Technology of the Orphan Soldiers

With some exceptions, most technology used by the inhabitants of Ochre is kreii in origin, adapted for use by humans.  However, in their usual style, the humans have taken this technology and run with it, and the tech used today is in some ways rather different than that originally installed 2,000 years ago.

There is one exception.  The ever-practical and opportunistic kreii have adopted certain human-designed computer technologies, such as super-stable quartz-iron memory cores and soft-perimeter neuro-cybernetic interlinks.  Others, like the nanny-bots, are faithful replicas of original Solar designs.  While human robotic technology was actually superior to any used by the various members of the Civilisation, the kreii prefer to use their own designs.  True AI is strictly outlawed throughout the Civilised Systems, and even the rather simple nanny-bots are pushing the limit.  Artificial intelligence is viewed with something that can only be described as superstitious dread. 

The Cities.

Originally designed by the Kreii and built by servitors, the Cities were semi-sealed environments that protected the first colonists from the then-lethal UV flux of Ochre.  At first, giant electrical devices, quickly dubbed “spark-houses”, created artificial ozone to protect the population inside the crater.  As the oxygen concentration world-wide began to rise, natural ozone formed in the upper atmosphere and today’s environment is actually safer than old Earth’s was.  Each city is composed of a series of districts.  A central administration and services complex was surrounded by a “suburban” region dominated by housing.  Protected farm environments completed the ensemble.  Many cities, especially Promontory, also had extensive subterranean complexes, usually designed for specific purposes.  As the environment has improved and the population grown, many cities have avoided what a 21st Century commentator would call a classic case of “urban sprawl” by founding new population centres called Colonies.  These still retain the governmental oversight of their sponsor City.  The Cities are highly centralised when compared with Terrestrial equivalents.  Local services, such as local clinics and commercial zones, are unheard-of within the Cities themselves, but transport is efficient.  The old spark-houses, now long disused, still dot the Wall.  

Medicine

Medicine is an extremely highly advanced discipline.  If a patient can be stabilised, there is hardly any ailment that cannot be cured, given time.  Human medical students are sent to the Colleges, medical schools founded as part of the social structure of Ochre, one in each City.  Some of the larger Enclaves also have College campuses.  There, over a period of four years, they are versed in everything known about human anatomy and therapy, and introduced to the wondrous medical devices the kreii have given to their beloved human partners.  In short, a human doctor is rarely more than a highly skilled med-tech; there is little or no actual research done, and those mavericks that do generally keep their activities to themselves.  One field of study that has fallen from previous heights is longevity-related geriatrics.  To put it bluntly, the kreii don’t give a damn about post-fertile humans, and see no need to keep them around.  Furthermore, the kreii did not want the centuries-long lifespans of pre-Intervention humanity.  Nowadays people live long and healthy lives by our standards, but there is no consideration for longevity.

Transport

Land Vehicles

Land vehicles haven’t changed much since the first self-powered vehicles were designed at the end of the 19th Century.  Today, messy and wasteful internal-combustion engines have been replaced with powerful and efficient electric motors powered by the very best in rechargeable-battery technology, with interactive satellite navigation systems and even smart-drive software that allows you to plan an entire journey and then just leave the driving to the vehicle. All-wheel steering and independent drive are standard, giving road vehicles a level of manoeuvrability unheard of in 20th/21st Century vehicles.

Despite these advances, however, most vehicles still run on rigid wheels with inflatable flexible tyres on baked-glass roads almost two millennia old.

Within the Cities themselves, efficient public-transport systems serve the majority of the population, although there are plenty of small, light personal vehicles as well.  Few of these are capable of travelling beyond the city limits, since they’re built for power-efficiency rather than rugged durability.

For travel between cities, the highways are home to long-range personal and commercial vehicles, from luxurious land-yachts through long-range personal cars, rugged ROVs (Road/Off-road Vehicles), to trucks and military vehicles.  For off-road use, multi-axle wheeled vehicles are popular, as well as tracks and even walking-vehicles, particularly in the rough terrain near the Wall and beyond into the Hinterlands where roads are few and of generally poorer quality. As well as road vehicles, there are the rails.  From simple public trams and light monorails to intercity maglev high-speed trains, rail travel has come some way.  Wheeled rail vehicles are almost unheard of, although some primitive systems are being constructed between the larger Enclaves.  Within the crater, however, maglev rails rule.  At speeds of up to 400kph, they are the fastest mass-transport system currently available to Humanity.

Water Vehicles

Despite the traumas of the past, or perhaps because of them, humans are still drawn irresistibly to the sea, and the Western Sea, while not an ocean to compare with those of Earth, is no pushover.  Today it’s swarming with a rich variety of craft.  To a modern eye, the most glaring omission is the complete lack of sail-powered craft; the technique has simply been lost, along with so much else.  Instead, watercraft use a hydro-jet engine that is not only fairly quiet but extremely efficient.  From dinghies to large line-fishers (there are no trawlers; that form of fishing just isn’t used) and cruise liners, the Western Sea is buzzing with activity.

Aircraft

The atmosphere of Ochre is rather denser than that of Earth.  At first glance, that would seem to make flight easier to achieve, but Ochre’s atmosphere is also a lot more turbulent and stormy than that of Earth, and air travel is a lot riskier.  As a result, long-range flight is almost unheard of, and aircraft are heavy and slow by Terrestrial standards.  Neutral-Buoyancy generators, a kind of gravitic engine, are used instead of aerofoils, allowing aircraft to be built for sturdiness, and laser-jet engines are used for thrust.  Wings are small and stubby, used as control surfaces rather than lifting structures, giving aircraft something of an airship-look.

