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THE FORERUNNERS - A HISTORICAL & TECHNOLOGICAL PROFILE

Extract from Terran Federation Navy Field Manual TFN/FM - 2976-A3 Revision #2 (7th Printing) « THE FORERUNNERS: A TECHNO-HISTORICAL OVERVIEW OF A DEAD RACE » Edited by High Academician William B. Spencer, Commodore, TFN (Reserve), Dept. Of Xeno-Archaeology, University of Sidney, Terra; with assistance from Caius Aurelius Castra (Arnold Chester), Legati Augusti Pro-praetore, Bureau of Naval Intelligence, Mercantile League Starforces.

Introduction

For some time it has been obvious to the Government of the Terran Federation that the possibility of discovery of Forerunner artefacts and/or records by members of the TFN is relatively high (for reasons that will become obvious in the main text of this Manual). Therefore, this Field Manual has been written (and updated several times) provide certain basic data on what is known of Forerunner History and Technology, based on artefacts and records discovered at several sites in Federation space (mainly, though not exclusively, on Algol V - see Star Atlas #1 for Physical data on the planet), as well as on several sites in the territory of the Mercantile League. If any alien artefacts are discovered, then this FM should be consulted to determine the likelihood of their being Forerunner origin, otherwise consult FM - 765-DK17 (Revision #18) "Xenoarchaeological Procedures''. The Federation Navy would like to emphasise at this point the willing co-operation and assistance of the Mercantile League Starforces in the production of this FM, and acknowledge the debt owed to the research carried out by their BNI.

The Forerunners - An Introductory Archaeological and historical analysis

Fortunately for the scientists studying the Forerunners, it has long been known how to translate otherwise seemingly untranslatable "dead" languages originating from previously unknown scientific cultures (see the section on "Omnilinguals in Archaeological Xenolinguistics") - and enough inscriptions, Books (?), and data from still intact computer memory core have been recovered from Forerunner sites to make this possible. However, for both technical reasons dealt with in the article mentioned, as well as due to the relative paucity of (and damaged state of many) the sources, it would be unwise to assume that any of the following details are to be taken as unarguable fact.

Another problem is that much of the material we possess is rather one sided in that it is of a military or scientific nature - and throws little light on the actual history of the Forerunners - and, of most interest to us, the reason for the massive destruction that exist on those sites of theirs that have been definitely identified. However, we do possess enough (presumably) Civilian material to give us at least some information as to the actual history of the Forerunner race - though it must be remembered that it is often, quite frustratingly, incomplete, fragmentary, or - more often than not - takes for granted the possession of evidently vital background knowledge that we do not yet possess.

A general Chronological System

It must also be remembered that any dates given are HIGHLY tentative. They ARE based on the easily deciphered Forerunner dating system, but we have nothing to relate this to our current dates - The Terran equivalents are therefore necessarily approximate, based as they are on a radioactive half-life dating system that as given us a series of dates that range from 1,000,000 to 2,000,000 BC (+/- 250,000 years).

For this reason, all dates given in this FM will be based on the actual Forerunner Calendrical system.

The Forerunner Calendar - like both the Christian and Atomic Era dating systems commonly in use in the Terran Federation - counts the number of days that have passed since a fixed point in past time. This date is always referred to with the same ideograph - the meaning of which has never been satisfactorily translated (see "Omnilinguals in Archaeological Xenolinguistics" for details). The only reference that has been found that seems to be a definition or explanation of it refers to "the acceptance", as if that reference explains everything! There is still much controversy over whether that phrase even refers to the date Glyph or not - and is included for reference only.

Of course, the forerunners did not use any time length measurement that would be recognisable to us, but we have managed to determine the equivalents of their measurements to ours due to the good fortune that their smallest Time units were based on the rate of vibration of certain crystalline molecules. The equivalents are given below:

1 KKLA
=
0.91 seconds

20 KKLAE
=
1 OMQU (18.2 s)

20 OMQUE
=
1 YNYXX (364 s)

20 YNYXXE
=
1 TYXXA (7280 s/ 2 h 1.33 min)

20 TYXXAE
=
1 LJO (145600 s/approx. 40 h)

20 LJOE
=
1 VJOBM (2912000 s/approx. 33.7 days)

20 VJOBME
=
1 UVO (58240000 s/approx. 674 days)

20 UVOE
=
1 LBUVO (1164800000 s/approx. 36.91 years)

20 LBUVOE
=
1 CBLUVO (23296000000 s/approx. 738.21 years)

The Forerunners wrote their full dates in the following format:

Cbluvoe/Lbuvoe/Uvoe/Vjobme/Ljoe/Tyxxae/Xnyxxe/Omque/Kklae

with a more normal "shorthand" form being the following

Uvoe/Vjobme/Ljoe

corresponding, one would suspect , to our "Year/Month/Day" standard format used in letters, etc.

Every 20 full Cbluvoe (approx. 14764.11 years) - referred by the Forerunners by a single Glyph we translate as "Cycle" - the Calendar was evidently reset to "zero", but a further Date Glyph was added to the initialising sequence (i.e. the "acceptance"Glyph). It was presumed that this system is artificial - as it shows a TOO amazing regularity, compared to the difficulties all known races have had attempting to fit in the irregular rotational periods of their home planets into a logical and well-ordered scheme. The significance of the 20 Cbluvoe/1 "Cycle" period to the Forerunners is currently still unknown.

Cycle The First - The "Heroic" Cycle

This is the earliest period in the Forerunner history - and in fact, it has been cogently argued that the translation of the Glyphs used to refer to it should be more accurately translated as something like "The Classical Cycle", "Prehistory", or "The Legendary Cycle". All of these possible interpretations have some merit, and it is thus not at all surprising that the information we have about this period is extremely sketchy - even more so than what one would expect, given the fragmentary state of the records we have discovered so far.

The little information we have indicate that it was sometime around the middle of this period that they first developed spaceflight. The date is never given exactly - only as 12/19/6 in their "shorthand" date writing format. Presumably either the exact date was lost in the depths of their past or it was so well known that the full date never needed to be repeated (if we ever discover a History or Reference text aimed at a child, then we may find the answer to this "minor" riddle)

It must be presumed that the period BEFORE the Forerunner adoption of their dating system - before "the acceptance" - was equivalent to the Prehistoric period of Terra. This is, however, by no means certain, as it is quite possible that the Forerunner retroactively assigned their presumably newly designed Calendrical system to a fixed date in the past. This may well explain the lack of detail we have about this period, on the other hand, it may not!

