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Introduction

THIS MANUAL IS PROVIDED as a brief reference guide to the Terran Federation, including the geopolitical conditions existing at the time of its founding. It is not representative of the rich history of the Federation since its inception. 

There are four sections; each section has been taken from other publications and, when necessary, expanded and revised to reflect the most accurate information available at the time of publication of each section. As these dates vary, some of the information herein may seem contradictory. Footnotes have been provided where applicable to explain any discrepancies. Should new data come to light, updates will be posted.

Contributions from people familiar with the contents of the Manual are welcome. 

Adam Gaffen, Chief Archivist, Terran Federation



POLITICAL DATA
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North America: Things You Ought to Know
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By 2113, when Kendra and Aiyana Cassidy married, the North American continent was a fractured mess. The Great Schism of 2021 began the disintegration of the United States, which concluded with the Wet Firecracker War of 2093. All the conflicts could be termed a “Civil War” of one scope or another, but only one is so named. During the various wars, life continued as usual in the countries not directly involved, which spared the continent the ravages of large-scale combat. This allowed for societal and technological growth and progress to continue.

In the post-separation era, a general state of realpolitik has settled upon the nations. Whether they stand together or apart, ideologically, most of the countries recognize they are stronger if they maintain economic and social ties. This has resulted in a loose confederation between most of the former states. A single person can hold multiple citizenships simultaneously.​[1] One of the few lingering legacies of the separation process is the difficulty or ease of border crossing, which is usually closely tied to the separation. 

National and state boundaries have been unchanged since the Wet Firecracker War of 2093, reflecting the current stretch of stability.

In terms of military power, the United States holds a slim edge over the Northern Imperium and the New Confederacy, enough to keep an unstable peace between the three rivals. Economically, the California Confederacy and the Republic of Texas are nearly level, with the Northern Imperium and the Empire of New York usually battling for third. Because of its lax regulatory structure, Las Vegas Free State is fifth, while the People’s Republic of Massachusetts and the Sonoran Republic are sixth and seventh. The list is rounded out by the United States, the New Confederacy, the Kingdom of Hawa’ii, and Big Sky Lands.

Currencies are Credits in the Sonoran Republic, Daleys in the Northern Imperium, Bruins in the California Confederacy, Production Economic Units in the People’s Republic of Massachusetts, Cuomos in the Empire of New York, and Dollars everywhere else.
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National Dates of Independence
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DATE  EVENT    MAJOR EVENTS & NATIONS INVOLVED



	2021

	The Schism

	Declarations of Independence by the New England Collective (MA, ME, NH, VT, RI, CT), Empire of New York (NY), and California Confederacy (CA). Separation was peaceful.




	2036

	War of Texan Freedom

	Reestablishment of the Republic of Texas and incorporation of Oklahoma into RoT (TX, OK v. United States). Texas separated peacefully, but the annexation of Oklahoma was done through force of arms.




	2040

	War of Independence

	Declaration of Independence for Northern Imperium (IL, MI) and conquest of Wisconsin & Minnesota in subsequent war (NI v. United States)




	2053

	Glorious Revolution

	Internal Conflict, New England Collective. United States intervention resulted in the establishment of the People’s Republic of Massachusetts and the return of other states to the union as the United States New England Territories (MA V. ME, NH, VT, RI, CT, United States)




	2061-2063

	Second American Civil War

	Declaration of New Confederacy (VA, NC, SC, GA, FL, AL, MI, TN, KY, AK, LA) and subsequent war v. United States. Eventual peace settlement establishes NewC (GA, FL, AL, MI, AK, LA, TN, KY)




	2072-2077

	Green Wars

	Continuous low-level conflict across the continent and nations, pitting advocates of environmental causes against others. PRM and CC were suspected of provocation, but nothing was proven. Creation of Big Sky Lands by treaty (KS, NE, SD, ND, MT, WY, ID). Creation of Sonoran Republic by treaty (NM, AZ). Creation of the Kingdom of Hawa’ii by treaty (HI).




	
	2078

	Nameless War

	NewC attempted to wrest LA & AK from the United States, which resulted in a war between the US, NewC, and RoT. Ended by establishing Border States as the neutral territory between countries (AK, LA), governed by none.




