Federation Walkthrough 

Federation Mission List 

	Mission #
	Mission Title
	Planet
	Stardate

	Mission 1
	Power Corrupts
	Karazin
	8987.8

	Mission 2
	A Harsh Lesson
	Jeddart
	9006.1

	Mission 3
	A Piece of Paper
	Fico Hydra
	9020.9

	Mission 4
	Into the Arena
	Mazikaan
	9041.4

	Mission 5
	Absent Friends
	Orgilo
	9074.6

	Mission 6
	The Mask Slips
	AP173.B
	9092.1

	Mission 7
	Cry Havoc
	Al-Fadir
	9133.4

	Mission 8
	All that Glisters
	Durac Iota
	9150.6

	Mission 9
	Keep Your Friends Close
	Pellion Blue
	9224.4

	Mission 10
	Jaws of Death
	Lupercal
	9250.6

	Mission 11
	Death Rattle
	Tybalt Major
	9264.6

	Mission 12
	Checkmate
	Cadimus II
	9276.0

	Mission 13
	The Finest Hour
	Tybalt Major
	9297.2

	Mission 14
	The Lost Tribes
	Cadimus II
	9309.4


Mission 1: Power Corrupts 
Objectives: 
· Construct Resource Processor, Power Station, Construction Yard, Vehicle Yard, and Accommodation Block 
· Conduct Medical Scan on Taubat Settlement 
· Conduct Engineering Scan on Taubat Temple 
· Capture Taubat Temple (after engineering scan) 
Directions: 
After a short while the Klingons will come in and begin attacking you, so keep your forces close. Also remember that after some more time the Klingons will come from the east, where it looks as if you are protected. Two or three Phaser Vehicles will be able to handle them though. 
Simply construct your base as well as you can, constructing your Resource Processor, Power Station, Construction Yard, Vehicle Yard, and Accommodation Block. Once those are constructed toss up a few Static Phasers around your base. Next construct about 10 Phaser Vehicles, along with an APC and a Science Vehicle, in case you do not have either of the latter two. 
When you are ready to complete this mission take 4 Phaser Vehicles and your APC and look to the southeast. You should spot a bridge between two mountainous areas. You want to move these troops to the west of the bridge, and DO NOT cross under it yet. 
Next take the rest of your Phaser Vehicles and a Science Vehicle and move them to the south. Eventually you should spot a Taubat House. Move your troops south of the ridge that it is to the north of, and you will spot the Taubat settlement. At this point leave your Phaser Vehicles behind and move the Science Vehicle into the Taubat settlement. 
Look at the house in the middle of the Taubat settlement and perform a medical scan on it with your medical officer onboard. While the Taubat will tell you that you need to leave holy ground right away, ignore them. You should have approximately 7 minutes to complete what you need to on their land. 
After the Science Vehicle has conducted the medical scan move it west and you will come to the Taubat Temple. While the Science Vehicle is moving have your Sickbay research the Taubat Plague. Once the Science Vehicle comes into range of the Taubat Temple perform an engineering scan. This will reveal the problem that you have come to remedy. Once the engineering scan is completed have your APC capture the Taubat Temple and the mission will end. 
Mission 2: A Harsh Lesson 
Objectives: 
· Construct a Vehicle Yard, Construction Yard, Mining Station, Accommodation Block, Transporter Pad, and Resource Processor 
· Mine 120 More Dilithium Than You Started With 
· Perform Science Scan of Metar Colony Core 
· Perform Medical Scan of Metar Colony Core 
Directions: 
During this mission you will be under CONSTANT assault, but do not worry, as the Orion Pirates are super weak and will be largely unable to do any actual damage; their hit and run tactics prevent them from actually damaging any structures. Simply consider them gnats. 
At the beginning of the mission have your Phaser Vehicles surround your base, keeping off of the area that you will be building on. This will enable your Phaser Vehicles to ward off the Orion Pirates. While they can do damage to your vehicles, you should have enough time in-between attacks for your vehicles to fix themselves. 
Construct your base as you would normally, making turrets a high priority. Once you are finally able to build Shield Generators place one in the chokepoint to the south of your base, and build about 4 turrets across the gap here. Then look to the other chokepoint to the southeast: while this one is much larger, about 6 turrets should do the trick. This will prevent the Orions from coming into your base, and will do a great deal to destroy the ones already in your protected zone when they come too close to the turrets. 
After you have protected your base with the Turrets build up a force of about 4 Phaser Vehicles and one Science Vehicle. Move your units to the southernmost point on the map. When you come close your Tricorder will show the presence of a structure. Keep the Phaser Vehicles away from it, but move your Science Vehicle right next to it. The crash site (or archeological site) is around 046:351 on your Tricorder. The Orion Pirates that you will face along the way should not prove to be a problem. 
