
 

Your mind is software. Program it. 

Your body is a shell. Change it. 

Death is a disease. Cure it. 

Extinction is approaching. Fight it. 

Eclipse Phase is a trademark of Posthuman Studios, LLC. Some Rights Reserved. Original text content of 
eclipsephase.com is licensed under the Creative Commons Attribution-Noncommercial-Share Alike 3.0 Unported 
License. Original artwork content of eclipsephase.com is copyright© 2008 - 2011 Posthuman Studios, LLC unless 
otherwise specified.



Character Creation 

1. Choose a Background 
Enhanced Background Brief Descriptor 

Drifter You were raised with a social grouping that remained on the move throughout the Sol system. This could 
have been free traders, pirates, asteroid farmers, scavengers, or just migrant workers. You are used to 
roaming space travel between habitats and stations. 

Fall Evacuee You were born and raised on Earth and evacuated during the horrors of the Fall, leaving your old life (and 
possibly your friends, family, and loved ones) behind you. You were lucky enough to survive with your 
body intact and continue to make a life for yourself out in the system. 

Hyperelite You are privileged to have been raised as part of the immortal upper class that rules many inner system 
habitats and hypercorps. You were pampered with wealth and influence that most people can only dream 
of. 

Infolife You entered existence as a digital consciousness— an artificial general intelligence (AGI). Your very 
existence is illegal in certain habitats (a legacy of those who place the Fall at the feet of rampant AIs). Unlike 
the seed AIs responsible for their Fall, your capacity for self-improvement is limited, though you do have 
full autonomy. 

Isolate You were raised as part of a self-exiled grouping on the fringes of the system. Whether raised as part of a 
religious group, cult, social experiment, anti-tech cell, or a group that just wanted to be isolated, you spent 
most if not all of your upbringing isolated from other factions. 

Lost You are a legacy of one of the most infamous debacles since the Fall. As a member of the “Lost generation,” 
you went through an accelerated-growth childhood, somehow surviving where others of your kind died, 
went insane, or were persecuted. Your background is a social stigma, but it does provide you with certain 
advantages … and burdens. 

Lunar Colonist You experienced your childhood in one of the cramped dome cities or underground stations on Luna, 
Earth’s moon. You had a ringside seat to the Fall of Earth. 

Martian You were raised in a station on or above Mars, now the most populated planet in the system. Your home 
town may or may not have survived the Fall. 

Original Space 
Colonist 

You or your parents were part of the first “generations” of colonists/workers sent out from Earth to stake a 
claim in space, so you are familiar with the cramped confines of spaceflight and life aboard older stations 
and habitats. As a “zero-one g” (zero-gravity, firstgen), you were never part of the elite. People from your 
background typically have some sort of specialized tech training as vacworkers or habtechs. 

Re-Instantiated You were born and raised on Earth, but you did not survive the Fall. All that you know is that your body 
died there, but your backup was transmitted offworld, and you were one of the lucky few to be re-
instantiated with a new morph. You may have spent years in dead storage, simulspace, or as an infomorph 
slave. 

Scumborn You were raised in the nomadic and chaotic lifestyle common to scum barges. 

Uplift You are not even human. You were born as an uplifted animal: chimpanzee, gorilla, orangutan, parrot, 
raven, crow, or octopus. 

2. Choose a Faction
Enhanced Faction Brief Descriptor 

Anarchist You are opposed to hierarchy, favoring flat forms of social organization and directly democratic decisionmaking. 
You believe power is always corrupting and everyone should have a say in the decisions that affect their lives. 
According to the primitive and restrictive policies of the inner system and Jovian Junta, this makes you an 
irresponsible hoodlum at best and a terrorist at worst. In your opinion, that’s comedy coming from governments 
that keep their populations in line with economic oppression and threats of violence. 

Argonaut You are part of a scientific technoprogressive movement that seeks to solve transhumanity’s injustices and 
inequalities with technology. You support universal access to technology and healthcare, open-source models of 
production, morphological freedom, and democratization. You try to avoid factionalism and divisive politics, 
seeing transhumanity’s splintering as a hindrance to its perpetuation. 

Barsoomian You call the Martian outback and wilds your home. You are a “redneck,” a lower-class Martian from the rural 
areas that often find themselves in conflict with the policies and goals of the hypercorp domes and Tharsis 
League. 
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Sticky Note
Drifter
You were raised with a social grouping that remained on the move throughout the Sol system. This could have been free traders, pirates, asteroid farmers, scavengers, or just migrant workers. You are used to roaming space travel between habitats and stations. 

Advantages: +10 Navigation skill, +20 Pilot: Spacecraft skill, +10 Networking: [Field] skill of your choice

Disadvantages: None

Common Morphs: All, especially Bouncers and Hibernoids
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Sticky Note
Fall Evacuee
You were born and raised on Earth and evacuated during the horrors of the Fall, leaving your old life (and possibly your friends, family, and loved ones) behind you. You were lucky enough to survive with your body intact and continue to make a life for yourself out in the system.

Advantages: +10 Pilot: Groundcraft skill, +10 Networking: [Field] skill of your choice, +1 Moxie

Disadvantages: Only 2,500 Starting Credit (can still buy credit with CP)

Common Morphs: Flats, Splicers
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Hyperelite
You are privileged to have been raised as part of the immortal upper class that rules many inner system habitats and hypercorps. You were pampered with wealth and influence that most people can only dream of.

Advantages: +10 Protocol skill, +10,000 Credit, +20 Networking: Hypercorps skill

Disadvantages: May not start with flat, splicer, or any pod, uplift, or synthetic morphs

Common Morphs: Exalts, Sylphs
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Sticky Note
Isolate
You were raised as part of a self-exiled grouping on the fringes of the system. Whether raised as part of a religious group, cult, social experiment, anti-tech cell, or a group that just wanted to be isolated, you spent most if not all of your upbringing isolated from other factions.

Advantages: +20 to two skills of your choice

Disadvantages: –10 starting Rep

Common Morphs: All
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Lost
You are a legacy of one of the most infamous debacles since the Fall. As a member of the “Lost generation,” you went through an accelerated-growth childhood, somehow surviving where others of your kind died, went insane, or were persecuted. Your background is a social stigma, but it does provide you with certain advantages … and burdens.

Advantages: +20 to two Knowledge skills of your choice, Psi trait (Level 1)

Disadvantages: Mental Disorder (choose two, this includes the one from Psi) trait, Social Stigma (Lost) trait, must start with Futura morph

Common Morphs: Futuras
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Lunar Colonist
You experienced your childhood in one of the cramped dome cities or underground stations on Luna, Earth’s moon. You had a ringside seat to the Fall of Earth.

Advantages: +10 Pilot: Groundcraft skill, +10 to one Technical, Academic: [Field], or Profession: [Field] skill of your choice, +20 Networking: Hypercorps skill

Disadvantages: None

Common Morphs: Flats, Splicers
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Martian
You were raised in a station on or above Mars, now the most populated planet in the system. Your home town may or may not have survived the Fall.

Advantages: +10 Pilot: Groundcraft skill, +10 to one Technical, Academic: [Field], or Profession: [Field] skill of your choice, +20 Networking: Hypercorps skill

Disadvantages: None

Common Morphs: Flats, Splicers, and Rusters
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Original Space Colonist
You or your parents were part of the first “generations” of colonists/workers sent out from Earth to stake a claim in space, so you are familiar with the cramped confines of spaceflight and life aboard older stations and habitats. As a “zero-one g” (zero-gravity, firstgen), you were never part of the elite. People from your background typically have some sort of specialized tech training as vacworkers or habtechs.

Advantages: +10 Pilot: Spacecraft or Freefall skill, +10 to a Technical, Academic: [Field], or Profession: [Field] skill of your choice, +20 to a Networking: [Field] skill of your choice

Disadvantages: None

Common Morphs: All. Use of exotic morphs is common
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Re Instantiated
You were born and raised on Earth, but you did not survive the Fall. All that you know is that your body died there, but your backup was transmitted offworld, and you were one of the lucky few to be re-instantiated with a new morph. You may have spent years in dead storage, simulspace, or as an infomorph slave.

Advantages: +10 Pilot: Groundcraft skill, +10 to a Networking: [Field] skill of your choice, +2 Moxie

Disadvantages: Edited Memories trait, 0 Starting Credit (can still buy credit with CP)

Common Morphs: Cases, Infomorphs, Synths
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Scumborn
You were raised in the nomadic and chaotic lifestyle common to scum barges.

Advantages: +10 Persuasion or Deception skill, +10 Scrounging skill, +20 Networking: Autonomists skill

Disadvantages: None

Common Morphs: All, especially Bouncers
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Sticky Note
Uplift
You are not even human. You were born as an uplifted animal: chimpanzee, gorilla, orangutan, parrot, raven, crow, or octopus.

Advantages: +10 Fray skill, +10 Perception skill, +20 to two Knowledge skills of your choice

Disadvantages: Must choose an uplift morph to start

Common Morphs: Neo-Avian, Neo-Hominid, Octomorph
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Sticky Note
Anarchist
You are opposed to hierarchy, favoring flat forms of social organization and directly democratic decisionmaking. You believe power is always corrupting and everyone should have a say in the decisions that affect their lives. According to the primitive and restrictive policies of the inner system and Jovian Junta, this makes you an irresponsible hoodlum at best and a terrorist at worst. In your opinion, that’s comedy coming from governments that keep their populations in line with economic oppression and threats of violence.

Advantages: +10 to a skill of your choice, +30 Networking: Autonomists skill

Disadvantages: None

Common Morphs: All
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Sticky Note
Argonaut
You are part of a scientific technoprogressive movement that seeks to solve transhumanity’s injustices and inequalities with technology. You support universal access to technology and healthcare, open-source models of production, morphological freedom, and democratization. You try to avoid factionalism and divisive politics, seeing transhumanity’s splintering as a hindrance to its perpetuation.

Advantages: +10 to two Technical, Academic: [Field], or Profession: [Field] skills; +20 Networking: Scientists

Disadvantages: None

Common Morphs: All


Seraniel
Sticky Note
Barsoomian
You call the Martian outback and wilds your home. You are a “redneck,” a lower-class Martian from the rural areas that often find themselves in conflict with the policies and goals of the hypercorp domes and Tharsis League.

Advantages: +10 Freerunning, +10 to one skill of your choice, +20 Networking: Autonomists skill

Disadvantages: None

Common Morphs: Cases, Flats, Rusters, Splicers, Synths
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Infolife
You entered existence as a digital consciousness— an artificial general intelligence (AGI). Your very existence is illegal in certain habitats (a legacy of those who place the Fall at the feet of rampant AIs). Unlike the seed AIs responsible for their Fall, your capacity for self-improvement is limited, though you do have full autonomy.

Advantages: +30 Interfacing skill, Computer skills (Infosec, Interfacing, Programming, Research) bought with Customization Points are half price

Disadvantages: Real World Naiveté trait, Social Stigma (AGI) trait, Social skills bought with Customization Points are double price

Common Morphs: Infomorphs, synthetic morphs




Brinker You or your faction is reluctant to deal with the rest of the transhumanity and the various goings-on in the rest 
of the system. Your particular grouping may have sought out self-imposed isolation to pursue their own 
interests, or they may have been exiled for their unpopular beliefs. Or you may simply be a loner who prefers the 
vast emptiness of space to socializing with others. You might be a religious cultist, a primitivist, a utopian, or 
something altogether uninterested in transhumanity. 

Criminal You are involved with the crime-oriented underworld. You may work with one of the Sol system’s major 
criminal factions—triads, the Night Cartel, the ID Crew, Nine Lives, Pax Familae—or one of the smaller, local 
operators with a big stake in a specific habitat. You might be a vetted member-for-life, a reluctant recruit, or just 
a freelancer looking for the next gig. 

Extropian You are an anarchistic supporter of the free market and private property. You oppose government and favor a 
system where security and legal matters are handled by private competitors. Whether you consider yourself an 
anarcho-capitalist or a mutualist (a difference only other Extropians can figure out), you occupy a middle 
ground between the hypercorps and autonomists, dealing with both and yet trusted by neither. 

Hypercorp You hail from a habitat controlled by the hypercorps. You might be a hypercapitalist entrepeneur, a hedonistic 
socialite, or a lowly vacworker, but you accept that certain liberties must be sacrificed for security and freedom. 

Jovian Your faction is noted for its authoritarian regime, bioconservative ideologies, and militaristic tendencies. Where 
you come from, technology is not to be trusted and humans need to be protected from themselves. To ensure its 
survival, humanity must be able to defend itself and unfettered growth must be checked. 

Luna You hail from Luna, the original off-Earth colony world. Now overpopulated and in decline, Luna is one of the 
few places where people still cling to old- Earth ethnic and national identities. Your home is also within sight of 
Earth, a constant reminder that encourages many “Loonies” to be reclaimers, deploring the hypercorp 
interdiction and arguing that you have a right to return to Earth, terraform it, and re-establish it as a living 
homeworld. 

Mercurial Your faction has no interest in co-opting their true natures in order to become more “human.” You might be an 
AGI that does not necessarily intertwine its destiny with transhumanity or an uplift that seeks to preserve and 
promote non-human life (or at least your own species). You might even be an infomorph or posthuman who has 
strayed so far from transhuman interests and values that you now consider yourself to be forging a unique new 
path of life. 

Scum This is the future we’ve all been waiting for, and you’re going to enjoy it to the max. A paradigm shift has 
occurred, and while everyone else is catching up, your faction embraces and revels in it. There is no more want, 
no more death, no more limits on what you can be. The scum have immersed themselves in a new way of life, 
changing themselves as they see fit, trying out new experiences, and pushing the boundaries wherever they can 
… and fuck anyone who can’t deal with that. 

Socialate You are a member of the inner system glitterati, the media-saturated social cliques that set trends, spread memes, 
and make or break lives with whispers, innuendo, and backroom deals. You are simultaneously an icon and a 
devout follower. Culture isn’t just your life, it’s your weapon of choice. 

Titanian You are a participant in the Titanian Commonwealth’s socialist cyberdemocracy. Unlike other autonomist 
projects, Titanian joint efforts have assembled some impressive infrastructural projects as approved by the 
Titanian Plurality and pursued by state-owned microcorps. 

Ultimate Your faction sees the potential in transhumanity’s future and looks back upon the rest of transhumanity as weak 
and hedonistic. Transhumanity is set to take the next evolutionary step and it’s time for transhumans to be 
redesigned to the best of our capabilities. 

Venusian You are a supporter of the Morningstar Confederation of Venusian aerostats, resentful of the growing influence 
of the Planetary Consortium and other entrenched and conservative inner system powers. You see your faction’s 
ascension as a chance to reform the old guard ways of inner system politics. 

Seraniel
Sticky Note
Brinker
You or your faction is reluctant to deal with the rest of the transhumanity and the various goings-on in the rest of the system. Your particular grouping may have sought out self-imposed isolation to pursue their own interests, or they may have been exiled for their unpopular beliefs. Or you may simply be a loner who prefers the vast emptiness of space to socializing with others. You might be a religious cultist, a primitivist, a utopian, or something altogether uninterested in transhumanity.

Advantages: +10 Pilot: Spacecraft skill, +10 to a skill of your choice, +20 to a Networking: [Field] skill of your choice

Disadvantages: None

Common Morphs: All
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Sticky Note
Criminal
You are involved with the crime-oriented underworld. You may work with one of the Sol system’s major criminal factions—triads, the Night Cartel, the ID Crew, Nine Lives, Pax Familae—or one of the smaller, local operators with a big stake in a specific habitat. You might be a vetted member-for-life, a reluctant recruit, or just a freelancer looking for the next gig.

Advantages: +10 Intimidation skill, +30 Networking: Criminal skill

Disadvantages: None

Common Morphs: All
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Extropian
You are an anarchistic supporter of the free market and private property. You oppose government and favor a system where security and legal matters are handled by private competitors. Whether you consider yourself an anarcho-capitalist or a mutualist (a difference only other Extropians can figure out), you occupy a middle ground between the hypercorps and autonomists, dealing with both and yet trusted by neither.

Advantages: +10 Persuasion skill, +20 Networking: Autonomists skill, +10 Networking: Hypercorps skill

Disadvantages: None

Common Morphs: All


Seraniel
Sticky Note
Hypercorp
You hail from a habitat controlled by the hypercorps. You might be a hypercapitalist entrepeneur, a hedonistic socialite, or a lowly vacworker, but you accept that certain liberties must be sacrificed for security and freedom.

Advantages: +10 Protocol skill, +20 Networking: Hypercorps skill, +10 to any Networking: [Field] skill

Disadvantages: None

Common Morphs: Exalts, Olympians, Splicers, Sylphs
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Sticky Note
Jovian
Your faction is noted for its authoritarian regime, bioconservative ideologies, and militaristic tendencies. Where you come from, technology is not to be trusted and humans need to be protected from themselves. To ensure its survival, humanity must be able to defend itself and unfettered growth must be checked.

Advantages: +10 to two weapon skills of your choice, +10 Fray, +20 Networking: Hypercorps skill

Disadvantages: Must start with a Flat or Splicer morph, may not start with any nanoware/advanced nanotech 

Common Morphs: Flats and Splicers
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Sticky Note
Luna
You hail from Luna, the original off-Earth colony world. Now overpopulated and in decline, Luna is one of the few places where people still cling to old- Earth ethnic and national identities. Your home is also within sight of Earth, a constant reminder that encourages many “Loonies” to be reclaimers, deploring the hypercorp interdiction and arguing that you have a right to return to Earth, terraform it, and re-establish it as a living homeworld.

Advantages: +10 to one Language: [Field] of your choice, +20 Networking: Hypercorps skill, +10 Networking: Ecologists skill

Disadvantages: None

Common Morphs: Cases, Exalts, Flats, Splicers, Synths
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Sticky Note
Mercurial
Your faction has no interest in co-opting their true natures in order to become more “human.” You might be an AGI that does not necessarily intertwine its destiny with transhumanity or an uplift that seeks to preserve and promote non-human life (or at least your own species). You might even be an infomorph or posthuman who has strayed so far from transhuman interests and values that you now consider yourself to be forging a unique new path of life.

Advantages: +10 to any two skills of your choice, +20  to a Networking: [Field] skill of your choice

Disadvantages: None

Common Morphs: Infomorphs, Synths, uplift morphs
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Scum
This is the future we’ve all been waiting for, and you’re going to enjoy it to the max. A paradigm shift has occurred, and while everyone else is catching up, your faction embraces and revels in it. There is no more want, no more death, no more limits on what you can be. The scum have immersed themselves in a new way of life, changing themselves as they see fit, trying out new experiences, and pushing the boundaries wherever they can … and fuck anyone who can’t deal with that.

Advantages: +10 Freefall skill, +10 to a skill of your choice, +20 Networking: Autonomists skill

Disadvantages: None

Common Morphs: All
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Socialate
You are a member of the inner system glitterati, the media-saturated social cliques that set trends, spread memes, and make or break lives with whispers, innuendo, and backroom deals. You are simultaneously an icon and a devout follower. Culture isn’t just your life, it’s your weapon of choice.

Advantages: +10 Persuasion skill, +10 Protocol skill, +20 Networking: Media skill

Disadvantages: May not start with flat, pod, uplift, or synthetic morphs

Common Morphs: Exalts, Olympians, Sylphs
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Titanian
You are a participant in the Titanian Commonwealth’s socialist cyberdemocracy. Unlike other autonomist projects, Titanian joint efforts have assembled some impressive infrastructural projects as approved by the Titanian Plurality and pursued by state-owned microcorps.

Advantages: +10 to two Technical or Academic skills of your choice, +20 Networking: Autonomists skill

Disadvantages: None

Common Morphs: All
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Sticky Note
Ultimate
Your faction sees the potential in transhumanity’s future and looks back upon the rest of transhumanity as weak and hedonistic. Transhumanity is set to take the next evolutionary step and it’s time for transhumans to be redesigned to the best of our capabilities.

Advantages: +10 to two skills of your choice, +20 to a Networking: [Field] skill of your choice

Disadvantages: May not start with Flat, Splicer, uplift, or pod morphs

Common Morphs: Exalts, Remades
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Sticky Note
Venusian
You are a supporter of the Morningstar Confederation of Venusian aerostats, resentful of the growing influence of the Planetary Consortium and other entrenched and conservative inner system powers. You see your faction’s ascension as a chance to reform the old guard ways of inner system politics.

Advantages: +10 Pilot: Aircraft, +10 to one skill of your choice, +20 Networking: Hypercorps skill

Disadvantages: None

Common Morphs: Cases, Exalts, Mentons, Splicers, Sylphs, Synths




3. Spend Customization Points 
Use the guidelines below and the resources on the following pages for spending CP. 

Starting CP 
Game Level Starting CP 
Default 1,000 
Less Experienced Characters 700 – 800 
More Experienced Characters 1,100 – 1,200 

Customization Point Costs 
Enhanced CP Cost Amount of Statistic Increase 

15 1 Moxie Point 

10 1 Aptitude Point 

5 1 Psi Sleight 

5 1 Specialization 

2 1 Skill Point (61-80) 

1 1 Skill point (Up to 60) 

1 1,000 Credit 

1 10 Rep 
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Choose a Starting Morph 
Each morph has an associated CP cost. It also supplies the character’s Durability and Wound Threshold stats and may modify Initiative, Speed, and 
certain aptitudes and learned skills. A credit cost is also listed, but this refers to the cost of buying such a morph in gameplay. 

Flexible Aptitude Bonuses: Some morphs have aptitude bonuses that may be applied to an aptitude of the player’s choice. This reflects that not all 
morphs are created equal. When assigning these universal aptitude bonuses, each boost must be applied to a separate aptitude; you may not elevate an 
aptitude that is already raised by that morph. Once an individual morph’s aptitude bonuses have been assigned, they are permanent for that morph 
(i.e., if another character resleeves into that morph, the bonuses remain the same). 

Note that any aptitude or skill bonuses provided by the morph are applied after all CP are spent. In other words, these bonuses do not affect the 
costs of buying aptitude and skill points during character generation. No aptitude may be modified over 40. 

Morphs 
Enhanced Name Short Description 

Biomorphs (Category) Biomorphs are fully biological sleeves (usually equipped with implants), birthed naturally or in an 
exowomb, and grown to adulthood either naturally or at a slightly accelerated rate. 

Flats Flats are baseline unmodified humans, born with all of the natural defects, hereditary diseases, and 
other genetic mutations that evolution so lovingly applies. Flats are increasingly rare—most died off 
with the rest of humanity during the Fall. Most new children are splicers—screened and genefixed at 
the least—except in habitats where flats are treated as second-class citizens and indentured labor. 

Splicers Splicers are genefixed humans. Their genome has been cleansed of hereditary diseases and optimized 
for looks and health, but has not otherwise been substantially upgraded. Splicers make up the 
majority of transhumanity. 

