
Kedervi Vanguard

The Vanguard hails from the confederation island of Kederva-Nui and is purely military. Their numbers are vast and highly trained to overcome the worst of problems. It is the Vanguard’s duty to help in protecting all life and will help those that most need it.
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1. Fortresses
Ta-Terros

On a thin northwestern mountain range that sits on the shore of Ta-Terros sits the grand fortress of the Kedervi Vanguard. Upon on of the mountains, facing inland, is the fortress itself, an almost city like compound. Two layers of thick walls are necessary to ensure complete defense of the fortress. Large towers line the walls, housing artillery weapons that can be quickly deployed against an attack. Watchtowers litter the fortress as well and even though they are smaller, they can hold one artillery battery at a time. 

Barracks are mostly in the outer layer of the fortress along with some warehouses. Storage facilities (armories, medicine, food, etc.) are in the inner layer with a smaller number of more high quality barracks along with small training facilities. The buildings are spaced far enough from each other for easy transit, and most are connected via strong bridges. 

In the center of the fortress is the courtyard which can hold up to over a thousand soldiers. In this courtyard are the many pens for kikanalo and mukau along with shielded orchards of food. Embedded into the mountain is the grand tower, sitting in a pyramid like structure. On the top of the tower is a rotunda where Leriu’s main office is. On each side of the tower are the aviaries which house taku, kewa, gukko, and the mighty graphys.

Inside the mountain is the forge where the workers use redirected lava flows and the heat to construct the many tools the Vanguard requires. Crafters practice often to make certain that nothing that leaves the forge is impure. 

At the base of the side of the tower is the main access to the mines. The mines run deep underground with three shafts already finished. Protodermis and lightstones are popular resources. Lava canals are constructed to redirect the flows of molten rock to minimize any danger level. Trams run throughout the mines but one in particular runs all the way to the other side of the mountain to the harbor.

The harbor is only half the size of the fortress on the other side of the mountain. It extends out onto the sea of course with various beams rising above it. These beams are lined with an intricate pulley system that can transfer supplies without any need to haul them by hand. As with the main tower, the storage facilities and houses are embedded into the mountain. 

Various towers sit in the ocean and in the mountain, allowing equal protection on the oceanic side. Fishing boats are often deployed to collect food. The harbor also contains supply and shipping boats along with the feared battleships of the Vanguard navy. 

This grand fortress is all powered by a facility deep within the mountain: the very heart of the volcano where the magma burns greatly. Geothermal generators utilize the heat to provide power throughout the fortress. Most impressive of all is the great rhotuka generator, which provides up to 70% of outputted power. If at any time the magma reaches a dangerous level, canals are in position to drain the lava out to sea. 

Le-Terros

The Kedervi fortress of Le-Terros was constructed in order to secure the alliance with CORtech and further the Vanguard’s position in Terros-Nui. Though this particular fortress pales in comparison with the one in Ta-Terros, it is unique in its own way.

The main tower reaches far above the tree line in order to see all across the forest of Le-Terros and is positioned rather close to the shore. The side of the tower that faces the ocean extends and widens all the way to the harbor. It is the main tower which holds the rhotuka generator. The harbor is integrated into the main tower and extends out to sea in a various beams and walkways which are all lined with the pulley system that assists in cargo transportation. 

Three other towers surround the main one and only reach partially above the tree line. Each level is armed with artillery weapons to defend the fortress if needed. Connecting each of the dwarf towers is a thick wall that cannot be walked upon like the one in Ta-Terros. The walls end at the shore to prevent ground infiltration to the dock. 

There are two gates to the fortress: one at the bottom and one midway. The mid gate has a bridge that extends out to a platform surrounding a tree. From the mitigate extends an elevated road to the main tower and from it several bridges that lead to auxiliary buildings.

