Hyperion
The culture and technology of societies portrayed in Dan Simmons Hyperion cantos is fairly unique.  This deals with the time frame of the first two novels, Hyperion and Fall of Hyperion, during the Ouster/Hegemony of Man war. 
There are two rival human societies in Hyperion.  The first, the Hegemony of Man, is a confederation of planets linked together by the World Web – transportation gates known as Farcasters that link all the civilized worlds together.   They are the settlers who left Earth after it was consumed by an experimental black hole that they were unable to contain.  The Hegemony is allied with the Technocore, sapient AIs that went their own way centuries ago but have a paternalistic view of their creators.  The Technocore is considerably more technologically advanced than the Hegemony or Ousters, and no one knows where the hardware that comprises their systems are now contained.

The Ousters are nomadic spacefarers, that turned their back on human society and its alliance with the Technocore.  They consider the Technocore an abomination, and believe it is actively working against humanity to keep humans from achieving their potential.  Travelling in their great swarms throughout the stars, they have created a new society, and have delved deeply into genetic engineering, recasting themselves in new roles, and adapting their bodies to the hash beauty of life away from planets.
Tech:

Ousters make extensive use of Particle Beam technology, both as a supplementary weapon and one the larger dreadnoughts even as a primary weapon with the Heavy Particle Cannon.   They also have a wide array of missile types and can be considered to have access to any missiles that Earthgov does in the B5 setting.   In addition on their lancer leader ships they also use a smaller, quick fire launcher as an anti-fighter defense.

Hellwhips – a focused laser beam that turns any material it strikes into plasma, Hellwhips are similar to Corillani Plasma Projectors, with the noticeable exception that they don’t decrease in strength over range.   They are treated as a combination Laser/Plasma weapon, in that they can’t intercept nor be intercepted, but also halve any armor present (except advanced armor, which they are treated as normal weapons with no armor modification properties).  In contrast they aren’t nearly as powerful at close range as Plasma Projectors (the raw damage is less), but they are very useful at medium and longer ranges, especially stripping enemy weapons.  Medium and Heavy Hellwhips are Raking (8) weapons.
Ouster Shields:  The most advanced tech the Ousters have, each Ouster shield icon acts as a single point gravitic shield.  However, Ouster ships often have small clusters of shields in each arc.  And their ability to manipulate gravitic fields in those arcs is second to none.

After the EW declaration phase, the Ouster captain must determine what mode the shields will be active in.  The default is gravitic shield, with each generator acting as a 1 point shield in that arc.  However, two shield generators acting in tandem in an arc can also be used as either a Gravitic Shifter or Gravitic Net.   If used as a Gravitic Shifter or Net, the weapon fires during the Weapons Based Movement phase.  Fire Control for the weapons are +2/+2/+2, with a -1 per hex range.
Note this means that in effect the Ousters may utilize these advanced gravitic technologies to change ship headings and even shift distances every round, as long as there are two working shields in that arc.   However, because they have to decide how the system will be used in the EW phase, they may be out of firing arc or range, and always have to consider the fact that they are lowering their shields to use them in these manner.  Ouster ships generally are light and swift, and without the protection of their shields can be extremely vulnerable to enemy fire.   In practice Ouster captains choose their moments to take advantage of the offensive capabilities of their shields very carefully.

Sensors:  Ouster ships generally have low sensor capabilities, as they refuse to use anything more than basic computers.  This is one of their bigger weaknesses, as for an advanced society their EW capability lags woefully behind.
Marines:  Ouster marines are genetically engineered to thrive in space, some even going so far as adapting to be able to endure vacuum without any external protection.  In space combat they get a +1/-1 to marine boarding and missions reflecting their advanced adaptations.  In a campaign setting they are commensurately weak in ground combat, but can overcome this with their powered armor suits.   However, these are expensive, and Ousters involved in ground combat tend to resort to high tech weapons, often of mass destruction.  Tailored bioviruses and tactical fusion bombs are often utilized in order to avoid hand to hand combat.

FTL:  Ousters and FORCE ships both make use of the Hawking drive.   It is an unusual FTL in that it actually allows for translation to superluminal speeds while in real space.  However, it is comparatively slow compared to most sci-fi genres (only a few multiples of C are possible), and while in real space it actually has relativistic time dilation effects.  In campaign terms the Hawking drive ships should be extremely slow in strategic terms, and also face time compression – the ships in question while in transit should get less time in terms of repairs or training, as they experience time slower than the world around them.  

Fatline:  a FTL communication traversing the ‘silent’ area of the hydrogen band, Fatline allows instantaneous communication throughout the universe.  It is perhaps the premiere communications technology in the genre, allowing not only direct instantaneous communication regardless of range, it also is capable of transmitting to every point in the universe simultaneously.   It is beyond the Ousters, Technocore, or Hegemony of Man to block transmission, but it is possible for ancient races.
Farcasters:  Point to point gate technology, the Ousters abhor it for its connection to the Technocore.  The Hegemony of Man society is based on the ability to step between worlds instantly, and in military matters as a matter of course bring Jumpships capable of acting as the end point of a farcaster jump, and build farcaster portals for their fleet transport needs.   

NOTES:

FORCE, the Hegemony of Man fleet

Farcasters (with Technocore AI assistance)

Hellwhips

Particle Beams (lances)

Fusion Bombs

Plasma Bombs

Missiles

Force Fields

Multiple Threat personnel weaponry

Hawking Drive (C+)

Fatline broadcasters

Notes on FORCE ship types 

scouts

torchships

Matte-black attack carriers, looking like thrown spears, with their launch arms lashed down, carry 100+ fighters and torpedo ALRs

3C command ships, as beautiful and as awkward as meteors made of black crystal

bulbous destroyers, overgrown torchships

perimeter defense pickets, more energy than matter, with massive containment shields which can be set to total reflection

fast cruisers, moving like sharks

lumbering troop transports, carrying thousands of FORCE:Marines in their Zero-G holds

frigates

fast attack fighters (ultralight interceptors)

torpedo ALRs (medium missile fighters)

farcaster Jumpships, massive dodecahedrons with vast arrays of antennae

hospital ship
FORCE planetary response unit (marine carrier, assault shuttles, fighter flight, ground assault)

Ouster Swarm

Tech – 

Personal genetic modification 

Space adaption

Mutable force field projection

Tailored bioviruses

Fatline broadcasters

Free fall grav harness troopers

Power armored space troopers

Major Planets:

Tau Ceti Center -  Hegemony capital

Renaissance V – library world

Deneb Vier

Lussus - heavy gravity hive world, Shrike Temple

New Mecca

Tingtao-Hsishuang Panna

Maui-Covenant – motile isles

Renaissance Vector

Nordholm

Parvati

Sol Draconi September

Fuji - created orbital shipyards

Asquith

Pacem – home of the Pax

Tempe

Mars – Olympus Command College

Metaxas

Qom-Riyadh – fundamentalist Islam

Armaghast – labyrinth world

Hebron

Gods Grove – burned by swarm, start of the Templar reseeding

Superweapon:

Technocore Death Wand Bomb