When your Science Vehicle gets next to the crash site have it perform a science scan with your science officer onboard. After the science scan is done go back to your Science Block and research the data. Upon researching the data they will inform you that you need your medical officer to perform a medical scan, so have your medical officer go to your Science Vehicle and perform the medical scan. After researching the medical scan they will discover a virus, and will issue antibodies to your colonists. 
Mission 3: A Piece of Paper 
Objectives: 
· Build a Power Generator, Vehicle Yard, Construction Yard, Sickbay, Transporter Pad, and Science Block 
· Protect the Taubat Colony from Klingon Aggressors 
· Protect Hub from Romulan Saboteurs 
Directions: 
Your base in this mission is easily defensible, having very few chokepoints to cover, and the objectives are relatively easy. For your mineral needs there is a protected cove with huge Silicon fields to the south. 
On this mission you will want to make good use of turrets, protecting the northeastern trench, and the northwestern lakes area. You will also want to watch the northern entrance to your base as well, as you will have enemies stream down the one area where they are able in the mountainous area to the north. 
At the beginning of this mission send your scout into the corridor to the northeast to watch for enemies, and the rest of your forces to the northwest to guard the lakes here. You will also want to take two of the Phaser Vehicles and have them guard the Taubat Temple to the far northwest. 
The Romulan Saboteurs you will not have to worry about for the most part, as they will come in early and are easily dealt with. Just wait until you have taken out enough Romulan vessels and that objective will be complete. 
The Klingons, on the other hand, will be a bit more difficult. You will want a force of about 10 Phaser Vehicles, or more, to head northwest, quite a distance, until you see a large cement area. There will be a group of Klingon Photon Artillery and Disruptor Tanks up here that you will need to destroy. After this has been done the mission will end. 
While completing this mission you will probably want to place turrets around the various chokepoints into your base, which are easy to defend. You will also want to place at least two Static Phasers next to the Taubat Temple, for protection, as soon as you can. It is important not to let this structure fall. 
Even though it does not make sense that you only need to destroy these small forces, vs. the large number of enemies that come at you and are present on this level… that is all that you need to do. 
Mission 4: Into the Arena 
Objectives: 
· Expand the Colony 3-Fold 
· Explore the Radiation Source w/ Science Vehicle 
· Capture the Taubat Temple w/ an APC (After scan is complete) 
Directions: 
This is one of the easier missions that you will encounter. You only have two chokepoints that you need to worry about and your objectives are easy. At the beginning of the mission divide your forces between the two chokepoints. One is to the southwest of your base, and the other is to the southeast. The southeastern one looks like two chokepoints, but if you follow them they will meet together in one chokepoint that is REALLY easy to defend because the enemy has to turn a corner before they get to your forces, forcing them to be in range of any phaser fire from your units or turrets. 
If you need any resources in constructing your base then send a scout south, to a large mountainous mass. You will find some sizeable Silicon and Dilithium fields on this mountainous area. These are easy to mine and you will not have to worry about protecting them. 
Since both the Romulans and Klingons are on the southern side, with the Taubat in the middle and you and the radiation source on the northern end, you will be left alone for most of this mission. While the Klingons and Romulans will occasionally attack you, they need to go through the Taubat first, who act as your allies on this mission. 
All that you need to do is build an APC and Science Vehicle to complete your mission. While normally an escort is necessary, it is not on this mission. If you are very careful in instructing the two vehicles you will be able to complete your objective without the escort being necessary, though it is very helpful if you do decide that you need a Phaser Vehicle or two. You will want to send them to 381:292 on your Tricorder. 
While preparing to send the APC and Science Vehicle you will want to build your colony until that objective is complete, making sure that you guard those two chokepoints heavily. After you feel ready, send the APC and Science Vehicle to their destination, and you will find a Taubat Temple. Make sure that the APC does not get too close when you send them. 