Exalts Exalt morphs are genetically enhanced humans, designed to emphasize specific traits. Their genetic 
code has been tweaked to make them healthier, smarter, and more attractive. Their metabolism is 
modified to predispose them towards staying fit and athletic for the duration of an extended lifespan. 

Mentons Mentons are genetically modified to increase cognitive abilities, particularly learning ability, 
creativity, attentiveness, and memory. Rumors exist of superenhanced mentons with more extreme 
intelligence mods, but brain-hacking is notoriously difficult, and many attempts to redesign mental 
faculties result in impaired functioning, instability, or insanity. 

Olympians Olympians are human upgrades with improved athletic capabilities like endurance, eye-hand 
coordination, and cardiovascular functions. Olympians are common among athletes, dancers, 
freerunners, and soldiers. 

Sylphs Sylph morphs are tailor-made for media icons, elite socialites, XP stars, models, and narcissists. Sylph 
gene sequences are specifically designed for distinctive good looks. Ethereal and elfin features are 
common, with slim and lithe bodies. Their metabolism has also been sanitized to eliminate 
unpleasant bodily odors and their pheromones adjusted for universal appeal. 

Bouncers Bouncers are humans genetically adapted for zero-g and microgravity environments. Their legs are 
more limber, and their feet can grasp as well as their hands. 

Furies Furies are combat morphs. These transgenic human upgrades feature genetics tailored for endurance, 
strength, and reflexes, as well as behavioral modifications for aggressiveness and cunning. To offset 
tendencies for unruliness and macho behavior patterns, furies feature gene sequences promoting 
pack mentalities and cooperation, and they tend to be biologically female. 

Futura 

Futura (Cont.) 

An exalt variant, futura morphs were specially crafted for the “Lost generation.” Tailor-made for 
accelerated growth and adjusted for confidence, self-reliance, and adaptability, futuras were intended 
to help transhumanity regain its foothold. These programs proved disastrous and the line was 
discontinued, but some models remain, viewed by some with distaste and others as collectibles or 
exotic oddities. 

Ghosts Ghosts are partially designed for combat applications, but their primary focus is stealth and 
infiltration. Their genetic profile encourages speed, agility, and reflexes, and their minds are modified 
for patience and problem-solving. 

Hibernoids Hibernoids are transgenic-modified humans with heavily altered sleep patterns and metabolic 
processes. Hibernoids have a decreased need for sleep, requiring only 1–2 hours a day on average. 
They also have the ability to trigger a form of voluntary hibernation, effectively stopping their 
metabolism and need for oxygen. Hibernoids make excellent long-duration space travelers and 
habtechs, but these morphs are also favored by personal aides and hypercapitalists with non-stop 
lifestyles. 
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Sticky Note
---Biomorphs---
Biomorphs are fully biological sleeves (usually equipped with implants), birthed naturally or in an exowomb, and grown to adulthood either naturally or at a slightly accelerated rate.
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Sticky Note
Flats
Flats are baseline unmodified humans, born with all of the natural defects, hereditary diseases, and other genetic mutations that evolution so lovingly applies. Flats are increasingly rare—most died off with the rest of humanity during the Fall. Most new children are splicers—screened and genefixed at the least—except in habitats where flats are treated as second-class citizens and indentured labor.

Implants: None

Aptitude Maximum: 20

Durability: 30

Wound Threshold: 6

Disadvantages: None (Genetic Defects trait common)

CP Cost: 0

Credit Cost: High
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Splicers
Splicers are genefixed humans. Their genome has been cleansed of hereditary diseases and optimized for looks and health, but has not otherwise been substantially upgraded. Splicers make up the majority of transhumanity.

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack

Aptitude Maximum: 25

Durability: 30

Wound Threshold: 6

Advantages: +5 to one aptitude of the player’s choice

CP Cost: 10

Credit Cost: High
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Exalts
Exalt morphs are genetically enhanced humans, designed to emphasize specific traits. Their genetic code has been tweaked to make them healthier, smarter, and more attractive. Their metabolism is modified to predispose them towards staying fit and athletic for the duration of an extended lifespan.

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack

Aptitude Maximum: 30

Durability: 35

Wound Threshold: 7

Advantages: +5 COG, +5 to three other aptitudes of the player’s choice

CP Cost: 30

Credit Cost: Expensive
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Mentons
Mentons are genetically modified to increase cognitive abilities, particularly learning ability, creativity, attentiveness, and memory. Rumors exist of superenhanced mentons with more extreme intelligence mods, but brain-hacking is notoriously difficult, and many attempts to redesign mental faculties result in impaired functioning, instability, or insanity.

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Eidetic Memory, Hyper Linguist, Math Boost

Aptitude Maximum: 30

Durability: 35

Wound Threshold: 7

Advantages: +10 COG, +5 INT, +5 WIL, +5 to one aptitude of the player’s choice

CP Cost: 40

Credit Cost: Expensive


Seraniel
Sticky Note
Olympians
Olympians are human upgrades with improved athletic capabilities like endurance, eye-hand coordination, and cardiovascular functions. Olympians are common among athletes, dancers, freerunners, and soldiers.

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack

Aptitude Maximum: 30

Durability: 40

Wound Threshold: 8

Advantages: +5 COO, +5 REF, +10 SOM, +5 to one other aptitude of the player’s choice

CP Cost: 40

Credit Cost: Expensive


Seraniel
Sticky Note
Sylphs
Sylph morphs are tailor-made for media icons, elite socialites, XP stars, models, and narcissists. Sylph gene sequences are specifically designed for distinctive good looks. Ethereal and elfin features are common, with slim and lithe bodies. Their metabolism has also been sanitized to eliminate unpleasant bodily odors and their pheromones adjusted for universal appeal.

Implants: Basic Biomods, Basic Mesh Inserts, Clean Metabolism, Cortical Stack, Enhanced Pheromones

Aptitude Maximum: 30

Durability: 35

Wound Threshold: 7

Advantages: Striking Looks (Level 1) trait, +5 COO, +10 SAV, +5 to one other aptitude of the player’s choice

CP Cost: 40

Credit Cost: Expensive


Seraniel
Sticky Note
Bouncers
Bouncers are humans genetically adapted for zero-g and microgravity environments. Their legs are more limber, and their feet can grasp as well as their hands.

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Grip Pads, Oxygen Reserve, Prehensile Feet

Aptitude Maximum: 30

Durability: 35

Wound Threshold: 7

Advantages: Limber (Level 1) trait, +5 COO, +5 SOM, +5 to one aptitude of the player’s choice

CP Cost: 40

Credit Cost: Expensive


Seraniel
Sticky Note
Furies
Furies are combat morphs. These transgenic human upgrades feature genetics tailored for endurance, strength, and reflexes, as well as behavioral modifications for aggressiveness and cunning. To offset tendencies for unruliness and macho behavior patterns, furies feature gene sequences promoting pack mentalities and cooperation, and they tend to be biologically female.

Implants: Basic Biomods, Basic Mesh Inserts, Bioweave Armor (Light), Cortical Stack, Enhanced Vision, Neurachem (Level 1), Toxin Filters

Aptitude Maximum: 30 Speed Modifier: +1 (neurachem)

Durability: 50

Wound Threshold: 10

Advantages: +5 COO, +5 REF, +10 SOM, +5 WIL, +5 to one aptitude of the player’s choice

CP Cost: 75

Credit Cost: Expensive (minimum 40,000)


Seraniel
Sticky Note
Futura
An exalt variant, futura morphs were specially crafted for the “Lost generation.” Tailor-made for accelerated growth and adjusted for confidence, self-reliance, and adaptability, futuras were intended to help transhumanity regain its foothold. These programs proved disastrous and the line was discontinued, but some models remain, viewed by some with distaste and others as collectibles or exotic oddities.

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Eidetic Memory, Emotional Dampers

Aptitude Maximum: 30

Durability: 35

Wound Threshold: 7

Advantages: +5 COG, +5 SAV, +10 WIL, +5 to one other aptitude of the player’s choice

CP Cost: 40

Credit Cost: Expensive (exceptionally rare; 50,000+)


Seraniel
Sticky Note
Ghosts
Ghosts are partially designed for combat applications, but their primary focus is stealth and infiltration. Their genetic profile encourages speed, agility, and reflexes, and their minds are modified for patience and problem-solving.

Implants: Basic Biomods, Basic Mesh Inserts, Chameleon Skin, Cortical Stack, Adrenal Boost, Enhanced Vision, Grip Pads

Aptitude Maximum: 30

Durability: 45

Wound Threshold: 9

Advantages: +10 COO, +5 REF, +5 SOM, +5 WIL, +5 to one aptitude of the player’s choice

CP Cost: 70

Credit Cost: Expensive (minimum 40,000)


Seraniel
Sticky Note
Hibernoids
Hibernoids are transgenic-modified humans with heavily altered sleep patterns and metabolic processes. Hibernoids have a decreased need for sleep, requiring only 1–2 hours a day on average. They also have the ability to trigger a form of voluntary hibernation, effectively stopping their metabolism and need for oxygen. Hibernoids make excellent long-duration space travelers and habtechs, but these morphs are also favored by personal aides and hypercapitalists with non-stop lifestyles.

Implants: Basic Biomods, Basic Mesh Inserts, Circadian Regulation, Cortical Stack, Hibernation

Aptitude Maximum: 25

Durability: 35

Wound Threshold: 7

Advantages: +5 INT, +5 to one aptitude of the player’s choice

CP Cost: 25

Credit Cost: Expensive




 Neotenics Neotenics are transhumans modified to retain a childlike form. They are smaller, more agile, 
inquisitive, and less resource-depleting, making them ideal for habitat living and spacecraft. Some 
people find neotenic sleeves distasteful, especially when employed in certain media and sex work 
capacities. 

 Remade The remade are completely redesigned humans: humans 2.0. Their cardiovascular systems are 
stronger, the digestive tract has been sanitized and restructured to eliminate flaws, and they have 
otherwise been optimized for good health, smarts, and longevity with numerous transgenic mods. 
The remade are popular with the ultimates faction. The remade look close to human, but are different 
in very noticeable and sometimes eerie ways: taller, lack of hair, slightly larger craniums, wider eyes, 
smaller noses, smaller teeth, and elongated digits. 

 Rusters Adapted for survival with minimum gear in the not-yet-terraformed Martian environment, these 
transgenic morphs feature insulated skin for more effective thermoregulation and respiratory system 
improvements to require less oxygen and filter carbon dioxyde, among other mods. 

 Neo-Avians Neo-avians include ravens, crows, and gray parrots uplifted to human-level intelligence. Their 
physical sizes are much larger than their non-uplifted cousins (to the size of a human child), with 
larger heads for their increased brain size. Numerous transgenic modifications have been made to 
their wings, allowing them to retain limited flight capabilities at 1 g, but giving them a more bat-like 
physiology so they can bend and fold better and adding primitive digits for basic tool manipulation. 
Their toes are also more articulated and now accompanied with an opposable thumb. Neo-avians 
have adapted well to microgravity environments, and are favored for their small size and reduced 
resource use. 

 Neo-Hominids Neo-hominids are uplifted chimpanzees, gorillas, and orangutans. All feature enhanced intelligence 
and bipedal frames. 

 Octomorphs These uplifted octopi sleeves have proven quite useful in zero-gravity environments. They retain eight 
arms, their chameleon ability to change skin color, ink sacs, and a sharp beak. They also have 
increased brain mass and longevity, can breathe both air and water, and lack a skeletal structure so 
they can squeeze through tight spaces. Octomorphs typically crawl along in zero gravity using their 
arm suckers and expelling air for propulsion and can even walk on two of their arms in low gravity. 
Their eyes have been enhanced with color vision, provide a 360-degree field of vision, and 
rotationally adjust to keep the slit-shaped pupil aligned with “up.” A transgenic vocal system allows 
them to speak. 

 
Enhanced Name Short Description 
 Pods (Category) Pods (from “pod people”) are vat-grown, biological bodies with extremely undeveloped brains that 

are augmented with an implanted computer and cybernetics system. Though typically run by an AI, 
pods are socially unfavored in some stations, used as slave labor in others, and even illegal in some 
areas. Because pods underwent accelerated growth in their creation and were mostly grown as 
separate parts and then assembled, their biological design includes some shortcuts and limitations, 
offset with implants and regular maintenance. They lack reproductive capabilities. In many habitats, 
their legal status is a hotly contested issue. 

 Pleasure Pods 
 
 
 

Pleasure pods are exactly what they seem— faux humans designed purely for intimate entertainment 
purposes. Pleasure pods have extra nerve clusters in their erogenous zones, fine motor control over 
certain muscle groups, enhanced pheromones, sanitized metabolisms, and the genetics for purring. 
Naturally, they are crafted for good looks and charisma and enhanced in other areas as well. Pleasure 
pods are capable of switching their sex at will to male, female, hermaphrodite, neuter, or other 
intersex variations. 

 Worker Pods Part exalt human, part machine, these basic pods are virtually indistinguishable from humans. 
Worker pods are often used in menial labor jobs where interaction with humans is necessary. 

 Novacrab Novacrabs are a pod design bioengineered from coconut crab and spider crab stock and grown to a 
larger (human) size. Novacrabs are ideal for hazardous work environments as well as vacworker, 
police, or bodyguard duties, given their ten 2-meter long legs, massive claws, and chitinous armor. 
They climb and handle microgravity well and can withstand a wide range of atmospheric pressure 
(and sudden pressure changes) from vacuum to deep sea. Novacrabs feature compound eyes (with 
human-equivalent image resolution), gills, dexterous manipulatory digits on their fifth set of limbs, 
and transgenic vocal cords. 

 
 
 

Seraniel
Sticky Note
Neotenics
Neotenics are transhumans modified to retain a childlike form. They are smaller, more agile, inquisitive, and less resource-depleting, making them ideal for habitat living and spacecraft. Some people find neotenic sleeves distasteful, especially when employed in certain media and sex work capacities.

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack

Aptitude Maximum: 20 (SOM), 30 (all else)

Durability: 30

Wound Threshold: 6

Advantages: +5 COO, +5 INT, +5 REF, +5 to one aptitude of the player’s choice; neotenics count as a small target (–10 modifier to hit in combat)

Disadvantages: Social Stigma (Neotenic) trait

CP Cost: 25

Credit Cost: Expensive


Seraniel
Sticky Note
Remade
The remade are completely redesigned humans: humans 2.0. Their cardiovascular systems are stronger, the digestive tract has been sanitized and restructured to eliminate flaws, and they have otherwise been optimized for good health, smarts, and longevity with numerous transgenic mods. The remade are popular with the ultimates faction. The remade look close to human, but are different in very noticeable and sometimes eerie ways: taller, lack of hair, slightly larger craniums, wider eyes, smaller noses, smaller teeth, and elongated digits.

Implants: Basic Biomods, Basic Mesh Inserts, Circadian Regulation, Clean Metabolism, Cortical Stack, Eidetic Memory, Enhanced Respiration, Temperature Tolerance, Toxin Filters

Aptitude Maximum: 40

Durability: 40

Wound Threshold: 8

Advantages: +10 COG, +5 SAV, +10 SOM, +5 to two other aptitudes of the player’s choice

Disadvantages: Uncanny Valley trait

CP Cost: 60

Credit Cost: Expensive (minimum 40,000+)


Seraniel
Sticky Note
Rusters
Adapted for survival with minimum gear in the not-yet-terraformed Martian environment, these transgenic morphs feature insulated skin for more effective thermoregulation and respiratory system improvements to require less oxygen and filter carbon dioxyde, among other mods.

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Enhanced Respiration, Temperature Tolerance

Aptitude Maximum: 25

Durability: 35

Wound Threshold: 7

Advantages: +5 SOM, +5 to one aptitude of the player’s choice

CP Cost: 25

Credit Cost: Expensive
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Sticky Note
Neo-Avians
Neo-avians include ravens, crows, and gray parrots uplifted to human-level intelligence. Their physical sizes are much larger than their non-uplifted cousins (to the size of a human child), with larger heads for their increased brain size. Numerous transgenic modifications have been made to their wings, allowing them to retain limited flight capabilities at 1 g, but giving them a more bat-like physiology so they can bend and fold better and adding primitive digits for basic tool manipulation. Their toes are also more articulated and now accompanied with an opposable thumb. Neo-avians have adapted well to microgravity environments, and are favored for their small size and reduced resource use.

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack

Aptitude Maximum: 25 (20 SOM)

Durability: 20

Wound Threshold: 4

Advantages: Beak/Claw Attack (1d10 DV, −1, use Unarmed Combat skill), Flight, +5 INT, +10 REF, +5 to one other aptitude of the player’s choice. Neo-avians count as a small target (−10 modifier to hit in combat).

CP Cost: 25

Credit Cost: Expensive


Seraniel
Sticky Note
Neo-Hominids
Neo-hominids are uplifted chimpanzees, gorillas, and orangutans. All feature enhanced intelligence and bipedal frames.

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Prehensile Feet

Aptitude Maximum: 25

Durability: 30

Wound Threshold: 6

Advantages: +5 COO, +5 INT, +5 SOM, +5 to one other aptitude of the player’s choice, +10 Climbing skill

CP Cost: 25

Credit Cost: Expensive


Seraniel
Sticky Note
Octomorphs
These uplifted octopi sleeves have proven quite useful in zero-gravity environments. They retain eight arms, their chameleon ability to change skin color, ink sacs, and a sharp beak. They also have increased brain mass and longevity, can breathe both air and water, and lack a skeletal structure so they can squeeze through tight spaces. Octomorphs typically crawl along in zero gravity using their arm suckers and expelling air for propulsion and can even walk on two of their arms in low gravity. Their eyes have been enhanced with color vision, provide a 360-degree field of vision, and rotationally adjust to keep the slit-shaped pupil aligned with “up.” A transgenic vocal system allows them to speak.

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Chameleon Skin

Aptitude Maximum: 30

Durability: 30

Wound Threshold: 6

Advantages: 8 Arms, Beak Attack (1d10 DV, AP −1, use Unarmed Combat skill), Ink Attack (blinding, use Exotic Ranged: Ink Attack skill), Limber (Level 2) trait, 360-degree Vision, +30 Swimming skill, +10 Climbing skill, +5 COO, +5 INT, +5 to one other aptitude of the player’s choice

CP Cost: 50

Credit Cost: Expensive (minimum 30,000+)


Seraniel
Sticky Note
---Pods---
Pods (from “pod people”) are vat-grown, biological bodies with extremely undeveloped brains that are augmented with an implanted computer and cybernetics system. Though typically run by an AI, pods are socially unfavored in some stations, used as slave labor in others, and even illegal in some areas. Because pods underwent accelerated growth in their creation and were mostly grown as separate parts and then assembled, their biological design includes some shortcuts and limitations, offset with implants and regular maintenance. They lack reproductive capabilities. In many habitats, their legal status is a hotly contested issue.

Unless otherwise noted, pods are also considered biomorphs for all rules purposes.


Seraniel
Sticky Note
Pleasure Pods
Pleasure pods are exactly what they seem— faux humans designed purely for intimate entertainment purposes. Pleasure pods have extra nerve clusters in their erogenous zones, fine motor control over certain muscle groups, enhanced pheromones, sanitized metabolisms, and the genetics for purring. Naturally, they are crafted for good looks and charisma and enhanced in other areas as well. Pleasure pods are capable of switching their sex at will to male, female, hermaphrodite, neuter, or other intersex variations.

Implants: Basic Biomods, Basic Mesh Inserts, Clean Metabolism, Cortical Stack, Cyberbrain, Enhanced Pheromones, Mnemonic Augmentation, Puppet Sock, Sex Switch

Aptitude Maximum: 30

Durability: 30

Wound Threshold: 6

Advantages: +5 INT, +5 SAV, +5 to one aptitude of the player’s choice

Disadvantages: Social Stigma (Pleasure Pod) trait

CP Cost: 20

Credit Cost: High


Seraniel
Sticky Note
Worker Pods
Part exalt human, part machine, these basic pods are virtually indistinguishable from humans. Worker pods are often used in menial labor jobs where interaction with humans is necessary.

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Cyberbrain, Mnemonic Augmentation, Puppet Sock

Aptitude Maximum: 30

Durability: 35

Wound Threshold: 7

Advantages: +10 SOM, +5 to one aptitude of the player’s choice

Disadvantages: Social Stigma (Pod) trait

CP Cost: 20

Credit Cost: High


Seraniel
Sticky Note
Novacrab
Novacrabs are a pod design bioengineered from coconut crab and spider crab stock and grown to a larger (human) size. Novacrabs are ideal for hazardous work environments as well as vacworker, police, or bodyguard duties, given their ten 2-meter long legs, massive claws, and chitinous armor. They climb and handle microgravity well and can withstand a wide range of atmospheric pressure (and sudden pressure changes) from vacuum to deep sea. Novacrabs feature compound eyes (with human-equivalent image resolution), gills, dexterous manipulatory digits on their fifth set of limbs, and transgenic vocal cords. 

Implants: Basic Biomods, Basic Mesh Inserts, Carapace Armor, Cortical Stack, Cyberbrain, Enhanced Respiration, Gills, Mnemonic Augmentation, Oxygen Reserve, Puppet Sock, Temperature Tolerance, Vacuum Sealing

Aptitude Maximum: 30

Durability: 40

Wound Threshold: 8

Advantages: 10 legs, Carapace Armor (11/11), Claw Attack (DV 2d10), +10 SOM, +5 to two other aptitudes of the player’s choice

CP Cost: 60

Credit Cost: Expensive (minimum 30,000+)




Enhanced Name Short Description 
 Synthetic Morphs 

(Category) 
Synthetic morphs are completely artificial/robotic. They are usually operated by AIs or via remote 
control, but the lack of available biomorphs after the Fall meant that many infugees resorted to 
resleeving in robotic shells, which were also cheaper, quicker to manufacture, and more widely 
available. Nevertheless, synthmorphs are viewed with disdain in many habitats, an option that only 
the poor and desperate accept to be sleeved in. Synthetic morphs are not without their advantages, 
however, and so are commonly used for menial labor, heavy labor, habitat construction, and security 
services. 

 Case Cases are extremely cheap, mass-produced robotic shells intended to provide an affordable 
remorphing option for the millions of infugees created by the Fall. Though many varieties of case 
shells exist, they are uniformly regarded as shoddy and inferior. Most case morphs are vaguely 
anthropomorphic, with a thin framework body standing just shorter than an average human. They 
suffer from frequent malfunctions. 

 Synth Synths are anthropomorphic robotic shells (androids and gynoids). They are typically used for menial 
labor jobs where pods are not as good of an option. Cheaper than many other morphs, they are 
commonly used for people who need a body quickly and cheaply or simply on a transient basis. 
Though they look humanoid, synths are easily recognizable as non-biological unless they have the 
synthetic mask option (p. 311). 