	
	2093

	Wet Firecracker War

	The war between the United States and the CC over the fate of Las Vegas. Despite the declaration of war, no actual fighting ever occurred, as Las Vegas was too vital to both sides’ economic interests. Ended with the establishment of the Las Vegas Free State.
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POLITICS AND SPACE-BORNE NAVIES OF THE 22nd CENTURY (adapted from the Encyclopedia Terrestria, 2120 edition)
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There are two major Earthbound polities and two non-terrestrial polities in 2120.

On Earth, the primary political force is the United Earth Government. Arising from the ashes of the United Nations in 2071, the UE has enacted rules much more like the European Union than the UN, taking control over most of the decisions of its member states and providing a unified front. Unfortunately, the UE is hamstrung by the decision, upon its formation, to accept all existing UN treaties and agree to abide by them. This has led to conflicts, as changing realities haven’t been reflected in changes in the treaties. 

The UE comprises several Directorates; the most influential is the Distribution Directorate, which oversees the collection of taxes and shares in crops and other commodities. In addition, the Directorate then distributes a Basic Living Stipend (BLS) to all of its citizens. They also ensure that foodstuffs adequate to the minimum caloric needs of each citizen are available to them.

A lesser polity in influence, though not so in economic muscle, is the Confederation of American States. Members of the CAS are drawn from countries descended from the United States of pre-2020, including the People’s Republic of Massachusetts, Kingdom of Hawa’ii, Sonoran Republic, Las Vegas Free State, New Confederacy, Big Sky Country, Northern Imperium, Empire of New York, California Confederacy, Republic of Texas, and the United States. This coalition is much looser than the UE and deals mostly with free travel and trade between the various nations. The United States, notably, is party to both the CAS and UE. 

Neither the UE nor CAS have any significant presence outside of Earth’s atmosphere, due to the Artemis Accords of 2024. What orbital installations and traffic exist are solely in the hands of private companies and unarmed.

The oldest extra-solar nation is the Solarian Union. It is a fairly tightly bound conglomeration of four former colonies: Artemis, on Luna; Mars; the Asteroid Miner’s Guild, based throughout the Belt, with the seat of government on Ceres; and Titan, with the capital, Xanadu. This list is in descending order of age, population, and relative influence within the Union. The Solarian Union has a powerful navy which is rarely called upon for anything but show the flag missions, composed of Copernicus class cruisers.​[2]

The SUN is headquartered in Scipio City on Luna, only a few dozen kilometers from Artemis City, but that is far enough to isolate them from the ebb and flow of society. The SUN answers only to the central authorities, the duly appointed leadership of the Union; that the appointments were made at the behest of the Artemis Four Families is widely unacknowledged.

What this means is the SUN obeys the orders given, and if those orders supported the Artemesian position over that of, say, the Martian Colonies, well, that was an unfortunate coincidence, and nobody said anything. It also resulted in the SUN being composed of almost entirely large ships, two hundred meters and larger, and extremely massive. Their size meant that they weren’t particularly quick or maneuverable, but each one packed more firepower than any four other ships in the other navies. Each of the members’ navies is limited by treaty to a combined total of 20% of the total tonnage of the Union Navy.​[3]

Artemis is the most heavily populated, with a population of about 75 million as of 2118. Theoretically, it is a parliamentary democracy, governed by a Council of Ministers and a President. In reality, Artemis is controlled by the Four Families, descendants of the first four permanent colonists: Newling, Dent, Pitt, and Whitmore. The Families are ruled by a Primus, the most powerful, ruthless, or both, of the Families; currently, the Primus is from the Newling Family.

Artemis sits at the top of the Earth-Luna gravitational well and thus is a logical transshipment point for all intra-system commerce. This has given them huge economic clout. Their Navy has traditionally been less powerful, if more numerous, than the Union navy; however, recent events have altered that. Artemis’ navy doesn’t approach the maximum twenty percent tonnage limit. They have the largest number of ships, yes, but all are smaller than the Union ships. The smallest is shuttle-sized, and the largest less than two hundred meters​[4]. For all their diminutive size, though, they are over-powered for both weapons and engines. Most are capable of a sustained acceleration of 5g, and the largest can sustain 8g. Unlike most of the other sub-navies, the larger Artemesian naval craft are armed with both lasers and missiles. 