All of the trees within the fortress walls have structures integrated into them. These buildings range from barracks, storage houses, hospitals, rahi pens, aviaries, etc. All of the buildings are connected by an intricate web of bridges. Platforms extending from the buildings and surrounding some trees are fitted with artillery weapons to be used in defense in case the walls were breached.
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2. Members of the Vanguard

The Kedervi Vanguard is comprised of Matoran, Toa, and Turaga. They often refer their higher ranks as “Lord” and to each other as “brother”, all together being “brethren”.  
Matoran

The matoran are the backbone of the Vanguard. There job as foot messengers also corresponds to the occupation of a coordinator on the battlefield. Matoran are often seen working in the mines of Ta-Terros as well and in the forges, crafting materials for the Vanguard. Without the matoran, the Vanguard could not function, and the Toa respect this and their work. Though the matoran are often seen on the battlefield as coordinators and messengers, they are fully capable of defending themselves with skill that matches the toa. Matoran are trained to use their small size as an advantage on the battlefield.
Toa

The foot soldiers and heavy laborers of the Vanguard are the toa. If there is heavy or highly dangerous work that a matoran cannot normally perform, toa are called in to fill this role instead. Most toa were former matoran who were chosen specifically in their trials to become one. Any matoran can choose to become a toa in the Vanguard; however the path to become one is difficult. Toa soldiers are the elite and no rookie receives training on the battlefield. Training is constant in the fortresses and their skill is highly exceptional. 
Turaga

There are many who choose to take on a more ‘enlightening’ path. Veteran toa who choose to, give up their toa energies to forge toa stones. When the stones that the turaga made are given to a group of matoran, the turaga trains that particular group. Often times, a turaga will also serve as an advisor to younger ones when they aren’t training new toa. Suffering from the lack of toa energy they are used to, turaga learn to overcome this syndrome and therefore are perfectly able to defend themselves with ease.
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3. Rahi of the Vanguard 
Mukau

The mukau is hardly seen among the armies of the Vanguard. These steed rahi are mostly used to pull cargo wagons over short distances or when no other rahi is available. The mukau make excellent mounts for matoran who must deliver messages and coordinate positions. As they are hardly seen in dangerous areas, mukau are only lightly armored and training is hardly needed since they use their natural defenses, horns and hooves, by instinct.

Ussal

Within the deep mines of Ta-Terros lives the famous ussal crabs. Their natural ability to dig through rock makes them a great asset to the miners. Miners will also use the ussal as transportation through the tunnels as they are seemingly built for the job. Ussal crabs also pull crates filled with rock deposits much like the mukau pulls cargo wagons.

Taku

These small birds are known throughout the Kedervi Vanguard as the messenger rahi. In order to send messages quickly, a letter is tied to the taku, the destination told, and perhaps how to get there if the standard way is dangerous. Taku are trained as soon as they can fly, and they can easily find their way. Their small size allows them to dodge quickly and get by tight obstacles in order to get a message to its rightful destination.
Kikanalo

The lumbering size and sheer power of the kikanalo makes it a natural choice for a toa mount. When armored, the kikanalo adds its horn into a battering ram charge through the Vanguard’s enemies. However, straightforward attacks cannot always be used, thus the kikanalo is trained to follow every direction of its rider, which could turn into an unnatural predator. The kikanalo’s massive strength puts it in charge of pulling the heaviest of objects when it is not being ridden.
Gukko

Not only do toa ride kikanalo, but they also ride the smallest bird that can possibly carry them. Gukko are adept at high maneuverability and banking. Seeing the Vanguard gukko change direction is an incredible sight. The gukko are often armed with two heavy kanoka artillery grade launchers. This, along with the toa’s own weapons, makes it a dangerous threat to many.

Graphys

Perhaps the largest flying rahi in existence, the graphys make an excellent choice for bearing a whole canopy, effectively changing it into an airborne battleship. Since the canopy only covers the main body of the graphys, the rest is heavily armored. Because of the incredible size of these beasts, there are only nineteen recorded in the Vanguard, five of them killed in previous battles on Terros-Nui. The Vanguard has six being grown currently.
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4. Weapons
An army is nothing without their weapons. Crafters in the forge constantly perfect their products in order to produce the best armaments for the Vanguard to use. 
Rhotuka Shield

These shields, which double as an offensive weapon due to their ability, are able to develop rhotuka spinners of the wielder’s element, spin or launch a kanoka disk, and hold various weapons. The rhotuka spinner function is seen more often, however. The launcher can charge up several spinners at a time and is capable of launching all of them simultaneously if the wielder chooses to or launch one at a time. A rhotuka spinner can also be charged to a great diameter, effectively making an elemental shield which can easily be fired and return back to the shield itself. The kanoka function is only used for special situations because carrying the necessary amount of kanoka disks would require large packs. Instead, most soldiers carry one shot kanoka that they spin on their shields to achieve their affects and then use it as a melee weapon.

