
Combine Technology exists as an expanding framework that supports the Combine's early
occupation through till the end. These systems form the backbone of of communication, movement
control, energy distribution, and synthetic deployment across the region. Much of the network is
provisional, built from relay towers, secured outposts, and temporary Nexus sites that keep the city
functional while the a large inhuman constrcut is created. Human personnel only interact with the
outer layers of this technology, the deeper systems, including pulse weapon production,
containment vaults, and the developing transabyssal architecture, remain firmly in Combine hands.
The result is a technological landscape that grows more intrusive each month, slowly reshaping the
city into a node of a much larger and far more complex empire.
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Overwatch Command



Overwatch Command

The Overwatch Central Intelligence Network (OCIN), is the means by which the Combine 
coordinates all ground forces on their occupied Earth, inclusive of Civil Protection, and other 
affiliate groups such as conscripted or provisional military forces. This intelligence network consists 
of a massive web of synapses and facilities specifically designed to act as relays for the main 
Artificial Intelligence hub in a given area. It is used primarily for data storage, but also functions as 
a means of relaying information or instructions to Overwatch military and Civil Protection 
forces via radio communication.

Designed primarily using stolen technology mimicked or copied from discoveries located on initial
incursions into the Aperture Science Research Facility which were then combined with more
advanced off-world adaptations, the OCIN is now far and beyond the most advanced AI network on
Earth.

Overwatch Central Intelligence
(OCIN)

Overwatch Central Intelligence Network
GLOBAL ARTIFICAL HYPERINTELLIGENCE
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It is directly controlled by the alien masterminds that hold this planet hostage - the Global Advisory
- to which they observe through envious eyes upon the rest of humanity with a devious intellect
behind it.

The OCI Network begins at the very apex of its pyramid of information relay hubs with large,
heavily fortified data centers planned within the Citadel of every major city on Earth. In 2014,
construction of these facilities is ongoing, with some sections partially operational. This separation
of centralized intelligence ensures that even if one Citadel is destroyed, the OCI network will
continue to function across the rest of the planet, though its coherence and consistency will be
heavily damaged in the area surrounding the destroyed Citadel. These 'primary data centers' as
they are referred to by the Combine serve as the most advanced and durable storage locations of
intelligence and information the Union possesses. It is here that the most critical information is
kept as well. Additionally, these hubs are in constant communication with other primary and
secondary hubs.

If a primary hub is threatened or destroyed, the network is intended to offload its data to other
hubs to prevent loss, though in 2014 this capability remains largely theoretical and untested.

These hubs are smaller, but still well protected facilities that house information considered less
critical to the Union's forces on Earth. Unlike primary hubs, secondary hubs do not contain
information concerning the Union's off-world operations or issues that involve global control, and
are instead more localized in their information. They may possess data on nearby enemy positions,
threats or dangers the Union is aware of, or high interest criminals that are either wanted by or in
the hands of the Union.

These hubs are fully operational and integrated into the OCIN network. While their destruction
would have less severe consequences than that of a primary hub, it could still disrupt regional 
communications and data flow. 

These locations are very small facilities or even just towers designed with a specific purpose in
mind: expanding the reach of communications for the Union. Their sole function is receiving
information or signals delivered by another location and boosting them to an intended location or
party, be that a squad of soldiers, another tower, or a nearby secondary hub.

O.C.I.N Functions

Primary Hubs: Only located within Citadels

Secondary Hubs: Located in smaller data centres, sometimes
outside of cities

Communication Relay Centres/Towers: Normally located outside
the bounds of city centres in either heavily forested or completely
open terrain



The destruction of one or even all of these towers would, while not completely removing the
Union's ability to communicate, significantly damage or degrade the quality or quickness of
information transfer outside the area surrounding primary or secondary hubs. This may at times
necessitate the physical delivery of information from one location to another by the Union.

These locations are decently well protected, usually by one or two squads of Overwatch Provisional
Arm personnel or Civil Protection if applicable.



Overwatch Command

Dispatch is not a person. It is not a unit. It is the voice of observation. In 2014, this layer manifests
as Scanners, small airborne drones that patrol cities, wastelands, and the Outlands.

Scanners hover silently, unseen but ever-present. They detect armed resistance, track movements,
and record anomalies. When they pass, there is no warning, no hesitation- their sensors sweep
every corner, every alley. Their intelligence is immediate, transmitted to the higher network for
evaluation.