 Arachnoids Arachnoid robotic shells are 1-meter in length, segmented into two parts, with a smaller head like a 
spider or termite. They feature four pairs of 1.5-meterlong retractable arms/legs, capable of rotating 
around the axis of the body, with built-in pneumatic systems for propelling the bot with small leaps. 
The manipulator claws on each arm/leg can be switched out with extendable mini-wheels for high-
speed skating movement. A smaller pair of manipulator arms near the head allows for closer handling 
and tool use. In zero-g environments, arachnoids can retract their arms/legs and maneuver with 
vectored air thrusters. 

 Dragonfly The dragonfly robotic morph takes the shape of a meter-long flexible shell with multiple wings and 
manipulator arms. Capable of near-silent turbofanaided flight in Earth gravity, dragonfly bots fare 
even better in microgravity. 

 Flexbots Designed for multipurpose functions, flexbots can transform their shells to suit a range of situations 
and tasks. Their core frame consists of a half-dozen interlocking and shape-adjustable modules 
capable of auto-transforming into a variety of shapes: multilegged walker, tentacle, hovercraft, and 
many others. Each module features its own sensor units and “bush robot” fractal-branching digits 
(capable of breaking into smaller digits, down to the micrometer scale, allowing for ultra-fine 
manipulation). The flexbot control computer is also distributed between modules. Individual flexbots 
are only the size of a large dog, but multiple flexbots can join together for larger mass operations, 
even taking on heavy-duty tasks such as demolition, excavation, manufacturing, robotics assembly, 
and so on. 

 Reaper 
 
 

The reaper is a common combat bot, used in place of biomorph soldiers and typically operated via 
teleoperation or by autonomous AI. The reaper’s core form is an armored disc, so that it can turn and 
present a thin profile to an enemy. It uses vector-thrust nozzles to maneuver in microgravity and also 
takes advantage of an ionic drive for fast movement over distance. Four legs/manipulating arms and 
four weapon pods are folded inside its frame. The reaper’s shell is made of smart materials, allowing 
these limbs and weapon mounts to extrude in any direction desired and even to change shape and 
length. In gravity environments, the reaper walks or hops on two or four of these limbs. Reapers are 
infamous due to numerous war XPs, and bringing one into most habitats will undoubtedly raise 
eyebrows if not get you arrested. 

 Slitheroids Slitheroid bots are synthetic shells taking the form of a 2-meter-long segmented metallic snake, with 
two retractable arms for tool use. Snake bots can coil, twist, and roll their bodies into a ball or hoop, 
moving either by slithering, burrowing, rolling, or pulling themselves along by their arms. The sensor 
suite and control computer are housed in the head. 

 Swamanoid The swarmanoid is not a single shell per se, but rather a swarm of hundreds of insect-sized robotic 
microdrones. Each individual “bug” is capable of crawling, rolling, hopping several meters, or using 
nanocopter fan blades for airlift.  

 
Info Name Short Description 
 Informorphs (Category) Infomorphs are digital-only forms—they lack a physical body. Infomorphs are sometimes carried by 

other characters instead of (or in addition to) a muse in a ghostrider module. 
 

Seraniel
Sticky Note
---Synthetic Morphs---
Synthetic morphs are completely artificial/robotic. They are usually operated by AIs or via remote control, but the lack of available biomorphs after the Fall meant that many infugees resorted to resleeving in robotic shells, which were also cheaper, quicker to manufacture, and more widely available. Nevertheless, synthmorphs are viewed with disdain in many habitats, an option that only the poor and desperate accept to be sleeved in. Synthetic morphs are not without their advantages, however, and so are commonly used for menial labor, heavy labor, habitat construction, and security services.

All synthmorphs have the following advantages:

• Lack of Biological Functions. Synthmorphs need not be bothered with trivialities like breathing, eating, defecating, aging, sleeping, or any similar minor but crucial aspects of biological life.

• Pain Filter. Synthmorphs can filter out their pain receptors so that they are unhampered by wounds or physical damage. This allows them to ignore the –10 modifier from 1 wound (see Wound Effects, p. 207), but they suffer –30 on any tactile-based Perception Tests and will not even notice they have been damaged unless they succeed in a (modified) Perception Test.

• Immunity to Shock Weapons. Synthmorphs have no nervous system to disrupt, and their optical electronics are carefully shielded from interference. Shock attacks may temporarily disrupt their wireless radio communications, however, for the duration of the attack.

• Environmental Durability. Synthmorphs are built to withstand a wide range of environments, from dusty Mars to the oceans of Europa to the vacuum of space. They are unaffected by any but the most extreme temperatures and atmospheric pressures. Treat as temperature tolerance (p. 305) and vacuum sealing (p. 306).

• Toughness. Synthetic shells are made to last—a fact reflected in their higher Durability and built in Armor ratings. Their composition also makes their physical strikes more damaging: apply a +2 DV modifier on unarmed attacks for human-sized shells and larger.


Seraniel
Sticky Note
Case
Cases are extremely cheap, mass-produced robotic shells intended to provide an affordable remorphing option for the millions of infugees created by the Fall. Though many varieties of case shells exist, they are uniformly regarded as shoddy and inferior. Most case morphs are vaguely anthropomorphic, with a thin framework body standing just shorter than an average human. They suffer from frequent malfunctions.

Enhancements: Access Jacks, Basic Mesh Inserts, Cortical Stack, Cyberbrain, Mnemonic Augmentation

Mobility System (Movement Rate): Walker (4/16)

Aptitude Maximum: 20

Durability: 20

Wound Threshold: 4

Advantages: Armor (4/4)

Disadvantages: –5 to one chosen aptitude, Lemon trait, Social Stigma (Clanking Masses) trait

CP Cost: 5

Credit Cost: Moderate


Seraniel
Sticky Note
Synth
Synths are anthropomorphic robotic shells (androids and gynoids). They are typically used for menial labor jobs where pods are not as good of an option. Cheaper than many other morphs, they are commonly used for people who need a body quickly and cheaply or simply on a transient basis. Though they look humanoid, synths are easily recognizable as non-biological unless they have the synthetic mask option (p. 311).

Enhancements: Access Jacks, Basic Mesh Inserts, Cortical Stack, Cyberbrain, Mnemonic Augmentation

Mobility System: Walker (4/20)

Aptitude Maximum: 30

Durability: 40

Wound Threshold: 8

Advantages: +5 SOM, +5 to one other aptitude of the player’s choice, Armor 6/6

Disadvantages: Social Stigma (Clanking Masses) trait, Uncanny Valley trait

CP Cost: 30

Credit Cost: High


Seraniel
Sticky Note
Arachnoids
Arachnoid robotic shells are 1-meter in length, segmented into two parts, with a smaller head like a spider or termite. They feature four pairs of 1.5-meterlong retractable arms/legs, capable of rotating around the axis of the body, with built-in pneumatic systems for propelling the bot with small leaps. The manipulator claws on each arm/leg can be switched out with extendable mini-wheels for high-speed skating movement. A smaller pair of manipulator arms near the head allows for closer handling and tool use. In zero-g environments, arachnoids can retract their arms/legs and maneuver with vectored air thrusters.

Enhancements: Access Jacks, Basic Mesh Inserts, Cortical Stack, Cyberbrain, Enhanced Vision, Extra Limbs (10 Arms/Legs), Lidar, Mnemonic Augmentation, Pneumatic Limbs, Radar

Mobility System: Walker (4/24), Thrust Vector (8/40), Wheeled 8/40

Aptitude Maximum: 30

Durability: 40

Wound Threshold: 8

Advantages: +5 COO, +10 SOM, Armor 8/8

CP Cost: 45

Credit Cost: Expensive (minimum 40,000+)


Seraniel
Sticky Note
Dragonfly
The dragonfly robotic morph takes the shape of a meter-long flexible shell with multiple wings and manipulator arms. Capable of near-silent turbofanaided flight in Earth gravity, dragonfly bots fare even better in microgravity.

Enhancements: Access Jacks, Basic Mesh Inserts, Cortical Stack, Cyberbrain, Mnemonic Augmentation

Mobility System: Winged (8/32)

Aptitude Maximum: 30 (20 SOM)

Durability: 25

Wound Threshold: 5

Advantages: Flight, +5 REF, Armor (2/2), dragonflies count as a small target (–10 to hit in combat)

CP Cost: 20

Credit Cost: High


Seraniel
Sticky Note
Flexbots
Designed for multipurpose functions, flexbots can transform their shells to suit a range of situations and tasks. Their core frame consists of a half-dozen interlocking and shape-adjustable modules capable of auto-transforming into a variety of shapes: multilegged walker, tentacle, hovercraft, and many others. Each module features its own sensor units and “bush robot” fractal-branching digits (capable of breaking into smaller digits, down to the micrometer scale, allowing for ultra-fine manipulation). The flexbot control computer is also distributed between modules. Individual flexbots are only the size of a large dog, but multiple flexbots can join together for larger mass operations, even taking on heavy-duty tasks such as demolition, excavation, manufacturing, robotics assembly, and so on.

Enhancements: Access Jacks, Basic Mesh Inserts, Cortical Stack, Cyberbrain, Fractal Digits, Mnemonic Augmentation, Modular Design, Nanoscopic Vision, Shape Adjusting

Mobility System: Walker (4/16), Hover (8/40)

Aptitude Maximum: 30 (SOM 25)

Durability: 25

Wound Threshold: 5

Advantages: Armor 4/4, individual flexbots count as a small target (–10 modifier to hit in combat)

CP Cost: 20

Credit Cost: Expensive


Seraniel
Sticky Note
Reaper
The reaper is a common combat bot, used in place of biomorph soldiers and typically operated via teleoperation or by autonomous AI. The reaper’s core form is an armored disc, so that it can turn and present a thin profile to an enemy. It uses vector-thrust nozzles to maneuver in microgravity and also takes advantage of an ionic drive for fast movement over distance. Four legs/manipulating arms and four weapon pods are folded inside its frame. The reaper’s shell is made of smart materials, allowing these limbs and weapon mounts to extrude in any direction desired and even to change shape and length. In gravity environments, the reaper walks or hops on two or four of these limbs. Reapers are infamous due to numerous war XPs, and bringing one into most habitats will undoubtedly raise eyebrows if not get you arrested.

Enhancements: 360-Degree Vision, Access Jacks, Anti- Glare, Basic Mesh Inserts, Cortical Stack, Cyberbrain, Cyber Claws, Extra Limbs (4), Magnetic System, Mnemonic Augmentation, Pneumatic Limbs, Puppet Sock, Radar, Reflex Booster, Shape Adjusting,
Structural Enhancement, T-Ray Emitter, Weapon Mount (Articulated, 4)

Mobility System: Walker (4/20), Hopper (4/20), Ionic (12/40), Vectored Thrust (4/20)

Aptitude Maximum: 40

Speed Modifier: +1 (Reflex Booster)

Durability: 50 (60 with Structural Enhancement)

Wound Threshold: 10 (12 w/Structural Enhancement)

Advantages: 4 Limbs, +5 COO, +10 REF (+20 with Reflex Booster), +10 SOM, Armor 16/16

CP Cost: 100

Credit Cost: Expensive (minimum 50,000+)
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Slitheroids
Slitheroid bots are synthetic shells taking the form of a 2-meter-long segmented metallic snake, with two retractable arms for tool use. Snake bots can coil, twist, and roll their bodies into a ball or hoop, moving either by slithering, burrowing, rolling, or pulling themselves along by their arms. The sensor suite and control computer are housed in the head.

Enhancements: Access Jacks, Basic Mesh Inserts, Cortical Stack, Cyberbrain, Enhanced Vision, Mnemonic Augmentation

Mobility System: Snake (4/16; 8/32 rolling)

Aptitude Maximum: 30

Durability: 45

Wound Threshold: 9

Advantages: +5 COO, +5 SOM, +5 to one other aptitude of the player’s choice, Armor 8/8

CP Cost: 40

Credit Cost: Expensive
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Swarmanoid
The swarmanoid is not a single shell per se, but rather a swarm of hundreds of insect-sized robotic microdrones. Each individual “bug” is capable of crawling, rolling, hopping several meters, or using nanocopter fan blades for airlift. The controlling computer, cortical stack, and sensor systems are distributed throughout the swarm. Though the swarm can “meld” together into a roughly child-sized shape, the swarm is incapable of tackling physical tasks like grabbing, lifting, or holding as a unit. Individual bugs are quite capable of interfacing with electronics.

Enhancements: Access Jacks, Basic Mesh Inserts, Cortical Stack, Cyberbrain, Mnemonic Augmentation, Swarm Composition

Mobility System: Walker (2/8), Hopper (4/20), Rotor (4/32)

Aptitude Maximum: 30

Durability: 30

Wound Threshold: 6

Advantages: See Swarm Composition (p. 311)

Disadvantages: See Swarm Composition (p. 311)

CP Cost: 25

Credit Cost: Expensive
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---Infomorphs---
Infomorphs are digital-only forms—they lack a physical body. Infomorphs are sometimes carried by other characters instead of (or in addition to) a muse in a ghostrider module (p. 307). Full rules for infomorphs can be found on p. 265.

Enhancements: Mnemonic Augmentation

Aptitude Maximum: 40

Speed Modifier: +2

Disadvantages: No physical form

CP Cost: 0

Credit Cost: 0




Starting Aptitudes 
Your character receives 105 free points to distribute among their 7 aptitudes: Cognition, Coordination, Intuition, Reflexes, Savvy, Somatics, and 
Willpower. (That breaks down to an average of 15 per aptitude, so it may be easiest to give each 15 and then adjust accordingly, raising some and 
lowering others.) Each aptitude must be given at least 5 points (unless you take the Feeble trait), and no aptitude may be raised higher than 30 (unless 
you take the Exceptional Aptitude trait). Note that certain morphs (flats and splicers, for example) may also put a cap on how high you can raise your 
aptitudes (see Aptitude Maximums). 
 
For simplicity, it is recommended that aptitude scores be handled as multiples of 5, but this is not a necessity. 
 

Aptitudes  
Cognition Your aptitude for problem-solving, logical analysis, and understanding. It also includes memory and recall. 
Coordination Your skill at integrating the actions of different parts of your morph to produce smooth, successful movements. It includes 

manual dexterity, fine motor control, nimbleness, and balance.  
Intuition Your skill at following your gut instincts and evaluating on the fly. It includes physical awareness, cleverness, and cunning. 
Reflexes Your skill at acting quickly. This encompasses your reaction time, your gut-level response, and your ability to think fast. 
Savvy Your mental adaptability, social intuition, and proficiency for interacting with others. It includes social awareness and 

manipulation. 
Somatics Your skill at pushing your morph to the best of its physical ability, including the fundamental utilization of the morph’s 

strength, endurance, and sustained positioning and motion. 
Willpower Your skill for self-control, your ability to command your own destiny. 

 
Native Tongue 
Every character receives their natural Language skill at a rating of 70 + INT for free. This skill may be raised with CP (see below). 
 
Starting Moxie (15 CP = +1 Moxie, to a maximum of 10) 
Every character starts off with a Moxie stat of 1. 
 

 Moxie More than just luck, Moxie is your character’s ability to run the edge and do what it takes, no matter 
the odds 

 
Learned Skills 
Each character must purchase a minimum of 400 CP of Active skills and 300 CP of Knowledge skills. Skills are bought at the cost of 1 CP per point. 
Keep in mind that learned skills start at the rating of the linked aptitude. For example, if you want to raise a skill to 30 and the skill’s linked aptitude is 
10, you’ll need to spend 20 CP. Skill bonuses from background or faction should also be applied to the rating before you start raising the skill. For 
simplicity, it is recommended that skills be purchased as multiples of 5, but this is not a necessity. 
 
Raising a skill over 60 is expensive. Each point over 60 costs double. Raising a skill with a linked attribute of 20 up to 70 would cost 60 CP: 40 points 
to get from 20 to 60, and 20 more points to get from 60 to 70. 
 
No learned skill may be raised over 80 during character creation (unless you have the Expert trait). 
 
Though Knowledge skills are grouped into 5 skills, each is a Field skill, meaning that it can be taken multiple times with different fields. 
 
Skill Specializations (5 CP = 1 Specialization) 
Specializations, may also be purchased at the cost of 5 CP per specialization. You may purchase specializations for both Active and Knowledge skills. 
Only 1 specialization may be purchased per skill, and they may only be bought for skills with a rating of 30+. 
 
Credit (1 CP = +1,000 Credits, to a maxium of 100 CP spent) 
All characters are given 5,000 credits with which to purchase gear during character creation, unless you have the Fall Evacuee or Re-instantiated 
background (in which case you start with 2,500 or 0 credits, respectively). 
 
Rep (1 CP = 10 Rep, to a maxium of 80 per faction. Total amount of rep bought cannot exceed 35) 
Your character isn’t a complete newbie. You get 50 rep points to divide between the reputation networks of your choice. 
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Moxie
Moxie represents your character’s inherent talent at facing down challenges and overcoming obstacles with spirited fervor. More than just luck, Moxie is your character’s ability to run the edge and do what it takes, no matter the odds. Some people consider it the evolutionary trait that spurred humankind to pick up tools, expand our brains, and face the future head on, leaving other mammals in the dust. When the sky is falling, death is imminent, and no one can help you, Moxie is what saves the day.

The Moxie stat is rated between 1 and 10, as purchased during character creation (and perhaps raised later). In game play, Moxie is used to influence the odds in your favor. Every game session, your character begins with a number of Moxie points equal to their Moxie stat. Moxie points may be spent for any of the following effects:

• The character may ignore all negative modifiers that apply to a test. The Moxie point must be spent before dice are rolled.
• The character may flip-flop a d100 roll result. For example, an 83 would become a 38.
• The character may upgrade a success, making it a critical success, as if they rolled doubles. The character must succeed in the test before they spend the Moxie point.
• The character may ignore a critical failure, treating it as a regular failure instead.
• The character may go first in an Action Phase (p. 189).

Only 1 point of Moxie may be spent on a single roll. Moxie points will fluctuate during gameplay, as they are spent and sometimes regained.

Regaining Moxie: At the gamemaster’s discretion, Moxie points may be refreshed up to the character’s full Moxie stat any time the character rests for a significant period. Moxie points may also be regained if the character achieves a personal goal, as determined by their Motivations (see p. 120). The gamemaster determines how much Moxie is regained in proportion to the goal achieved.




Psi Sleights (5 CP = 1 Slight. No more than 5 psi-chi and 5 psi-gamma sleights may be bought during character creation) 
Characters who purchase the Psi trait, may spend CP to purchase sleights. These represent specific psi abilities the character has learned. The cost to 
buy a sleight is 5 CP. No more than 5 psi-chi and 5 psi-gamma sleights may be bought during character creation. 
 
Note that any skill or aptitude bonuses from sleights are treated as modifications; they are applied after all CP are spent and do not affect the 
cost of buying skills or aptitudes during character creation. 
 
Purchase Gear 
No matter what faction you are from, you use Credit to buy gear during character creation. A complete list of gear and costs can be found in the Gear 
chapter. Use the average costs for each cost category when calculating gear prices. Expensive items with a minimum listed cost that minimum 
amount. 
 
Every character starts off with one piece of gear for free: a standard muse. This is the digital AI companion that the character has had since they were 
a child. Additionally, each character starts with 1 month of backup insurance at no cost. 
 
There is no limitation other than what the gamemaster allows on what gear characters can and cannot buy during character creation. Both the players 
and gamemaster should keep the character’s background and faction in mind. Since some gear is likely very restricted in some habitats if not outright 
illegal, there needs to be a plausible explanation for who and how a character from such a place might have such gear. If there isn’t, then the 
gamemaster can choose not to allow it. The starting locale for a game should also be considered. A character from the restrictive Jovian Republic 
might have a hard time explaining how they have an illegal cornucopia machine, but if the game takes place on board a scum barge where everything 
is available and anything goes, then such an explanation becomes much easier. 
 
The one exception to buying gear with Credit is the purchase of additional morphs. Characters may buy extra morphs during character creation, but 
they must be bought with CP. The player must choose one morph in which the character is sleeved. Extra morphs also require body bank service fees. 
 
Note that any skill or aptitude bonuses from gear are treated as modifications; they are applied after all CP are spent and do not affect the cost 
of buying skills or aptitudes during character creation. 
 

Gear Costs   
Category Range (Credits) Average (Credits) 
Trivial 1 – 99 50 
Low 100 – 499 250 
Moderate 500 – 1,499 1,000 
High 1,500 – 9,999 5,000 
Expensive 10,000+ 20,000 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Purchasing Traits 
Traits represent specific qualities your character has that may help or hinder them. 
 
Positive traits supply bonuses in certain situations, and each has a listed CP cost. You may not spend more than 50 CP on positive traits. 
 
Negative traits inflict disadvantages on your character, but they also give you extra CP that you can spend on customizing your character. You may 
not purchase more than 50 CP worth of negative traits, and no more than 25 CP may be negative morph traits (no matter how many morphs you 
buy). 
 
Note that traits you receive from your background or faction do not cost or provide you with bonus CP. 
 
Traits listed as morph traits apply to the morph and not the ego. If the character switches to a new morph, these traits are lost (and new morph traits 
may be gained). Morph traits may be bought like other traits during character generation. 
 
Choose Motivations 
The next step is to choose 3 personal motivations for your character. These are memes, in the form of ideologies or goals, which your character is 
pursuing. These may be as specific as “undermine the local triad boss” or as broad as “promote hypercapitalism,” and they may be short term or long 
term. Some sample motivations are provided on the Example Motivations table (this page, below). You should work with your gamemaster when 
choosing your motivations, as they can be used to propel the storyline forward and specific scenarios can be constructed around your character’s 
goals. Some of your character’s motivations may change later. Motivations will help your character regain Moxie, and earn extra Rez Points during 
gameplay. 
 
Motivations should be listed on your character sheet as a single term or short phrase, along with a + or – symbol to denote whether they support or 
oppose it. For example, “+Fame” would indicate that your character seeks to become a famous media personality, whereas “–Reclaim Earth” means 
that your character opposes the goal of reclaiming Earth. 
 
Deriving Final Attributes 
 
• Lucidity, equals your character’s WIL × 2. 
Your Lucidity stat benchmarks your character’s mental stability. If you build up an amount of stress points equal to or greater than your Lucidity 
score, your character’s ego immediately suffers a mental breakdown. You effectively go into shock and remain in a catatonic state until your stress 
points are reduced to a level below your Lucidity stat. Accumulated stress points will overwhelm egos housed inside synthetic shells or infomorphs 
just as they will biological brains—the mental software effectively seizes up, incapable of functioning until it is debugged. 
 
• Trauma Threshold, equals your LUC divided by 5 (round up). 
Mental trauma is more severe than stress points. Traumas represent severe mental shocks, a crumbling of personality/self, delirium, paradigm shifts, 
and other serious cognitive malfunctions. Traumas impair your character’s functioning and may result in temporary derangements or permanent 
disorders. 
 