After they arrive have the Science Vehicle perform a Science Scan, with an officer onboard, on the Taubat Temple. After the scan is complete have your APC capture the Taubat Temple and, providing your base is of adequate size by this point, the mission will end. 
Mission 5: Absent Friends 
Objectives: 
· Monitor Hubrin Activity, Mine Resources, Expand Colony 
· Rescue Captured Personnel (replaces previous mission) 
Directions: 
Forget everything that they tell you during the mission. This mission will be the hardest yet, as the Hubrin are capable of destroying Phaser Vehicles in one shot, and can wreak havoc on an unprepared base. When they tell you that the members of your colony are captured, ignore them and DO NOT send any units after them for quite some time. 
If you have any resource problems head west, then north as soon as you are able to and you will run into a valley full of Dilithium that the enemy forces ignore. Further to the west you will see a large cement area. This is where the Romulan base is located. Since their base gets destroyed soon you will be able to mine the Silicon fields to the west and south of it. 
Looking at your base you should notice a rather large chokepoint to the west, and anywhere from one large chokepoint to three small chokepoints to the east of your base. You will want to defend each of these with Static Phasers and Shield Generators as soon as you are able to. The western choke point will require about 8 Static Phasers and two Shield Generators, and the eastern ones will require a distributed 8 Static Phasers and two to three Shield Generators combined. You will want to protect the western chokepoint first, however, because your units rally next to the eastern chokepoints. 
After you have your turrets placed you will be relatively safe from the Hubrin, though getting here is not easily done. Once you are ready though you will want to try to get a Scout next to coordinates 099:284, in the heart of the Hubrin base. If a Scout is too difficult then you can try to use a generator jump, by using the radar of the Power Generators to get this area on your radar. What you want to do is place a Power Generator or two on the mountainous area directly to the south of the Hubrin Fortress. This will provide you with the radar coverage you need to construct Photon Defense turrets in their base to destroy their turrets, and the Hubrin Fortress itself. 
While you are wreaking havoc on the Hubrin base construct a force of approximately 10 Phaser Vehicles and 3 APCs. You will need the Phaser Vehicles for cover fire, and to destroy whatever Hubrin units you are able to, while one of your APCs takes the Taubat Hanger that is in the middle of the Hubrin base. When you are ready simply have your units head out the eastern end of your base and run down the canyon that runs to the southwest right into the center of the Hubrin base. 
When your Phaser Vehicles get close to the Hubrin base you will want to order one of your APCs to capture the Taubat Hanger, so that your Phaser Vehicles do not attempt to destroy the hanger. This is a precarious situation as, like with all structures that you need to capture, your units to not listen to your orders and fire on them the first chance they get. After you manage to capture the Taubat Hanger the mission will end with you discovering that your forces are not present in the Taubat Hanger. 
Mission 6: The Mask Slips 
Objectives: 
· Scan the Taubat Workshops 
· Scan Metar Colony Core 
· Survive 
Directions: 
This mission will be extremely hard, while not your first encounter with the Metar, considering that you will be severely strapped for resources during this mission it is exceedingly difficult. 
It may take a long time to construct the turrets that you will need during this level, but this level is definitely one on which to take your time. The Taubat will constantly assault the Klingons and Romulans, so you should not need to worry about them for most of the level, simply leave them alone and focus on your base. You will, however, want to scan for resources; there are some to the west of your base all up until you reach the Klingon base, and there are some to the east of the Romulan base. Mine both areas extensively. 
Anyway, construct your base to the best of your abilities, warding off chokepoints with Static Phasers for protection. You will want to ward off each chokepoint with at least 3 Static Phasers for the smaller ones, and as many as 6 for the larger chokepoints, with Shield Generators on each. You will also want 2-3 Photon Defense Turrets on the mountainous areas to your north. This will require you to build approximately 25 turrets to successfully defend your base. While this leaves very little room for units, this should not be a problem after your defenses are in place. 
