The Brotherhood of Nod 

Introduction

It is a critical moment for the Brotherhood.  GDI’s counterattack has us reeling on all fronts, and our beloved leader Kane has been taken from us.  We must fight on!  The technology of peace must not be stopped by the tyranny of GDI.  Let Kane’s vision live on! 

The technology of peace continues to move on as our continuing weapons research gives us powerful new tools with which to battle GDI.  Let the GDI cowards cower as we pound their bases into rubble with the Artillery Mark II and blast their mechanized armies into smoldering craters with the Mauler Shock Tank!  Let them tremble as our Bird of Prey and Snowspeeder fighters fill the air!  Let them hide in vain as our Beam Tanks slip past their defenses to seek them out and bring them to justice!  

Do not underestimate your foe.  McNeil is cunning, ruthless and will stop at nothing to defeat us.  He has a marked advantage in numbers over us and can afford to take losses that would cripple us; he has more resources and more brute-strength firepower.  GDI is strong; let us prove ourselves stronger!  

The battle ahead of us will be long and hard, but our victory is sure.  The time has come to throw off the tyranny of GDI, to liberate the planet, to embrace our Tiberium Future!  Peace Through Power! 

In the name of Kane,

Viet Ngo

Nod Commander Viet Ngo, T.S.U.E.P. Creator

Construction Yard + Power Plant 

Sandbags

Cost: 25

Sandbags are cheap, crushable and easily destroyed by explosive weapons.  They are useful for slowing or stopping infantry, especially engineers.

Light Post

Cost: 10

Light Posts can be used to illuminate your base during a night mission.  They come in white, red, blue, yellow, green, purple and orange colors.  

Light Tower

Cost: 100

The searchlight on this tower will search for and track enemy units in the immediate area.

Sentry Tower

Cost: 200

The Sentry Tower is similar to the Light Tower, but is has slightly more armor and is equipped with a light machine gun.  It is our cheapest base defense and is useful primarily for repulsing light scout forces.

Nod Hospital

Cost: 1000

As we do not have in-field medical teams, our new Nod Hospital is used to heal wounded Brotherhood infantry.  Send an infantry unit into the building, and in a short time he comes out at 100% health.  

Fake Construction Yard

Cost: 50

The fake construction yard is a dummy, but it allows you to build all the other fake buildings. The name is actually “Construction Yard”, but you can’t build real construction yards so there should be no mixups.

Construction Yard + Fake Construction Yard

Fake Hand of Nod, Fake War Factory, Fake Radar, Fake Tech Center, Fake Stealth Generator

Cost: 50

No more than wood‑and‑plastic shells, fake buildings are a cheap way to distract enemy attack forces, buying time to react.  The word “fake” is not included in the building’s name, so you’ll have to check the price to determine the difference between the real and fake buildings.

Construction Yard + War Factory

Gun Turret

Cost: 700

The Gun Turret is a long range 120mm cannon in an armored turret.  An updated version of our older (Tiberian Dawn) model, it is highly useful at repulsing GDI armor attacks.

Construction Yard + Nod Tech Center

Nod Training Center

Cost: 1000

At the Nod Training Center, Brotherhood troops are given new training and better equipment to improve their combat capability.  After a unit completes his training here, he will be at veteran status.

Colonial Marine Barracks

Cost: 1000

The Colonial Marine Barracks allows you to build Colonial Marine troops (see later entry).  It is a full barracks and can also be used for ordinary infantry.  The Marine Barracks is defended by dual Smart Gun turrets (see later entry).

HoloNet Transciever

Cost: 1000

The HoloNet Transciever is an advanced holographic communications system.  It allows two‑way communication to our new allies, the Rebel Alliance.

Temple Of Nod

Cost: 4000

Armament: Energy Pulse Cannon

The Temple is now defended by the new Energy Pulse Cannon, which is very powerful but has a low rate of fire.

Solar Panel

Cost: 100

Solar Panels are functionally equivalent to the GDI Power Turbine, but they take up a lot of space and are easily destroyed.