If your character receives a number of stress points at once that equals or exceeds their Trauma Threshold, they have suffered a trauma. If the 
inflicted stress points are double or triple the Trauma Threshold, they suffer 2 or 3 traumas, respectively, and so on Traumas are cumulative and must 
be recorded on your character sheet. 
 
• Insanity Rating, equals LUC × 2. 
Extreme amounts of built-up stress points can permanently damage your character’s sanity. If accumulated stress points reach your Lucidity × 2, your 
character’s ego undergoes a permanent meltdown. Your mind is lost, and no amount of psych help or rest will ever bring it back. 
 
• Initiative, equals your character’s (REF + INT) ÷ 5. 
Your character’s Initiative stat helps determine when they act in relation to other characters during the Action Turn. Your Initiative stat is equal to 
your character’s Intuition + Reflexes aptitudes (see Aptitudes, next page) divided by 5 (rounded up). Certain implants and other factors may modify 
this score. 
 
 
 



• Damage Bonus, for melee equals SOM ÷ 10 (round down). 
The Damage Bonus stat quantifies how much extra oomph your character is able to give their melee and thrown weapons attacks. Damage Bonus is 
determined by dividing your Somatics aptitude by 10 and rounding down. 
 
• Death Rating, equals DUR × 1.5 (biomorphs, round up) or DUR × 2 (synthmorphs) 
Death Rating is the total amount of damage your morph can take before it is killed or destroyed beyond repair. Death Rating is equal to DUR × 1.5 
for biomorphs and DUR × 2 for synthmorphs. 
 
• Speed, equals 1 (3 for infomorphs), modified as appropriate by implants. 
The Speed stat determines how often your character gets to act in an Action Turn (see Initiative, p. 188). All characters start with a Speed stat of 1, 
meaning they act once per turn. Certain implants and other advantages may boost this up to a maximum of 4. 
 
Traits (Unless otherwise noted, listed traits are ego traits.) 
 
Positive Traits 
 

Trait Cost More Info.  Trait Cost More Info. 
Adaptability 
 

10/20 CP   Limber (Morph) 
 

10/20 CP  

Allies 
 

30 CP   Math Wiz 10  CP  

Ambidexterous 
 

10 CP   Natural Immunity (Morph) 10 CP  

Animal Empathy 
 

5 CP   Pain Tolerance (Ego or Morph) 10/20 CP  

Brave 
 

10 CP   Patron 30 CP  

Common Sense 
 

10 CP   Psi 20/25 CP  

Danger Sense 
 

10 CP   Psi Chameleon (Ego or Morph) 10 CP  

Directional Sense 
 

5 CP   Psi Defense (Ego or Morph) 10/20 CP  

Eidetic Memory (Ego or 
Morph) 

10 CP   Rapid Healer (Morph) 10 CP  

Exceptional Aptitude 
(Ego or Morph) 

20 CP   Right at Home 10 CP  

Expert 
 

10 CP   Second Skin 15 CP  

Fast Learner 
 

10 CP   Situational Awareness 10 CP  

First Impression 
 

10 CP   Striking Looks (Morph) 10/20 CP  

Hyper-Linguist 
 

10 CP   Tough (Morph) 10/20/30 
CP 

 

Improved Immune 
System (Morph) 
 

10/20 CP   Zoosemiotics 5 CP  

Innocuous (Morph) 
 

10 CP      
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Adaptability
Cost: 10 (Level 1) or 20 (Level 2) CP

Resleeving is a breeze for this character. They adjust to new morphs much more quickly than most other people. Apply a +10 modifier per level for Integration Tests (p. 271) and Alienation Tests (p. 272).
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Sticky Note
Allies
Cost: 30 CP

The character is part of or has a relationship with some influential group that they can occasionally call on for support. For example, this could be their old gatecrashing crew, former research lab co-workers, a criminal cartel they are part of, or an elite social clique. The gamemaster and player should work out what the character’s relationship is with this group, and why the character can call on them for aid. Gamemaster’s should take care that these allies are not abused, such as calling on them more than once per game session. The character’s ties to this group are also a two-way street—they will be expected to perform duties for the group on occasion as well (a potential plot seed for scenarios).
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Ambidextrous
Cost: 10 CP

The character can use and manipulate objects equally well with both hands (they do not suffer the off-hand modifier, as noted under Wielding Two or More Weapons, p. 206). If the character has other prehensile limbs (feet, tail, tentacles, etc.), this trait may be applied to a limb other than the hand. This trait may be taken multiple times for multiple limbs.
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Animal Empathy
Cost: 5 CP

The character has an instinctive feel for handling and working with non-sapient animals of all kinds. Apply a +10 modifier to Animal Handling skill tests or whenever the character makes a test to influence or interact with an animal.
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Brave
Cost: 10 CP

This character does not scare easily and will face threats, intimidation, and certain bodily harm without flinching. As a side effect, the character is not always the best at gauging risks, especially when it comes to factoring in danger to others. The character receives a +10 modifier on all tests to resist fear or intimidation.
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Common Sense
Cost: 10 CP

The character has an innate sense of judgment that cuts through other distractions and factors that might cloud a decision. Once per game session, the player may ask the gamemaster what choice they should make or what course of action they should take, and the gamemaster should give them solid advice based on what the character knows. Alternatively, if the character is about to make a disastrous decision, the gamemaster can use the character’s free hint and warn the player they are making a mistake.
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Danger Sense
Cost: 10 CP

The character has an intuitive sixth sense that warns them of imminent threats. They receive a +10 modifier on Surprise Tests (p. 204).
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Directional Sense
Cost: 5 CP

Somehow the character always knows which way is up, north, etc., even when blinded. The character receives a +10 modifier for figuring out complex directions, reading maps, and remembering or retracing a path they have taken.
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Eidetic Memory (Ego or Morph Trait)
Cost: 10 CP

Much like a computer, the character has perfect memory recall. They can remember anything they have sensed, often even from a single glance. This works the same as the eidetic memory implant (p. 301).


Seraniel
Sticky Note
Exceptional Aptitude (Ego or Morph Trait)
Cost: 20 CP

As an ego trait, the character may raise the maximum for a particular chosen aptitude to 40 rather than 30 (p. 122). As a morph trait, it raises the morph aptitude maximum (p. 124) for a particular chosen aptitude by 10 (30 for flats, 35 for splicers, 40 for all others). Note that this trait just raises the maximum, it does not give the character 10 more aptitude points. This trait may only be taken by a morph or ego once.
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Expert
Cost: 10 CP

The character is a legend in the use of one particular skill. The character may raise one learned skill over 80, to a maximum of 90, during character creation. This trait does not actually increase the skill, it just raises the maximum. This trait may only be taken once.
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Fast Learner
Cost: 10 CP

The character improves skills and learns new ones in half the time it normally takes (see Improving Skills, p. 152).
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First Impression
Cost: 10 CP

The character has a way of charming or otherwise making a good impression the first time they interact with someone. This innate social lubricant allows them to more readily deal with new contacts and slip right into new social environments. Apply a +10 modifier on social skill tests when the character is interacting with another character for the first time only.
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Hyper Linguist
Cost: 10 CP

The character has an intuitive understanding of linguistic structures that facilitates learning new languages easily. The character requires one-third the normal amount of time to learn any language (see Improving Skills, p. 152). The character can also learn any human language in one day simply by constant immersive exposure to it. Additionally, the character receives a +10 modifier when attempting to interpret languages they don’t know.
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Improved Immune System (Morph Trait)
Cost: 10 (Level 1) or 20 (Level 2) CP

The morph’s immune system is robust and more resistant to diseases, drugs, and toxins—even more than basic biomods. At Level 1, apply a +10 modifier whenever making a test to resist infection or the effects of a toxin or drug. At Level 2, increase this modifier to +20. This trait is only available to biomorphs.
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Innocuous (Morph Trait)
Cost: 10 CP

In an age when exotic appearances and good looks are commonplace, the morph’s look is surprisingly bland and undistinguished, in that cookie cutter sort of way. The character’s physical looks are so mundane that others have a hard time picking them out of a crowd, describing their appearance, or otherwise remembering physical details. Apply a –10 modifier to all tests made to spot, describe, or remember the character. This modifier does not apply to psi or mesh searches.
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Limber (Morph Trait)
Cost: 10 (Level 1) or 20 (Level 2) CP

The morph is especially flexible and supple, capable of graceful contortions and interesting positions. At Level 1, the character can smoke with their toes, do the splits, and squeeze into small, cramped spaces. At Level 2, they are double-jointed escape artists. Each level provides a +10 modifier to escaping from bonds, fitting into narrow confines, and other acts relying on contortion or flexibility.
This trait is only available to biomorphs.
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Math Wiz
Cost: 10 CP

The character can perform any feat of calculation, including the most complex and advanced mathematics, instantly and with great precision, with the same ease an unmodified human can add 2 + 3. The character can calculate odds, find correlations in numerical data, and perform similar tasks with great ease. Apply a +30 modifier on tests involving math calculations.
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Natural Immunity (Morph Trait)
Cost: 10 CP

The morph has a natural immunity to a specific drug, disease, or toxin. When afflicted with that specific chemical, poison, or pathogen, the character remains unaffected. This immunity may not be applied to nanodrugs or nanotoxins and at the gamemaster’s discretion may not be applied to other specific agents. This trait is only available to biomorphs.
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Pain Tolerance (Ego or Morph Trait)
Cost: 10 (Level 1) or 20 (Level 2) CP

The character has a high threshold for pain tolerance and is better at ignoring the effects of pain on their abilities and concentration. Level 1 allows them to ignore the –10 modifier from 1 wound. Level 2 allows them to ignore the –10 modifiers from 2 wounds. This trait is only available for biomorphs.


Seraniel
Sticky Note
Patron
Cost: 30 CP

The character has an influential person in their life who can be relied on for occasional support. This could be a wealthy hyperelite family member, a high-ranking triad boss, or an anarchist networker with an unbeatable reputation. When called upon, this patron can pull strings on the character’s behalf, supply resources, introduce them to people they need to know, and bail them out of trouble. The player and gamemaster should work together to define exactly who this NPC is and what their relationship with the player character is. Specifically, the question of why this patron is supporting the character should be answered (familial obligation? childhood buddies? the character saved their life once?). Gamemasters should be careful that this trait does not get abused. The patron should be an occasional help (probably no more than once per game session at most) but is not always at the character’s beck-and-call. If the character asks for too much, too often, they should find the patron’s support drying up. Additionally, the character may need to take action to maintain the relationship, such as undertaking a mission on the patron’s behalf. In fact, the character may only have their patronage because they are on-call or of use to the NPC in some way.
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Psi
Cost: 20 CP (Level 1), 25 CP (Level 2)

The character has been infected with the Watts- MacLeod strain of the exsurgent virus, which altered their brain structure and opened the potential for their mind to enhance their cognitive abilities and read and manipulate the biological minds of others (see Psi, p. 220). The character may purchase and learn (see Psi-Chi Sleights, p. 223). At Level 1, the character may only use psi-chi sleights. At Level 2, the character may use both psi-chi and psi-gamma sleights. 

Though this trait is not very expensive, gamemasters should not allow it to be abused. There are a number of negative side effects to Watts-MacLeod infection, noted under Psi Drawbacks, p. 220.
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Psi Chameleon (Ego or Morph Trait)
Cost: 10 CP

The character’s mental state is naturally resistant to psi sensing. Apply a –10 modifier to any attempts to locate or detect the character via psi sleights.
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Psi Defense (Ego or Morph Trait)
Cost: 10 (Level 1) or 20 (Level 2) CP

The character’s mind is inherently resistant to mental attacks. At Level 1, apply a +10 modifier to all defense tests made against psi attacks. At Level 2, apply a +20 modifier.
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Rapid Healer (Morph Trait)
Cost: 10 CP

The morph recovers from damage more quickly. Reduce the timeframes for healing by half, as noted on the Healing table, p. 208. This trait is only available to biomorphs.
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Right at home
Cost: 10 CP

The character chooses one type of morph (splicer, neo-hominid, case, etc.). The character always feels right at home in morphs of this type. When resleeving into this type of morph, the character automatically adjusts to the new body, no Integration or Alienation Test needed, suffering no penalties and no mental stress.
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Second Skin
Cost: 15 CP

If your character background or faction enforces a restriction on your starting morph (for example, uplifts must start with an uplift morph), this trait allows you to ignore that restriction and purchase a starting morph of your choice.
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Situational Awareness
Cost: 10 CP

The character is very good at maintaining continuous partial awareness of the goings-on in their immediate environment. In game terms, they do not suffer the Distracted modifier on Perception Tests to notice things even when their attention is focused elsewhere or when making Quick Perception Tests during combat.


Seraniel
Sticky Note
Striking Looks (Morph Traits)
Cost: 10 (Level 1) or 20 (Level 2) CP

In an age where biosculpting is easy, good looks are both cheap and commonplace. This morph, however, possesses a physical look that can only be described as striking and unusual, but also somehow alluring and fascinating—even the gorgeous and chiseled glitterati take notice. On social skill tests where the character’s beauty may affect the outcome, they receive a +10 (for Level 1) or +20 (for Level 2) modifier. This modifier is ineffective against xenomorphs or those with the infolife or uplift backgrounds. This trait is only available to biomorphs.

This modifier may be purchased for uplift morphs, but at half the cost, and it is only effective against characters with that specific uplift background (i.e., neo-avians, neo-hominids, etc.).

The one drawback to this trait is that the character is more easily noticed and remembered.
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Tough (Morph Trait)
Cost: 10 (Level 1), 20 (Level 2), or 30 (Level 3) CP

This morph is resilient than others of its type and can take more physical abuse. Increase their Durability by +5 per level (+5 at Level 1, +10 at Level 2, and +15 at Level 3). This also increases Wound Threshold by +1, +2, and +3 respectively.
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Zoosemiotics
Cost: 5

A character with this trait and the Psi trait does not suffer a modifier when using psi sleights on nonsapient or partly sapient animal species.




Negative Traits 
 

Trait Cost More Info.  Trait Cost More Info. 
Addiction (Ego or 
Morph) 

5/10/20 
CP 

  Mild Allergy (Morph) 
 

5 CP  

Aged (Morph) 
 

10 CP   Modified Behavior 5/10/20 
CP 

 

Bad Luck 
 

10 CP   Morphing Disorder 10/20/30  

Blacklisted 
 

5/20 CP   Neural Damage 10 CP  

Black Mark 
 

10/20/30 
CP 

  No Cortical Stack (Morph) 10 CP  

Combat Paralysis 
 

20 CP   Oblivious 10 CP  

Edited Memories 
 

10 CP   On The Run 10 CP  

Enemy 
 

10 CP   Psi Vulnerability (Ego or 
Morph) 

10 CP  

Feeble 
 

20 CP   Real World Naivete 10 CP  

Genetic Defect 
(Morph) 

10./20 
CP 

  Severe Allergy (Morph) 10/20 
CP 

 

Frail (Morph) 
 

10/20 
CP 

  Slow Learner 10 CP  

Identity Crisis 
 

10 CP   Social Stigma (Ego or 
Morph) 

10 CP  

Illiterate 
 

10 CP   Timid 10 CP  

Immortality Blues 
 

10 CP   Unattractive (Morph) 10/20/30 
CP 

 

Implant Rejection 
 

5/15 CP   Uncanny Valley (Morph) 10 CP  

Incompetent 
 

10 CP   Unfit (Morph) 10/20 
CP 

 

Lemon 
 

10 CP   VR Vertigo 10 CP  

Low Pain Tolerance 
(Ego or Morph) 

20 CP   Weak Immune System 
(Morph) 

10/20 
CP 

 

Mental Disorder 
 

10 CP   Zero-G Nausea 10 CP  

 

Seraniel
Sticky Note
Addiction (Ego or Morph Trait)
Bonus: 5 CP (Minor), 10 CP (Moderate), or 20 CP (Major)

Addiction comes in two forms: mental (affecting the ego) and physical (affecting the biomorph). The character or morph is addicted to a drug (p. 317), stimulus (XP), or activity (mesh use) to a degree that impacts the character’s physical or mental health. Players and gamemasters should work together to agree on addictions that are appropriate for their game. Addiction comes in three levels of severity: minor, moderate, or major:

Minor: A minor addiction is largely kept under control—it does not ruin the character’s life, though it may create some difficulties. The character may not even recognize or admit they have a problem. The character must indulge the addiction at least once a week, though they can go for longer without too much difficulty. If they fail to get their weekly dose, they suffer a –10 modifier on all actions until they get their fix.

Moderate: A moderate addiction is in full swing. The character obviously has a problem, and must satisfy the addiction at least once a day. If they fail to do so, they may suffer mood swings, compulsive behavior, physical sickness, or other side effects until they indulge their craving. Apply a –20 modifier to all of the character’s actions until they get their fix. Additionally, a character with this level of addiction suffers a penalty of –5 DUR (physical addiction) or –10 to Willpower Stress Tests (mental addiction).

Major: A character with a major addiction is on the rapid road to ruin. They face cravings every 6 hours and suffer a penalty of –10 DUR (physical addiction) or –20 to Willpower Stress Tests (mental addiction). If they fail to get their regular dosage, they suffer a –30 modifier on all actions until they do. If their life hasn’t already been ruined by their obsession, it soon will be.


Seraniel
Sticky Note
Aged (Morph Trait)
Bonus: 10 CP

The morph is physically aged and has not been rejuvenated. Old morphs are increasingly uncommon, though some people adopt them hoping to gain an air of seniority and respectability. Reduce the character’s aptitude maximums by 5, and apply a –10 modifier on all physical actions. 

This trait may only be applied to flat and splicer morphs.


Seraniel
Sticky Note
Bad Luck
Bonus: 30 CP

Due to some inexplicable cosmic coincidence, things seem to go wrong around the character. The gamemaster is given a pool of Moxie points equal to the character’s Moxie stat, which also refreshes at the same rate as the character’s Moxie. Only the gamemaster may utilize this Moxie, however, and the purpose is to use it against the character. In other words, the gamemaster can use this bad Moxie to cause the character to automatically fail, flip-flop a roll, and so on. To reflect the black cloud that follows the character, the gamemaster can even use this bad Moxie against the character’s friends and allies, when they are doing something with or related to the character, though this should be used sparingly. Gamemasters who might be reluctant to sabotage the character should remember that the player asked for it by purchasing this trait.


Seraniel
Sticky Note
Blacklisted
Bonus: 5 or 20 CP

The character has managed to get themselves blacklisted in certain circles, whether they actually did something to deserve it or not. In game terms, the character is barred from having a Rep score higher than 0 in one particular reputation network. People within that network will refuse to help the character out of fear of reprisals and ruining their own reputation. The bonus for this trait is 20 CP if chosen for the rep network pertaining to the character’s own starting faction, and 5 CP if chosen for any other.


Seraniel
Sticky Note
Black Mark
Bonus: 10 (Level 1), 20 (Level 2), or 30 (Level 3) CP

At some point in the character’s past, they managed to do something that earned a black mark on their reputation. For some reason, no matter what they do, this black mark cannot be shaken off and continues to haunt their interactions. In game terms, the character picks one faction. Every time they interact with this faction (such as a Networking Test) or with an NPC from this faction (Social Skill Tests) who knows the character, they suffer a –10 modifier per level.


Seraniel
Sticky Note
Combat Paralysis
Bonus: 20 CP

The character has an unfortunate habit of freezing in combat or stressful situations, like a deer caught in headlights. Anytime violence breaks out around the character or they are surprised, the character must make a Willpower Test in order to act or respond in any way. If they fail the test, they lose their action and simply stand there, remaining incapable of reacting to the situation.


Seraniel
Sticky Note
Edited Memories
Bonus: 10 CP

At some point in the character’s past, the character had certain memories strategically removed or otherwise lost to them. This may have been done to intentionally forget an unpleasant or shameful experience or to make a break with the past. The memory may also have been lost by an unexpected death (with no recent backup), or it may have been erased against the character’s will. Whatever the case, the memory should bear some importance, and there should exist either evidence of what happened or NPCs who know the full story. This is a tool the gamemaster can use to haunt the character at some future point with ghosts from their past.


Seraniel
Sticky Note
Enemy
Bonus: 10 CP

At some point in their past, the character made an enemy for life who continues to haunt them. The gamemaster and player should work out the details on this enmity, and the gamemaster should use the enemy as an occasional threat, surprise, and hindrance.


Seraniel
Sticky Note
Feeble
Bonus: 20 CP

The character is particularly weak with one aptitude. That aptitude must be purchased at a rating lower than 5 and may never be upgraded during character advancement. The aptitude maximum is 10, no matter what morph the character is wearing.


Seraniel
Sticky Note
Genetic Defect (Morph Trait)
Bonus: 10 CP or 20 CP

The morph is not genefixed, and in fact suffers from a genetic disorder or other impairing mutation. The player and gamemaster should agree on a defect appropriate to their game. Some possibilities include: heart disease, diabetes, cystic fibrosis, sickle-cell disease, hypertension, hemophilia, or color blindness. A genetic disorder that creates minor complications and/or occasional health problems would be worth 10 CP, a defect that significantly impairs the character’s regular functioning or that inflicts chronic health problems is worth 20 CP. The gamemaster must determine the exact effects of the disorder on gameplay, as appropriate.

This trait is only available for flats.


Seraniel
Sticky Note
Frail (Morph Trait)
Bonus: 10 (Level 1) or 20 (Level 2) CP

This morph is not as resilient as others of its type. Its Durability is reduced by 5 per level. This also reduces Wound Threshold by 1 or 2, respectively.


Seraniel
Sticky Note
Identity Crisis
Bonus: 10 CP

The character’s ego has trouble adapting itself to the changed look of a new morph—they are stuck with the mental image of their original body and simply do not grow accustomed to their new face(s). As a result, the character has difficulty identifying themselves in the mirror, photos, surveillance feeds, etc. They frequently forget the look and shape of their current morph, acting inappropriately, describing themselves by their original body, forgetting to duck when walking through doorways, etc. This is primarily a roleplaying trait, but the gamemaster may apply appropriate modifiers (usually –10) to tests affected by this inability to adapt.


Seraniel
Sticky Note
Illiterate
Bonus: 10 CP

The character knows how to speak but has difficulty reading or writing. Due to the entoptic-saturated and icon-driven nature of transhuman society, they are able to get by quite comfortably with this handicap. Reduce the character’s Language skills by half (round down) whenever reading or writing.


Seraniel
Sticky Note
Immortality Blues
Bonus: 10 CP

The character has lived so long—over 100 years— they’re bored with life and now have difficulty motivating themselves. They were old when longevity treatments first became available, survived the Fall, and continue to soldier onward—though they find it increasingly harder to care, take interest in things around them, or fear final death. The character only receives half the Moxie and Rez Points award for completing motivational goals.