Role: Field reconnaissance, threat detection, and data relay.
Limitations: Cannot issue orders. It cannot act beyond observation unless elevated to 
Dispatch AI status.

Dispatch is the nervous system of occupation, feeding information upward while remaining 
invisible to those it watches.

The Central Directive Network

The Combine maintains an invisible web across all districts, a layered network of 
observation and control. At its foundation lies Dispatch, the “eyes in the air.” 
Above it, Dispatch AI interprets, coordinates, and enforces. At the apex, the 

Overwatch Voice presides- one of the ultimate arbiters of order, omnipresent, 
indifferent, and absolute.

“

Dispatch
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Where Scanners observe, Dispatch AI decides. This localised intelligence layer interprets streams of 
incoming data, coordinates manpower, and enforces socio-stability codes.

When active, Dispatch AI allocates Civil Protection units, corrects protocol deviations, and manages
alerts in real time. It speaks not in words but in directives, numerical sequences, and code bursts,
filtered through the functionaries helmet overlays or radio pieces. Its presence is felt in every
patrol, every sweep, every adjustment of citizen routines.

Role: Tactical coordination, operational enforcement, manpower allocation.
Behavior: Calculated, emotionless, precise. Deviations from its instructions are 
automatically flagged and corrected.
Reach: District-level authority; subordinate only to Overwatch Voice.

Dispatch AI is the brain of the local network, unseen yet inescapable, ensuring that the
Combine’s will is obeyed even when no officer is present.

Overwatch is the central authority, the ultimate node of command across all Combine-occupied
Earth. Its voice reaches from the armories of City 17 to the peripheral Outlands, transmitted
through public broadcasts, helmet overlays, and command terminals.

It is neither human nor machine- it is a judgment, a constant reminder of submission. Its
commands are precise, detached, and sometimes cryptic, cloaked in euphemisms drawn from
medicine, law, and procedure. When it commands, enforcers obey without question.

Role: Global coordination of human, transhuman, and synthetic forces; public 
broadcaster; ultimate judge of resistance.
Methods: Tactical directives, reinforcement orders, socio-stability assessments, and 
citizen compliance notifications.
Effects: Immediate and absolute; disobedience triggers punishment, reassignment, or 
termination. Rewards and privileges are meted through calculated algorithms.

Overwatch is not merely a commander; it is a presence, felt in every patrol, every broadcast,
every hesitation. Its judgments are final, its reach unbroken, its indifference absolute.

Dispatch AI

Overwatch



Weaponry & Vehicles



Weaponry & Vehicles

Pulse weapons exist, but they remain rare and inaccessible. Their construction, energy systems,
and handling protocols have not yet been shared with human personnel such as Civil Protection.
The knowledge remains limited to what can be inferred from brief sightings, distant deployments,
and indirect reports. Human forces continue to rely on conventional ballistic equipment until pulse
technology reaches stable production and clearance for wider use.

CV-1000 Stun Baton

Civil Protection Series | First-Issue Enforcement Tool | Generation One Compliance Device

The CV-1000 Stun Baton represents the earliest standard-issue compliance tool deployed 
by Civil Protection units during their global emergence following the Combine’s ascension. 
Based on crude pre-war law enforcement designs, the CV-1000 was rapidly developed by Combine 
sub-manufacturing arms to serve as an accessible yet brutal tool of direct population control.

At its core, the CV-1000 is a reinforced melee device consisting of a rubber-insulated alloy
handle fused with a conductive metal shaft, enhanced by a shock-guarded grip ring that 
shields the internal activation switch. This guard not only prevents accidental discharges but also 
mitigates disarmament in close-quarters combat, allowing a Civil Protection unit to maintain a 
firm grip even during aggressive engagements.

The striking end of the baton is built from densified Combine composite plating — both 
electrically conductive and structurally resistant to fracture. Basic internal wiring channels a 
constant high-voltage output from a compact power cell embedded in the handle, enabling 
instantaneous current transfer upon contact with a target.

Unlike later-generation models, the CV-1000 lacks modular voltage control or impact
dampeners. It delivers full charge output with each strike, regardless of the situation. This 
crude yet effective design was favored during the earliest crackdowns, where displays of absolute 
force served both tactical and psychological objectives.

While later batons would introduce regulated compliance settings to better serve across variable 
threat levels, the CV-1000 was not designed with restraint in mind. A single active strike could 
incapacitate most unarmored targets instantly, and two consecutive blows were typically
sufficient to render even hardened resisters unconscious or immobile.