When you are finally ready, construct a force of 10 Phaser Vehicles and one Science Vehicle and have them head north. Up here you will see the Metar settlement, which is currently dormant. Have your Science Vehicle scan all of the Taubat Workshops and Active Portals. After this is done place a Photon Defense turret or two over each of the Active Portals, along with a Shield Generator and Power Generator. This will give you defense, radar, and the ability to assault the Active Portals as soon as they become active. 
After everything is in place move your Science Vehicle near the Metar Colony Core and bring your Phaser Vehicles back into your base for defense. When everything is ready have your Science Vehicle scan the Metar Colony Core. Immediately Metar will start streaming forth, attacking you, the Klingons, and the Romulans - this is why you wanted to leave them alone until this point. Fortunately they will take quite a bit of the Metar offensive. Right after scanning the Metar Colony Core order your Photon Defense turrets to target ONLY the Active Portals. 
After the Active Portals are destroyed the Metar will not last much longer. You will simply need to survive for a while and eventually you will be evacuated. 
Mission 7: Cry Havoc 
Objectives: 
· Capture and Hold the Klingon Science Block 
· Recover Computer Core From Science Station at Wrecked Main Colony 
Directions: 
At the beginning of the mission queue the construction of 8 APCs to assist your forces. While they are being constructed build your base to a point that you are able to construct Static Phasers and Shield Generators. After you are able to construct them place them around your base. This will effectively keep your Hub from being destroyed after you pull your units to complete your two objectives. 
After a while, when you are able, construct Phaser Vehicles. You will want to have about 4 extra with you when you bring your forces away, and you will probably want to construct an extra 4 on top of that for base protection after you leave. 
When you finally have enough troops pull them out to the following Tricorder coordinate: 243:189. Here you will find the ruined Klingon base that has the Science Block that you need to capture. There will also be 3 Active Portals here. Order an APC to capture the Science Block, and level everything else to the ground. 
After you capture the Klingon Science Block your units will rush inside and find your kidnapped people, transporting them out and completing one of your objectives. After this is done have your units move west, and slightly to the North to coordinates: 284:107. This is where your old base was, and where your Science Station is now. When you reach this point simply capture your old Science Station and your men will rush inside and obtain the computer core. Once this is done the mission will end. 
Mission 8: All that Glisters 
Objectives: 
· Escort Tug and Dormant Metar to Federation Colony 
· Research Dormant Metar 
Directions: 
You will be severely resource strapped on this mission, so it is important to not overbuild your base. There are only two places where you can reasonably mine due to the terrain, and one of them is only at the edge of the Dilithium field on the mountainous area to the south of your base, while the other is in a large cove to the northeast. While Metar and Hubrin forces will attack them, do not place any defenses around them, as the Metar and Hubrin tend to move away before they are destroyed, giving them time to repair. You simply will not be able to spare the resources for defenses anyway. 
At the beginning of this mission you will want to get a vehicle yard up and fast, first cranking out APCs, then alternating between APCs and Phaser Vehicles as soon as possible. While that is happening you want to research until you can construct Photon Defense turrets, then place them on the southern end of the mountainous area to the south of your base, overlooking the Metar Active Portal. It is important that you destroy this ASAP, because while you have limited resources on this level, they do not. 
Next place a Photon Defense Turret overlooking the Hubrin respawning area. This will keep them under control, to a degree. Once this is in place start stationing at least 3 Shield Generators around your base, then several Static Phasers, keeping the alternating APC / Phaser Vehicle construction going. Since the Metar and Hubrin will make regular trips to your base, you should never really end up with a large supply of troops during the beginning of the mission; instead they do better to provide a buffer while you improve your base. 