In general, the First Cycle seems to have been equivalent to the period from the discovery of writing (in the Bronze Age), through the rise and fall of various pre-spaceflight civilisations on"Home" (the conjectural translation of Forerunner Glyph for their world of origin) with varying degrees of violence involved, on the unification of the planet just prior to the invention of Spaceflight. Strangely, however, the invention of Starflight capabilities does not seem to have been made during this period. There are mentions of extra-solar colonies, but there seems to be a definite indication of long voyage times being required to travel to them from Home, or to travel between them. The assumption that has been made is that the Forerunners were still using Reaction or TISA powered "Generation Ships" at the end of this period, though this seems strange.

All currently known races have gone from Reaction powered "rockets" to TISA powered craft and on to FTL Drives of various sorts within an absolute time span of only a few hundred years - yet the Forerunners evidently took several THOUSAND years to do so. There are currently no entirely satisfactory explanations of this seeming anomaly, though there seems to be growing acceptance of that put forward by the IRSOL Academician, Norvar Keonaru ( see "The development of Forerunner Technology: Starflight" later in this FM for further discussion) that simply states that the Forerunners did not develop Starflight for the "normal" reasons most race do - curiosity (or its racial analogue) - but for reasons of racial survival. Academician Keonaru has proposed the theory that the Forerunners were originally lured into the Amadathartha psychosis, but, when they had almost exhausted the resources of Home, they were forced to reject this spurious philosophy and adopt Taleel, but no longer possessed the resources on their ruined homeworld to construct the FTL drives that they needed - or even to carry out the required theoretical work that would have culminated in them. This theory certainly fits the facts, but there is much controversy over it at present.

The Second through Fourth Cycles - "The Going Forth"

Sometime early in the Second Cycle, around the 3rd Cbluvoe (3/12/2/16/5/17/12/4/9 to give the exact date given by the Forerunners themselves - through with what degree of accuracy is only speculative), the Forerunners finally "cracked" the FTL drive problem. Within a century or so they began to spread rapidly throughout "Homespace" (a speculative translation of a double Glyph including the Glyph for "Home", the Forerunner home planet). It was sometime during this period that they made contact with several other intelligent races. Evidently, these racial group had not, at the time of contact, even discovered the crudest methods of Reaction powered spaceflight ( according to Forerunner sources).

The Forerunners evidently were overjoyed to discover that they were not alone in the universe, and began immediately to modernise these newly discovered societies in an attempt to bring them the full benefits of advanced scientific technologies. In the next several hundred years, this process was repeated many times. Then, suddenly, it was stopped - for no reason that we can determine from the information available. The only clue that we have is that several of the contacted races cease to be mentioned in any later Forerunner texts, even their homeworlds are no longer referred to; of the rest, they gradually drop out of "sight" for several Terran years before they are mentioned again; and when they are, they seem to be strangely behind in their Technology when compared to their Forerunners Mentors.

During this mysterious lapse in the records of previously contacted races, there also a dearth of NEWLY discovered races being mentioned. Perhaps significantly, the handful that ARE all seem to have developed at least Reaction powered Spacecraft, and the great majority had developed TISA Drives, one or two seem to have developed crude FTL drives and seem to have discovered the Forerunners themselves on their first voyages.

These contacts were evidently not always peaceful - and several seem to have involved relatively prolonged periods of warfare (the longest being almost 9 Uvoe - about 17 Terran standard years) - before the hostile races were either conquered or sought peace treaties. However, the Forerunners always seems to have treated their ex-enemies with the utmost fairness and an extreme degree of sensitivity. This was evidently so successful that by the later part of the second Cycle, the Forerunners and their Allies formed a "Council of the Worlds of Space" (literally; perhaps "Interstellar Council" would be a closer rendition) with seems to have developed into a fully fledged Interstellar government.

One of the first policies that the Council adopted - and the ONLY one recorded in any of our sources - was that a newly discovered race was to be strictly left alone UNLESS or UNTIL it developed a form of Spaceflight and was deemed by the Council's "Adjustors" to be stable enough to have the existence of a community of starfaring races revealed to it. There is some speculation that this resolution is given so much prominence because of some connection with the mysterious lapse in contact (sometimes permanent) with some of the first races discovered by the Forerunners, though the connection is purely theoretical and speculative.

For the rest of the second and third Cycles, as far as we can tell, almost all the fourth Cycle, there was a time of total peace. This was marked by a fairly rapid expansion of the races belonging to the Interstellar Council throughout a sphere of space evidently several hundred LY in diameter ( and hundreds of thousands of Cubic LY) - highlighted now and then by brief conflicts (they rarely lasted long enough to be called "wars") with some newly discovered races. The whole era was one of unprecedented peace, prosperity, and technological advancement to heights we still cannot be entirely sure are factual, and not later fantastic accretions.

However, all is not as rosy a picture as the texts and other sources we have paint. In fact, as we will see in the next section, the whole era was doomed to collapse.

The Fifth and Sixth Cycles - The First Interregnum

There must have been inherent flaws in the organisation of the Interstellar Council (or, as it should more properly be called - The FIRST Interstellar Council). This started to become obvious in the closing Cbluvoe of the Fourth Cycle and gradually worsened in the early Cbluvoe of the Fifth. The evident problem was related to the actual form of the Interstellar Council - which seems to have been a Republican Democracy with a UniCameral Legislature (i.e. a simple Parliament).

As students of Interstellar Political theory will realise, such a form government has inherent weaknesses. Eventually, the size of the legislature become so large (even at only one member per world - and not taking into account population differences) that it became totally incapable of governing itself, let alone the rest of the Consiliar State! Not only did this growing unwieldiness and almost paralysing indecision damage the stability of the state, the Council gradually became less and less representative of the wishes of the inhabitants.