Mars, formally known as the Martian Colonies, is fairly prosperous, with a population of roughly 20 million. This came after a rocky start in which nearly twenty percent of the colony perished in an as-yet unexplained plague. Mars has an atmosphere, augmented by nearly a half-century of active Terraforming, some stores of ice, and archaeoexobiology suggested that life had once existed on the red planet. The planet itself is poor in most resources, forcing them to rely on Artemis for most tech, food processing, and raw materials, while supplying a greater percentage of raw foods to the other members. Artemis wisely maintains close ties to Mars and can reliably count on their vote of support in most matters. 

The Martian Colonies have a fairly respectable Navy, as there is a considerable amount of trade back and forth between Mars and Luna. Not only do they maintain outposts on both Phobos and Deimos, Mars’s two moons, but their eighteen-ship force escorts freighters and passenger ships plying their way both out- and in-System.​[5] The Martian ships are relatively small, running between fifty and seventy-five meters long, and armed with gas dynamic lasers rated at 150Kw, sufficient to punch holes in the hulls of any ship known to the Union. Their maximum acceleration is six g—nearly sixteen g for the native-born Martians—and maximum velocity, because of structural concerns, of thirty-two KPS, or 115,200 KPH. That allows them to make the close-approach transit to Luna in slightly over nineteen days, a vast improvement over the technology of even the late twenty-first century.

The Asteroid Miner’s Guild holds the largest volume of space, occupying asteroids, cometary remnants, and planetoids throughout the Inner System, but is also the second-smallest polity by population, slightly under four million. They contribute to the Union’s economic health and military far out of proportion to their size, which explains their seat at the table of the Union, but of their hundreds of small outposts, only a very few are self-sustaining. All the others depend on trade to survive, within the Guild or within the Union, depending on the need.​[6] 

Fortunately, the very nature of their existence—asteroid mining—provides sufficient valuta to keep the food flowing. Their mineral-rich territory also leads them to oppose the general policy of enforcing the Amendment, but they haven’t yet been able to swing any others to see their point of view. In addition, the outsized percentage of their population serving in the SUN causes stress within the Guild, as there is a constant clamor to bring them home.

The Miner’s Guild faces an interesting problem. On the one hand, their colonies, habitats, and outposts are usually close together, as measured astronomically, and can thus support each other. On the other hand, those same colonies, habitats, and outposts are spread through the entire Asteroid Belt, a ring nearly eighteen AU around: 2.68 billion kilometers, or 140.72 light-minutes. So, while short-haul ships are perfectly adequate for most naval objectives, ships which can endure long voyages are also essential. Even if the ships cut the chord and cross the Inner System to get to a distant point, that could still be up to 420 million kilometers. 

There are political considerations as well. The Union, which is to say Artemis, strictly enforces the tonnage limits on the sub-navies, as well as tacitly forbidding the construction of any ship larger or more capable than the largest Union vessel. The Guild’s solution is to build three massive vessels, each over two hundred meters long, capable of a sustained acceleration of 2g and a maximum velocity of 110 KPS. At the time of their initial construction, they were all just a few kilos less massive than the largest Union ship, but were easily improved by adding modular sections as the Union built larger ships. Because of this foresight, they have grown from the original 212 meters to their current 297. All three have their specific tasks, repeating a complex orbital dance through the Inner System, each calling on every remote Guild location at least once per year.

The remaining tonnage was spent on the short-haul ships that are necessary to hold the Guild together. Little bigger than shuttles, they have limited range, generally less than an AU, but can sustain 4g acceleration. Fortunately, the Union regards merchant tonnage separately from naval tonnage, which permits the Guild to build a vast quantity of freighters and passenger ships. These ply the Inner System and make up the backbone of the Union’s interplanetary commerce. 

They also explain how, even though the Guild supplies an outsized percentage of the crew in the SUN, nearly all of them return home when their terms ended. Most of the officers remain in the SUN, but the crew members are more than capable of rapid promotion. The merchants, always desperate for seasoned sailors, promise and deliver increased pay and benefits to anyone who signs on after serving the SUN. This gives the Guild the most capable merchant crews in space; it also gives them an immense pool of loyal veterans from which to draw if the Union should ever fall apart.​[7]

The final polity, the Titan Colony, is too newly established to spend much energy doing more than surviving. Indeed, the colony had only been barely founded when the brief conflict between Artemis and the UE occurred, so their independence was more an accident of timing than an expression of political desire. Still, they were recognized by the other three. Unfortunately for them, their distance, nearly eighty light-minutes from the sun, makes communications in real time impossible. However, if they could keep the colony going long enough, the riches of Titan could make even the heavy metals coming from the Miners seem paltry.
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