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The Objective: L
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Create a combat unit using augmented D-Class e
personnel. These units should demonstrate enhanced NewHeader 3]
physical strength, durability, and weapons integration to = jmes
perform high-risk tasks with minimal human supervision. NewLine
The aim is to push the boundaries of human capability e
through biomechanical and cybernetic enhancements, T

ransforming standard personnel into powerful autonomous Jiia
combat assets.
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This presentation outlines the phased approach necessary
to achieve Project PRINCESS’s objectives and secure ‘
approval for implementation.
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The following presentation on Project PRINCESS describes

a highly experimental and ethically complex research
protocol involving human augmentation for combat
application. Viewer discretion is advised due to the .
explicit details of invasive biological and cybernetic

modifications, potential cognitive impacts, and aggressive

behavioral conditioning on human test subjects.

By proceeding, you acknowledge that Project PRINCESS's

methods and results are strictly for internal review l [resctsuecteaten
ithin secure Foundation parameters. Unauthorized TS

distribution, replication, or external discussion of this i

material is strictly prohibited and punishable by = & [owree ]

flisciplinary action. » o s
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PHAE 1: Reinforcement L=

[ ser

-

-> Muskuloskeletal Reinforcement
-> Muscle Augmentation and Endurance
Conditioning
> Sensory Optimization
-> Pain Tolerance and Neural
esilience Training
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: ASE 2: Cybernetics

-> Reflex and Reaction Time

Optimization

-> Sensory Feedback and Command
ompliance Monitoring

-> Advanced Pain Suppression and

Adrenal Modulation.

-> Cognitive Conditioning and Loyalty
Reinforcment
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POHASE 3: Conditioning

-> Exoskeletal Armour Integration
-> Modular Weapons Integration
-> Defensive Countermeasures

> Command and Control Interface
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PHASE

~> Pre-Trial Preparations
-> Tactical Scenarios Development
-> Execution

> Post-Trial Analysis and Data
ollection "
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