Another major problem was, of course, one of VOYAGE TIME - toward the end of the period, it took upwards of four Uvoe (about 7-8 YEARS) for a ship to travel from the Council's Capital on Home to the edge of Consiliar Space - and just as long to return (whether such a voyage was in a Courier at 50 LY per day or in a slower vessel, we can only speculate - at a standard 10 LY per day, allowing 25% "wastage" for stopovers and maintenance, the radius of the Consiliar region must have been around 13,000 LY! If we allow for scheduling problems - there would NEVER be enough FTL ships to provide "simultaneous" communications with ALL planets - the radius is either reduced to about 10-20% of the above (2000-4000 LY) OR the actual time to reach some systems might be as long as 25-30 YEARS! Since our sources are quite specific that it took 5-6 years to reach the perimeter, we must assume that the Consilium had the latter, smaller radius!). Only as long as such a state is DYNAMIC (expanding) can it survive - but we have reason to believe that the Consilium was become less and less interested in expansion.

The exact reason for this cannot be ascertained with certainly, but we can speculate that the various member planets as well as Interstellar Council became aware of the stresses that lack of representativeness were putting on their society - and began to divert materials from their individual exploration programmes toward ameliorating this problem. Of course, through there was no way they could know this for sure ( the Computational problem would have been so massive that no conceivable Computer-link could have recognised all the variables needed to make an analysis - we can do so on the basis of historical knowledge - the Forerunners, being the first Interstellar Society, had no such basis for comparison).

In fact as we can appreciate, with the knowledge of hindsight, these attempts to solve the problem actually intensified it - and it became a negative feedback loop. The more unresponsive the Council became to local desires, the more resources it - and the individual members - poured into making the system work, and away from the exploration programme! They were, of course, actually cutting their own throats - slowly, without realising it. This process did not, of course, take place overnight - it was a gradual one, and took the best part of an entire Cycle to be completed. When it was finally obvious that was happening, it was too late to do anything about it without hastening the final collapse.

As we might expect, even in such a large and relatively advanced Interstellar state, there were relatively few planets with the Industrial base needed to make FTL Starships. Of course, as the problem intensified, they began to withdraw their Starships from the longer trade and communication routes - putting them to work closer to home. Eventually, parts of Consilliar space became virtually independent - with decades, even centuries, passing between contacts with the Central government.

Just as predictably, as this process went on, some planets - the more powerful ones - began to be tempted with the idea of building their own little empires within the Consilium. Many probably did so with the highest of motive - attempting to maintain the level of consiliar culture at its high point. However, the Consular Starforces - through stretched to the limit - attempted to stop this "secession" movement. Of course, their efforts merely alienated more worlds, and the process accelerated. Once the idea that a individual Empire could be carved out of Consular subjects became commonly known - and relatively easy to achieve, there was also a growth of Interstellar Warfare. Petty Emperors would spring up, often, as it has been mentioned, with the best of motive, and would carve out their own state - this in turn, would encourage those neighbours who did not wish to be "saved" by that particular vision of "civilisation" to seek alliances with those of like mind to resist. Soon, of course, such a situation would degenerate into open warfare - and, in all likelihood, spread far beyond the original area of conflict.

The Consular Starforces were increasingly powerless in the face of such Interstellar anarchy. Of course, the first move of the Council was to withdraw their forces to more settled areas, in the hope of defending them against the collapse at the outer edges. Many of the Fleets and Armies, however, were locally raised - and refused to obey such order; in fact carving out their own states - with the avowed hope of "preserving order from chaos" and, in fact, accelerating collapse!

The rate of collapse slowly increased - the once proud Consilium gradually degenerating into an ever widening snakepit of independent warring states. Needless to say, this period of Interstellar war was the cause of a gradual collapse in the finely tuned Interstellar economy. Few planets required large offplanet imports, but not all of what they did import were luxuries. A small percentage of their trade was in commodities they could not produce for themselves, and, when cut off by the ever expanding web of chaos, resulted in a gradual decline in their technology. Obviously, some planet were badly hit in the vicious conflict that blossomed in the vacuum left by the increasingly more powerless Interstellar Council, and either had their Industrial base destroyed or had their population decimated to the point where they could not man the still intact Industrial plant; the result in any case was a slide backwards barbarism.

This process described above did not take place quickly - and there were occasions where it seemed as if the final collapse of Consular civilisation had been staved off, whole centuries, in fact. But the relentless march of time proved to be the undoing of all the Interstellar Council had worked for. By the end of the Sixth Cycle, the Council - and the advanced technology and civilisation it had represented were dead. However, as none of our sources states (as close as we can get the translation) - "they were not dead for all time. Within the very fires of its destruction the Consilium had sown the seeds which, Phoenix like, would eventually burst forth anew, and rekindle the flame of that lost civilisation".

Several individual planets and small successor states managed to retain much of the old technology. Mostly this was because they were too insignificant to be worthy targets of the marauding fleets of the last years of the Consilium. In at least one case, the planet in question was cut off so quickly that it did not even realise that the Interstellar Council had collapsed! However, their very insignificance meant that, while they were capable of sustaining a relatively high level of technology, not one of them actually had any Starflight capacity - and it took them hundreds of years to "tool up" to producing it, or to simply gather up the vital materials needed in the building of such vessels by the use of STL Starships.

One of these survivor planets was Home - even more resource depleted than she had been when the Forerunners first realised that their only hope for racial survival lay in expanding to the stars. Home was still convinced of this necessity - but lacked the resources to initiate a FTL programme. Apart from this, in the high years of the First Consilium, Home had been turned into a garden planet - and most industries had simply been abandoned, and any manufactured goods needed had been imported. So, it took the locals many centuries to rebuild and gather the technologies and raw materials needed to build their first Post-Consiliar Starship.

The Seventh and Eighth Cycles - Rebirth of an Empire - The First Empire

During the dark years that followed the final collapse of the first Interstellar Council, the Forerunners of Home, as has been mentioned above, strove to redevelop the FTL technology that they had lost. By the second Cbluvo of the Seventh Cycle, they had begun, once again - to expand. Unlike the republican form of government they had spread throughout Consular space during that period, the new wave of Forerunner expansion was based on an Imperial ideal.

The system was set up so that the Emperor (or "Ruler of the Night Skies", to give the literal translation of the term used to refer to him) was in absolute control - having the power to appoint and dismiss at will subordinate "Princes" (or "Ruler of the Red/Orange/Yellow/Green/Blue/Indigo/Violet Stars" to use the exact transliterations) who could directly govern entire Sectors, and further delegate the responsibility for governing Subsectors to "Dukes" (or "Rulers of the Day Stars" to use exact transliteration). In turn these "Dukes" delegated power to "Counts" ("Commanders of the Day Stars") who ruled Provinces; they in turn parcelled out the oversight of the individual planetary governments to "Barons" ("The Watchers").

