Romulan Walkthrough 
Romulan Mission List 

	Mission #
	Mission Title
	Planet
	Stardate

	Mission 1
	Et Tu
	Sakuntula
	8988.4

	Mission 2
	The Kingdom of the Blind
	Taphet
	9006.2

	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
	Cry Havoc
	Al-Fadir
	9133.4

	Mission 7
	The Best Laid Plans
	Hrimfrai
	9187.3

	Mission 8
	I Have Become Death
	Tarikon 8
	9204.6

	Mission 9
	Keep Your Friends Close
	Pellion Blue
	9224.4

	Mission 10
	The Jaws of Death
	Lupercal
	9250.6

	Mission 11
	Death Rattle
	Tybalt Major
	9264.7

	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: 
Objectives: 
· Build a Construction Yard, Vehicle Yard, Power Generator, and Accommodation Block 
· Destroy 3 Rival Cloaked Tanks 
· Scan Taubat Temple & Ruins 
· Optional - Locate & Destroy Rival Base 
Directions: 
When this mission begins, move your 4 Disruptor Tanks next to your Mining Station. After about a minute the 3 rival cloaked Disruptor Tanks will appear, and you will be able to complete that objective with ease. 
After the enemy Disruptor Tanks have been annihilated you will want to begin constructing your base. Once you have a Vehicle Yard you will want to construct 2-4 APCs, and then move onto Disruptor Tanks when you are able. You will receive a constant stream of attacks from the enemy Romulans on this level, so be careful. 
When you have approximately 6 Disruptor Tanks and 2-4 APCs you will want to move them south to coordinates 165:323. Here you will find a token enemy base, with a few Cloaking Tanks around a Hub and Power Generator. Destroy everything then research it back at your base. 
The next task is to research the ruins. Move a Science Vehicle to 302:162 and run a few scans. After you have scanned the Active Portals return to your Science Station and first research the enemy base, then research your scans of the site. After both are complete your mission will end. 
Mission 2: The Kingdom of the Blind 
Objectives: 
· Build a Construction Yard, Vehicle Yard, Science Station, & Utility Hospital 
· Destroy all Orion & Taubat Units & Buildings 
· Supply 50 Units of Dilithium 
· Capture Taubat Temple - Optional 
Directions: 
For the most part this mission should prove to be rather easy. The Orions and Taubat will come by attacking you occasionally, but you should easily have time to construct your base, mine the Dilithium fields to the northwest, and build up a sizeable force of units. 
After you have about 20 Disruptor Tanks, or any other combination of offensive units, take about 3/4ths of them to coordinate 268:172, and make sure that you include at least one APC. If you have already acquired enough Dilithium then this may not be overly important, but otherwise it can really help. 
When you get to the enemy base order your APC to capture the Temple while the rest of your units simply lay waste to every other structure around. After everything has been leveled, providing you have met the Dilithium requirement and killed all enemy units, the mission will end. 
Otherwise you will probably spend the next 10 minutes on a bug hunt, searching for enemy units. It really helps, if you need to, to construct Power Generators everywhere, covering the playable area with radar. 
Mission 3: Into the Arena 
Objectives: 
· Capture & Control 30% of the Taubat Settlement 
· Locate Taubat Temple w/ Science Vehicle 
· Secure Taubat Temple & Make Reactor Safe (After Temple is Scanned) 
Directions: 
This will prove to be an easier mission, as both the Federation and Klingons are easily removed, and the Taubat will pose little threat. It is important, however, that you construct a good-sized force of units to deal with the immediate enemy threat, as you will encounter a rather constant trickle of enemies into your base. 
Because of the nature of your situation at the beginning of this level, you will want to put off defending yourself with turrets and instead focus on building a large force of units. One of the major problems that you will encounter, however, is a severe lack of resources that are close to your base. Sure to the southwest of your base there are some nice resource pockets on the mountainous areas, this runs out fast. Because of this you will want to send out scouts and scout the tops of various mountainous areas and you will be able to find most of your mineral requirements. 
While your scouts are out, you may want to have one find their way behind the Klingon base (to the west of it) and behind the Federation base (to the north of it). From each of these positions it is quite easy to setup a Shield Generator, and a couple turrets, though no more than 3, and completely devastate their bases, destroying most all structures while staying out of the range of any turrets that they construct. If you do decide to follow this route, then the Klingon base is somewhere near 062:090, and the Federation base is around 427:063. This is probably the quickest way to do away with them, as this can be done before either of them, or yourself, has a significant force of units. This will leave just you and the Taubat, for all practical purposes. 
Next send up a Science Vehicle to coordinates 389:307, where you will find the temple. You will want to also send about 5 Disruptor Tanks and an APC with it, as there are several Taubat units up there. After you have scanned the Taubat Temple you will be ordered to secure it and stabilize the reactor. This is easily done with the APC. 