Weaponry (WIP)

Design and Construction

Operational Use and Public Response



Due to its lack of safety modulation, many early detainees referred to it grimly as "the Re-
Educator." Reports from relocated sectors describe intense neuro-muscular disruption, 
involuntary collapse, and memory blackouts following exposure. Civil Protection logs indicate that 
excessive use occasionally resulted in neurological damage, cardiac distress, or death — though 
such outcomes were categorized internally as “acceptable collateral for optimal behavioral
compliance.”

As time passes and newer-generation stun batons are in development, the CV-1000 is 
planned to be phased out in frontline urban centers. However, it is expected to remain in
deployment within less stabilized or lower-priority sectors, where its raw intimidation
factor and proven durability continue to serve the interests of Civil Protection doctrine.

The SR-1, commonly referred to as the Pulse Carbine, is an early-generation directed energy rifle
deployed by the Overwatch Transhuman Arm (OTA) prior to the standardization of the AR2.
Lightweight and modular, the SR-1 bears a structural resemblance to late 21st-century human
firearms, making it a familiar—if terrifying—sight during early Combine occupation phases.

Despite being a standard-issue weapon within the OTA, the SR-1 is rarely seen by civilians due to 
its restricted deployment protocols. Primarily utilized by Ordinals and Biotic Containment Units, 
it is often absent from routine Civil Protection operations or urban suppression sweeps. The only 
species likely to call the SR-1 “common” are the Vortigaunt Tribes, who are frequently hunted by
Combine teams equipped with this weapon, owing to the threat Vort-kind pose when unshackled.

The SR-1 fires condensed pulse rounds from compact cylindrical energy cartridges mounted 
beneath the barrel assembly. Each cartridge contains enough charge for approximately 24 shots, 
with each pulse round carrying enough kinetic and thermal energy to easily penetrate kevlar
and light armor. Though armor-piercing in function, pulse rounds differ significantly from 
conventional AP munitions: instead of simply piercing tissue, the round delivers an immense
transfer of impact force, coupled with searing heat capable of instantly cauterizing or
vaporizing flesh around the entry point.

The result is often fatal even from non-vital hits, as the combination of force and thermal
trauma causes catastrophic disruption to internal structures, reducing the likelihood of recovery or 
resistance.

SR-1 | Light Pulse Carbine

SP-2A | Heavy Pulse Machine Gun

SS-2G | Pulse Sub-Machine Gun



SG-1 | Heavy Pulse Shotgun



Weaponry & Vehicles

In the fragile early years of the occupation, the Combine identified a persistent weakness in its 
enforcement apparatus: resistance cells moved swiftly through contested terrain, and static patrols 
failed to close with them effectively. To address this, the Combine adapted terrestrial freight 
technology into a rolling bastion of firepower and troop mobility- what would come to be known 
among occupied populations as the Armored Personnel Carrier, or APC.

Heavily modified from captured industrial transport frames, the APC is more than conveyance. It is
a mobile strongpoint, a fortress on wheels capable of penetrating hostile positions, delivering
troops into contested zones, and providing suppressive fire sufficient to fracture coordinated
resistance. Its presence reshapes battlefields and reshapes expectations of Combine reach.

Vehicles

APC-14 | Light Armored Personnel Carrier

Design and Capabilities
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The APC’s chassis is an amalgam of thick composite plating, reinforced undercarriage armor, and
adaptive suspension designed for rubble‑strewn streets and broken highways. Its wheels are broad
and segmented, capable of traversing broken terrain that would stall less robust vehicles.

Mounted atop its reinforced flank is a pulse cannon, feared for its combination of sustained fire and
explosive impact. This weapon cuts swaths through cover and obstacles, forcing entrenched
insurgents into the open. Secondary turrets (smaller rapid‑fire pulse emitters) survey flanks and
rear arcs, eliminating threats that would otherwise flank the carrier.

Inside, the cabin is cramped and fortified. Imported synthetic materials line the interior, shielding
passengers from small arms fire and shrapnel. Civil Protection units, Overwatch Provisional Arm
personnel, disembark only when the situation demands close‑quarters engagement.