This system is, in fact, the classical centralised Imperial of the Late Roman Empire (Terra), The Mekpurr Overlordships (Classical period) and the semi-legendary Starkaad Imperium. Obviously, such a system has many advantages - especially when allied to an advanced technology, such as the "Empire of the Night's Skies" was rediscovering.

However, in its attempts to recivilise the old Consilium, and raise it back to the heights of Consular cultural and technological glory, the Forerunners of "Home" brooked no opposition - and scores of vicious wars were fought between the Empire and its enemies (i.e. any Planet or grouping of Planets that did not immediately submit to Imperial overlordship). This is not to say that the Empire was despotic in the internal affairs of individuals planets - it was generally quite mild, as long as local affairs did not endanger or threaten Imperial prerogatives - but it reserved the absolute right of to control and regulate all Interstellar political and commercial activity for itself. Even so, many planets were less than impressed by its claims, and the several thousand year history of the reconquista period is blotted by hundreds of rebellions against Imperial authority, often suppressed quite bloodily.

However, by the middle of the thirteen Cbluvoe of the eight Cycle, the work of re-establishing a unitary Interstellar political entity within the rough borders of the old Consilium has been achieved.

One should not make the mistake of regarding the necessarily bloody methods used in this reconquista period as being exemplary of the general ordering of the Empire in those regions that accepted her rule peacefully from the start, or who eventually came to terms with their conquest. Within the inner Sectors and Subsectors of the Imperium, the level of prosperity and material culture rose rapidly to the Heights the old Consilium had reached, and even began to surpass it in some areas.

The Ninth to Thirteenth Cycles - The Pax Stellaris

Once the Empire was firmly established, the Forerunners began to expand once more, growing on an ever increasing scale beyond the old Consiliar frontiers - all for the greater glory of the Imperium! This period of expansion lasted at full speed almost three entire Cycles - The ninth to the eleventh, and sporadically continued into the twelfth, finally sputtering out completely only in the thirteenth Cycle. During this glorious period the "Pax Stellaris" of the Empire of the Night's Skies spread throughout a rough sphere - with its centre, as one would expect, on Home. At the height of Imperial magnificence, the round-trip journey time from Home to the outermost planet of the Imperial took a staggering THIRTY-FOUR years! Assuming that this figure refers to the use of the standard 10 LY per day Starships, within the parameters mentioned for the Consilium, this give us a radius of 4500-7500!

Within the borders of this unprecedented Interstellar state, a Citizen could travel freely, and free from danger, in any direction he choose - for purpose of Trade, Commerce or simply to see the sights! One common language - "The Tongue of Heroes" (perhaps more accurately rendered as "The Sacred Tongue" or "The Ancient Tongue") - was spoken everywhere, by the educated and those involved in trade, at least - giving the Empire a true "vox stellaris" to bind together the many disparate Forerunner races. The Imperium provided a single, uniform set of Civil , Commercial, and Criminal Law (the Mercantile League claim to recognise the concept of the "Sentient Commercial Being" in the law of the First Empire, but the evidence for this is highly dubious at best) to cover this vast sphere; it provided law and order in the spacelanes, encouraged Interstellar trade and generally created a seemingly perfect society that, Imperial Historians claimed - "will last until the Final Cycle of the Universe!".

This was not, however, to be the case. As the Empire expanded beyond the borders of the old Consilium, she came across Political entities consisting of races that had never been members. These independent States had mostly risen to prominence (i.e. had developed FTL technology) during or after the Consilium's collapse, or even during the Imperium's reconquista period. Many - most in fact - resisted the efforts of the Forerunners to incorporate them into their Empire. Of course, they were relatively quickly overwhelmed by the Imperial Military armed might.

As time went on, the number, size and organisation of such resisters increased - eventually to the point where the Imperium was increasingly hard pressed to continue her outward colonisating and civilising drive. Taxes were thus increased, and for a time ameliorated the problem - but eventually, the wave of Imperial expansion ebbed to the merest trickle, and gradually dried up altogether. Once this had occurred, the life of the Empire was limited, for much the same reasons as that of the cold Consilium hd been.

The major difference this time around is that the Imperium as such collapsed (considering its size) much more slowly than had the old Consilium. The conventional Forerunner explanation for this is twofold - the Imperial system had been so arranged as to eliminate all but the most minor differences between member planets (inadvertently, but nonetheless effectively), and also because the existence of strong extra-Imperial "barbarian" states existed to make obvious the need for a continuing Pax Stellaris within Imperial borders.

Despite this slowing effect, the pattern of collapse was inevitably started once expansion stopped - the Empire had simply become to big. Like an ancient Dinosaur, the beast could actually be dead and still move and fight because news of its death took so long to reach its brain. By the latter half of the ninth Cycle the collapse was becoming obvious, and, though the Emperors and their Starforces strove mightily to reverse it - a struggle with many seeming successes that were only temporary pauses in the downward spiral to chaos - the rate of collapse accelerated.

By the last Cbluvoe of the thirteenth Cycle, the collapse back in Barbarism had, again, brought down all but a handful of worlds. The major difference was that this time the Imperium had - whether through dint of luck or by implementation of long drafted plans - manage to salvage a nucleus based on a few score worlds in the vicinity of Home. Also, fortunately for the remaining Imperial worlds, the barbarian nations, bordering on the old Imperium had largely been destroyed, ravaged so badly that they too fell headlong into true Barbarism, or were sated with more conquered territories than they could assimilated. In any case, the Pax Stellaris was broken - and a veil of blackness falls over the once great Imperial sphere.

The Fourteenth to Sixteenth Cycles - The Age of The Phoenix

As has been mentioned, the old Imperium managed to keep intact and relatively unravaged the core worlds of the Empire. Yet, for over a complete Cycle, it was all that they could manage merely to avoid being sucked up in the petty squabbles of the post-Imperial "Successor States". Most of the core worlds were almost totally depleted of any significant raw materials, and this also had a significant effect on the posture of the rump Empire in the immediate post collapse period. The main problem was that the Old Imperium (as the Forerunners came to call it latter, we generally refer to it as the "First Imperium" or the "Old Imperium") had reached a level of technology where the artefacts - especially personal weapons and FTL ships were practically indestructible! Thus, though almost all worlds except the core around Home had actually lost the capability to BUILD such ships (or even to repair them), and were little better than prescientific Barbarians in most cases, they continued to be able to carry on raiding, conquering, looting and pillaging the starlanes well beyond the nominal date for establishment of the next Forerunner Interstellar State sometime in the 6th Cbluvoe of the eleventh Cycle. In fact, amazing as it might seem to us, there are Forerunner records that show that instances of still operable "Old Imperium" technology were still being commonly encountered in isolated areas of the old Imperial sphere well into the TWENTIETH Cycle! This being some ONE HUNDRED THOUSAND YEARS after they were first constructed!