After you finally do build up a supply of troops, about 15 between the Phaser Vehicles and APCs, have your troops head down into the Metar base. By now the Active Portal and Phaser Defense Turrets should be completely destroyed, leaving you a cleanup duty to perform. Remove any Metar that remain, and then proceed to the Tug. The Tug will, under your escort, head through the now-ruined Metar base, then up to your base. 
When the Tug reaches your base research the Dormant Metar, and the mission will end. 
Mission 9: Keep Your Friends Close 
Objectives: 
· Scan Romulan Colony, Locate Weapon & Beam it Out 
· Destroy Primary Romulan Shield Generator 
· Science Scan Metar Colony Core & Research Findings 
Directions: 
You will start this mission in the worst position of all the factions present: right in the middle of everyone. Luckily your base is already built to a degree, so you will only need to upgrade it a bit to be in business. 
The Romulans are to the south of you, but you will want to ignore them for as long as possible, tending first to the Metar and the Klingons, removing them from the picture. The Klingons are across a mountainous body to the east of you, and will need to be destroyed before they start bringing in Disruptor Batteries, and the Metar are to the northeast, requiring transport through a canyon to reach the area you are at. 
After building up your base a bit, and constructing more units, you will need to place turrets and Shield Generators along the valley. This will prevent the Metar from being able to enter into your base area from their main base. While moving a Scout into the valley you will also pass by one of two scattered Active Portals that are detached from the Metar's main base. You will want to order several units up to this position to destroy it as well. 
Once the majority of the Metar has been dealt with you will want to focus your attentions to the Klingons, and remove them from the map. This can be easily done with a squad of some 12 Phaser Vehicles, 4 Photon Artilleries, and a Mobile Shield Generator. Have them move up to the Klingon base, getting the mountainous areas around it within your radar. Once you are able to, order the construction of a Photon Defense turret or two and move your troops in. Near the end of this battle the Photon Defense turrets will begin picking off whatever is left from your units moving through here, so with your units make sure to focus more on their Vehicle Yard, Shield Generators, turrets, and Hub. 
After you have dealt with the Klingon base, move whatever forces remain to coordinate 199:222, to the west of the Romulan base. Keep them here while you construct another force. Between whatever you have left from the Klingon base assault, and whatever you construct, you will want to have another combined force that is comparable to what you assaulted the Klingons originally with. Once everything is prepared take both forces into the Romulan base, attacking from two directions. 
Mission 10: Jaws of Death 
Objectives: 
· Process 100 Dilithium & 50 Transparent Aluminum 
· Protect the Hubrin Guide 
Directions: 
This is one of the easier missions which you will need to complete, so do not fret about constructing a large base or anything. In fact, the more you build on this level the harder it will be to complete due to the resource gathering requirements. 
Because you need to protect the Hubrin guide, it is imperative that you bring 4 of your initial Phaser Vehicles, and one Mobile Shield Generator over to surround him ASAP. He is very easy to protect, as you will not come under any sort of heavy fire, but you will need to make sure that he is safe. 
For resource gathering, there is a Kelbonite field to the west, and a Dilithium field to the northeast, place one Mining Station over each as soon as you can. You will not want to build much of your base up, just enough to be able to construct Phaser Vehicles and Static Phasers should you end up needing the firepower. The only offensive vehicles that you will want to construct, however, are 4 APCs. If used correctly with the Mobile Shield Generators these will help soak up any damage in protecting your base. 
Simply let your two mining stations mine, and eventually you will complete the mission. Do not worry about the Klingons, Romulans, or Metar, they will occasionally assault your base but it will not be anything major. This is, if anything, an annoyance actually as the Klingons and Romulans are supposed to be working toward the same goals now, but no matter. 
Mission 11: Death Rattle 
Objectives: 
· Construct 6 Hydroponics Farms and Either 5 Power Generators or 3 Advanced Generators 
· Construct a Functioning Containment Field Device 
Directions: 