This trait may not be purchased by characters with the infolife, uplift, or lost backgrounds.


Seraniel
Sticky Note
Implant Rejection
Bonus: 5 (Level 1) or 15 (Level 2) CP

This morph does not accept implants well. At Level 1, any implants acquired are more expensive as they required specialized anti-rejection treatments. Increase the Cost category of the implant by one. At Level 2, the morph cannot accept implants of any kind.


Seraniel
Sticky Note
Incompetent
Bonus: 10 CP

The character is completely incapable of performing a particular chosen active skill, no matter any training they may receive. They may not buy this skill during character creation or later advancement, and the modifier for defaulting to the linked aptitude of this particular skill is –10. This may not be used for exotic weapon skills, and should be used for a skill that could be of use to the character


Seraniel
Sticky Note
Lemon
Bonus: 10 CP

This trait is only available for synthetic morphs. This particular morph has some unfixable flaws. Once per game session (preferably at a time that will maximize drama or hilarity), the gamemaster can call for the character to make a MOX × 10 Test (using their current Moxie score). If the character fails, the morph immediately suffers 1 wound resulting from some mechanical failure, electrical glitch, or other breakdown. This wound may be repaired as normal.


Seraniel
Sticky Note
Low Pain Tolerance (Ego or Morph Trait)
Bonus: 20 CP

Pain is the character’s enemy. The character has a very low threshold for pain tolerance and is more severely impaired when suffering. Increase the modifier for each wound take by an additional –10 (so the character suffers –20 with one wound, –40 with another, and –60 with a third). Additionally, the character suffers a –30 modifier on any test involving pain resistance. The morph version of this trait is only available for biomorphs.


Seraniel
Sticky Note
Mental Disorder
Bonus: 10 CP

You have a psychological disorder from a previous traumatic experience in your life. Choose one of the disorders listed on p. 211.


Seraniel
Sticky Note
Mild Allergy (Morph Trait)
Bonus: 5 CP

The morph is allergic to a specific chosen allergen (dust, dander, plant pollen, certain chemicals) and suffers mild discomfort when exposed to it (eye irritation, sneezing, difficult breathing). Apply a –10 modifier to all tests while the character remains exposed. This trait is only available for biomorphs.


Seraniel
Sticky Note
Modified Behavior
Bonus: 5 (Level 1), 10 (Level 2), or 20 (Level 3) CP

The character has been conditioned via time accelerated behavioral control psychosurgery. This is common among ex-felons, who have been conditioned to respond to a specific idea or activity with vehement horror and disgust, but may have occurred for some other reason or even been self-inflicted. At Level 1, the chosen behavior is either limited or boosted, at Level 2 it is either blocked or encouraged, and at Level 3 it is expunged or enforced (see p. 231 for details). This trait should only be allowed for behaviors that are either limited or, if encouraged, impact the character in a negative way.


Seraniel
Sticky Note
Morphing Disorder
Bonus: 10 (Level 1), 20 (Level 2), or 30 (Level 3) CP

Adapting to new morphs is particularly challenging for this character. The character suffers a –10 modifier per level on Integration Tests (p. 271) and Alienation Tests (p. 272).


Seraniel
Sticky Note
Neural Damage
Bonus: 10 CP

The character has suffered some type of neurological damage that simply cannot be cured. The affliction is now part of the character’s ego and remains with them even when remorphing. This damage may have been inherited, it may have resulted from a poorly designed morph or implant, or it may have been inflicted by one of the TITAN nanoviruses that targeted neural systems during the Fall (p. 384). The gamemaster and player should agree on a specific disorder appropriate to their game. Some possibilities are:

• Partial aphasia (difficulty communicating or
using words)
• Color blindness
• Amusica (inability to make or understand music)
• Synaesthesia
• Logorrhoea (excessive use of words)
• Loss of face recognition
• Loss of depth perception (double range modifiers)
• Repetitive behavior
• Mood swings
• The inability to shift attention quickly

The gamemaster may decide to inflict modifiers resulting from this affliction as appropriate.


Seraniel
Sticky Note
No Cortical Stack (Morph Trait)
Bonus: 10 CP

The morph lacks the cortical stack that is common to morphs of its type. This means the character cannot be resleeved from the cortical stack if the character dies, they can only be resleeved from a standard backup. This trait is not available for flats.


Seraniel
Sticky Note
Oblivious
Bonus: 10 CP

The character is particularly oblivious to events around them or anything other than what their attention is focused on. They suffer a –10 modifier to Surprise Tests and their modifier for being Distracted is –30 rather than the usual –20 (see Basic Perception, p. 190).


Seraniel
Sticky Note
On The Run
Bonus: 10 CP

The character is wanted by the authorities of a particular habitat/station or faction, who continue to actively search for the character. They either committed a crime or somehow displeased someone in power. The character deals with that faction in question at their own risk and may occasionally be forced to deal with bounty hunters.


Seraniel
Sticky Note
Psi Vulnerability (Ego or Morph Trait)
Bonus: 10 CP

Something about the character’s mind makes them particularly vulnerable to psi attack. They suffer a –10 modifier when resisting such attacks. The morph version of this trait may only be taken by biomorphs.


Seraniel
Sticky Note
Real World Naivete
Bonus: 10 CP
Due to their background, the character has very limited personal experience with the real (physical) world—or they have spent so much time in simulspace that their functioning in real life is impaired. They lack an understanding of many physical properties, social cues, and other factors that people with standard human upbringings take for granted. This lack of common sense may lead the character to misunderstand how a device works or to misinterpret someone’s body language.

Once per game session, the gamemaster may intentionally mislead the character when giving them a description about some thing or some social interaction. This falsehood represents the character’s misunderstanding of the situation and should be roleplayed appropriately, even if the player realizes the character’s mistake.

This trait should only be available to characters with the infolife or re-instantiated backgrounds, though the gamemaster may allow it for characters who have extensive virtual reality/XP use in their personal histories.


Seraniel
Sticky Note
Severe Allergy (Morph Trait)
Bonus: 10 (uncommon) or 20 (common) CP

The morph’s biochemistry suffers a severe allergic reaction (anaphylaxis) when it comes into contact (touched, inhaled, or ingested) with a specific allergen. The allergen may be common (dust, dander, plant pollen, certain foods, latex) or uncommon (certain drugs, insect stings). The player and gamemaster should agree on an allergen that fits the game. If exposed to the allergen, the character breaks into hives, has difficulty to breathing (–30 modifier to all actions), and must make a DUR Test or go into anaphylactic shock (dying of respiratory failure in 2d10 minutes unless medical care is applied). This trait is only available to biomorphs.


Seraniel
Sticky Note
Slow Learner
Bonus: 10 CP

New skills are not easy for this character to pick up. The character takes twice as long as normal to improve skills or learn new ones (p. 152).


Seraniel
Sticky Note
Social Stigma (Ego or Morph Trait)
Bonus: 10 CP

An unfortunate aspect of the character’s background means that they suffer from a stigma in certain social situations. They may be sleeved in a morph viewed with repugnance, be a survivor of the infamous Lost generation, or may be an AGI in a post-Fall society plagued by fear of artificial intelligence. In social situations where the character’s nature is known to someone who view that nature with distaste, fear, or repugnance, they suffer a –10 to –30 modifier (gamemaster’s discretion) to social skill tests.


Seraniel
Sticky Note
Timid
Bonus: 10 CP

This character frightens easily. They suffer a –10 modifier when resisting fear or intimidation.


Seraniel
Sticky Note
Unattractive (Morph Trait)
Bonus: 10 CP (Level 1), 20 CP (Level 2), 30 CP (Level 3)

In a time when good looks are easily purchased, this morph is conspicuously ugly. As unattractiveness is increasingly associated with being poor, backward, or genetically defective, responses to a lack of good looks range from distaste to horror. The character suffers a –10 modifier on social tests for Level 1, –20 for Level 2, and –30 for Level 3.

Only biomorphs may take this trait. This modifier does not apply to interactions with xenomorphs or those with the infolife or uplift backgrounds. This modifier may be purchased for uplift morphs, but at half the bonus, and it is only effective against characters with that specific uplift background (i.e., neoavians, neo-hominids, etc.).


Seraniel
Sticky Note
Uncanny Valley (Morph Trait)
Bonus: 10 CP

There is a point where synthetic human looks become uncannily realistic and human-seeming, but they remain just different enough that their looks seem creepy or even repulsive—a phenomenon called the “uncanny valley.” Morphs whose looks fall into this range suffer a –10 modifier on social skill tests when dealing with humans. This modifier does not apply to interactions with xenomorphs or those with the infolife or uplift backgrounds.


Seraniel
Sticky Note
Unfit (Morph Trait)
Bonus: 10 CP (Level 1), 20 CP (Level 2)

The morph is either not optimized for health and/or just in bad shape. Reduce the aptitude maximums for Coordination, Reflexes, and Somatics by 5 (Level 1) or 10 (Level 2).


Seraniel
Sticky Note
VR Vertigo
Bonus: 10 CP

The character experiences intense vertigo and nausea when interfacing with any type of virtual reality, XP, or simulspace. Augmented reality has no effect, but VR inflicts a –30 modifier to all of the character’s actions. Prolonged use of VR (gamemaster’s discretion) may actually incapacitate the character should they fail a WIL × 2 Test.


Seraniel
Sticky Note
Weak Immune System (Morph Trait)
Bonus: 10 (Level 1) or 20 (Level 2) CP

The morph’s immune system is susceptible to diseases, drugs, and toxins. At Level 1, apply a –10 modifier whenever making a test to resist infection or the effects of a toxin or drug. At Level 2, increase this modifier to –20. This trait is only available to biomorphs.


Seraniel
Sticky Note
Zero-G Nausea (Morph Trait)
Bonus: 10 CP

This morph suffers from space sickness and does not fair well in zero gravity. The character suffers a –10 modifier in any microgravity climate. Additionally, whenever the character is first getting acclimated or anytime they must endure excessive movement in microgravity, they must make a WIL Test or spend 1 hour incapacitated by nausea per 10 points of MoF.




Learned Skills 
Skill Linked Apt. Category Info.  Skill Linked Apt. Category Info. 
Academics: (Field) 
 

COG Knowledge   Investigation INT Active, 
Mental 

 

Animal Handling 
 

SAV -   Kinesis SAV Active, 
Social 

 

Art: (Field) 
 

INT Knowledge   Kinetic Weapons COO Active, 
Combat 

 

Beam Weapons 
 

COG Active, 
Combat 

  Language: (Field) INT Knowledge  

Blades 
 

SOM Active, 
Combat 

  Medicine: (Field) COG Active, 
Technical 

 

Climbing 
 

SOM Active, 
Physical 

  Navigation INT Active, 
Mental 

 

Clubs 
 

SOM Active, 
Combat 

  Networking: (Field) SAV Active, 
Social 

 

Control 
 

WIL (No 
Defaulting) 

Active, 
Mental, Psi 

  Palming COO Active, 
Physical 

 

Deception 
 

SAV Active, 
Social 

  Perception INT Active, 
Mental 

 

Demolitions 
 

COG (No 
Defaulting) 

Active, 
Technical 

  Persuasion SAV Active, 
Mental 

 

Disguise 
 

INT Active, 
Physical 

  Pilot: (Field) REF Active, 
Vehicle 

 

Exotic Melee 
Weapons: (Field) 

SOM Active, 
Combat 

  Profession: Field COG Field, 
Knowledge 

 

Exotic Ranged 
Weapons: (Field) 

COO Active, 
Combat 

  Programming COG (No 
Defaulting) 

Active, 
Technical 

 

Flight 
 

SOM Active, 
Physical 

  Protocol SAV Active, 
Social 

 

Fray 
 

REF Active, 
Combat 

  Psi Assault WIL (No 
Defaulting) 

Active, 
Mental, Psi 

 

Free Fall 
 

REF Active, 
Physical 

  Psychosurgery INT Active, 
Technical 

 

Freerunning 
 

    Research COG Active, 
Technical 

 

Gunnery 
 

INT Active, 
Combat 

  Scrounging INT Active, 
Mental 

 

Hardware: (Field) 
 

COG Active, 
Technical 

  Seeker Weapons COO Active, 
Combat 

 

Impersonation 
 

SAV Active, 
Social 

  Sense INT (No 
Defaulting) 

Active, 
Mental, Psi 

 

Infiltration 
 

COO Active, 
Physical 

  Spray Weapon COO Active, 
Combat 

 

Infosec 
 

COG (No 
Defaulting) 

Active, 
Technical 

  Swimming 
 

SOM Active, 
Physical 

 

Interest: (Field) 
 

COG Knowledge   Throwing Weapons COO 
 

Active, 
Combat 

 

Interfacing COG Active, 
Technical 

  Unarmed Combat 
 

SOM Active, 
Combat 

 

Intimidation SAV Active, 
Social 

      

Seraniel
Sticky Note
Academics (Field)

Type: Field, Knowledge

Linked Aptitude: COG

What it is: Academics covers any sort of specialized non-applied knowledge you can only get through intensive education. Most theoretical and applied sciences, social sciences, transhumanities, etc. are covered by this skill. Most of the other skills listed in this chapter could also be taken as an Academics field, reflecting a working theoretical knowledge of the skill—for example, Academics: Armorer or Academics: Interrogation.

When you use it: Academics is used when a character wishes to call upon a specific body of knowledge. For example, Academics: Chemistry could be used to identify a particular substance, understand an unusual chemical reaction, or determine what elements are needed to nanofabricate something that requires exotic materials. At the gamemaster’s discretion, some Academics-related tests might not be defaultable, given that only someone who has been educated in that subject is likely to be able to tackle it.

Sample Fields: Archeology, Astrobiology, Astronomy, Astrophysics, Astrosociology, Biochemistry, Biology, Botany, Computer Science, Cryptography, Economics, Engineering, Genetics, Geology, Linguistics, Mathematics, Memetics, Nanotechnology, Old Earth History, Physics, Political Science, Psychology, Sociology, Xeno-archeology, Xenolinguistics, Zoology

Specializations: As appropriate to the field


Seraniel
Sticky Note
Animal Handling
Type: Active, Social

Linked Aptitude: SAV

What it is: Skilled animal handlers are able to train and control a wide variety of natural and transgenic animals, including partial uplifts. Though many animal species went extinct during the Fall, a few ark and zoo habitats keep some species alive, and many others can be resurrected from genetic samples. Exotic animals are considered a sign of prestige among the hypercorp elites, and guard animals are occasionally used to protect high-security installations. Likewise, many habitats and settlements employ small armies of partially uplifted, genetically modified, and behaviorcontrolled creatures for sanitation or other purposes. Many new and strange breeds of animal are created daily to serve a variety of roles.

When you use it: Animal Handling is used whenever you are trying to manipulate an animal, whether your intent is to calm it down, keep it from attacking, intimidate it, acquire its trust, or goad it into attacking. Your Margin of Success determines how effective you are at convincing the creature. At the gamemaster’s discretion, modifiers may be applied to the test. Likewise, winning an animal over may sometimes take time and so could be handled as a Task Action with a timeframe of five minutes or more.

Specializations: Per animal species (dogs, horses, smart rats, etc.)

Training Animals

Training animals is a time-consuming task requiring repeated efforts and rewards to reinforce the trained behavior. Treat this as a Task Action with a timeframe of one day to one month, depending on the complexity of the action. Apply modifiers to this test based on the relative intelligence of the animal being trained, how domestic it is, and the complexity of the task.

Once an animal has been trained, commanding it is treated as a Simple Success Test (see p. 118) except for unusual or stressful situations, in which case the trainer receives a +30 modifier on their Animal Handling Tests when convincing the animal to complete the trained action.


Seraniel
Sticky Note
Art: (Field)
Type: Field, Knowledge

Linked Aptitude: INT
What it is: Art confers the ability to create and evaluate artistic endeavors. This is a particularly useful skill in Eclipse Phase, especially in the post-scarcity economies where creativity and vision can be a key component to a character’s reputation.

When you use it: The Art skill can be used to either create a new work of art or to duplicate an existing piece of art in the hopes of passing it off as your own. The skill can also determine the approximate value of a piece of art either on the open market, for monetary exchange systems, or in terms of reputation for the artist.

Sample Fields: Architecture, Criticism, Dance, Drama, Drawing, Painting, Performance, Sculpture, Simulspace Design, Singing, Speech, Writing

Specializations: As appropriate to the field


Seraniel
Sticky Note
Beam Weapons
Type: Active, Combat

Linked Aptitude: COO

What it is: The Beam Weapons skill covers the usage and maintenance of standard coherent beam energy weapons such as lasers, particle beam weapons, plasma rifles, and microwave weapons (p. 338).

When you use it: A player uses their Beam Weapons skill whenever attacking with a beam weapon in combat (p. 191). Beam Weapons may also be used for tests involving maintenance of the weapon, but not for repairing or modifying the weapon (that would be Hardware: Armorer skill).

Specializations: Lasers, Microwave Weapons, Particle Beam Weapons, Plasma Rifles


Seraniel
Sticky Note
Blades
Type: Active, Combat

Linked Aptitude: SOM

What it is: The Blades skill covers the usage and maintenance of standard bladed weapons (p. 334).

When you use it: A player uses their Blades skill whenever attacking with a blade weapon in melee combat (p. 191). Blades may also be used for tests involving maintenance of the weapon, but not for repairing or modifying the weapon (that would be Hardware: Armorer skill). This skill is used for blade weapons implanted in the body at the end of an appendage (hands, forearms, feet, octomorph arms,
etc.), but the Exotic Melee Weapon skill is used for blades implanted in other parts of the body.

Specializations: Axes, Implant Blades, Knives, Swords

Seraniel
Sticky Note
Climbing
Type: Active, Physical

Linked Aptitude: SOM

What it is: Climbing is the skill of ascending and descending sheer surfaces with or without the aid of specialized equipment.

When you use it: This skill is used whenever a character wishes to scale a climbable surface. For heights greater than one story, climbing is handled as a Task Action with a timeframe equivalent to one meter per Combat Turn. For rappelling, the timeframe for descent is 50 meters per Action Turn. Climbing gear (Grip Pads, p. 305; Traction Pads, p. 317; Spindle Climber, p. 333) provides appropriate modifiers.

Specializations: Assisted, Freehand, Rappelling


Seraniel
Sticky Note
Clubs
Type: Active, Combat

Linked Aptitude: SOM

What it is: The Clubs skill covers the usage and maintenance of standard blunt melee weapons such as batons or sticks (see Clubs, p. 334).

When you use it: Players use their Clubs skill whenever they want to attack with a blunt weapon in melee combat (p. 191). The Clubs skill may also be used for tests involving maintenance of the weapon, but not for repairing or modifying the weapon (that would be Hardware: Armorer skill).

Specializations: Batons, Hammers, Staffs


Seraniel
Sticky Note
Control
Type: Active, Mental, Psi

Linked Aptitude: WIL (no defaulting)

What it is: Control is the use of psi to manipulate individuals or actively penetrate their mental processes. This skill is only available to characters with the Psi trait, (p. 147).

When you use it: Use Control when taking a psionic tour through a foreign ego—messing around included. See Psi, p. 220

Specializations: By sleight


Seraniel
Sticky Note
Deception

Type: Active, Social

Linked Aptitude: SAV

What it is: Deception is your ability to act, bluff, con, fast talk, lie, misrepresent, and pretend. Accomplished users of deception are able to convince anyone of nearly anything. This skill does not include using a physical disguise or passing yourself off as another person (the Disguise and Impersonate skills cover those areas).

When you use it: Use this skill whenever you want to deceive someone with words or gestures. A successful skill test means that you have passed off your deception convincingly. At the gamemaster’s discretion, someone who is actively alert for signs of deception may make an Opposed Test using the Kinesics skill.

Specializations: Acting, Bluffing, Fast Talk


Seraniel
Sticky Note
Demolitions
Type: Active, Technical

Linked Aptitude: COG (no defaulting)

What it is: Demolitions covers the use of controlled explosives.

When you use it: Use it when making, placing, and disarming explosives and explosive devices. See Demolitions, p. 197

Specializations: Commercial Explosives, Disarming, Improvised Explosives


Seraniel
Sticky Note
Disguise
Type: Active, Physical

Linked Aptitude: INT

What it is: Disguise is the art of physically altering your appearance so that you look like someone else. This includes both the use of props (wigs, contacts, skin pigments) and the altering of subtle physical characteristics (gait, posture, poise).

When you use it: Use Disguise to fool someone into thinking you’re someone you’re not. This can be used to hide your identity or to make yourself look like someone in particular. When used against someone who knows your true look or the appearance of the person you are imitating, this is handled as an Opposed Test against Perception or Investigation.

Specializations: Cosmetic, Theatrical


Seraniel
Sticky Note
Exotic Melee Weapons (Field)
Type: Field, Active, Combat

Linked Aptitude: SOM

What it is: The Exotic Melee Weapon skill covers the use and maintenance of all melee weapons not covered by the Clubs or Blades skills (see p. 334). When you use it: Use the Exotic Melee Weapon skill when attacking someone with an exotic melee weapon in melee combat (see p. 191).

Sample Fields: Morning Star, Spear, Whip

Specializations: N/A


Seraniel
Sticky Note
Exotic Ranged Weapon (Field)
Type: Field, Active, Combat

Linked Aptitude: COO

What it is: Exotic Ranged Weapon skill includes the use and maintenance of all ranged weapons not covered by the Beam, Kinetic, Seeker, Spray, or Throwing Weapons skills.

When you use it: Use this skill whenever attacking with an exotic ranged weapon in ranged combat (see p. 191)

Sample Fields: Blowgun, Crossbow, Slingshot

Specializations: N/A


Seraniel
Sticky Note
Flight
Type: Active, Physical

Linked Aptitude: SOM

What it is: Flight is the skill of using your body to fly. This skill is used when sleeved in or jamming a winged or otherwise flight-capable morph (manual and remote-control flight are handled using Pilot skill).

When you use it: Use this skill whenever you need to make an aerial maneuver, land in difficult conditions, maintain your course in steep winds, or otherwise keep from crashing or falling.

Specializations: Diving, Landing, Takeoff, specific maneuvers


Seraniel
Sticky Note
Fray
Type: Active, Combat

Linked Aptitude: REF

What it is: Fray is the ability to get out of the way of incoming attacks, debris, or inconvenient passers-by. Characters that have a high Fray score are able to react quicker than others when dodging or maneuvering.

When you use it: Whenever a character is physically attacked by an opponent in melee combat, roll Fray to avoid getting hit (see Step 2: Declare Defense, p. 191). Fray may also be used to dodge other events that may harm the character, such as avoiding a charging vehicle or jumping out of the way of a collapsing stack of crates.

Specializations: Blades, Clubs, Full Defense, Unarmed


Seraniel
Sticky Note
Free Fall
Type: Active, Physical

Linked Aptitude: REF

What it is: Free Fall is about moving in free-fall and microgravity environments.