For this an other reasons, the Rump Imperium led a very precarious existence - until the "Phoenix Rebellion" of 3/17/12/19/20/20/20/20/20 in the fourteenth Cycle. Again, we translate the single Forerunner Glyph of a winged and beaked reptile emerging from a fiercely burning pyre as being the equivalent of the Terran legend of the "Phoenix". In fact, some distinguished archaeologists and anthropologists insist that the Terran legend - and similar legends on countless other planets - is a race memory of the Forerunner "Phoenix Age" and the so-called "Phoenix Confederation" - though this is, of course, subject to considerable dispute.

However, with the elimination of the decadent Imperial administration by the Phoenix Rebels (legend has it that the last Emperor of the Old Imperium was the ringleader of the Rebellion, but this may be an apocryphal story), the rump Forerunner society was rapidly revitalised, the dead weight of the old Imperial Bureaucracy disbanded and replaced by more streamlined and efficient systems. Technology was also revitalised - the rump Imperium had never lost FTL capability, though towards the end of its life, immediately before the revolution, there are some signs that it had lost the ability to do anything more than repair the still existing FTL ships of the Old Imperium from ever dwindling existing stocks of spares. Whatever the case, the early years of the Phoenix Confederation were ones of rapid regaining of the "lost" - perhaps "mislaid" would be a more appropriate term - technologies of the "Golden Age" of the Old Imperium

During the early years of the rebirth of sciences (as opposed to technology), the Phoenix Confederation strove to adopt a Constitution that would be capable of withstanding the massive problem of administering a large Interstellar state. The one finally adopted was a compilation - so our sources state - of the best features of the Consilium period and the Old Imperium. From various clues we have, we have been able to deduce that the most probable form taken by this reorganised State was that we today would call a Confederation. That is, a Central Government that is generally responsible for the relationship between member states, for defence of Confederation Space, and for generally seeing that everyone within the Confederate sphere played by the "rules of the game". The Confederacy was thus much more easy going than either the Consilium or the Imperium had been.

The Phoenix Confederation seemed to take the view that whatever form of government a member state chose - and by whatever means it was chosen - it was none of the Confederacy's business - as long as the relatively minimal Confederal taxes were paid and the required minimum Starforce units for planetary defence provided. If a given planet was ruled by a Tyrannical Dictator who ruled by virtue of a ruthlessly efficient and vicious Secret police, it was all the same to the Confederate Government as a planet ruled by an Athenian Democracy. The Confederacy was even obliged by its constitution to defend local RECOGNISED Governments from rebels - and took this requirement VERY seriously; of course, there was always the problem of gathering enough forces to do the job. Strangely enough, if a Democratic government was threatened by totalitarians rebels, response time was lightning swift; yet, when a Totalitarian regime was threatened by Democratic rebels, the Confederate Starforces seemed only to arrive in time to recognise the NEW Government!

Of course, this meant that many less than popular Planetary Governments were very reluctant to join. Especially as the Confederacy disavowed all foreign conquest - only accepting voluntary members. The hedge here was that, while CONFEDERATE Starforce would not attempt such illegal acts, they also would not protect non-members from any "unpleasantness" between a member state (or states) of the Confederacy - that would be interfering with the internal affairs of a Member Planet! Another hedge was that Confederate Mercantile law ONLY APPLIED to Confederate citizens - in all other cases, such as contracts between Confederate members and independent worlds, the Contract was subject to the law of the planet on which it was made - or, more often, on which it was attempted to enforce it. This was obviously open to abuse by Confederate Members to the disadvantage of non-members but, as the Confederacy always pointed out - Confederate membership in such case solved any problems there may have been (sometimes even retroactively, by local negotiation).

Despite all this machiavellian diplomatic manoeuvring, there was much more behind the expansion of the Phoenix Confederacy. Part of it was due to the fact that the Confederate Homeworlds (the rump of the Old Imperium - as well as Home itself) had, unlike the vast majority of the other ex-Imperial worlds, managed to retain most of the old pre-interregnum technology intact, and had quickly relearned what had been lost. This made trade with the Confederacy quite attractive to the successor states - and it had to be carried out on the Confederacy's terms since there were so few non-Confederate systems that had retained Spaceflight, let alone the advanced technologies necessary to build and maintain FTL ships. The relatively few remaining ships of the Old Imperium were often encountered as "Tramp" freight carriers - but were too widely scattered to be a tool to use against the  growing economic clout of the Confederacy. It was, in fact, this lure of trade coupled with the "Pax Phoenixus" (i.e. the assurance of protection for EVERY member of the Confederacy from outside attack) that made Confederate membership so attractive to many worlds.

Even so, it was took almost a two full Cycles for the Confederacy to expand to fill the sphere covered by even the old Consilium. The keyword, of course, was CO-OPERATION - and it is this that made the Confederacy so much more stable in the long term than either the Consilium or the Old Empire. It is also why it took so long for it to reach even this level of its predecessor's former glory. The expansionistic period was, however, much more due to the desire of individual planets to join than simply out and put conquest. This, coupled with the benefits of membership and the hazards of non-membership, actually attracted voluntary application for membership.

So, by the end of the sixteenth Cycle, the Forerunners were still in an expansionistic stage of building a star-spanning culture. This continues into the seventeenth Cycle, and beyond

The seventeenth to twenty-second Cycles - The PAX PHOENIXUS

The wave of expansion begun during the fifteenth Cycles continued well into the next era of Forerunner History. By the middle of the eighteenth Cycle, the Confederacy had reached the border limits of the Old Imperium, and continued to grow beyond them. But, as had occurred during the Consiliar and Imperial periods, the strains of governing such a massive territory was beginning to show on the coherency of the Confederate Administration. It was only a matter of time before they, too, would succumb to a growing paralysis of their drive to expand - the only thing that kept their increasingly unrepresentative government afloat.