APCs serve in multiple capacities:

Rapid Response: When Overwatch detects insurgent activity outside the reach of 
standard patrols, APCs are deployed to intercept, contain, and compress resistance 
movement.
Troop Transport: They deliver enforcement personnel quickly into contested corridors, 
abandoned districts, or high‑value infrastructure points.
Fire Support: Their pulse weapon systems suppress enemy positions, break fortified 
lines, and dominate open engagement zones.
Psychological Presence: The sound of an APC approaching carries weight; resistance 
forces often disband rather than face its advancing guns.

While not as numerous as Scanners or Sterilizers, the few deployed APCs ensure that no sector
remains entirely beyond Combine control. Their mobility bridges the gap between static defense
and active suppression.

AD_4nXfZ8CTjFE5TfaZXENGLWbuH3EMYzwvF0mn2IVsCfMDbmn60HqBJPZVziQwRUwvm8Z6nCmTxwk_Uw4jHfHFPyM1tjaTk3q2nXUbezsH9it723sWUxlzx15ebrBNVMjzMXuy48vHI1Q?key=WO_M0tuBcerJHieKxHKv5u1r

With the world now secured by the Combine and APCs became the mainstay policing vehicles of
the Civil Protection, the members of the Administration saw the need for a more off-road and
robust version of the original APC-14. This is where a few cities dedicated some resources to,
creating the first concept design of the ATC was released to the Protection Leadership in 2009.

With the design shown and some recommendations actioned, the first buildable design was made
in 2011, the first production vehicle to hit the roads showing its versatility of various types of

Operational Role

ATC-C-155 | Advanced Transport Vehicle



terrain using an AWD system and adjustable suspension, allowing it to easily climb steep hills,
sandy, wet or even in some cases icy terrain. It was approved for full production in late 2011.

The ATC-C-155 is a larger version of the Combine APC capable of carrying up to 10 to 15 Civil
Protection Units. Mainly functioning as a transport vehicle similar to the original APC-14 but with a
large variety of modifications and systems engineering, one such improvement is its armour
plating as well as its newly improved MPPT-2 turret capable of firing 1600 bullets per minute.
Another feature consists of its ability to carry far more units compared to its smaller brother as well
as donning a frontal dark energy engine allowing it to travel at speeds of 75km/h on off-road
terrain and providing a speed boost uphill or mountainous areas. Its suspension is superior to the
APC-14 due to the larger wheel size and rainforest body frame.

There also exists the -1 and -2 variants of the ATC-C-155. The -1 variant of the ATC swaps out its
transport system for a Command and Control center for on the move Outland Operations. The
Command variant comes equipped with improved reactive armour plating, as well as a light-weight
design, allowing the vehicle to transform into a FOB when not moving. Due to the weight increase
from the Command and Utilities, it features a dual frontal dark-energy engine allowing it to travel
at speeds of 105km/h on off-road terrain and providing a speed boost uphill or mountainous zones,
this works in conjunction with its improved suspension, utilizing a reinforced frame and stronger
hydraulics.

The -2 variant is the Utility version of the ATC, while not much different from its original
counterpart, this vehicle is designed more for combat than transporting. Featuring a inbuilt weapon
and ammo rack to supply local forces, as well as providing a new armament to the vehicle which is
the DPC-4 (Direct-Fire Pulse Cannon). Similar to the -1, it also utilizes the same Dual-Engine setup.

Crew: 2 (Driver & Gunner)
Passengers: 10-15 (personnel transport configuration) 0 (all other configurations)
Length: 
Height: 
Empty weight (no modules):
Gross weight: 
Powerplant: 
Main Engine dimensions:

Maximum speed (Off-Road): 75 km/h (47 mph) - Other Variants: 105 km/h (65 mph)
Maximum speed (On-Road): 149 km/h (90 mph) - Other Variants: 193 km/h (120 mph)
Range: TBD

Design

General Characteristics:

Performance



Armament: 1x Multi-Purpose Pulse Turret (MPPT-2)



Structures



Structures

The Citadels are towering Combine megastructures deployed on subjugated worlds as symbols of
absolute control and command. While often perceived as monolithic headquarters, their true
function is multi-faceted: Citadels are central command spires, military bastions, population control
hubs, and dimensional relay cores- integral to maintaining Combine authority on planetary scales.

On Earth, construction of the Citadel network began shortly after the Seven Hours War and the 
subsequent Unification Treaty. The Combine selected eight primary terrestrial locations as 
strategic loci for these spires, aligning with major continental population centers and key 
dimensional fault points. As of 2014, all planned Citadels are still under construction, with 
foundational infrastructure in place but none yet reaching full vertical completion. Each site hosts a 
Citadel Anchor, the early-phase core of the structure.