Spacecraft

Human space travel is almost an oxymoron, but not quite.  The Trustees have their own small fleet of Kreii-designed shuttles, which they use to travel between the Watchtower and Planet X’s surface.  As well as these, there are several publicly and privately-owned shuttles capable of low-orbit insertion and slow interplanetary travel.  However, any such flights have to be explicitly cleared by the Watchtower, and unlicensed flights are pursued and destroyed- no exceptions.  Ostensibly, this is to prevent foolish lawbreakers from blowing humanity’s cover, and from a certain perspective this is quite true.

kreii vessels, on the other hand, fly freely throughout the system, primarily on supply runs to the great fortresses orbiting Opal.

Cybernetics

As noted above, Solar cybernetics were quite advanced, and robotics were unmatched by any known species.  Today, things are a little different.  The only commonly used piece of cybertech is the Tag, although various professionals use nanocomputers extensively.  Outside the crater, amongst the enclaves, sub-vocal communicators, implanted in the lower jaw, are used by almost everyone.  Sub-dermal weapons or offensive devices of any kind are strictly forbidden*, with serious penalties for their use.

Genetic Engineering and Mutants
The Kreii are very deft gene-manipulators, and they have put their considerable skill to work on Humanity, especially the warrior-castes.  However, the use of biotechnology on Planet X and within its population is rigorously controlled.  Humans here are a breeding-population, deliberately kept as close to the original genome as possible.  Any human doctor who engages in genetic research gets a visit from the Trustees; any human child born with an obvious mutation (Polydactylism, Down’s Syndrome or other, less “natural” conditions) is instantly sterilised and will spend most or all of their lives institutionalised.

The Torc

This device is the very hallmark of modern human civilisation.  It’s a narrow rectangular device implanted just above the nape of the neck, about 1cm wide and 10cm long, arranged in a band rather like an ancient torc.  Silvery in colour, it’s the very hallmark of citizenship, although displaying it openly is seen as being in poor taste.  Torcs are implanted into children after the completion of puberty, on their nineteenth birthday (with rare exceptions). 

The Torc is the single most iniquitous device used by the Kreii.  The externally visible part is literally just the tip of a neurological iceberg.  From the Torc, cybernetic neural fibres extend into the brainstem, cerebellum and throughout the limbic system, particularly the amigdala and hippocampus.  From there, the device monitors and modifies neural activity.  The Torc is a sophisticated loyalty-device, a neurological doomsday-weapon.  Those who wear the Torc are effectively prevented from disobeying a Priest or anyone wearing the insignia of a Trustee.  They are conditioned by the device to view the Kreii with a mixture of parental and religious adoration, and the Torc ruthlessly quashes rebellious tendencies.  One side effect of this is that those rebellious tendencies surface as a kind of hiraedd, a deep, terrible depression characterised by a longing for…something.  The more rebellious the individual, the more powerful the dampening effect, which often deepens to suicidal tendencies.  In this way, the Kreii are able to keep the population docile without having to tamper with the genome.  Early experiments in “gene therapy” for this purpose created thoroughly unsatisfactory humans, and were abandoned.

Weapons & Warfare

This is perhaps the most divergent aspect of human culture.  Conflict has never been outlawed between the cities; in fact, the kreii see it as an important aspect of the human mindset.  That said, the kreii didn’t want their precious experiment-cum-investment by a few hot words and some poorly controlled technology.  Furthermore, the baseline Ochran population has never been intended to be the front-line troops of the kreii, so open conflict of the kind that a twenty-first century mind would consider warfare is outlawed.

To begin with, the Cities were more than room enough for the first settlers, and they all had common ancestry in the First Children.  Cultural differences were non-existent, culture having been largely grafted on by the kreii.  In short, many of the key triggers for human warfare were absent.  Of course, that was nearly two thousand years ago.

These days, armed conflict, while uncommon, is hardly rare.  However, it is mostly confined to paramilitary and armed policing actions, since any diplomatic breakdowns that could lead to open war are subject to Trustee intervention.  As a result, armies are referred to as “security forces”, and generally consist of highly-trained professional armed police and covert agents.  Military vehicles are strictly controlled, and no human settlement is allowed to stockpile military vehicles of any kind.  Land vehicles are limited to APCs, lightly or heavily armed, fast scouts and other variations on civilian designs.  Aircraft are similarly constrained, generally serving as troop transports, spotters, light fighters and, rarely, tactical bombers (civil bombing is strictly outlawed, and any bomber flight is scrutinised intensely by Trustees).  Military watercraft are either stealthy scout subs or, more usually, fast gunboats that prowl around shipping-lines, chasing off raiders, picking off enemy shipping or sounding out submarines.  In short, anything that can be quickly put together by converting civilian chassis.

Paramilitary Vehicles

There are two exceptions to the above guideline regarding vehicle construction.  The coastguards of the coastal powers are composed of fast spotter-boats and gunboats used to seek out and destroy pirates that prey on shipping in the open sea.  Closer to shore, these are supported by light aircraft.  On land, internal security forces use lightly armoured vehicles where necessary, although the nature of Torc control means that riots and similar demonstrations are almost unheard of, and these vehicles are rarely seen.  Outside the Cities proper, particularly beyond the Wall, bandit gangs sometimes prey on traffic like their sea-borne counterparts, and police vehicles, as well as private security forces, are seen more often.

Weapons & Militaria

Please see the Weapons document for details.