Sea Platform

Cost: 2000

While GDI considers sea power unimportant in a world of air power, we of the Brotherhood do not consider warships trivial.  The Sea Platform is a modified oil platform from which our navy deploys.  It is also a heavy-weapons platform equipped with SAMs and cluster missiles.  A warning: this structure is a weapons factory, and should be set as primary only when building amphibious units.  Setting it as primary when building a land-only unit will cause Tiberian Sun to lock up.  Conversely, building a naval unit at the War Factory will lock up too.

Construction Yard + HoloNet Transciever

Shroud Generator

Cost: 300

The Shroud Generator is a land‑based version of the Empire’s Planetary Shroud satellites  -- it absorbs all visible light within a certain radius of itself.  While one of these only darkens an area, several placed together can completely black out a section of the battlefield.  This is VERY annoying for human opponents, as you might imagine.  This graphic does not exist in the snow set, so the structure is invisible in snow maps.
Planetary Turbolaser

Cost: 5000

The most powerful defensive structure in Tiberian Sun, this monster has more power, longer range and slightly better rate‑of‑fire than the Obelisk.  Its only drawback is its extremely high energy requirement.  Actually, the term Planetary Turbolaser is normally used for the massive ground‑to‑space weapons the Alliance uses to defend systems from Imperial assault; our weapon is actually only a medium turbolaser cannon.  Our troops name this system after its larger cousins due to its extreme power – while it may be medium by the Alliance’s standards, it can make quick work of anything in this galaxy!  Unfortunately, the Brotherhood’s limited resources can only support one Planetary Turbolaser at a time.
Hand Of Nod

Heavy Cyborg

Cost: 1000

Recognizing the need for a less vulnerable anti-tank unit, we have extended the Cyborg line to include the Heavy Cyborg, a Cyborg trooper equipped with a heavy rocket launcher instead of a chain gun.

Civilian Scout

Cost: 25

These unarmed civilian volunteers assist the Brotherhood by providing us with battlefield recon data.  Quick, easy to kill and very useful anyway.
Hand of Nod + HoloNet Transceiver

Rebel Trooper

Cost: 450

The Rebel Alliance has sent Rebel Troopers to assist our forces in freeing the planet from GDI domination.  These troops are fearless infantry units equipped with blaster rifles and light body armor.  Rebel Troopers are superb all-around troops, whose only vulnerability is their inability to target air units.  

Boba Fett

Cost: 2500

Boba Fett is the galaxy's best bounty hunter, an elite warrior who relies on his combat skills to make a living.  He is currently employed by the Brotherhood.  Fett is equipped with a rocket pack, heavy Mandalorian battle armor, and a BlasTech A28 heavy laser rifle.  Build limit is one.

Hand of Nod +Colonial Marine Barracks:

Colonial Marine

Cost: 800

The Colonial Marines were sent to investigate the alien vessel we found during the last Tiberium War.  With the assistance of our troops, they succeeded in containing and destroying the alien threat to human life (for now at least), and now they fight alongside us to eliminate the global tyranny of GDI.  Marines’ primary weapon is the Smart Gun, a super‑rapid-fire 10mm pulse machine gun; the Smart Gun’s precision infrared auto-track system allows Marine units to take on air and ground targets at long range.  Only a single garrison of Marines was sent to Earth, so only 10 Marine units are available to a commander at a time.

Hand of Nod + Nod Tech Center

Thief

Cost: 500

The Thief is a special unit which can infiltrate enemy silos and steal the credits in them.  He is disguised as one of the enemy’s light infantry, so he should be able to slip past enemy defenses unseen – unless the enemy commander is alert enough to notice him.

Tanya

Cost:1200

Tanya’s back!  Well, not quite – the indomitable commando from Red Alert may be tough, but after 50 years she isn’t in combat condition – but her daughter’s pretty sharp (I think she married James Bond, but intelligence has better things to check).  The kid’s exactly like her mom, except she can shoot aircraft. 

Hand of Nod + Stealth Generator

Chameleon Spy

Cost: 1000

Our Chameleon Spy is an unarmed special agent equipped with a cloaking system.  Once there, he can infiltrate enemy buildings to gain intelligence data.  He can, however, be detected by infantry units.  

Ninja Trooper

Cost: 2500

The Ninja Trooper has a portable cloaking device and is armed with a short range, rapid-fire assassin pistol.  He is capable of decimating infantry ranks but is vulnerable to armored vehicles.  Only 2 Ninja Troopers can be on the field at a time.