Yet, there was a difference THIS time; the Confederate government had - with the co-operation of various important member state - instituted a body of the historical reasons for the collapse of both the Consillium and the imperium. The study group was massively funded, and had as an extra part of its brief a requirement that they also attempt to formulate methods to preventing a recurrence of the things that had caused the previous collapses. By the nineteenth Cycle - after over three thousand years of study - they delivered their findings to the Phoenix Confederacy's High Council.

The findings were fairly obvious to us, as we have past examples to guide us in our evaluation of the rise and decline of star-spanning civilisations. Basically, they stated that, as the size of the area ruled by any single state grew beyond the capacity of its communication and transportation system to provide a reasonable response time in communication between the Capital and the furthest provinces, that state would eventually self destruct. They further stated that, even though such a process may take thousands of years, it was virtually irreversible once it had started - as the system developed a negative feedback  that was multiplied by the effects of an ineffective transportation/communication network. Finally, they concluded that the Phoenix Confederacy had almost reached the upper limits of its growth, and would "soon" (in historical terms, anyway) begin to collapse back in on itself in the millennia long fall into another Dark Interregnum.

Needless to say, the high Council was shocked by these findings and asked the Research team that conclusions they had come to regarding ways of avoiding this seemingly inevitable fate. Two options were presented - one being that the Confederacy develop a form of interpersonal communication that would reduce the semantic based problem of misunderstanding to almost nil - in other words, Psionics! (and by doing so, increase the effectiveness of the EXISTING communication systems. This, it was acknowledged, was at best, a temporary solution. Though "temporary" might well mean an extension of the life of the Confederacy by thousands of years, perhaps by even a full Cycle! ). The second option was that they develop some method of speeding up Interstellar communications. When asked HOW either of these projects could be brought to fruition - if they could be at all - the Scientists could offer no suggestions. The Council had little option in its course of action - so it chose to attempt to developmeans for doing BOTH.

These two projects that were "soon" (in term of the span of Forerunner History, anyway) to have unforeseeable and astounding results on the future history of the Confederacy, were launched. The first was the "Project Star Talk" - aiming at the development of Psionic communication capability; the second was "Project Star-Reach" - aimed at providing the sort of communication system needed to ensure the ultimate survival of the Confederacy.

The first of the two to have concrete results was Operation Star-Talk - sometime in the latter part of the twentieth Cycle - around fifteen thousand years after the initialisation of the project! Evidently, the Forerunner had had previous evidence of a few individual possessing "powers" unexplainable by conventional Forerunner science (just as they were unexplained by pre-spaceflight Terran science - and even TODAY remain only partially understood) - but there seemed to be non explainable reason why those gifted individual WERE gifted. The Forerunners did TWO things that no race since has succeeded in doing - even though, admittedly, it took thousands of years to achieve. Firstly, they (though we cannot be totally sure of the translation of the one obscure passage we glean this information from) actually isolated not only the Chromosomal pattern that resulted in the inheritance of Psionic abilities, they also decoded the DNA molecules in those Chromosomes. This meant that the Project had virtually provided a genetic blueprint for the provision of Psionic abilities to the population as a whole! They could not provide SPECIFIC abilities, of course, but they could Genetically engineer zygotes to have not only a predisposition towards being able to develop such abilities, but they were able to make them semi-hereditary!

Despite this incredible (and still unequalled) Scientific feat, it would no doubt, have had little real impact on either Forerunner Society or the survival of the Phoenix Confederation UNLESS the second major product of the Operation Star Talk had also been forthcoming. This SECOND, and interlinked, technological advance was the invention of the STARSTONE (yes, this is the literal translation of the Forerunner term; and it opens up interesting speculation about the widespread use of the term to refer to PK Crystals PRIOR TO THE DISCOVERY of the term in Forerunner texts!!! ), which enabled the adepts created by the first process to multiply their abilities to effect the physical universe greatly.

The introduction of such technology was not, however, without its opponents. The Forerunners themselves were divided over whether the programme should be fully implemented or abandoned - and when the pro-implementation party gained a majority vote in the Confederate Assembly - mainly, it was rumoured, through the illicit use of the Psionic powers of the "Star Borne" (as they were coming to be called by their friends - their enemies referred to them as "The Children of the Lie" - though the reason for either epithet is obscure), though this was never proved. What happened then was just what the Confederacy had hoped to avoid by the introduction of such abilities - a secession movement by the Opposition party. The confederacy was plunged in a Civil War - which, though our records attempts to gloss over it - was as barbaric and cruel as such unfortunate conflicts usually are (the English, American, and Lebanese Civil Wars from the 17th through to the 20th centuries on Terra being cases in point). Yet, despite the fact that the "Confederacy of Truth" (as the secession party styled itself) numbered amongst its supporter the majority of the most economically and military powerful member of the Phoenix Confederacy, the conflict was relatively short - lasting only 14 Lbuvoe (around 400 years)! The rump Confederacy won the conflict hands down, through the issue seemed in doubt the initial decades, mainly because they instituted a Confederacy wide (in their controlled areas, anyhow) programme of Genetic modification of ALL zygotes - creating an army whose communications could virtually never be cut off! Also, the other unique powers of Psionic adepts ALSO stood the Armed Forces of the Rump Confederacy in good stead. In fact, it was the very ability that the Confederacy of Truth fought against that resulted in its defeat. Perversely, in the last desperate decades of its struggle against the Phoenix Confederacy, the remnants of the Confederacy of Truth actually attempted to introduce their OWN programme of genetic modification - but, despite intensive anti-Phoenix indoctrination, their Psionic troops, WITHOUT EXCEPTION, mutinied against their masters as soon as they were sent into action!

The deleterious effects of this Confederation wide conflict were more than made up for by the beneficial effects that the implementation of operation Star Talk's fruits had. However, everyone realised that this benefit would NOT be enough to do more than merely prolong the life span of an already visibly ailing state. By the beginning of the twentieth Cycle, the crisis point in the life of the THIRD Forerunner Interstellar state had been reached. It was because more and more difficult to govern the territories they had colonised or had enticed into membership - the round-trip voyage from the core of the Confederation (traditionally at Home) to the furthest member Starstate now took some FIFTY-EIGHT years! (Using the previously described method of calculation, this would imply a radius of about 13-15000 LY from Home to the edge of the Phoenix Confederacy's sphere of influence!). Thus, though the remaining years of the twentieth, twenty-first, and twenty-second Cycles were, in many ways, a Golden Age (probably surpassing that of the Consillium and the Old Imperium), by the end of the period, exploration and expansion had well and truly ceased, and the destructive forces so unleashed were once again beginning to work their way on Interstellar society.

