Hawk’s Primary Plymouth Rush





Description:  This is an “all-or-nothing” type rush.  This rush primarily puts all research into upgrading basic weapons making them more advanced and armored.  Only choose this type of rush if you intend to peak before getting rare ore.  This type of rush is will be hard to recover from if you cannot penetrate you’re opponent’s defenses.  This should only be done if you are trying to take you’re opponent out by mark 150 (approx.).  





Research:  (1) Metallogney.  (2) Hydroponic Growing Media (3) Robotic Image Processing (interchangeable with #4).  (4) Focused Microwave Projection.  (5) Mobile Weapons Platform (adv.).  (6) Heat Dissipation Systems (adv.) & Dissipating Adhesives.  (7) High Temperature Superconductivity (13 sci) (adv.) & Scout-class Drive Train Refit (12 sci).  (8) Independent Turret Power Systems (adv.) & Explosive Charges (flare!!).  (9) Rare Ore Processing (adv.).  (10) Advanced Vehicle Power Plan, (11) Advanced Combat Chassis (12 sci) (adv.) & Enhanced Defensive Fortifications (11 sci).  (12) Advanced Armoring Systems.





Colony Engineering:  (1) Build Adv. Lab, bring Vehicle Factory, University and Adv. Lab out, deploy miner and surveyor.  (2) Construct Smelter kit, idle guardpost(s) (if applicable).  (3) Build Smelter, construct Smelter kit, build cargo trucks (1 for each NEW smelter; 5 cargoes in all).  (4) Build Smelter and Tokamack, idle Structure Factory (to free scientists), build weapons.





General Weapon Usage:  Unless an opportunity presents itself, try to build up weapons until Advance Armoring Systems is completed (more vehicles you have, more it pays off).





Hawk’s opinion:  This is the rush I do 90% of the time at Pie Chart.  I wouldn’t worry about rare.  Game will probably be determined within 15 minutes.  Longer the game, less chance you have because of researching basic weapons upgrades and not advanced weapons.  Don’t worry about food; if you’