Nod War Factory  

Troop Truck

Cost: 500

The Troop Truck can carry a squad of 5 soldiers at high speed and is fairly resistant to damage.

Flare Truck

Cost: 100

The Flare Truck deploys into a flare building.  Its purpose is base expansion – other structures can be built around the deployed flare.  The Flare Truck is a one-time deployer.

Nod War Factory + Holonet Transciever  

Cargo Pod

Cost: 200

The Cargo Pod holds up to 40 infantry units.  Designed to be carried and dropped by the Heavy Transport, this vehicle moves very slowly on its own.  

Speeder Bike

Cost: 650

Among the units the Rebel Alliance sent to assist us is the Speeder Bike, a super fast hovering scout bike armed with a rapid-fire laser blaster.  Very lightly armored, the Speeder is best used for “shoot-and-scoot” raids.

AT-ST All-Terrain Scout Transport (a.k.a. Chicken Walker)

Cost: 750

Thanks to the Alliance, the Empire’s scout/attack walker, the AT-ST “Chicken Walker”, has become a part of our arsenal.  With its medium blaster cannon and fair armoring, the Chicken Walker is useful for dealing with infantry and light vehicles, freeing up our heavier units to concentrate on enemy armor. 

AT-AT All-Terrain Assault Transport

Cost: 3000

The most powerful unit supplied us by the Alliance is the Empire’s AT-AT assault walker.  Although the Imperial battle walker’s heavy blaster cannons are not quite as powerful as the Mammoth 2’s railguns, the AT-AT is faster and can carry 25 troops.  

Nod War Factory + Nod Stealth Generator

Mobile Stealth Generator

Cost: 1500

When deployed, the Mobile Stealth Generator acts as a smaller, shorter-range version of the Stealth Generator.

Deceptor Stealth APC

Cost: 1500

The logical companion to the Stealth Tank, the heavly armored Stealth APC carries 5 infantry units in cloaked safety – unless alert enemy infantry hear it coming.  It is armed with a heavy machine gun.

Nod War Factory + Tiberium Waste Facility

Bio-Tank 

Cost: 2000

Since the original Pyragon Flame Tank we utilized in the First Tiberium War is now obsolete, we have retrofitted it with a new weapons system: dual toxin sprayers.  The resultant vehicle, the Bio-Tank, is capable of wiping out large concentrations of infantry in mere seconds.  However, the NBC (Nuclear, Biological and Chemical) protection systems found in armored units make them essentially invulnerable to biotoxin.

Nod War Factory + Nod Tech Center

Artillery Mark 2

Cost: 1000

The Artillery Mark 2 uses RAP (Rocket-Assisted Projectile) shells to achieve even longer range than its predecessor and is an ideal siege weapon.  Unfortunately, RAP shells have a slower firing rate than standard shells, and they also have a longer minimum range due to their higher speed.

Mauler Shock Tank

Cost: 3000

Those of us who have read Jules Verne’s 20,000 Leagues Under The Sea will recall Captain Nemo’s underwater airguns, which fired electrically charged bullets.  Well, now we have a real version!  We have mated the old Soviet Heavy Tank with our new electric shell cannon to create GDI’s worst nightmare: the Mauler Shock Tank. With the Mauler, we have the firepower to beat GDI in a fire‑on‑fire tank engagement; it has the hitting power and rate of fire to take on and wipe out whole battalions of GDI tanks.  Furthermore, the Mauler is amphibious and can cross the oceans to get at GDI.  

Beam-Tank

Cost: 2000

Brotherhood scientists have recovered and enhanced the Chronoshift technology created by the Allies (Red Alert) to create the Beam-Tank.  Modern enhancements to shifting technology allow this lightly armored unit to instantly jump to any location without any charging delay, making this new tank one of Nod’s deadliest quick-strike tools  -- despite the fact that missile weapons can maintain tracking lock on the Beam-Tank through its shift.  The Beam‑Tank carries the same missiles as the old Chrono Tank, but fires them in pairs instead of singly.

Subterranean Harvester

Cost: 1500

Since GDI has a habit of cutting off our supply lines by ambushing our harvesters, we have created a new advanced harvester capable of traveling underground.  The Subterranean Harvester is only exposed to hostile forces when harvesting or unloading, and it can cross under impenetrable terrain to reach Tiberium fields.