The twenty third to twenty sixth Cycles - The Age of Collapse

Once the age of expansion had once again come to an end, the life span of the Phoenix Confederation was numbered - even though the "numbering" was likely to be on the order of scores of thousands of years. The final result - another millennia long "Dark Age" - was never in doubt UNLESS Project Star-Reach could come up with a radical new method of interstellar communications.

There is little need to go into the few details we know of this period, as it followed the pattern already familiar from the collapse and interregnum periods of both the Consillium and the Old Empire. The outer reaches of the Confederacy gradually rebelled, were conquered by the "Outer Barbarians" (though the term is really a misnomer for races that must have had FTL capabilities) or simply lost contact with the mainstream of the Confederate civilisation - in any case, the process of collapse was begun. By the end of the twenty-fifth Cycle, the Confederacy was reduced to approximately the sphere of the Old Imperium, and the rate of collapse was accelerating.

Despite this - and some 50,000 years or more of research - Project Star-Reach was seemingly unable to do more than improve the reliability of FTL drives - the top speed remained at about 50 LY per day. The project DID result in the introduction of "Jump" Drives, which made INSTANTANEOUS Jumps between points in space - but which had the drawback of requiring almost as much time in computing the factors required for longer jumps as it took a standard Hyperspace vessel to do the voyage anyway. This invention may have made some difference - on a few well travelled routes where course tapes could be used to cut down computation times. Except for to things - the factors involved in calculating a safe jump were variable, and continually changing - meaning that course tapes had to be continually updated (and the computing power that even this required meant that Jump drive ships were limited to a number of highly important routes) AND also that the number of variables involved made even calculations done on the must powerful computers open to error. Where navigational errors in FTL ships on Hyperspacial drives were minor problems, Jumpships either disappeared FOREVER, or exploded on emergence - neither of wich factor encouraged their use!

The Confederacy was therefore seemingly doomed - but, as one would expect, the citizens struggled on in the hope that their cumulative efforts might have some ameliorating effect. Yet, despite all these efforts, the rate of collapse was such that, by the latter part of the twenty-sixth Cycle, the Confederacy borders were reduced to approximately those of the Consillium - and the chances of the Phoenix lasting another Cycle seemed remote.

The twenty seventh Cycle - The Age of Rebirth

Yet, just as the situation reached what seemed to be the point of hopelessness and utter despair, Project Star-Reach made a sudden and unexpected "pay-out"! At the 9/5/19 of the first Cbluvoe of the twenty-seventh Cycle since the "Acceptance", Project Star-Reach initiated the first practical demonstration of what our records refer to as "The Portal of the Far Stars" (perhaps more closely rendered as the "Gate to the Stars", or, perhaps "Stargate").

The exact nature of this device is uncertain, as it seems to have been so well known to all Forerunners that it is merely mentioned in passing in ONE text. Whatever it was, and whatever it was supposed to do, it was evidently an outstanding success. It enabled the Phoenix Confederacy to stabilise its depleted volume of sovereignty at the reduced stage it had reached - and, within a mere millennia, to once again begin to expand outwards. At least, to expand outwards into pre-Collapse areas of the Confederacy. The rate of expansion - presumably all as a result of use of the "Gate of Stars" was incredibly rapid. By the last Cbluvoe of the Cycle, the Confederacy had, in many places, reached the line which had been the old border at its high point!

Also, amazingly enough, the wave of new expansion showed no signs of letting up - as the next section will reveal.

The twenty-eighth to forty-third Cycles - The High Years

Once the stability of the Confederacy was assured by the invention of the "Gate to the Stars", and once the old sectors had been reincorporated, an unprecedented wave of expansion began. Within the next two hundred thousand years, the Confederacy expanded throughout the entire Milky Way Galaxy! Though, whenever they actually explored ALL the volume of our Galaxy, rather than just parts of it is not certain; in any case, the distribution of Forerunner artefacts on habitable worlds is known to be very sparse out there towards the Rim. This seem to indicate a more "spotty" settlement towards the edge of the Galaxy - presumably expansion or exploration towards the hub would reveal a more dense distribution of Forerunner sites; this will have to wait definitive moves along those lines, however.

The old communication problems seem to have been entirely cleared up - a few records indicate that communication between one of the outposts on the Rim of the Galaxy and Home (near the Core) - a distance of some 40000 LY - took, when using the "Gate to the Stars" linkups - a mere TWELVE MONTHS. The actual "jump" between the entry-point and the exit Gate was virtually simultaneous, only the travel time to the entry Gate and from the exit Gate was needed. If prior FTL technology had been in use, the same trip would have taken a MINIMUM of ONE HUNDRED AND SEVENTY to TWO HUNDRED YEARS, one way! A round trip of over around FOUR CENTURIES! Even if we allow for the fact that the travel time mentioned WAS unusually fast (it is evidently mentioned as a speed record of some sort), other sources confirm that FTL travel was speeded up by as much as a factor of TWENTY FIVE times normal on most trips (for details, see the section on "The development of Forerunner Technology: Starflight" later in this FM)!

With this sort of improvement in communications, the Phoenix Confederacy looked to be virtually immortal. In fact, for almost a quarter of million years, the Confederacy enjoyed a period of peace and safety, coupled with an as yet unparalleled degree of technological advancement, that can truly be referred to as a "Golden Age". During this time, the Forerunners reached a level of technology that seems to us today - at the brink of that we arbitrarily refer to as TL/11 - to be out and out "Magic" (using Clarke's Law - "Any sufficiently advanced Technology is indistinguishable from magic."), and which we equally arbitrarily rate as TL/20.

Yet, of course, once the had settled or explored (we presume) most of the Milky Way Galaxy, they began to look even further outwards. By the end of our period, we have reason to believe (though this is based on a rather conjectural translation of only three short passages in three unrelated works) that they had begun a programme to travel to a nearby Galaxy. The means to be used seems to have been related to the "Gate to the Stars", though a different series of Glyphs was used - translating literally as "Gate to the Infinity" - to refer to it.