Considering that the Federation missions are supposed to be harder than the Klingon missions, you may be very disappointed by this mission. With the exception of Checkmate, this is one of the easiest missions that you will face containing the Metar. While their base does not easily lend itself to a Photon Defense turret assault, it is a complete pushover if you bring even a mediocre force of units against it, and the Metar forces come at you so lightly that you should easily have time enough to build the units at that. 
At the beginning of the mission send about 4 Phaser Vehicles and a Mobile Shield Generator down south to coordinates 158:233. Down here you will find your Hubrin guide, and you will want to protect him. While you do not need to, it is the nice thing to do, the Federation thing to do. 
While you are protecting the Hubrin build your base as you normally would, but make sure to construct about 3 Vehicle Yards so that you can build your units quickly enough. You will also want to construct a Scout and send it to the far reaches of the map, as far away from your base as possible while avoiding the northeastern corner where the Metar are located. Whenever you find a mountainous area that is sufficiently far from your base place a Mining Station on it. You should not have any resource troubles on this level, but you will not want to mine any mountainous areas close to your base. To the northwest you will find some large flat areas with minerals on them as well, and so long as they are far from your base these are fine to mine as well. 
Next, after your base has been constructed to a satisfactory level WITHOUT completing your objectives (construct only one Hydroponics Farm) build 15 Phaser Vehicles, 5 Photon Artillery, and 3 Mobile Shield Generators. Considering that you will not need a more than approximately 8 Static Phasers around your base, you should not have any manpower problems with this. You will, however, also want to construct a few more Phaser Vehicles to guard your base just incase once your other units pull out. 
When you are ready bring your units to 388:287, or somewhere around there. The Metar / Taubat base is rather sizeable, and is quite spread out, making it easy to pick it off section by section. After it has been destroyed you should not have any problems completing the rest of your goals. 
After the Metar / Taubat base has been annihilated bring whatever units are left back to your base, incase any enemy were away from their base at the time. This will allow you to construct the Hydroponics Farms and Advanced Generators with ease. 
Once you are able to research and construct the Containment Pillar move a small force of units, including a Science Vehicle, down to protect it. It will be at the same location that you sent your units down to protect the Hubrin guide at earlier. After they get there begin research on the Containment Pillar. 
The Containment Pillar, on the first try, will be flawed. Since you already have your Science Vehicle next to it, however, you will be able to readily correct the error, and the mission will end after you have done so, though it will take a minute or two. 
Mission 12: Checkmate 
Objectives: 
· Research & Construct Anomaly Device 
· Protect Vehicle Yard 
· Protect Anomaly Device 
Directions: 
As with any other race, this mission is incredibly easy. Do not bother with constructing a base; do not worry about the Metar, Klingons, or Romulans. Simply build your Construction Yard, then a Science Station. After these have been constructed research the Anomaly Device and it will be launched after approximately a minute. So long as you have kept your forces together, just north of your base, the Metar should not swarm you yet. When the Anomaly Device is launched it will head north to somewhere near 274:381. 
Mission 13: The Finest Hour 
Objectives: 
· Survey the Metar Colony Core w/ a Science Vehicle 
· Protect the Containment Pillar 
Directions: 
For this mission you will return to the same planet that you were on during Death Rattle: Tybalt Major. Sadly enough, you will start the level the same way that you did in Death Rattle, and the Metar have rebuilt their colony. Instead of constructing the Containment Pillar, however, you need to protect it this time. This, and the fact that the Metar will come at your base a little more often, makes this mission harder than Death Rattle, much harder. You will also need to scan the Metar Colony Core. 
Because you need to protect the Containment Pillar, however, you will want to immediately send down a Mobile Shield Generator, 3 Phaser Vehicles, and Advanced Artillery. This will give you a little leeway before you need to reinforce it with more troops, but for now you will need the rest for your base. 
Research and construct your base until you are able to build turrets, and then begin placing Static Phasers and Shield Generators around your base. You will need to be able to defend your base once you pull out your troops, and while you build up you will need the Static Phasers to keep your base from being destroyed. You will also want to place anywhere from 2 to 4 Static Phasers, and at least one Shield Generator around the Containment Pillar. By the time you are able to do so your units that are protecting it should have been hit hard, and you will probably be just in time saving them. 