Nod War Factory + Nod Missile Silo

Ion Missile Launcher

Cost: 4000

Our scientists have been quick to grasp the potential of electromagnetic pulse weaponry, but they soon realized that producing a pulse directly, as the E.M. Pulse Cannon does, will always require exorbitant amounts of power and a long charging delay.  After several years of research, they have succeeded in developing a pulse generation system based on a nuclear warhead – instead of concentrating its energy into explosive power, the “E.M. Nuke” creates a powerful blast of energy that can neutralize all vehicles within a large radius of ground zero.  The prototype of the Ion Missile Launcher (IML), our first battlefield application of this new technology, is now undergoing field-testing.  The prototype vehicle has a sufficiently high rate of fire to completely immobilize an armored group and keep it out of action, and it also can fire through GDI’s FireStorm energy shields.  A range lock prevents the IML from firing at close range and disabling itself.  The IML prototype has little protection and must be carefully protected.  Build limit is one.  

Mobile Missile Launcher

Cost: 4000

The Mobile Missile Launcher fires a very powerful long‑range surface‑to‑surface ballistic missile.  To launch, it must first erect its sensor pylon; the missile‑like pod on the pylon contains the powerful sensor gear that allows the missile to be targeted with precision accuracy.  The MML launch vehicle is highly mobile and very fast, which is good because it has little protection.  The ballistic missile can blast through GDI’s FireStorm defense.  

Nod Sea Platform

STF Gunboat

Cost: 750

Quick and inexpensive, our STF (Striker Task Force) Gunboats are armed with a Russian‑designed ZSU‑23‑4 quad 23mm automatic cannon as well as American‑built Harpoon surface‑to‑surface missiles.  The Striker Task Force boats are ideal for fast-strike hit‑and‑run operations, using their standoff missiles to avoid engaging enemy defenses.  When they attack a target, they fire their missiles while moving in to gun engagement range. 

AEGIS Cruiser

Cost: 1500

The AEGIS Cruiser is a modern guided‑missile cruiser.  Its vertical-launch bays release powerful salvoes of long range missiles which can be used on both air and surface targets.

Iowa-Class Battleship

Cost: 4000 

The Iowa‑Class was the last class of battleship commissioned by the U.S. Navy.  Although made obsolete by aircraft carriers, the battleships were upgraded in the 1970s to carry Harpoon antiship missiles and Tomahawk cruise missiles as well as their normal battery of nine 16-inch cannons and 20 5-inch cannons.  We have had to roll armament back to two double 16-inch turrets for maintenance and cost reasons, but the Iowa is still a lethal fire support platform.
Nod Helipad

Chinook Transport

Cost: 700

The Chinook Transport is an inexpensive and fast way to airlift up to ten infantry.  However, the transport is vulnerable and should not be deployed into forward combat areas.

Nod Helipad + Nod Tech Center

Bird Of Prey

Cost: 2000

The Bird Of Prey is our newest and deadliest attack helicopter.  This gunship offers a powerful balance of speed, protection and weaponry.  The Bird Of Prey packs a large supply of laser-guided heavy missiles and is capable of moving into shrouded areas.  

Nod Helipad + HoloNet Transciever

Incom T-47 Snowspeeder

Cost: 1250

The rugged T-47 Snowspeeder is a very useful light scout/attack aircraft.  Relying on its speed more than its light armor, the Snowspeeder is unique in that its fast‑shooting light laser cannon does not run out of ammunition.  

Slave 1

Cost: 2000

The Slave 1 is Boba Fett’s ship.  This little devastator is the most dangerous bird in the skies, capable of pounding whole bases into rubble.  Its heavy armor protection and self‑repair system allow it to penetrate heavy air defenses and survive, and it can fly through Firestorm shields.  The thermal detonator bombs dropped from the Slave can pound anything into rubble.  Most dangerous of all, the Slave 1 does not have an ammunition limit.  Build limit is one.  

Heavy Transport

Cost: 900

Like GDI’s Orca Carryall, the Heavy Transport can tote a vehicle across the battlefield.  The difference is that the Heavy Transport has a parachute system; when force‑fired to a target, it will drop its cargo there from on high.   