The only thing left to do now is finish off the Taubat. You will want to move a force of about 15 APCs and 2-3 Photon Artillery units to coordinates 288:196. Here you will find the Taubat settlement that is comprised of 6 Taubat Hangers, several Phaser Defense Turrets, and a couple Taubat Houses. You will want to carefully destroy everything but the Taubat Hangers, making sure to capture them instead of destroy them. After you have captured the Taubat Hangers, the mission will end. 
Mission 4: Absent Friends 
Objectives: 
· Spy on Hubrin, Mine Resources, Prepare Colony Defenses - Temporary 
· Rescue Captured Comrades - Replaces Previous 
Directions: 
This mission is, by far, easier than the same mission for either the Klingons or Federation, and you will receive temporary assistance from a Romulan Bird of Prey in the early stages, which clearly shows you the Hubrin base. 
When the Bird of Prey starts flying over, take advantage of the radar that it provides and place a Power Generator on the mountainous bit that is just south of the Hubrin Fortress, around coordinates 101:279. This will enable you to have permanent radar over their base, allowing you to place Photon Defense turrets once you are able. 
Other than that, focus entirely on your base. There are Dilithium and Silicon deposits scattered about, most notably to the south and west of your base, as well as in a canyon to the northeast. You will want to focus more on building a strong force of units rather than turrets in the beginning though, as they will be more capable of defending your base. Keep around 20 offensive units at all times until you are ready to end the mission, resorting to APCs if you have to. 
After you are able to construct Photon Defense turrets, you will want to place 2 of them next to the Generator, and take out the Hubrin Fortress, along with the two Phaser Defense Turrets that are around it. This will enable you to spread a few Disruptor Turrets on the ground around their base (keeping them out of range of the Taubat Hanger). After your Disruptor Turrets have dealt with the bulk of the Hubrin units, you will want to take anywhere from 8 Disruptor Tanks to 10 APCs to the Taubat Hanger, secure it, and capture it. Once it is captured the mission will end. 
Mission 5: The Mask Slips 
Objectives: 
· Capture 3 Taubat Workshops for Study 
Directions: 
Unlike the other races, you will not be able to let the Klingons or Federation survive to take some of the Metar attacks, instead you are entirely too wide open and weak in the beginning, so you will need to do something about them, and the Taubat, quickly. 
In the beginning of the mission you will want to move your forces just north of your base and begin building and researching until you can build a Shield Generator. When you are able to you have probably survived quite a few Taubat attacks from the north, so you should know where to place it. Look up north for the tightest choke point, near the Taubat base, and place your Shield Generator a bit back from that, then construct 3 Disruptor Turrets quickly. This will prevent most of the Taubat from coming into your base, but still leaves their Taubat Hangers. To remedy this situation on the mountainous area slightly north of the chokepoint place a Photon Defense turret. This will remove the Taubat Hangers pretty quickly. 
Next you will need to construct two Scouts and send one behind the Federation Hub at coordinates 091:201 and one behind the Klingon Hub at coordinates 251:165. In the Klingon base, just north of their Vehicle Yard, place a Shield Generator, then two Photon Defense turrets and one Disruptor Turret. Use your turrets to remove the Klingon units back here first, as you will come under assault rather quickly. After the bulk of them are removed they will largely leave you alone. Use your Disruptor Turret to take out their Vehicle Yard, Construction Yard, and Advanced Generators, focusing more on the Vehicle Yard. Your Photon Defense turrets should be focusing on the Klingon Hub exclusively the whole time. Eventually it will be destroyed and your 3 turrets will be able to clean out most of their base. 
For the Federation base you will want to move your scout closer to the opening of the canyon that it is in and you will see the Federation Hub. On the mountainous areas next to it, on the western edge of their base, along the opening of the canyon, you will want to place 4 Photon Defense turrets, then one down below after they have been constructed. Then take out both Shield Generators and their Hub. Their Hub will take quite some time, but after it is down the rest of their base will fall easily. 
When you are taking out both of these bases it is important to leave their turrets, will leave your base largely safe, while still leaving something for the Metar to tangle with. 
After the Taubat, Klingon, and Federation bases have been removed you will only have the Taubat Hangers, Active Portals, and the Metar Colony Core in the center. You will want to raze all nonessential and non-defensive structures at this time (any turrets around the enemy bases that aren't protecting your base) and construct a Power Generator on the mountainous areas over each Active Portal. After these have been finished move your forces in and capture 3 of the Taubat Hangers, then construct Photon Defense turrets overlooking each Active Portal. Make any last minute preparations for all out war, and when you are finally ready perform a science scan on the Metar Colony Core. 
