyed. 
Take the units that you have at the beginning and run them directly to the Metar base at 262:316, keeping your APC and Science Vehicle behind your Disruptor Tanks, as you will need them to survive to complete the mission. While your units are moving begin production of a Construction Yard, Vehicle Yard, Science Block, then another Vehicle Yard. The Science Block is necessary for researching the Sentient Anomaly Device, and the rest are to provide fodder to buy you time. Because of this you will want to queue a bunch of APCs when the yards are complete, but hopefully this mission should not last that long. 
When your Disruptor Tanks arrive at the Metar base you will want to take out the two closest turrets. Avoid hitting the closer Metar Colony Core as much as possible, as this is the one that you will want to capture since it is the easiest to reach. You will want to move your Science Vehicle in slowly as you take out the second turret so that you can scan the Taubat Temple as well, and make sure to scan and research the results before actually capturing the Metar Colony Core. 
This is very hard to do, and can take several tries. The best approach I've had is to bring my units just outside of the range of the first turret, then move them in a line to the left, staying just outside of range the whole time, and when I have a long line of troops all just outside of its range, order them to attack. If you're very lucky you will only lose 4 Disruptor Tanks on the first turret, otherwise if you played well, 6. The second turret will most likely take out all but 1 or 2 Disruptor Tanks, so it is important that you are careful without taking very long. 
If all goes well and you move swiftly, you should be able to finish the mission rather expediently, in less than 5 minutes if you are very fast. The longer that you take the harder it is, and a wonderful ending sequence will await you. 