Proto Weapons

Vanguard soldiers carry common protodermic weapons, which can be sheathed in the rhotuka spinner. These weapons range from swords to spears and those that wield them are extremely qualified to do so. Soldiers will often charge the proto weapons with their elemental power or use it to focus their power.

Artillery Weapons

The Vanguard will employ siege weapons when the need arises. These large engines of destruction can be wheeled into the battlefield and their projectiles are coated in protodermis to hold elemental energy which activates upon impact, delivering a blast of the specific element. Artillery weapons come into the form of ballistae, trebuchets, and cannons. Ballistae are more accurate and can accommodate for fast moving targets. Trebuchets require mathematical skill and timing to hit opponents effectively. Cannons use an explosive blast to launch their projectiles which pummel through targets at an alarming speed.

Rhotuka Batteries

These devastating turrets can launch any type of rhotuka on a far more impressive scale than their smaller cousins. Unlike the standard rhotuka launchers, rhotuka batteries require a little more time to charge their spinners and they can only fire one spinner at a time. However, the sheer power of a rhotuka fired from a battery greatly compensates for this defect. Rhotuka batteries require time to reconfigure which kind of element will be in the spinner that is launched and the gravity spinner is the only known rhotuka that requires even more time to recharge. The batteries are often loaded onto graphys or wheeled into battle like artillery weapons. 

Kanoka Launchers

The kanoka launchers are seen mostly when the enemy is capable of disabling rhotuka spinners. However, they are mostly given to gukko whereas the rider carries a rhotuka shield. Kanoka launchers developed by the Vanguard can fire a kanoka at incredible speed. Mostly, kanoka are augmented with cutting blades to infiltrate a large target and deliver the effect inside. Types of kanoka include….


Ground Forces Kanoka


•Weakening


•Freezing


•Shielding


Gukko Squad Kanoka


•Weakening


•Guidance/Tracking


•Speed

Kanohi

All toa of the Vanguard utilize Kanohi and are adept at figuring out which one to use in a certain situation. Those of the Vanguard practice with their Kanohi and some are skilled with one over the other. Some Kanohi types are prioritized over the other due to protodermis spending. Other Kanohi types are used when a mission objective requires it.


Ground Forces Kanohi


•Hau


•Akaku


•Ruru


•Speed


•Strength


•Kiril


Gukko Squad Kanoka


•Hau


•Akaku


•Ruru


•Miru


•Matatu


•Kiril

Back to Index
5. Vehicles
Graphys Canopy

The graphys can only be effective if they wear a massive canopy that covers most of their main body. The most notable feature of the canopy is four rotors with rhotuka spinners in their center. These rotors add to the speed of the graphys, but it still must use its wings to keep it and the canopy airborne. When at the correct angle, the rotors can allow the graphys to strafe or even hover, though it still must use its wings. The canopies allow for living quarters, small jail cells, and cargo holds. Graphys canopies have eight rhotuka batteries that are weaker than their regular cousins, and four forward rhotuka batteries. The crew consists of matoran maintenance experts, two turaga advisors, the toa captain, and two toa of the twelve elements each (twenty five toa total). Each toa has a kiril in order to administer emergency repairs or healings to the graphys. 
Battleship
Like the graphys canopy, the battleship has eight broadside rhotuka batteries and two forward ones versus the canopy’s four. Unlike the graphys canopy, however, the battleship is a boat, a little larger, and able to have more interior space without a rahi in the middle. Battleships use propellers powered by a rhotuka spinner in their center, similar to the rotors on a graphys canopy. The top deck allows for cannon and/or ballistae weaponry to be mounted and fired, adding to the battleship’s dangerous power. The crew consists of the matoran who oversee the maintenance of the ship and help deliver information, two toa of the twelve elements each, turaga advisors, and the captain.  
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