Once the scan is completed Metar will start coming through the Active Portals. When they do order your Photon Defense turrets to start assailing the Active Portals and the Metar Colony Core. Destroy them as fast as you can and the defense of your base will become rather easy. After a while you will be evacuated by a passing Bird of Prey. 
Mission 6: Cry Havoc 
Objectives: 
· Capture Klingon Arsenal & Defend Until Anti-Mater Fields are Configured 
Directions: 
This is one of the easier missions that you will have to play. Instead of worrying about your base on this level, simply build about 15 APCs. Don't bother building many structures (other than a Utility Hospital to increase your unit count if you need, and a structure or two to the south of your base to increase the targets that anyone raiding your base will have before they start firing on your Hub), as you will not need them. Instead focus on getting enough units, then select 4 to leave behind in defense of your base. 
Take the rest of your units straight to point 244:223, or close to it. When they are all caught up move them west and have the first APC that gets close to the Arsenal capture it. After it has captured the Arsenal simply protect it with the rest of your units and eventually the mission will end. 
Of the various missions, this is one of the few that is very direct, and that doesn't require you wasting a lot of time hunting down the enemies. Instead you have a very clear task, that is easily carried out - providing that you are capable of not taking too long in doing it, before the Metar come assaulting your base, and providing that you can do it without losing your Hub back at your base. 
Mission 7: The Best Laid Plans 
Objectives: 
· Escort Transports to Outpost 
· Capture & Search Metar Colony Core 
Directions: 
This mission can be very hard, or very easy depending on how you play it. For it to be easy you have to, for the most part, disregard your base and hope that you complete the mission without your Hub being destroyed. If you are able to, then you will be victorious without having to take too long. Considering that resources will be VERY scarce, this is the most logical way to approach this mission anyway. 
In the beginning of the mission you will start out with the camera overlooking your new base. You will need to quickly pan northeastward to your old base, and select all of the units in it. From here move them southward. You will need to navigate a series of canyons to get to your new base, and there will be Metar along the way. The easiest way to get through this is to always stick to the southeastern wall while you move your units. You will encounter the least Metar if you follow this path. 
After you have reached your base send a scout to the northwest of your base and you will find a mineral field that you can safely mine. Place two Mining Stations here (after you've built your base to a point where you are capable of operating them) and return to your base. You will need to construct approximately 8 Cloaking Tanks and 4 Cloaking APCs. You will then want to move them north, using the 'move without attacking' option. While they are on the move you will also want to begin constructing as many APCs as you can to handle any Metar that come your way. 
A ways up north you will find 3 flat areas. The middle one is the Metar Colony Core. Move your units to the west of the western one, which is an Active Portal. Use them to destroy the Active Portal, without having to engage any Metar. This is a precarious position, but if you finesse it correctly you will be able to pull it off. 
Next have all of your units save one APC assault the Metar Colony Core. After they have damaged it a bit, and have most likely been destroyed by the Metar in the area, order your last APC to capture the Metar Colony Core. Fortunately, it will not have to decloak to perform this operation. Providing that the Metar Colony Core was damaged to the point where its shields are down, you will be able to capture it without any further problems. Now simply hold on for the mission to end. 
Mission 8: I Have Become Death 
Objectives: 
· Capture & Hold Federation Science Block 
· Research & Construct Alien Device 
· Destroy Klingon Base w/ Alien Device 
Directions: 
During this mission you will need to face all 3 of your enemies, but they should fortunately give you a little breathing room in the beginning to setup your base. The Metar base is located near 126:327, the Federation Base is near 349:323, and the Klingon base is near 222:343. You will find Magnesite near 190:131, Dolamide near 080:357, and Silicon near 153:369. While you may find these minerals in other places, these 3 places have been especially easy to mine. 
You will want to be able to construct photon turrets early, and you will need to place them over the Metar and Klingon bases. In the Metar base you will want to destroy both Active Portals ASAP, and in the Klingon base your goal is to take out the Vehicle Yard. Since, in my experience, they do not rebuild it you should be fine with just that. Otherwise make sure that you destroy the Storage Facility as well as the Hub to prevent them from building any units. Otherwise, when you begin to cripple the Federation base, they sometimes will send in a force of units that appear to target their Science Block. 