While this is going on keep building APCs, then Phaser Vehicles alternating with APCs. This will also provide the much-needed defense of your base, along with the beginnings of an assault team, for when you go to scan the Metar Colony Core. 
When you are finally ready take a force of 10 Phaser Vehicles, 2 Photon Artillery, and a Science Vehicle and move them to coordinates 248:344, to the east of your base. From here carefully move them to 327:289. If you take this route it should bypass much of the Metar forces, and enable you to get in and scan the Metar Colony Core with only needing to deal with one turret. The final coordinate that you want to move to is 383:284, which will put you next to the Metar Colony Core. It is important that when it comes into view that you keep your assault vehicles back, as they will attempt to destroy it if they get too close. After it has been scanned the mission will end. 
Mission 14: The Lost Tribes 
Objectives: 
· Capture Metar Temple & Research Sentient Anomaly Device 
· Capture Metar Colony Core - Starship 
Directions: 
Welcome to one of the hardest missions on the game. If you have read the message boards you will see people flaming about how hard this mission is. Well, this is halfway true. The mission can be intensely difficult, or very easy, depending on how you play it. The cinematic at the end is WELL WORTH the wait at that. 
You will find 6 Metar Active Portals divided into 3 groups, each group also having 2 Phaser Defense Turrets. In addition to this there is also a central Metar base, at which you will find a Taubat Temple, 3 Metar Colony Cores, and 4-5 Phaser Defense Turrets. If you act fast, in the first 10 minutes, you should be able to destroy each of the 6 Active Portals. You will find the groups at 248:359, 195:324, and 294:229, and their base at 262:316. 
At the beginning of this mission move your 4 Advanced Artillery units, a Mobile Shield Generator, and your Science Vehicle to the west and you will see 2 Phaser Defense Turrets and two Active Portals. Use your Science Vehicle for radar and the Advanced Artillery units to destroy all 4 enemy structures. The rest of your units should be moved around your base for protection. 
Meanwhile you will want to begin construction on your base. Focus on getting two Vehicle Yards up and running, producing as many APCs, then Phaser Vehicles, as you can. While you will occasionally see Klingon units, and possibly even a Romulan or two, ignore them unless they confront you directly and begin assaulting your base. Other than making sure that you keep producing vehicles you should not have to worry about your base on this level, so long as you keep your units spread around it, making sure that some cover the northern end in case a Metar unit or two slips past your defenses. 
After you have annihilated the two Active Portals here you will want to move your Advanced Artillery units, and Science Vehicle south near point 195:324. Watch your units carefully to make sure that you do not stray into the line of fire for any turrets, but make sure that you destroy both Active Portals here. 
At this point you have destroyed 2/3rds of the Metar Active Portals on this map, and you should have only taken about 5 minutes. If you have skillfully navigated your units you may only be down one or two, but should still be able to take out the third deployment. To do this, move your units first to point 192:291, then to 254:251. This should keep your units away from the Metar base, just out of reach of the Romulan forces, and enable you to approach the 3rd group of Active Portals rather quickly. 
Next simply head north to point 294:229 and destroy the two Active Portals and Phaser Defense Turrets here. After this is done simply move your forces east and you will come to the Metar base at coordinates 262:316. Destroy the Phaser Defense turrets around it if you are able, and then move a few APCs and another Science Vehicle if you need one from your base over to your forces at the Metar Base. Make sure that you only destroy the Turrets while you are doing this, as you will need to capture the Metar Colony Core and scan the Taubat Temple. 
The scan of the Taubat temple should happen automatically when you get close enough. Simply research the results then capture the Metar Colony Core and the mission will end. You want to make sure that you research the results before capturing the Metar Colony Core; otherwise you may not be able to complete that objective. Once everything is done, however, sit back and watch an incredible ending sequence. 