The Anchors are subterranean constructs that stabilize transdimensional energy and support early 
infrastructure. Though the global 

The Emerging Combine
Structure

The Role of the Citadels & Anchors | Pre
Suppression Field
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Suppression Field 

described by Dr. Breen in later broadcasts does not yet exist, the Anchors emit limited, localized
suppression fields. These fields interfere with human reproductive biology within controlled
zones and concentrate around urban centers intended for long-term occupation.

Anchors also maintain a tenuous dimensional interface between Earth and the Combine 
Overworld. This early stabilization reduces the risk of “Portal Storms” and lays the groundwork for 
future energy relays, phase-through transportation, and interdimensional communication.

Air Surveillance: Early Scanners operate above urban centers, relaying reconnaissance and 
deploying minor ordnance when needed. These operate alongside passive observation tools like 
City Scanners and Civil Protection patrols.

Dimensional Interfacing & Stabilization: Anchors maintain stability between Earth and the 
Overworld (the Combine's interdimensional network), laying the groundwork for future phase-
through transportation and signal relays during Early occupation where portal energy is still highly 
present in the occupied worlds atmosphere. 

Military Deployment Nodes: Even at this Early phase, the Anchors function as fortified Combine
strongholds. They house compact fabrication bays, repair bays, containment blocks, and bio-
storage pods for dormant Synthetics.

Citadels are designed as much for psychological impact as military might. Their sheer scale, 
featureless surfaces, and partial visibility on the skyline are intended to project inevitability.
Humans observing construction sites are meant to perceive an unstoppable, eternal presence;
even as most systems remain incomplete.

Operational Capabilities and Defense
Contingencies
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For the Combine, Citadels 

are tools of preparation: they convert occupied cities into staged environments for population
control, experimentation, and eventual integration into the broader Universal Union. Every
incomplete floor, every partially erected spire, serves a function: anchoring dimensional energy,
housing troops, or testing infrastructure that will later support full-scale suppression and
occupation.

Even unfinished, the Citadels mark Earth as under observation, under control, and already
partially claimed, signaling to both citizens and insurgents that resistance will be measured
against an empire in relentless expansion.
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Structures

Nova Prospekt Recusantory
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Deployables

The CHD "Aegis" Barrier System is the Combine's standardized deployment of hardlight-
based containment fields used in urban occupation environments. Leveraging advanced
photon interactivity modulation and carbon-fusion lattice support, the Aegis system
enables fast-deployable, semi-permeable energy barriers for urban suppression, corridor denial,
and perimeter lockdown operations.

Unlike traditional ballistic barricades or pre-war mechanical gate systems, CHD barriers are 
modular, impervious to small-arms fire, and capable of on-demand deployment, making
them ideal for Combine pacification protocols and transit restriction mandates.

CHD barriers are composed of photonic constructs projected from paired emitter pylons,
arranged opposite each other at designated field nodes. These pylons generate a stabilized
hardlight lattice by:

Combine Hardlight Fields (CHD)
| AEGIS Barrier Systems

Combine Hardlight Deployment (CHD) "Aegis"
Barrier Systems

Technology Overview
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1. Amplifying photon binding through a resonance field, increasing the interactivity
between photons beyond naturally occurring limits.

2. Drawing ambient carbon molecules from the surrounding atmosphere, especially from 
degraded industrial zones and airborne particulates.

3. Fusing the carbon into the photon lattice via microscale plasma bonding, resulting in 
a semi-permanent carbon fiber matrix that gives the barrier physical resistance and 
form.

This hybrid light-carbon mesh exhibits strength comparable to pre-war military-grade composite 
armor plating while maintaining the inertia-deflecting, massless properties of light-based 
constructs.

Each CHD unit consists of:

Dual Phase Emitters (Model: Vx-2F): Opposed pylons capable of synchronized lattice 
projection.
Power Core (Type-4 Xen Reactor Node): Supplies a constant field charge; protected 
from tampering by proximity shielding.
Modulation Core: Determines field behavior, including:

Permeability (e.g., blocking humans, allowing Combine-encoded IFF signals)
Field polarity (directional collapse on command)
Decay protocol (emergency shutdown via administrator override)

Checkpoint Control: Used to partition City sectors, enforce curfews, and create 
compliance choke points.
Containment & Quarantine: Rapidly deployed in response to rebellion hotspots or 
biohazard contamination events.
Crowd Management: When integrated with Civil Protection formations, Aegis Barriers 
provide active suppression zones and dispersal corridors.
Automated Integration: Compatible with Scanner and APC IFF systems, allowing
dynamic barrier behavior based on personnel access hierarchies.