After the Metar and Klingon bases have been crippled to the point where they are unable to produce any more units, place a couple Photon Defense turrets over the Federation base (providing you watch them VERY carefully over the Federation base to ensure that they do not destroy the Science Station). 
While this is occurring you will, of course, want to construct Turrets near the northern and southern choke points, and keep units near the western passage down into your base. This should keep you rather safe, once you have the turrets set up and the enemy unit producing capabilities have been removed. 
When you are finally ready, move a force of approximately 10 Disruptor Tanks and 1 APC into the Federation base. Use the Disruptor Tanks to protect the APC and take out any remaining defenses while ordering the APC to capture the Science Block. After you have captured the Science Block you will be able to research the Alien Device. 
Simply research the Alien Device and it will automatically launch, homing in on the Klingon base. When it reaches the Klingon base it will destroy their base and 1/6th of the planet surface, but you will complete your mission. 
Mission 9: Keep Your Friends Close 
Objectives: 
· Destroy the Primary Klingon Shield Generators 
· Perform an Engineering Scan on the Klingon Hub 
· Perform a Science Scan on the Metar Colony Core 
Directions: 
You start this mission in an easily defensible position that should prove to be simple to maintain. Your goals will prove to be easy to complete, and resources surround the lower areas of your base. The Klingons and Federation will soak up the bulk of any Metar attacks, so what reaches you will be few and far between. 
At the beginning of the mission begin building your base and produce approximately 10 APCs. These will be used for defense early on, and to assist your Science Vehicle when you scan the Klingon base. You should not need to construct any turrets for base defense, however a few Photon Defense turrets will be helpful in the Klingon base. 
When you are finally ready to begin assaulting the Klingon base you will want to keep two things in mind. It is absolutely essential that you DO NOT destroy the Klingon Hub, or let any Metar destroy it. Because once you start to weaken the Klingon base to the point where you can take out their Shield Generators and the turrets that would destroy your Science Vehicle, this can be rather difficult-- you may wish to construct a few turrets around their base to defend it. Make sure, however, that they are also out of range of the Hub. 
To begin picking off the Turrets around the Klingon base you will want to place Photon Defense turrets on the mountainous areas to the south and west of their base. Make sure that you place Shield Generators there and be prepared to rebuild one or two. To get them within radar you will need to send a Scout through their base to the west of yours. Be quick to build the a Power Generator or two as it is very likely that your Scout will get picket off. 
After you have destroyed both Shield Generators and their turrets move in the 10 APCs that you constructed originally and a Science Vehicle or two for redundancy. When your Science Vehicle gets close to the Klingon Hub you will want to order it to perform an engineering scan of the Hub with your engineering officer onboard. Once the scan is complete go back to your base and construct a force of approximately 10 Disruptor Tanks and 2 more Science Vehicles, and order them to join your forces in the Klingon base. 
When your two unit groups have joined together have them move to the north of the Klingon base, then to the northwest. You should see an opening in the mountainous area to the north. Move your units through that and eventually it will bend to the east. If you continue to the east you will find the Metar base. Have your assault units take out their defenses, and then order a Science Vehicle to perform a science scan on the Metar Colony Core and the mission will end. 
Mission 10: The Jaws of Death 
Objectives: 
· Process 100 Dilithium and 50 Transparent Aluminum More Than What You Started With 
· Protect the Hubrin Guide 
Directions: 
This should prove to be a rather expedient mission. You will want to avoid building as much as possible, therefore only build a Construction Yard, Resource Processor, and two Mining Stations. When you are able to build the first Mining Station place it on the Dilithium fields on the mountains to the south, as the enemy will not be able to reach it there. 
For the second Mining Station you have a choice of where to place it. You may either place it to the northeast in the Taubat base, or search the map for another Kelbonite deposit for it. If you choose to place it in the Taubat base then do not worry, as they do not sit and attack it, they merely fire pot shots at it as they pass. Apparently they don't consider a Mining Station to be a threat. 
While mining the Kelbonite and Dilithium you will want to deploy your forces around your base, making sure to move a few units next to the Hubrin Guide. If you move fast enough then this mission will be over in a matter of minutes and no severe fighting will need to take place. 
Mission 11: Death Rattle 
Objectives: 
· Construct 4 Vehicle Yards and Either 5 Power Generators or 3 Advanced Generators 
· Research & Construct a Functioning Containment Field Device 
Directions: 
This mission can be one of, if not the, hardest mission unless you know the trick to it. You will be overrun with Metar swarms so fast unless you act VERY quickly. 