When you use it: Use whenever you need to maneuver in a zero-g situation, such as propelling yourself across a large open space or making sure you don’t accidentally send yourself spinning off into space. Free Fall is also used when moving with spacesuit maneuvering jets and when parachuting.

Specializations: Microgravity, Parachuting, Vacsuits


Seraniel
Sticky Note
Freerunning
Type: Active, Physical

Linked Aptitude: SOM

What it is: Freerunning is part running, part gymnastics. It is about moving fast, maneuvering over/under/ around/through obstacles, and placing your body where it needs to go. Freerunning/parkour is a popular pastime in habitats where open space is limited.

When you use it: Use Freerunning whenever you need to overcome an obstacle via movement, such as hurdling a railing, rolling across the hood of a car, jumping across a pit, or swinging around a pole. Freerunning is also used for sprinting (p. 191) and full defense against attacks (p. 198).

Specializations: Balance, Gymnastics, Jumping, Running


Seraniel
Sticky Note
Gunnery
Type: Active, Combat

Linked Aptitude: INT

What it is: Gunnery skill covers the use and maintenance of large, vehicular, or non-portable weapons systems. Firing these weapons is more like playing a video game than firing a gun.

When you use it: Use Gunnery when attacking with a vehicle-mounted weapon or weapon emplacement in ranged combat (p. 191).

Specializations: Artillery, Missilesnery


Seraniel
Sticky Note
Hardware: (Field)
Type: Field, Active, Technical

Linked Aptitude: COG

What it is: This skill encompasses the ability to build, repair, physically hack, and upgrade equipment of a specific type.

When you use it: Hardware is primarily used to repair devices, vehicles, habitat systems, or synthetic morphs. See Building, Repairing, and Modifying below. Sample Fields: Aerospace (all air and space vehicles), Armorer (armor and weapons), Electronics (all computerized devices), Groundcraft, Implants, Industrial (habitat, factory, and life support systems), Nautical (watercraft and submarines), Robotics (synthetic morphs)

Specializations: As appropriate to the field

Building
Creating an item from scratch is handled as a Task Action with a timeframe determined by the gamemaster. The timeframe should be set according to the complexity of the object and could range from an hour (constructing a set of shelves) to days (assembling a robot from spare parts) or even months (building a house). Numerous factors may apply modifiers to the test, such as the use of entoptic blueprints/help manuals (+20) or poor working conditions (–10 to –30). Tools are also a factor, perhaps making the job easier (superior tools +10 to +30), more difficult (poor or inadequate tools, –10 to –30), or even impossible (lack of required tools).

Repairing
Damaged items may be repaired in a similar manner. See the rules for Synthmorph and Object Repair, p. 208.

Modifying
Altering an object’s design and function follows the same basic rules as build and repair, above. The timeframe is determined by the gamemaster as appropriate to the modification.


Seraniel
Sticky Note
Impersonation
Type: Active, Social

Linked Aptitude: SAV

What it is: Impersonation is the skill of trying to pass yourself off as someone else in social situations, including virtual ones. This includes copying mannerisms and speech patterns and using accumulated information to convince others that you are that person. In a universe where appearance is highly variable, the question of identity is largely one of both trust and picking up on behavioral quirks and verbal cues to recognize a given individual.

When you use it: Sometimes it’s fun to pretend you’re someone else, and sometimes it’s profitable or lifesaving. Use this skill whenever you attempt to convince someone that you are actually someone else through some sort of social or online interaction. Forks use this skill when passing themselves off as their alpha ego. Impersonate is handled as an Opposed Test against the Kinesics skill.

Specializations: Avatar, Face-to-Face, Verbal


Seraniel
Sticky Note
Infiltration
Type: Active, Physical

Linked Aptitude: COO

What it is: The art of escaping detection.

When you use it: Use Infiltration whenever you need to physically hide or move with stealth to avoid someone sensing you, whether you are hiding behind a tree, sneaking past a guard, or blending into a crowd. Infiltration can also be used to follow people (shadowing) without them detecting you. Infiltration is an Opposed Test against the Perception of whomever you are hiding from. The gamemaster may wish to roll such tests in secret so the player does not know whether they have succeeded or failed.

Specializations: Blending In, Hiding, Shadowing, Sneaking


Seraniel
Sticky Note
Infosec
Type: Active, Technical

Linked Aptitude: COG (no defaulting)

What it is: Infosec is short for “information security.” It encompasses training in electronic intrusion and counterintrusion techniques as well as encryption and decryption.

When you use it: Infosec is used both for hacking into electronic devices and mesh networks and for protecting them. See The Mesh chapter, p. 234, for more details.

Specializations: Brute-Force Hacking, Decryption, Probing, Security, Sniffing, Spoofing


Seraniel
Sticky Note
Interest: (Field)
Type: Field, Knowledge

Linked Aptitude: COG

What it is: Interest includes just about any topic that captures your attention that isn’t covered by another skill. This includes hobbies, obsessions, causes, pastimes, and other recreational pursuits.

When you use it: Use the Interest skill whenever you need to recall or use knowledge related to the particular interest in question.

Field Examples: Ancient Sports, Celebrity Gossip, Conspiracies, Factor Trivia, Gambling, Hypercorp Politics, Lunar Habitats, Martian Beers, Old Earth Nation-States, Reclaimer Blogs, Science Fiction, Scum Drug Dealers, Spaceship Models, Triad Economics, Underground XP

Specializations: As appropriate to the field


Seraniel
Sticky Note
Interfacing
Type: Active, Technical

Linked Aptitude: COG

What it is: Interfacing is about using computerized electronic devices and software.

When you use it: Use Interfacing to understand an electronic device you are not familiar with, use a program according to its normal operating parameters, manipulate electronic files of various types (including images, video, XP, and audio files), scan for wireless devices, and otherwise interact with and command your ecto, muse, and other computerized devices. Some Interfacing actions may be Task Actions with a timeframe determined by the gamemaster. For more detail, see The Mesh chapter, p. 234.

Specializations: Forgery, Scanning, Stealthing, by program


Seraniel
Sticky Note
Intimidation
Type: Active, Social

Linked Aptitude: SAV

What it is: Intimidation is convincing someone to do what you want based on direct threats (implied or actual) or sheer force of personality.

When you use it: Use Intimidation to scare someone into submission, browbeat them into getting your way, command them to follow your orders, or berate them into giving up information. Influence is handled as an Opposed Test, pitted against the target’s WIL + WIL + SAV.

Specializations: Interrogation, Physical, Verbal


Seraniel
Sticky Note
Investigation
Type: Active, Mental

Linked Aptitude: INT

What it is: Investigation is the art of analyzing evidence, piecing together clues, solving mysteries, and making logical deductions from groups of facts. Investigation differs from Perception in that it is the conscious search for clues or pieces of a puzzle.

When you use it: Use Investigation to draw conclusions from assorted details. For example, Investigation could be used to determine the likely sequence of events at a crime scene, determine a possible social connection between two people, or deduce how an enemy made their escape. Investigation is a great way to provide clues to players, especially when the subject matter is something their character might know well but the player does not.

Specializations: Evidence Analysis, Logical Deductions, Physical Investigation, Physical Tracking


Seraniel
Sticky Note
Kinesis
Type: Active, Social

Linked Aptitude: SAV

What it is: Kinesics is the art of empathy and nonvocal communication.

When you use it: Use Kinesics to read body language, tells, social cues, and other subconscious indicators. It can also be used to emote more effectively. Kinesics is used defensively whenever someone is trying to deceive you; make an Opposed Test against that person’s Deception or Impersonation skill.

Though synthetic morphs are also designed to emote, reading them is not as easy. Apply a –30 modifier when judging a synthetic morph inhabited by a character or AGI. Likewise, standard AIs are also difficult to read; apply a –60 modifier when judging a synthetic morph or pod operated by an AI.

Specializations: Judge Intent, Nonvocal Communication

Judging Emotions and Intentions
Transhumans are empathic beings and so you can attempt to gauge the demeanor and/or intent of someone you are dealing with by rolling a Kinesics Test. This attempt to read someone is far from exact, however, and it is easy to misjudge. The gamemaster should make this test in secret and only allow a hint if successful—it is not possible to read someone with absolute certainty. If the person being judged is intentionally trying to deceive the character, this should be an Opposed Test against their Deception skill.

Nonvocal Communication
Experts in Kinesics can effectively communicate with each other simply by posture, stances, gestures, demeanors, and looks. Such communication is necessarily limited in the amount of information it can convey, but feelings, attitudes, affirmation/negation, and simple concepts may be passed. To effectively communicate complex concepts, the gamemaster may require successful Kinesics Tests from both parties, applying modifiers as appropriate.


Seraniel
Sticky Note
Kinetic Weapons
Type: Active, Combat

Linked Aptitude: COO

What it is: Kinetic Weapons covers the use and maintenance of standard kinetic projectile weapons like firearms and railguns (p. 335).

When you use it: Use this skill whenever attacking with a kinetic weapon in ranged combat (p. 191).

Specializations: Assault Rifles, Machine Guns, Pistols, Sniper Rifles, Submachine Guns


Seraniel
Sticky Note
Language (Field)
Type: Field, Knowledge

Linked Aptitude: INT

What it is: Language covers the speaking and reading of languages other than the player’s native tongue. A speaker is considered fluent at a skill level of 50; anything above this indicates further refinement in technical vocabulary, accents, and knowledge of dialects.

When you use it: Use the Language skill whenever you want to speak, understand, or read something in a language at which you are skilled. Most speaking and reading comprehension tests can be considered Simple Success Tests if your skill is over 50, unless the gamemaster rules the subject is sufficiently complex that a non-native speaker would have trouble understanding it.

Sample Fields: Arabic, Cantonese, English, French, Hindi, Japanese, Mandarin, Portuguese, Russian, Spanish

Specializations: As appropriate to the field, representing dialects, technical jargon, and subcultural slang


Seraniel
Sticky Note
Medicine (Field)
Type: Field, Active, Technical

Linked Aptitude: COG

What it is: Medicine is the applied care and maintenance of biological beings and life. 

When you use it: Use Medicine whenever you need to apply medical care beyond the immediate help provided by first responders. This includes conducting physical exams, diagnosing ailments, treating problems and illnesses, surgery, using biotech and nanotech medical tools, and long-term care. see Healing and Repair, p. 208.

Sample Fields: Biosculpting, Exotic Biomorphs Gene Therapy, General Practice, Implant Surgery, Nanomedicine, Paramedic, Pods, Psychiatry, Remote Surgery, Trauma Surgery, Uplifts (by type), Veterinary

Specializations: As appropriate to the field


Seraniel
Sticky Note
Navigation
Type: Active, Mental

Linked Aptitude: INT

What it is: Navigation is the art of finding your way, whether using AR maps, a compass, the stars, or an astrogation AI.

When you use it: Use Navigation whenever you need to plot out a course, determine a direction, or otherwise keep from getting lost.

Specializations: Astrogation, Map Making, Map Reading


Seraniel
Sticky Note
Networking (Field)
Type: Active, Social

Linked Aptitude: SAV

What it is: Networking is your skill at working your contacts, trading favors, and keeping your finger on the pulse of a particular faction or cultural grouping. When you use it: Use Networking to gather information or call on services using your Reputation (see Reputation and Social Networks, p. 285).

Sample Fields: Autonomists (@-rep), Criminals (g-rep), Ecologists (e-rep), Firewall (i-rep), Hypercorps (c-rep), Media (f-rep), Scientists (r-rep). At the gamemaster’s discretion, this list can be expanded to other (sub)cultural groupings.

Specializations: As appropriate to each field


Seraniel
Sticky Note
Palming
Type: Active, Physical

Linked Aptitude: COO

What it is: Palming is the skill of handling items quickly and nimbly without others noticing. Palming is not only about dexterous manipulation of objects but also relies heavily on obfuscation, timing, and misdirection.

When you use it: Use Palming any time you are trying to conceal an item on your person, shoplift, pick a pocket, surreptitiously discard something, or perform a magic trick. Palming is an Opposed Test against the Perception of any onlookers. The gamemaster may wish to make this roll secretly.

Specializations: Pickpocketing, Shoplifting, Tricks


Seraniel
Sticky Note
Perception
Type: Active, Mental

Linked Aptitude: INT

What it is: Perception is the use of your physical senses (including cybernetic) and awareness of the physical world around you. Perception differs from Investigation in that it is noticing things by chance, rather than actively searching for something.

When you use it: Use Perception whenever you want to take a detailed account of your surroundings (see Detailed Perception, p. 190). Perception can also be considered an Automatic Action (see Basic Perception, p. 190) and so the gamemaster may call for a Perception Test to determine if you notice something; it is recommended that such tests be rolled secretly by the gamemaster. Perception is also used as an Opposed Test whenever someone around you is trying to be sneaky with Infiltration or Palming.

Specializations: Aural, Olfactory, Tactile, Taste, Visual


Seraniel
Sticky Note
Persuasion
Type: Active, Social

Linked Aptitude: SAV

What it is: Persuasion is the art of convincing someone to do what you want through the use of words and gestures. This does not include persuasion through threats or force (that is covered by Intimidation) or by lying (covered by Deception).

When you use it: Use Persuasion any time you are trying to bargain with, convince, or manipulate someone. This can include motivating your subordinates or peers to take action, seducing a companion, winning a political debate, or negotiating a contract, among other things. Persuasion is handled as an Opposed Test against the target’s WIL + WIL + SAV when one person is simply trying to win over another. If both parties are trying to convince each other, make it an Opposed Test between Persuasion skills.

Specializations: Diplomacy, Morale Boosting, Negotiating, Seduction


Seraniel
Sticky Note
Pilot (Field)
Type: Field, Active, Vehicle

Linked Aptitude: REF

What it is: Pilot is your skill at driving/flying a vehicle of a particular type.

When you use it: You use Pilot skill whenever you need to maneuver, control, or avoid crashing a vehicle, whether you are in the pilot’s seat, remote controlling a robot, or directly jamming a vehicle with VR. Each vehicle has a Handling modifier that applies to this test, along with other situational modifiers (see Bots, Synthmorphs, and Vehicles, p. 195).

Sample Fields: Aircraft, Anthroform (walkers), Exotic Vehicle, Groundcraft (wheeled or tracked), Spacecraft, Watercraft

Specializations: As appropriate to the field


Seraniel
Sticky Note
Profession (Field)
Type: Field, Knowledge

Linked Aptitude: COG

What it is: Profession skills indicate training in a profession practiced in Eclipse Phase. This can indicate either formal training or informal, on-the-job type training and includes both legal and extralegal trades. 

When you use it: Use Profession to perform work related tasks for a specific trade (i.e. mining, balancing accounts, designing a security system, etc.) or to reference specialized knowledge that someone trained in that profession might have.

Sample Fields: Accounting, Appraisal, Asteroid Prospecting, Banking, Cool Hunting, Con Schemes, Distribution, Forensics, Lab Technician, Mining, Police Procedures, Psychotherapy, Security Ops, Smuggling Tricks, Social Engineering, Squad Tactics, Viral Marketing, XP Production

Specializations: As appropriate to the field


Seraniel
Sticky Note
Programming
Type: Active, Technical

Linked Aptitude: COG (no defaulting)

What it is: Programming is your talent at writing and modifying software code.

When you use it: Use Programming to write new programs, modify or patch existing software, break copy protection, find or introduce exploitable flaws, write viruses or worms, design virtual settings, and so on. See The Mesh chapter, p. 234. Programming is also applied when using nanofabrication devices.

Specializations: AI Code, Malware, Nanofabrication, Piracy, Simulspace Code

Nanofabricator
Nanofabrication is use of Programming skill to create objects using a cornucopia machine, fabber, or maker (see Nanofabricators, p. 327). If you have appropriate blueprints and raw materials, most uses of a nanofabricator can be treated as a Simple Success Test, p. 118. If you wish to create an item for which you do not have blueprints or the proper raw materials, however, or you wish to alter an item’s design, then a Nanofabrication Test is called for. See Nanofabrication, p. 284.

Specializations: Art, Clothing, Electronics, Food, Forgery, Weapons


Seraniel
Sticky Note
Protocol
Type: Active, Social

Linked Aptitude: SAV

What it is: Protocol is the art of making a good impression in social settings. This includes keeping up with the latest memes, trends, gossip, interests and habits of various (sub) cultural groups.

When you use it: Use Protocol whenever you need to choose your words carefully, determine who is the appropriate person to speak to, impress someone with your grasp of customs, or otherwise fit into a specific social/cultural grouping. Part etiquette, part streetwise,
Protocol allows you to navigate treacherous social waters and put people at ease. If the character is dealing with a suspicious or hostile audience, make this an Opposed Test against the target’s WIL + WIL + SAV.

Specializations: Anarchist, Brinker, Criminal, Factor, Hypercorp, Infomorph, Mercurial, Reclaimer, Preservationist, Scum, Ultimate

Negating Social Gaffes
Sometimes a player will make a mistake that their character never would, whether that’s failing to stand in the presence of hypercorp royalty, confusing a gang leader for a peon, or accidentally insulting someone’s heritage. In cases like this, the player may make a Protocol Test for the appropriate field in order to negate the gaffe. If successful, the character never actually screwed up or at least managed to cover their tracks without ruffling any feathers


Seraniel
Sticky Note
Psi Assault
Type: Active, Mental, Psi

Linked Aptitude: WIL (no defaulting)

What it is: Psi Assault is the skill of damaging another ego’s mind. It can only be purchased by characters with the Psi trait (p. 147).

What it does: Use Psi Assault when attacking another ego’s mind in psi combat.

Specializations: By sleight


Seraniel
Sticky Note
Psychosurgery
Type: Active, Technical

Linked Aptitude: INT

What it is: Psychosurgery is the use of machineaided psychological techniques to repair, damage, or manipulate the psyche.

When you use it: Use Psychosurgery to attempt the tricky process of editing someone’s mind (see Psychosurgery, p. 229). Psychosurgery can be used beneficially to help patients who remember their deaths, feel disconnected after remorphing, or have experienced other sorts of mental traumas. This skill may also be used to interrogate, torture, or otherwise mess with captive minds in a VR environment.

Specializations: Memory Manipulation, Personality Editing, Psychotherapy


Seraniel
Sticky Note
Research
Type: Active, Technical

Linked Aptitude: COG

What it is: Research is the skill for looking up information on the mesh: searching, sifting, mining, and interpreting data. This includes knowing where to look, what links to follow, and how to optimize your queries.

When you use it: Use the Research skill whenever you need to look up the answer to a question, find databases, search archives, or track down anything online. Research is typically a Task Action with the timeframe and difficulty modifier determined by the
gamemaster. See Online Research, p. 249. 

Specializations: Tracking, by information type


Seraniel
Sticky Note
Scrounging
Type: Active, Mental

Linked Aptitude: INT

What it is: Scrounging is your ability to find things, particularly things of use or value that are concealed, buried, or hard to find. This includes knowing where to look and what to look for. Scrounging differs from both Perception and Investigation in that it is about finding items hidden among others, and in most cases about finding something in particular (food, valuables, etc.).

When you use it: Use Scrounging to dumpster-dive a meal, search ruins for relics, find bargains at a bazaar, forage berries in the forest, locate a spacesuit in an abandoned ship, etc. Scrounging is typically handled as a Task Action with a timeframe and difficulty modifier determined by the gamemaster.

Specializations: Bazaars, Forests, Habitats, Ruins


Seraniel
Sticky Note
Seeker Weapons
Type: Active, Combat

Linked Aptitude: COO

What it is: Seeker Weapons covers the use and maintenance of seeker launchers and seeker missiles (p. 340).

When you use it: Use this skill when attacking with a seeker in ranged combat (p. 191).

Specializations: Armband, Pistol, Rifle, Underbarrel


Seraniel
Sticky Note
Sense
Type: Active, Mental, Psi

Linked Aptitude: INT (no defaulting)

What it is: Sense is the use of psi to scan egos. Only characters with the Psi trait (p. 147) may purchase this skill.

What it does: see Psi, p. 220.

Specializations: By sleight


Seraniel
Sticky Note
Spray Weapons
Type: Active, Combat

Linked Aptitude: COO
 
What it is: The Spray Weapons skill covers the use and maintenance of cone-effect ranged weapons (see Spray Weapons, p. 340).

When you use it: A player uses their Spray Weapons skill whenever they are attacking with a spray weapon in ranged combat (p. 191).

Specializations: Buzzer, Freezer, Shard, Shredder, Torch


Seraniel
Sticky Note
Swimming
Type: Active, Physical

Linked Aptitude: SOM

What it is: Swimming is the art of moving and not drowning within fluids. It includes floating, surface swimming, snorkeling, diving, and related equipment use.

When you use it: Use Swimming whenever you need to move and survive in water or another liquid environment. Swimming in a non-threatening environment can be handled as a Simple Success Test. Swimming over a long distance could be handled as a Task Action. Diving off a cliff into a lake, preventing yourself from being swept away in a raging river current, or making sure you’ve set a proper gas mix for a deep-sea dive, among other things, requires a Success Test.

Specializations: Diving, Freestyle, Underwater Diving


Seraniel
Sticky Note
Throwing Weapons
Type: Active, Combat

Linked Aptitude: COO

What it is: Throwing Weapons skill covers the use and maintenance of standard throwing weapons, like grenades (p. 340).

When you use it: Use Throwing Weapons skill whenever you are attacking with a throwing weapon in ranged combat (p. 191).

Specializations: Grenades, Knives, Rocks


Seraniel
Sticky Note
Unarmed Combat
Type: Active, Combat

Linked Aptitude: SOM

What it is: Unarmed Combat is your ability to attack and defend without using weapons.

When you use it: Use Unarmed Combat whenever you want to attack someone with your fists, feet, elbows, knees, or other body parts in melee combat (p. 191).

Specializations: Implant Weaponry, Kick, Punch, Subdual




Mind Hacks 
 

Info Field Short Desc. 
 
 

Psi A special cognitive condition resulting from a specific infection 

 
 

Psi 
Prerequisites 

What is needed to use Psi abilities? 

 
 

Morphs and 
Psi 

Biological vs. Non-Biological limitations on Psi 

 
 

Morph 
Acclimations 

Adjusting to a new morph and the Psi limitations 

 
 

Morph Fever Async penalties for being outside a compatible body for extended periods 

 
 

Psi Drawbacks Drawbacks of Psi 

 
 

Psi Skills and 
Sleights 

What kind of sleights can an async use? 