Field visibility is deliberately translucent, often glowing in blue or yellow hues to induce 
psychological compliance in Citizens.

Field Generator Configuration

Applications in Urban Environments

Operational Notes



Barrier duration is indefinite when powered but will fail immediately if both pylons are 
disabled or separated beyond the link limit (~12m).
Touching the barrier while "red" with unprotected flesh results in:

First-degree burns
Temporary nervous system disruption
Short-term amnesia or neurodesync (in rare, prolonged exposures)

Footnotes

Unauthorized access to barrier pylon cores will result in detainment and
corrective Re-Education.
Pylons emit detectable radiation; prolonged exposure without Combine-issued
shielding is prohibited.
Citizens are advised: “Do not touch the barrier. Comply and proceed.”

“



Deployables

In the early years of Earth’s occupation, the Combine sought efficient ways to enforce order 
without committing large numbers of human assets to routine patrols. Ground forces were 
valuable, costly, and slow to respond across sprawling urban districts and fractured Outlands. From 
necessity came innovation: a small, airborne synth designed for surveillance, interdiction, and 
rapid response. This craft would become known among citizens as the Manhack or referred to as 
Viscerator by the Overwatch Voice.

Manhacks are compact aerial drones deployed from ground units, patrol vehicles, or regional
depots. They are clad in segmented steel plating, their sharp, spinning rotary blades reflecting
ambient light like the teeth of some predatory relic. Their design is simple yet terrifying in its
purpose: they see all, pursue without hesitation, and strike without mercy.

Manhacks are not autonomous in the sense of independent decision‑making. Instead, they operate 
as remote enforcers of the Combine’s will, tied into the Central Directive Network through 
Dispatch AI and its layered command hierarchy. 

Manhack

Combine Aerial Surveillance and Enforcement
Drone

Behavior and Functionality
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Manhacks patrol assigned corridors and airspace, sweeping for

anti‑citizen activity, hostile signatures, or unauthorized movement. They hover with mechanical
precision, powered by low‑frequency energy cells that drive their counter‑rotating blades and
sensor arrays. When a target is detected—whether through thermal signatures, motion anomalies,
or Dispatch AI cueing—the Manhack pivots with mechanical intent and pursues relentlessly.

Their offensive capability is deceptively simple: spinning disc blades designed to shred soft tissue
and light armor alike. They strike swiftly and without hesitation, often cutting down resistance
elements before ground units arrive. To the Combine, Manhacks are efficient tools of suppression;
to the population, they are airborne huntsmen, ever vigilant and impossible to ignore.

Manhacks are typically deployed in groups, their coordination overseen by Dispatch AI. Packs of
eight or more may sweep an area during heightened alerts, responding to flare signals from City
Scanners, local patrols, or broadcasted directives. In more volatile sectors such as industrial ruins,
unregulated districts, and Outland routes, they are used as forward observers, softening
resistance, staggering insurgent forces, and relaying live data back into the intelligence network.

The psychological imprint of a Manhack is deliberate. Their whirring blades and unwavering pursuit
evoke anxiety and urgency among civilians and insurgents alike. The Combine exploits this fear.
Every Sweep Alert, every overhead buzz, reinforces compliance by reminding observers that the
occupation watches not only from the skies but through them.

Deployment and Integration

Psychological Impact
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Deployables

The Sterilizer is the Combine’s answer to unattended resistance strongpoints, perimeter breaches,
and unpredictable civilian gatherings. Deployed across relocation zones, sector checkpoints, and
strategic chokepoints, it exists to enforce compliance without the constant presence of human
enforcers. Unblinking, unfeeling, and relentless, the Sterilizer represents a cold logic: any entity
classified as “threat” must be neutralized.

Unlike its airborne counterparts, the Sterilizer does not seek. It guards. It does not patrol. It 
secures. It stands at thresholds- along alleys, at destroyed transit junctions, outside collapsed
industrial complexes- waiting for motion, heat, or unauthorized patterns to cross its sensors.