When the mission first starts send your scout south. The Metar base is located at 083:253, surrounded by a mountainous belt. While it looks as if there are many valleys where the Metar and Taubat units can get through, there are actually only 3. They are located at 125:295, 099:328, and 087:344. 
From what I can only assume is a(nother) bug with the AI, if you plug up all 3 of these passages, the Metar will not be able to pass through them, and tend not get close to whatever structure you use as a blockade to destroy it. Because of this you will want to use the radar from your Scout to place 2 Power Generators side by side blocking each of the 3 canyons, then, when you are able a Shield Generator just incase the Metar try to attack, and even a few Photon Turrets to be safe. 
Once this is done you will not have to contend with any Metar or Taubat units except those who are already through the canyons, which should be very few. Simply build the necessary structures, then research the Containment Field Device, and it will be placed automatically at coordinates 191:355. 
After the Containment Field Device is placed a flaw will be found in it. You will, at this point, need to send a Science Vehicle down to it and you will discover the flaw, and then fix it. This takes approximately 6 minutes, however, so if you have removed the Metar threat, this can prove to be very… action deprived. Nonetheless, when the Containment Field Device is operational the mission will end. 
If you were unable to block the Metar, then you will be, for most of this mission, just to repel their attacks. Build as many Disruptor Tanks as you can, you will need them. Sending a Scout into their base to destroy the 3 Active Portals would also be recommended. 
Mission 12: Checkmate 
Objectives: 
· Research & Construct the Anomaly Device 
· Protect the Vehicle Yard 
Directions: 
As with the rest of the races, this mission serves more to move the story along than anything else. Simply build a Construction Yard then Science Station and research the Anomaly Device. After it is researched it will be launched and head west. It will travel a very short distance into the Metar base and then the mission will end. This should not take long and should not require any actual combat, simply wait and the mission solves itself with your carrying out those 3 steps. 
Mission 13: The Finest Hour 
Objectives: 
· Scan the Metar Colony Core with a Science Vehicle 
· Protect the Containment Pillar 
Directions: 
At the beginning of this level build a second Vehicle Factory and begin pumping out APCs while you construct the rest of your base, going straight for Shield Generators, and place one in each of the 3 choke points out of the Metar and Taubat base. After they have been blocked with the Shield Generators place a few Photon Defense turrets around to keep their units down, and send a Scout in. 
Once the Scout is in their base send it for the south end, trying to get one of the mountainous areas down there on radar. As soon as one is place a Power Generator there (preferably the mountainous spot between the two southern Active Portals) and let the Scout die. This will give you a position where you can place a couple Photon Defense turrets so that you can destroy those two Active Portals. 
After they have been destroyed place more Power Generators on the mountainous area of their base so that you have most of it mapped. This will give you a good picture of their base. The next things that you want to destroy are the third Active Portal, then the Taubat Hangers. Once these are gone your Turrets will naturally begin to take out their units. 
When your Photon Defense turrets have destroyed enough of the Metar and Taubat units and turrets you will want to move in an adequate band of Disruptor Tanks and a Science Vehicle. When you are able to move your Science Vehicle next to the Metar Colony Core and scan it, then the mission will end. 
Mission 14: The Lost Tribes 
Objectives: 
· Capture Metar Temple & Research Sentient Anomaly Device 
· Capture Metar Colony Core - Starship 
Directions: 
This mission, much like its Klingon counterpart, will not afford you the luxury of removing the Metar threat to give you enough time to complete the mission leisurely. Instead you will need to make a decisive strike on the Metar base right at the beginning. 
Move all of your units, assault units first, near coordinates 262:316. As soon as you see the first Phaser Defense Turret you will want to destroy it, and the two near the Taubat Temple. It is essential that you keep your units from destroying the Temple, but that you destroy all 3 of these Phaser Defense Turrets. The game does give you enough units to carry out this task, but barely so you will need to be careful. Make sure that you protect your scout, Science Vehicle, and regular APC. 
While this is happening build a Construction Yard then a Science Station ASAP. As soon as the Science Station is up and running you should have been able to get your Science Vehicle close enough to the Taubat Temple to scan it. After the scan is complete research the results then capture a Metar Colony Core and the mission will end. 
If you have done this fast enough your base will not be destroyed, and you should not have seen any Metar, unless they moved fast at which point you will see one or two, but you should be able to avoid confronting them. The mission should take no longer than 5 minutes and after it is over you will be able to watch an excellent cinematic. 