 
 

Roleplaying 
Asyncs 

How to roleplay an async 

 
 

Using Psi How to use Psi 

 
 

Active Psi Rules on Psi that must be “Activated” to use 

 
 

Passive Psi Psi  that are always active 

 
 

Psi Range Self, Touch, Close. The rules on Psi Range 

 
 

Psi Targeting Rules on targeting multiple and specific targets 

 
 

Psi Opposed 
Tests 

Resisting Psi abilities 

 
 

Psi Target 
Awareness 

Rules on noticing if someone is being targeted by a Psi ability 

 
 

Psi Full 
Defense 

Taking full defense against Psi 

 
 

Psi Criticals Rules on critical hits and Psi abilities 

 
 

Psi Mental 
Armor 

A psi skill that raises defense against Psi abilities 

 
 

Psi Duration Constant, instant, temporary, sustained. The rules on Psi duration 
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Psi-Chi Sleights 
Psi-chi sleights are async abilities that speed up cognitive informatics (internal information processing) and enhance the user’s perception and 
cognition. 
 

Info. Sleight 
 
 

Ambience Sense 

 
 

Cognitive Burst 

 
 

Downtime 

 
 

Emotion Control 

 
 

Enhanced Creativity 

 
 

Filter 

 
 

Grok 

 
 

High Pain Threshold 

 
 

Hyperthymesia 

 
 

Instinct 

 
 

Multitasking 

 
 

Pattern Recognition 

 
 

Predictive Boost 

 
 

Qualia 

 
 

Savant Calculation 

 
 

Sensory Boost 

 
 

Superior Kinesics 

 
 

Time Sense 

 
 

Unconscious Lead 

 
 
 
 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Ambience Sense
PSI TYPE: Passive 
ACTION: Automatic
RANGE: Self 
DURATION: Constant
This sleight provides the async with an instinctive sense about an area and any potential threats nearby. The async receives a +10 modifier to all Investigation, Perception, Scrounging, and Surprise Tests.


Seraniel
Sticky Note
Cognitive Burst
PSI TYPE: Active 
ACTION: Quick
RANGE: Self 
DURATION: Temp (Action Turns)
STRAIN MOD: –1
The async can temporarily elevate their cognitive performance. In game terms, Cognition is raised by 5 for the chosen duration. This boost to Cognition also raises the rating of skills linked to that aptitude.


Seraniel
Sticky Note
Downtime
PSI TYPE: Active 
ACTION: Task (min. 4 hours)
RANGE: Self 
DURATION: Sustained
STRAIN MOD: 0
This sleight provides the async with the ability to send the mind into a fugue-state regenerative downtime,  during which the character’s psyche is repaired. The async must enter the downtime for at least 4 hours; every 4 hours of downtime heals 1 point of stress damage. Traumas, derangements, and disorders are unaffected by this sleight. For all sensory purposes, the async is catatonic during downtime, completely oblivious to the outside world. Only severe disturbances or physical shock (such as being wounded or hit by a shock weapon) will bring the async out of it.


Seraniel
Sticky Note
Emotion Control
PSI TYPE: Passive 
ACTION: Automatic
RANGE: Self 
DURATION: Constant
Emotion Control gives the async tight control over their emotional states. Unwanted emotions can be blocked out and others embraced. This has the benefit of protecting the async from emotional manipulation, such as the Drive Emotion sleight or Intimidation skill tests. The async receives a +30 modifier when defending against such tests.


Seraniel
Sticky Note
Enhanced Creativity
PSI TYPE: Passive
ACTION: Automatic
RANGE: Self 
DURATION: Constant
An async with Enhanced Creativity is more imaginative and more inclined to think outside the box. Apply a +20 modifier to any tests where creativity plays a major role. This level of ingenuity can sometimes seem strange and different, manifesting in odd or creepy ways, especially with artwork.


Seraniel
Sticky Note
Filter
PSI TYPE: Passive 
ACTION: Automatic
RANGE: Self 
DURATION: Constant
Filter allows the async to filter out distractions and eliminate negative situational modifiers from distraction, up to the gamemaster’s discretion.


Seraniel
Sticky Note
Grok
PSI TYPE: Active 
ACTION: Complex
RANGE: Self 
DURATION: Instant
STRAIN MOD: –1
By using the Grok sleight, the async is able to intuitively understand how any unfamiliar object, vehicle, or device is used simply by looking at and handling it. If the character succeeds in a COG × 2 Test, they achieve a basic ability to use the object, vehicle, or device, no matter how alien or bizarre. This sleight does not provide any understanding of the principles or technologies involved—the psi user simply grasps how to make it work. If a test is called for, the psi user receives a +20 modifier to use the device (this bonus only applies to unfamiliar devices, and/or tests the character is defaulting on—it does not apply to devices with which the character is familiar).


Seraniel
Sticky Note
High Pain Threshold
PSI TYPE: Passive 
ACTION: Automatic
RANGE: Self 
DURATION: Constant
This sleight allows the async to block out, ignore, or otherwise isolate pain. The async reduces negative modifiers from wounds by 10.


Seraniel
Sticky Note
Hyperthymesia
PSI TYPE: Passive 
ACTION: Automatic
RANGE: Self 
DURATION: Constant
Hyperthymesia grants the async a superior autobiographical memory, allowing them to remember the most trivial of events. A hyperthymestic async can be asked a random date and recall the day of the week it was, the events that occurred that day, what the weather was like, and many seemingly trivial details that most people would not be able to recall.


Seraniel
Sticky Note
Instinct
PSI TYPE: Passive 
ACTION: Automatic
RANGE: Self 
DURATION: Constant
Instinct bolsters the async’s subconscious ability to gauge a situation and make a snap judgment that is just as accurate as a careful, considered decision. For Task Actions that involve analysis or planning alone (typically Mental skill actions), the async may reduce the timeframe by 90% without suffering a modifier. For Task Actions that involve partial analysis/planning, they may reduce the timeframe by 30% without penalty.


Seraniel
Sticky Note
Multitasking
PSI TYPE: Passive 
ACTION: Automatic
RANGE: Self 
DURATION: Constant
The async can handle vast amounts of information without overload and can perform more than one mental task at once. The character receives an extra Complex Action each Action Phase that may only be used for mental or mesh actions.


Seraniel
Sticky Note
Pattern Recognition
PSI TYPE: Passive
ACTION: Automatic
RANGE: Self 
DURATION: Constant
The character is adept at spotting patterns and correlating the non-random elements of a jumble—related items jump out at them. This is useful for translating languages, breaking codes, or finding clues hidden among massive amounts of data. The character must have a sufficiently large sample and time enough to study, as determined by the gamemaster. This might range from a few hours of listening to a spoken transhuman language to a few days of investigating inscriptions left by long-dead aliens or a week or more of researching a lengthy cipher. Languages may be comprehended by reading or listening to them spoken. Apply a +20 modifier to any appropriate Language, Investigation, Research, or codebreaking Tests (note that this does not apply to Infosec Tests made by software to decrypt a code). The async may also use this ability to more easily learn new languages, reducing the training time by half.


Seraniel
Sticky Note
Predictive Boost
PSI TYPE: Passive 
ACTION: Automatic
RANGE: Self 
DURATION: Constant
The Bayesian probability machine features of the async’s brain are boosted by this sleight, enhancing their ability to estimate and predict outcomes of events around them as they unfold in real-time and update those predictions as information changes. In effect, the character has a more intuitive sense for which outcomes are most likely. This grants the character a +10 bonus on any skill tests that involve predicting the outcome of events. It also bolsters the async’s decision-making in combat situations by making the best course of action more clear and so provides a +1 bonus to Initiative and +10 to Fray Tests.


Seraniel
Sticky Note
Qualia
PSI TYPE: Active
ACTION: Quick
RANGE: Self 
DURATION: Temp (Action Turns)
STRAIN MOD: –1
The async can temporarily increase their intuitive grasp of things. In game terms, Intuition is raised by 5 for the chosen duration. This boost to Intuition also raises the rating of skills linked to that aptitude.


Seraniel
Sticky Note
Savant Calculation
PSI TYPE: Passive 
ACTION: Automatic
RANGE: Self 
DURATION: Constant
The character possesses an incredible facility with intuitive mathematics. They can do everything from calculate the odds exactly when gambling to predicting precisely where a leaf falling from a tree will land by observing the landscape and local wind currents. The character specializes in calculation involving the activity of complex chaotic systems and so can calculate answers that even the fastest computers could not, including things like patterns of rubble distribution from an explosion. However, this mathematic facility is largely intuitive, so the character does not know the equations they are solving, they merely know the solution to the problem.

This sleight also provides a +30 modifier to any skill tests involving math (which the character is calculating, not a computer).


Seraniel
Sticky Note
Sensory Boost
PSI TYPE: Active 
ACTION: Quick
RANGE: Self 
DURATION: Temp (Action Turns)
STRAIN MOD: –2
An async uses this sleight to increase their natural or augmented sensory perception (visual, audio, olfactory, etc.) by enhanced cerebral processing, granting a +20 modifier to sensory-based Perception Tests.


Seraniel
Sticky Note

Superior Kinesics
PSI TYPE: Passive 
ACTION: Automatic
RANGE: Self 
DURATION: Constant
The async acquires more insight into people’s emotive signals, gestures, facial expressions, and body language when it comes to predicting the person’s emotional state, intent, or reactions. Apply a +10 modifier to Kinesics Skill Tests.


Seraniel
Sticky Note
Time Sense
PSI TYPE: Active 
ACTION: Automatic
RANGE: Self 
DURATION: Temp (Action Turns)
STRAIN MOD: –1
An async with this ability can slow down their perception of time, making everything appear to move in slow motion or at reduced speed. In game terms, this sleight grants the async a Speed of +1. This extra Action Phase, however, can only be spent on mental and mesh actions.


Seraniel
Sticky Note
Unconscious Lead
PSI TYPE: Active 
ACTION: Automatic
RANGE: Self 
DURATION: Temp (Action Turns)
STRAIN MOD: +0
This sleight allows the async to override their consciousness and let their unconscious mind take point. While in this state, the async’s conscious mind is only dimly aware of what is transgressing, and any memories of this period will be hazy at best. The advantage is that the unconscious mind acts more quickly, and so the async’s Speed is boosted by +1. The character remains aware and active, but is incapable of complex communication or other mental actions and is motivated by instinct and primitive urges more than conscious thought. Though it is recommended that the player retain control of their character while using Unconscious Lead, the gamemaster should feel free to direct the character’s actions as they see fit.




Psi-Gamma Sleights 
Psi-gamma sleights deal with contacting (reading and communicating) and influencing the function of biological minds (egos within a biomorph, but 
also including animal life). Psi-gamma is only available to characters with Level 2 of the Psi trait. 
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Seraniel
Sticky Note
Alienation
PSI TYPE: Active 
ACTION: Complex
RANGE: Touch 
DURATION: Temp (Action Turns)
STRAIN MOD: +0 SKILL: Psi Assault
Alienation is an offensive sleight that create a sense of disconnection between an ego and its morph—similar to that experienced when resleeved into a new body. The ego finds their body cumbersome, strange, and alien, almost like they are a prisoner within it. If the async beats the target in an Opposed Test, treat the result as a failed Integration Test (p. 271) for the target. This effect lasts for the sleight’s duration

Seraniel
Sticky Note
Charisma
PSI TYPE: Active 
ACTION: Quick
RANGE: Touch 
DURATION: Temp (Minutes)
STRAIN MOD: –1 SKILL: Control
The async uses this sleight to influence the target’s mind on a subconscious level so that the target perceives them to be charming, magnetic, and persuasive. If the async beats the target in an Opposed Test, they gain a +30 modifier on all subsequent Social Skill Tests for the chosen duration.


Seraniel
Sticky Note
Cloud Memory
PSI TYPE: Active 
ACTION: Complex
RANGE: Touch 
DURATION: Temp (Minutes)
STRAIN MOD: –1 SKILL: Control
Cloud Memory allows the async to temporarily disrupt the target’s ability to form long-term memories. If the async wins the Opposed Test, the target’s memory-saving ability is negated for the duration. The target will retain short-term memories during this time, but will soon forget anything that occurred while this sleight was in effect.


Seraniel
Sticky Note
Deep Scan
PSI TYPE: Active 
ACTION: Complex
RANGE: Touch 
DURATION: Sustained
STRAIN MOD: +1 SKILL: Sense
Deep Scan is a more intrusive version of Thought Browse (p. 228), made to extract information from the targeted individual. If the Opposed Test succeeds, the async telepathically invades the target’s mind and can probe it for information. For every 10 full points of MoS the async achieves on their test, they retrieve one piece of information. Each item takes one full Action Turn to retrieve, during which the sleight must be sustained. The target is aware of this mental probing, though they will not know what information the async acquired.


Seraniel
Sticky Note
Drive Emotion
PSI TYPE: Active 
ACTION: Complex
RANGE: Touch 
DURATION: Temp (Action Turns)
STRAIN MOD: –1 
SKILL: Control
This sleight allows the async to stimulate cortical areas of the target’s brain related to emotion. This allows the async to induce, amplify, or tone down specific emotions, thereby manipulating the target. If the async beats the target in an Opposed Test, they will act in accordance with the emotion for the duration and under certain circumstances may suffer from certain penalties (up to +/–30), as determined by the gamemaster. For example, an async might receive a +30 Intimidation Test modifier against a target imbued withe fear.


Seraniel
Sticky Note
Ego Sense
PSI TYPE: Active
ACTION: Complex
RANGE: Close 
DURATION: Temp (Action Turns)
STRAIN MOD: –1 
SKILL: Sense
Ego Sense can be used to detect the presence and location of other sentient and biological life forms (i.e., egos) within the async’s range. To detect these life forms, the async makes a single Sense Test, opposed by each life form within range. The async may suffer a modifier for detecting small animals and insects, similar to the modifier applied for targeting them in ranged combat (Combat Modifiers table, p. 193); likewise, a modifier for detecting larger life forms may also be applied. If successful, the async detects that the life form is nearby. Every 10 full points of MoS will ascertain another piece of information regarding the detected life: direction from async, approximate size, type of creature, distance from async, etc. The async will know if the target moves, if they do so during the sleight’s duration.


Seraniel
Sticky Note
Empathetic Scar
PSI TYPE: Active 
ACTION: Quick
RANGE: Close 
DURATION: Sustained
STRAIN MOD: –2 
SKILL: Sense
Empathic Scan enables the async to sense the target’s base emotions. If the async wins the Opposed Test, they intuitively feel the target’s current emotional state for as long as the sleight is sustained. At the gamemaster’s discretion, this knowledge may provide a modifier (up to +30) for certain Social skill tests.


Seraniel
Sticky Note
Implant Memory
PSI TYPE: Active 
ACTION: Complex
RANGE: Touch 
DURATION: Instant
STRAIN MOD: +0 
SKILL: Control
An async using this sleight can implant a memory of up to an hour’s length inside the target’s mind. This memory very obviously does not belong to the target—there is no way they will confuse it for one of their own. The intent is not to fake memories, but to place one of the async’s memories in the target’s mind so that the target can access it just like any other memory. This can be useful for “archiving” important data with an ally, providing a literal alternate perspective, or simply making a “data dump” for the target to peruse. Implant Memory requires an Opposed Test against unwilling participants. At the gamemaster’s discretion, particularly traumatic memories might inflict mental stress on the recipient (p. 214).


Seraniel
Sticky Note
Implant Skill
PSI TYPE: Active 
ACTION: Complex
RANGE: Touch 
DURATION: Temp (Action Turns)
STRAIN MOD: +0 
SKILL: Control
Similar to Implant Memory, this sleight allows the async to impart some of their expertise and implant it into the target’s mind. For the duration of the sleight, the target benefits when using that skill. If the async’s skill is between 31 and 60, the target receives a +10 bonus. If the async’s skill is 61+, the target receives a +20 bonus. Implant Skill requires an Opposed Test against unwilling participants. In some cases, the target has been known to use the skill with the async’s flair and mannerisms.


Seraniel
Sticky Note
Mimic
PSI TYPE: Active 
ACTION: Quick
RANGE: Close 
DURATION: Instant
STRAIN MOD: +0 
SKILL: Sense
In a setting where changing your body and face is not unusual, people learn to recognize habits and personality quirks more often. The async must use this sleight on a target and succeed in a Success Test. If successful, the async acquires an “imprint” of the target’s mind that they can take advantage of when impersonating that ego. The async then receives a +30 bonus on Impersonation Tests when mimicking the target’s behavior and social cues.


Seraniel
Sticky Note
Mindlink
PSI TYPE: Active 
ACTION: Quick
RANGE: Touch 
DURATION: Sustained
STRAIN MOD: +1/target after first 
SKILL: Control
Mindlink allows two-way mental communication with a target. This may be used on more than one target simultaneously, in which case the async can act as a telepathic “server” so that everyone mindlinked with the async may also telepathically communicate with each other (via the async, however, who overhears). Language is still a factor in mindlinked communications, but this barrier may be overcome by transmitting sounds, images, emotions, and other sensations. Mindlink requires an Opposed Test against unwilling participants.


Seraniel
Sticky Note
Omni Awareness
PSI TYPE: Active 
ACTION: Quick
RANGE: Close 
DURATION: Temp (Minutes)
STRAIN MOD: –1 
SKILL: Sense
An async with Omni Awareness is hypersensitive to other biological life that is observing them. During this sleight’s duration, the async makes a Sense Test that is opposed by any life that has focused their attention on them within the sleight’s range; if successful, the async knows they are being watched, but not by whom or what. It does, however, apply a +30 Perception bonus to spot the observer. This sleight does not register partial or fleeting attention, it only notices targets who are actively observing (even if they are concealing their observation). This sleight is effective in spotting a tail, as well as finding potential mates in a bar.


Seraniel
Sticky Note
Penetration
PSI TYPE: Active 
ACTION: Quick
RANGE: Touch 
DURATION: Instant
STRAIN MOD: 1 per AP point 
SKILL: Psi Assault
Penetration is a sleight that works in conjunction with any offensive sleight that involves the Psi Assault skill. It allows the async to penetrate the Psi Shield of an opponent by concentrating their psi attack. Every point of Armor Penetration applied to a psi attack inflicts 1 point of strain. The maximum AP that may be applied equals the async’s Psi Assault skill divided by 10 (round down).


Seraniel
Sticky Note
Psi Shield
PSI TYPE: Passive 
ACTION: Automatic
RANGE: Self 
DURATION: Constant
Psi Shield bolsters the async’s mind to psi attack and manipulation. If the async is hit by a psi attack, they receive WIL ÷ 5 (round up) points of armor, reducing the amount of damage inflicted. They also receive a +10 modifier when resisting any other sleights.


Seraniel
Sticky Note
Psychic Stab
PSI TYPE: Active 
ACTION: Complex
RANGE: Touch 
DURATION: Instant
STRAIN MOD: +0 
SKILL: Psi Assault
Psychic Stab is an offensive sleight that seeks to inflict physical damage on the target’s brain and nervous system. Each successful attack inflicts 1d10 + (WIL ÷ 10, round up) damage. Increase the damage by +5 if an Excellent Success (MoS of 30+) is scored.


Seraniel
Sticky Note
Scramble
PSI TYPE: Passive 
ACTION: Automatic
RANGE: Self 
DURATION: Constant
Scramble allows the async using the sleight to hide from another async using the Ego Sense or Omni Awareness sleights. Apply a +30 modifier to the defending async’s Opposed Test.


Seraniel
Sticky Note
Sense Block
PSI TYPE: Active 
ACTION: Complex
RANGE: Touch 
DURATION: Temp (Action Turns)
STRAIN MOD: –1 
SKILL: Psi Assault
Sense Block disables and short circuits one of the target’s sensory cortices (chosen by the async), interfering with and possibly negating a specific source of sensory input for the chosen duration. If the async beats the target in the Opposed Test, the target suffers a –30 modifier to Perception Tests with that sense (doubled to –60 if the async scores an Excellent Success).


Seraniel
Sticky Note
Spam
PSI TYPE: Active 
ACTION: Complex
RANGE: Touch 
DURATION: Temp (Action Turns)
STRAIN MOD: +0 
SKILL: Psi Assault
This sleight allows the async to overload and flood one of the target’s sensory cortices (chosen by the async), spamming them with confusing and distracting sensory input and thereby impairing them. If the async wins the Opposed Test, the target suffers a –10 modifier to all tests the duration of the sleight (doubled to –20 if the async scores an Excellent Success).


Seraniel
Sticky Note
Static
PSI TYPE: Active 
ACTION: Complex
RANGE: Close 
DURATION: Sustained
STRAIN MOD: +0 
SKILL: None
The async generates an anti-psi jamming field, impeding any use of ranged sleights within their range. All such ranged sleights suffer a –30 modifier. This sleight has no effect on self or touch-range sleights.


Seraniel
Sticky Note
Subliminal
PSI TYPE: Active 
ACTION: Complex
RANGE: Touch 
DURATION: Instant
STRAIN MOD: +2 
SKILL: Control
The Subliminal sleight allows the async to influence another person by implementing a single post-hypnotic suggestion into the mind of the target. If the async wins the Opposed Test, the recipient will carry out this suggestion as if it was their own idea. Implanted suggestions must be short and simple; the gamemaster may require suggestions be encompassed in a short sentence (for example: “open the airlock,” or “hand over the weapon”). The target may receive a bonus for resisting suggestions that are immediately life threatening (“jump off the bridge”) or that violate their motivations or personal strictures. Suggestions may be implanted with a short trigger condition (“when the alarm goes off, ignore it”).


Seraniel
Sticky Note
Thought Browse
PSI TYPE: Active 
ACTION: Complex
RANGE: Touch 
DURATION: Sustained
STRAIN MOD: –1 
SKILL: Sense
Thought Browse is a less-intrusive form of mind reading that scans the target’s surface thoughts for certain “keywords” like a particular word, phrase, sound, or image chosen by the async. Rather than digging through the target’s ego as with the Deep Scan sleight, Thought Browse merely verifies whether a target has a particular person, place, event, or thing in mind, which can be used by a savvy investigator to draw conclusions without the need to invade the mind directly. Thought Browse may be sustained, allowing the async to continue scanning the target’s thoughts over time. The async must beat the target in an Opposed Test for each scanned item.




Psychosurgery 
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Psychosurgery What is Psychosurgery? 

 
 

Psychosurgery 
Mechanics 

How to perform Psychosurgery 

 Mental Stress 
 

Effects on the patients mind while being operated on 

 
Psychosurgery Modifiers   
Situation Psychosurgery Test Modifier SV Modifier 
Improper Preparatory Diagnosis -20 +1 
Safety Protocols Ignored +20 x2 
Simulspace Time Acceleration -20 +2 
Subject is an AI, AGI, or uplift -20 +1 

 
Psychosurgery Procedures 
The following alterations may be accomplished with psychosurgery. At the gamemaster’s discretion, other mind-editing procedures may be 
attempted, using these as a guideline. 
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Seraniel
Sticky Note
The Process of Psychosurgery
Psychosurgery is the process of selective, surgical alteration of a transhuman mind. It is a separate field from neural genetic modification (which alters genetic code), neuralware implantation (adding cybernetic or biotech inserts to the brain or nervous system), or brain hacking (software attacks on computer brains, neural inserts, and infomorphs), though they are sometimes combined.