The Sterilizer is constructed from a heavy metal chassis mounted on stabilizing legs or a fixed 
base. Its main armament is a rapid‑fire pulse cannon, capable of directing sustained energy
bursts at hostile targets. Sensors mounted around the unit feed thermal, motion, and biometric
signatures into integrated targeting systems. When an unauthorized life signature or resistance

Sterilizers

Automated Combine Defensive Turret

Design and Mechanism
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signature is detected, targeting locks, and the Sterilizer discharges with clinical accuracy.

Sterilizers are typically positioned to cover:

Perimeter Lines: Around relocation sectors, fortified Civil Protection posts, and critical 
infrastructure points.
Checkpoints: At passageways where citizen movement requires monitoring and control.
Frontline Buffer Zones: Near Outlands access routes or pathways prone to insurgent 
movement.

When a disturbance crosses assigned parameters, the Sterilizer activates instantly. Targeting
arrays engage, pulse cannons track, and energy bursts begin. Resistance fighters often learn too
late that the Sterilizer does not hesitate, does not falter, and does not recognize pleas or surrender.

The presence of a Sterilizer is a message: territory is watched, lines are drawn, and no one is
beyond the Combine’s reach. For citizens, its mechanical posture reinforces compliance; for
insurgents, its firezone culminates fear into action.

Where Manhacks hunt, Sterilizers anchor.

Functionality and Deployment

Psychological Purpose



Deployables

Where the Combine’s technology intersects with the untamable wilds of Earth’s fauna, there 
emerges something neither wholly machine nor purely organic: the Headcrab Shell. These 
hulking constructs are not products of Combine design doctrine, nor are they born of Earth’s 
original ecosystems. They are the result of adaptation- a fusion of alien influence and terrestrial
menace that the Combine loves to do.

During the early years of occupation, the Combine encountered pervasive infestations of 
headcrabs in derelict corridors, collapsed infrastructure tunnels, and quarantine breaches. Simple 
resistance engagement proved costly as swarms overwhelmed enforcement lines and disrupted 
stability initiatives. When conventional suppression failed, the Combine responded not by 
eradicating the threat outright, but by weaponizing it.

The Headcrab Shell is the outcome.

Headcrab Shell



The Shell appears as a massive, armored exoskeleton woven around a hive of headcrabs. Its form
is grotesque yet functional: thick, composite plating fused with sinew, organic chitin, and volatile
neural clusters. A shell’s bulk resembles a squat behemoth. Within its armored carapace,
headcrabs scuttle, coordinate, and provoke; driven not by instinct alone, but by bio‑engineered
triggers derived from Combine experimentation.

Where traditional headcrabs are pests, the shell‑borne variants are siege beasts, bred to break
lines and fracture defense protocols.

The Headcrab Shell does not hunt with finesse- it overwhelms. Its thick plates shrug off small
arms fire as if caressed by mere wind. From beneath its shell, coordinated swarms of headcrabs
erupt in sudden bursts, tearing at flesh and armor alike. Unlike ordinary infestation clusters, these
constructs exhibit patterned aggression, responding to sound, movement, and threat signatures
with lethal coordination.

The Combine treats Headcrab Shells as containment countermeasures rather than assets. They 
emerge where infestation stabilization fails or where resistance movements have exploited 
headcrab populations to create chaotic battlefields. In Outlands corridors and quarantine rim zones, 
they appear without warning, crushing patrol points and diverting enforcement resources.

In rare instances, shellings are deployed in slums within City and District limits- usually as a
punishment for rising anti-civil movements.

When a Shell is sighted, standard protocol is withdrawal and recalibration. Civil Protection and OPA
personnel are instructed not to engage without heavy suppression support. Infantry are advised to
focus on mobility and coordinated fire to avoid encirclement.
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Headcrab Shells serve both tactical and symbolic roles. They remind all who encounter them that
occupation does not guarantee safety from the wild forces that predate it. They blur the line
between engineered order and primordial chaos.

For occupied populations, rumors of Shell sightings spread faster than the creatures themselves, 
fostering dread, uncertainty, and compliance. For resistance groups, the Shell is a hazard and a 
testament to the Combine’s capacity to harness Earth’s nightmares as tools of suppression.

In the war for Earth’s surface, these constructs are neither ally nor traditional enemy. They are the
wild cards: unpredictable, brutal, and terrifyingly efficient at turning any battlefield into a crucible
of survival.

Psychological and Operational Impact