It was the "success" of this project - if such a term can be used to describe such a horrific result as was obtained, that begins the last phase of Forerunner history, and brings to an end their glorious story - over half a million years after it began.

The forty-fourth to fiftieth (?) Cycles - The Final Struggle

Exactly what happened on the fateful day of the first operational use of the "Gate to infinity" is unknown - even the Forerunners were evidently never able to determine the exact course of events, so what hope have we - coming some 1,000,000 after their final destruction - of ever knowing the truth? Whatever did happen, we can be sure of only one thing, the project must have succeeded in doing SOMETHING, as, within a few minutes of the powering up of the Gate, there were a series of massive explosions (observed by a ship just leaving the system on FTL drive) on the surface of the major planet. According to the Duty Watch, they were almost certainly the result of the use of SCORES of PLANETBUSTERS (or, to be more accurate, the Forerunner equivalent of them - which seem likely to make OUR versions seem like peas from a Peashooter) - the planet literally disintegrated under their impact! There were also some long-range scans that indicated the emergence of THOUSANDS of vessels from the now operative "Gate to Infinity"!

Within a few days, the Merchant vessel had reached the nearest Confederate planet - and had alerted the Confederate police Forces there of what had happened (the Forerunners had not needed a true military force in something like 200,000 years!) before continuing on their journeys. Several Police vessels where dispatch to investigate, but NONE returned. The Police Commissioner despatched request for more vessels, nothing further was heard from him or his Planetary base until three weeks later when an almost destroyed Scoutship limped into a major Confederate member world, one at the entry/exit point of a Stargate, with a single survivor aboard.

His report was that, within only a few days of the despatch of the investigatory patrol, a massive fleet of FTL vessels began to enter the System. When hailed by System Defence forces and Police vessels sent to intercept them, they opened fire without warning - destroying Confederate forces by sheer weight of fire. This gave the Planet enough time to activate their Xenon Damper fields and other Planetary defences - but the sheer weight of the attack enabled the defences to be overwhelmed. The attacking forces dropped tens of thousands of troops onto the major defence centres where they fought like madmen - giving and asking no quarter - taking massive casualties, but taking their objectives. Once these where in their hands, the Thermonuclear, Hellburner and Omega bombs (or their equivalent) began to fall on all major population centres. At no time did Confederate forces give any provocation for the attack, and numerous attempts to ask for surrender terms were ignored. The Scoutship was launched by the last intact Police facility, which expended its entire stock of offensive and defensive weapons to enable it some chance of escaping. Even so, it was almost destroyed, and had to make several short FTL jumps before they were sure they had lost all pursuit.

Despatches were immediately sent to the Provincial, Subsector, and Sector Capitals, as well as to Home - via the system's Stargate. However before significant reinforcements could be shipped in, reports from scores of nearby worlds of similar and equally vicious and unprovoked attacks were flooding in.

The major problem the Confederacy faced was that it had virtually no armed forces beyond the vessels of the Exploration Service (the "Far Scouts") and the Confederate Police; even the individuals Planets were relatively defenceless, having only limited local defence capabilities - after all, they hadn't fought anything that could be termed a "war" in almost 200,000 years! The attackers - who came to be termed "The Enemy" or "The Foe" - expanded their bridgehead rapidly - and within months they had taken a nearby Star Gate - opening up the whole of the Confederacy to their attacks.

There was little the Phoenix Confederacy's forces (such as they were) could do in the early years of the War (The Forerunners never seem to have given it a nome beyond "The War") beyond attempting to defend the vital Star Gates and some of the more exposed Manufacturing and Population centres. No attempts made to communicate with their attackers were ever successful - and, as far as we can tell, none were ever captured alive, either.

All this was to little effect, within only a few years of the initial invasion, the Foe had attacked and destroyed scores of thousands of worlds. More importantly, a mysterious Plague suddenly began to strike - virtually simultaneously - throughout widely scattered areas of the Confederacy. This Plague had no discernible symptoms until only minutes before the death of the victim - and proved to be totally incurable. Forerunner researchers never did find a cure - or even exactly what the cause or method of transmission was. The only explanation that seemed to make any sense was that it was a product of "The Foe" - as all initial outbreaks were in areas which had been attacked by light Enemy forces that had been beaten off, though nobody had any suspicion that actual physical destruction wasn't the aim until later.

The Plague proved to be the death blow of the Phoenix Confederacy - it killed something like 90% of those who contracted it, and no method of quarantine tried stopped its spread. The result was, within less than a thousand years, a decimation of the entire Confederacy's population. The only "good" result was it was relatively slow (if inexorable) in its spread, and, because of this, Confederate Industry and society in general was able to be put on a proper war footing. On top of this, those who never contracted the Plague were almost certainly immune - and passed this immunity on their offspring, making further use of Bioagents of a similar nature futile.

The initial and continuing success of the Foe was due more to overwhelming numbers than to technological superiority. Unfortunately, with so much of their population killed, the Phoenix Confederacy found that, though much of their Industrial Base was still intact, they had no-one to man it! Not only was this a problem, but so many sentients had died that it proved impossible to train replacements for vital scientists and technicians on the scale their complex and highly interlinked industries required. The result was that, though it took thousands of years to become a Deciding factor, Forerunner Technology went into a definite decline. The high-tech factories gradually decayed, as they were insufficient trained personnel to maintain them in repair - and even lower tech level facilities proved to be beyond the capabilities of the drastically reduced population to maintain. Eventually, Forerunner forces were reduced to using obsolete weapons, stiffened by millennia old high tech weapons kept in service by cannibalisation. The principle of operation of such weapons (and related High-Tech systems) behind the operation of which were literally like "magic" to the Soldiers who used them or the Techs who repaired them.

Even so, the Forerunners were more than able to hold their own in what became, pure and simple, a war of attrition. Evidently, relatively early in the piece, a "Hunter Team" managed to destroy (it is presumed) the "Gate to Infinity" - and thus cut off any possibility of reinforcements for the "Foe". The trouble was that, over the next several Cycles the remnants of both sides forces fought a vicious war of mutual extermination. We cannot be certain when this struggle ended - the last date in the records available to us (from the Algol site) is in the early years of the Fiftieth Cycle. The only thing we CAN be sure of is that the results of the War were so devastating that it has taken well over a million years for the descendants of the Forerunner races (ourselves!) to work themselves back up to even the reduced levels of technology that we have managed to reach.