Psychosurgery is almost always performed on a digital mind state, whether that be a real-time emulation, a backup, or a fork. In most cases, the subject’s mind state is copied via the same technology and process as uploading or forking, and run in a simulspace. The subject need not be willing, and in these cases the subject’s permissions are restricted. Numerous psychosurgery simulspace environments are available, each custom-designed for facilitating specific psychosurgical goals and programmed with a thorough selection of psychotherapy treatment options.

The actual process of psychosurgery breaks down into several stages. First is diagnosis, which can involve the use of several neuroimaging techniques on morphed characters, mapping synaptic connections, and building a neurochemical model. It can also involve complete psychological profiling and psychometric behavioral testing, including personality tests and simulspace scenario simulations. Digital mind states can be compared to records of people with similar symptoms in order to identify related information clusters. This analysis is used to plan the procedure.

The actual implementation of psychosurgical alteration can involve several methods, depending on the desired results. Applying external modules to the mind state is often the best approach, as it doesn’t meddle with complicated connections and new inputs are readily interpreted and assimilated. For treatments, mental health software patches compiled from databases of healthy minds are matched, customized, and applied. Specialized programs may be run to stimulate certain mental processes for therapeutic purposes. Before an alteration is even applied, it may first be performed on a fork of the subject and run at accelerated speeds to evaluate the outcome. Likewise, multiple treatment choices may be applied to time-accelerated forks this way, allowing the psychosurgeon to test which is likely to work best.

Not all psychosurgery is performed for the subject’s benefit, of course. Psychosurgery can be used to interrogate or torture prisoners, erase memories, modify behavior, or inflict crippling impairments. It is also sometimes used for legal punishment purposes, in an attempt to impair criminal activity. Needless to say, such methods are often bruteforced rather than fine-tuned, ignoring safety parameters and sometimes resulting in detrimental side effects.


Seraniel
Sticky Note
Psychosurgery Mechanics
In game terms, psychosurgery is handled as a Task Action requiring a Variable Opposed Test. The psychosurgeon rolls Psychosurgery skill against the target’s WIL × 3. Apply modifiers as appropriate from the Psychosurgery Modifiers table.

If the psychosurgeon succeeds and the subject fails, the psychosurgery is effective and permanent. The alteration becomes a permanent part of the subject’s ego and will be copied when uploaded (and sometimes when forking).

If both sides succeed but the psychosurgeon rolls higher, the psychosurgery is effective but temporary. It lasts for 1 week per 10 points of MoS.

If the subject rolls higher or if the psychosurgeon fails their roll, the attempt does not work.

The timeframe listed for psychosurgical procedures is according to the patient’s subjective point of view. Since most subjects are treated in a simulspace, time acceleration may drastically reduce the amount of real time such a procedure requires (see Defying Nature’s laws, p. 241).


Seraniel
Sticky Note
Mental Stress
Psychosurgery is a modification to the transhuman mind and sometimes to the actual person that resides in that mind. It is unsurprising then that psychosurgery places stress on the subject’s mental state and sometimes even inflicts mental traumas.

Each psychosurgery option lists a Stress Value (SV) that is inflicted on the subject regardless of the test’s success or failure. If the psychosurgeon achieves an Excellent Success (MoS 30+), this stress is halved (round down). If the psychosurgeon rolls a Severe Failure (MoF 30+), the stress is doubled. Alternately, a Severe Failure could result in unintended side effects such as affecting other behaviors, emotions, or memories.

If a critical success is rolled, no stress is applied at all. If a critical failure is rolled, however, an automatic trauma is applied in addition to the normal stress.

Some psychosurgery conditions may also affect the SV, as noted on the Psychosurgery Modifiers table.


Seraniel
Sticky Note
Behavioral Control
TIMEFRAME: 1 week
PM: Limit/Boost –10; Block/Encourage –20, Expunge/Enforce –30
SV: (1d10 ÷ 2, round up)
Commonly used for criminal rehabilitation, behavioral control attempts to limit, block, or expunge a specific behavior from the subject’s psyche. For example, a murderer may be conditioned against acts of aggression or a kleptomaniac might be restricted from stealing. Some people seek this adjustment willingly, such as socialite glitterati who restrict their desire to eat or an addict who cuts out their craving for a fix.

Behavioral control can also be applied as an unleashing or reinforcement. A companion may desire to eliminate their sexual inhibitions, for example, or a hypercorp exec may boost their commitment to place work above all else.

A character will simply feel compelled to avoid a behavior that is limited (perhaps suffering a –10 modifier), but will find it quite difficult to pursue a behavior that is blocked (requiring a WIL × 3 Test and suffering a –20 modifier). They will find themselves completely incapable of initiating a behavior that is expunged and if forced into the behavior will suffer a –30 modifier and (1d10 ÷ 2, round up) points of mental Stress.

Likewise, a character will feel compelled to pursue a behavior that is boosted and will find it hard to avoid engaging in a behavior that is encouraged (requiring a WIL × 3 Test to avoid). They will have no choice but to engage in enforced behaviors and will suffer (1d10 ÷ 2, round up) points of mental Stress if prevented from doing so.


Seraniel
Sticky Note
Behavioral Masking
TIMEFRAME: 1 week
PM: –20
SV: 1d10 ÷ 2, round up
Given the ability to switch bodies, many security and law enforcement agencies have resorted to personality and behavioral profiling as a means of identifying people even when they resleeve. Though such systems are far from perfect, someone’s unconscious habits and quirks could potentially give them away. Characters who wish to elude identification in this way may undergo behavioral masking, which seeks to alter and change the character’s unconscious habits and social cues. Apply a +30 modifier when defending against such identification systems and Kinesics Tests.


Seraniel
Sticky Note
Deep Learning
TIMEFRAME: Skill Learning Time ÷ 2
PM: +20
SV: 1
Using tutorial programs, memory reinforcement protocols, conditioning tasks, and deep brain stimulation, the subject’s learning ability is reinforced, allowing them to learn new skills more quickly.


Seraniel
Sticky Note
Emotional Control
TIMEFRAME: 1 week
PM: Limit/Boost –10; Block/Encourage –20, Expunge/Enforce –30
SV: (1d10 ÷ 2, round up) + 2
Similar to behavioral control, emotional control seeks to modify, enhance, or restrict the subject’s emotional responses. Some choose these modifications willingly, such as limiting sadness in order to be happier or encouraging aggression in order to be more competitive. Mercenaries and soldiers have been known to expunge fear. Follow the same rules as given for Behavioral Control.


Seraniel
Sticky Note
Interrogation
TIMEFRAME: Variable (gamemaster discretion; 1 week default)
PM: +30
SV: 1d10
Psychosurgery can be used for interrogative purposes via the application of mental torture and manipulation. A successful Psychosurgery Test applies a +30 modifier to the Intimidation Test for interrogation.


Seraniel
Sticky Note
Memory Editing
TIMEFRAME: 1 week (2 weeks adding/replacing)
PM: –10 (willing) or –30 (forced)
SV: (1d10 ÷ 2, round up)
By monitoring memory recall (forcibly invoked if necessary), psychosurgeons can identify where memories are stored in the brain and target them for removal. Memory storage is complex and diffused, however, and often linked to other memories, so removing one memory may affect others (gamemaster discretion).

Adding or replacing memories is a much more complicated operation and requires that such memories be copied from someone who has experienced them or manufactured with XP software. Even when successfully implanted, fake memories may clash with other (real) memories unless those are also erased.


Seraniel
Sticky Note
Personality Editing
TIMEFRAME: 1 week
PM: Minor –10; Moderate –20, Major –30
SV: (1d10 ÷ 2, round up) + 3
Possibly the most drastic psychosurgery procedure, personality editing involves altering the subject’s core personality traits. The personality factors that may be modified are almost unlimited, including traits such as openness, conscientiousness, altruism, extroversion/introversion, impulsiveness, curiosity, creativity, confidence, sexual orientation, and self-control, among others. These traits may be enhanced or reduced to varying degrees. The effect is largely reflected by roleplaying, but the gamemaster may apply modifiers as they see fit.


Seraniel
Sticky Note
Psychotorture
TIMEFRAME: Variable
PM: +30
SV: 1d10 SV per day
Psychotorture is mental manipulation for the simple intention of causing pain and anguish, reflected in game terms as mental stress and traumas. Prolonged torture can lead to serious mental disorders or worse.


Seraniel
Sticky Note

Seraniel
Sticky Note
Skill Implants
TIMEFRAME: 1 week per +10
PM: +0
SV: 1 per +10
Skill imprinting is the use of psychosurgery to insert skill-set neural patterns in the subject’s brain, temporarily boosting their ability. Skill imprints are artificial boosts, however, degrading at the rate of –10 per day. No skill may be boosted higher than 60.


Seraniel
Sticky Note
Skill Suppression
TIMEFRAME: 1 day per –10
PM: –10
SV: 1 per +10
Skill suppression attempts to identify where skills are stored in the brain and then block or remove them. The subject’s skill is impaired and may be lost entirely.


Seraniel
Sticky Note
Tasping
TIMEFRAME: 1 day
PM: +10
SV: 1
Tasping is the use of deep brain stimulation techniques to tickle the mind’s pleasure centers. Though this procedure is often used for therapeutic purposes for patients suffering from depression or other mental illnesses, the intent with tasping is to overload the subject into a prolonged state of almost unendurable bliss. Such stimulation is highly addictive, however, so character’s exposed to it for any length of time (over 1 hour, subjective) are likely to pick up the Addiction trait (p. 148). Some criminal organizations have been known to use tasping addiction and rewards as a means of controlling those under their thrall.




Info Field Short Desc. 
 
 

Skills Skills are divided into aptitudes and learned skills 

 
 

Core Skills: Aptitudes Aptitudes represent inherent skills and abilities acquired at birth or during the 
course of growing up 

 
 

Learned Skills A character’s learned skills represent the acquired knowledge they carry with them 
from morph to morph. 

 
 

Skill Categories Each learned skill is classified as either an Active skill or a Knowledge skill 

 
 

Field Skills Some learned skills are field skills, meaning that when this skill is chosen a 
particular field of emphasis must also be selected. 

 
 

Psi Skills Psi refers to the ability to perceive and manipulate biological minds via psi waves 
and/or other inexplicable phenomena 

 
 

Skill Specialization This specialization reflects increased knowledge in one particular aspect of the skill 

 
 

Using Skills Whenever a character wants to do something using a skill, they must succeed at a 
skill test 

 
 

Defaulting Skill Tests Sometimes you lack the skill needed in a certain situation 

 
 

Defaulting Field Skills In some cases, a character may not possess the particular field skill that a test calls 
for 

 
 

Defaulting to Related 
Skills 

If the gamemaster allows it, characters may default to a related skill that also has 
some relevance to the test at hand 

 
 

Complementary 
Skills 

Sometimes more than one skill may apply to a particular test or knowledge in one 
area can aid your skill in another 

 
Complementary Skill Bonus  
Skill Rating Modifier 
01 – 30 +10 
31 – 60 +20 
61+ +30 

 
Info Field Short Desc. 
 
 

Skill Ranges What is the difference between being a clumsy neophyte wobbling in zero gravity 
and being a veteran gliding effortlessly through space as though you were dancing? 

 
 

Info Field Short Desc. 
 
 

Aptitudes There are 7 aptitudes in Eclipse Phase. Each character has these aptitudes at a 
minimum rating of 1. 

 
 

Aptitude-Only Tests In rare cases, a test may call for using an aptitude only, rather than a learned skill 
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Aptitude 
Range 

        

Rating Assessment Somatics Coordinatio
n 

Reflexes Cognitio
n 

Intuition Savvy Willpower 

1 – 5 Child Avg. Inept Clumsy Slow Limited Aware Awkward distracted 
6 – 10 Adult Avg. Weak Able Paced Intelligen

t 
Perceptive Personable Controlled 

11 – 15 Transhuman 
Avg. 

Fit Coordinated Swift Bright Sharp Charismatic Focused 

16 – 20 Enhanced Enhance
d 

Agile Fast Learned Uncanny Dazzling Resolute 

21 – 25 Superman Gifted Nimble Lightnin
g 

Brilliant Prescient Mesmerizin
g 

Unwaverin
g 

26 – 30 Posthuman Elite Unerring Synaptic Genius Omniscie
nt 

Hypnotic Unshakable 

 
 
 
 

Learned Skill 
Ranges 

 

Skill Equivalence 
00 No exposure or familiarity, completely unskilled 
10 Very rudimentary knowledge 
20 Basic operator’s proficiency (driver’s license, gun permit, high school diploma) 
30 Hands-on experience, some professional training 
40 Basic professional certification (police driving, army rifle certified, college diploma) 
50 Experience from professional-level work, some advanced training 
60 Expert competence (competitive driver, marksman, PhD) 
70 Experience from expert-level work, has had unique innovations or insights 
80 Worthy of being a system-renowned authority on the subject 
90 Nobel/Olympic/grandmaster  
99 Pinnacle of current understanding and innovation 

 
Sample Aptitude Tests 

Info Field Short Desc. 
 
 

Brute Strength Use this when smashing down a door, breaking an item in half, engaging in a tug-
of-war, or lifting and carrying a heavy item.  

 
 

Catching Thrown 
Objects 

Any time you need to catch a thrown or dropped object, such as catching a baseball, 
saving a priceless vase from shattering, or throwing back a grenade 

 
 

Composure and 
Resolve 

Various game situations may frighten your character, turn their stomach, horrify 
them, or rattle them to the core of their being 

Seraniel
Sticky Note
Brute Strength
Any test that involves simple brute strength can be handled as an SOM × 3 Test. Use this when smashing down a door, breaking an item in half, engaging in a tug-of-war, or lifting and carrying a heavy item. 
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Sticky Note
Catching Thrown Objects
Use REF + (COO × 2) any time you need to catch a thrown or dropped object, such as catching a baseball, saving a priceless vase from shattering, or throwing back a grenade (p. 200).


Seraniel
Sticky Note
Composure and Resolve
Various game situations may frighten your character, turn their stomach, horrify them, or rattle them to the core of their being. Use WIL × 3 to determine if your character can hold their ground, keep it down, and pull themselves together.




 
 

Escape Artist If a character wants to slip free of physical bonds (such as ropes or handcuffs) or 
otherwise contort themselves (such as wriggling out from under a collapsed wall or 
an overturned vehicle), 

 Having an Idea Sometimes the players miss the obvious or their personal mindset or biases cause 
them to misinterpret a situation or understand events in a way different from how 
the actual character would 

 
 

Memorizing and 
Remembering 

Whenever characters attempt to recall a memory or memorize some piece of 
information 

 
Actions and Combat 

Info Field Short Desc. 
 
 

Action Turns Action scenes in Eclipse Phase are handled in bite-size chunks called Action Turns, 
each approximately 3 seconds in length. 

 
 

Step 1: Initiative At the beginning of every Action Turn, each player involved in the scene rolls 
Initiative to determine the order in which each character acts 

 
 

Step 2: Begin First 
Action Phase 

Once Initiative is rolled, the first Action Phase begins. Everyone acts in the first 
Action Phase 

 
 

Step 3: Declare and 
Resolve Actions 

The character going first now declares and resolves the actions they will take during 
this first Action Phase 

 
 

Step 4: Rotate and 
Repeat 

Wrapping things up 

 
Info Field Short Desc. 
 
 

Initiative Order A character’s Initiative stat is equal to their Intuition + Reflexes aptitudes divided by 
5. This score may be further modified by morph type, implants, drugs, psi, or 
wounds 

 
 

Initiative and 
Damage 

Characters inflicted with heavy damage or stress have their Initiative score 
temporarily reduced by –1 per wound or trauma 

 
 

Initiative and Moxie A character may spend a point of Moxie to go first in an Action Phase, regardless of 
their Initiative roll 

 
Info Field Short Desc. 
 
 

Speed Speed determines how many times a character can act during an Action Turn 

 
 

Info Field Short Desc. 
 
 

Delayed Actions When you delay your action, you’re putting yourself on standby 

 
Actions 

Info Field Short Desc. 
 
 

Automatic Actions These are abilities or activities that are “always on” 
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Sticky Note
Escape Artist
If a character wants to slip free of physical bonds (such as ropes or handcuffs) or otherwise contort themselves (such as wriggling out from under a collapsed wall or an overturned vehicle), an Escape Artist Test may be called for using the character’s COO + SOM. Apply modifiers appropriate to the difficulty of the situation. At the gamemaster’s discretion, escaping from some restraining situations may be considered a Task Action with an appropriate timeframe.
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Having an Idea
Sometimes the players miss the obvious or their personal mindset or biases cause them to misinterpret a situation or understand events in a way different from how the actual character would. In cases like this, the gamemaster can call for an INT × 3 or COG × 3 roll (whichever is more appropriate) to determine if the character gets an idea that will help them along. This test should be used sparingly and only for assessing the character’s interpretation of obvious and known facts and details.
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Memorizing and Remembering
Memories are what egos use to maintain continuity of self from morph to morph, but humans are notorious for remembering things incorrectly. Whenever characters attempt to recall a memory or memorize some piece of information, use COG x 3 to determine how well they succeed. Note that characters with eidetic memory (Eidetic Memory trait, p. 146 or Eidetic Memory augmentation, p. 301) or Mnemonic Augmentation, p. 307 have perfect memory, so no test is required.
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Action Turns
Action scenes in Eclipse Phase are handled in bite-size chunks called Action Turns, each approximately 3 seconds in length. We say “approximately” because the methodical, step-by-step system used to resolve actions does not necessarily always translate realistically to real life, where people often pause, take breaks to assess the situation, take a breather, and so on. A combat that begins and ends within 5 Action Turns (15 seconds) in Eclipse Phase could last half a minute to several minutes in real life. On the other hand, the characters may be in a situation where their breathing environment decompresses to vacuum in 15 seconds, so every second may in fact count. As a rule, gamemasters should stick with 3 seconds per turn, but they shouldn’t be afraid to fudge the timing either when a situation calls for it.

Action Turns are meant to be used for combat and other situations where timing and the order in which people act is important. If it is not necessary to keep track of who’s doing what so minutely, you can drop out of Action Turns and return to “regular” free-form game time.

Each Action Turn is in turn broken down into distinct stages, described below.
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Step 1: Initiative
At the beginning of every Action Turn, each player involved in the scene rolls Initiative to determine the order in which each character acts. For more details, see Initiative.
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Step 2: Begin First Action Phase
Once Initiative is rolled, the first Action Phase begins. Everyone acts in the first Action Phase (since everyone has a minimum Speed of 1), unless they happen to be unconscious, dead, or disabled. Start with the character with the highest Initiative roll.
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Step 3: Declare and Resolve Actions
The character going first now declares and resolves the actions they will take during this first Action Phase. Since some actions the character makes may depend on the outcome of others, there is no need to declare them all first—they may be announced and handled one at a time.

As described under Actions (next page), each character may perform a varying number of Quick Actions and/or a single Complex Action during their turn. Alternately, a character may begin or continue with a Task Action or delay their action pending other developments (see Delayed Actions, next page).

A character who has delayed their action may interrupt another character at any point during this stage. That interrupting character must complete this stage in full, then the action returns to the interrupted character to finish the rest of their stage.
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Step 4: Rotate and Repeat
Once the character has resolved their actions for that phase, the next character in the Initiative order gets to go, running through Step 3 for themselves.
 
If every character has completed their actions for that phase, return to Step 2 and go to the second Action Phase. Every character with a Speed of 2 or more gets to go through Step 3 again, in the same Initiative order (modified by wound modifiers). Once the second Action Phase is completed, return to Step 2 for the third Action Phase, where every character with a Speed of 3 or more gets to go for a third time. Finally, after everyone eligible to go in the 3rd Action Phase has gone, return to Step 2 for a fourth and last Action Phase, where every character with a Speed of 4 can act for one final time.

At the end of the fourth Action Phase, return to Step 1 and roll Initiative again for the next Action Turn.
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Initiative Order
A character’s Initiative stat is equal to their Intuition + Reflexes aptitudes divided by 5. This score may be further modified by morph type, implants, drugs, psi, or wounds.

In the first step of each Action Turn, every character makes an Initiative Test, rolling 1d10 and adding their Initiative stat. Whoever rolls highest goes first, followed by the other characters in descending order, highest to lowest. In the event of a tie, characters go simultaneously.
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Initiative and Damage
Characters inflicted with heavy damage or stress have their Initiative score temporarily reduced by –1 per wound or trauma (see Wounds, p. 207, and Trauma, p. 209). This modifier is applied immediately when the wound or trauma is taken, which means that it may modify an Initiative score in the middle of an Action Turn. If a character is wounded or traumatized before they go in that Action Phase, their Initiative is reduced accordingly, which may mean they now go after someone they were previously ahead of in the Initiative order.
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Initiative and Moxie
A character may spend a point of Moxie to go first in an Action Phase, regardless of their Initiative roll (see Moxie, p. 122). If more than one character chooses this option, then order is determined as normal first among those who spent Moxie, followed by those who didn’t.
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Speed
Speed determines how many times a character can act during an Action Turn. Every character starts with a default Speed stat of 1, meaning they can act in the first Action Phase of the turn only. Certain morphs, implants, drugs, psi, and other factors may cumulatively increase their Speed to 2, 3, or even 4 (the maximum), allowing them to act in further Action Phases as well. For example, a character with Speed 2 can act in the first and second Action Phases, and a character with Speed 3 can act in the first through third Action Phases. A character with Speed 4 is able to act in every Action Phase. This represents the character’s enhanced reflexes and neurology, allowing them to think and act much faster than non-enhanced characters.

If a character’s Speed does not allow them to act during an Action Phase, they can initiate no actions during the pass—they must simply bide their time. The character may still defend themself, however, and any automatic actions remain “on.” Note that any movement the character initiated is considered to still be underway even during the Action Phases they do not participate in (see Movement, next page).
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Delayed Actions
When it’s your turn to go during an Action Phase, you may decide that you’re not ready to act yet. You may be awaiting the outcome of another character’s actions, hoping to interrupt someone else’s action, or may simply be undecided about what to do yet. In this case, you may opt to delay your action.

When you delay your action, you’re putting yourself on standby. At some later point in that Action Phase, you can announce that you are now taking your action—even if you interrupt another character’s action. In this case, all other activity is put on hold until your action is resolved. Once your action has taken place, the Initiative order continues from where you interrupted.

You may delay your action into the next Action Phase or even the next Action Turn, but if you do not take it by the time your next action comes around in the Initiative order, then you lose it. Additionally, if you do delay your action into another phase or turn, then once you take it you lose any action you might have in that Action Phase.
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Automatic Actions
Automatic Actions require no effort. These are abilities or activities that are “always on” (assuming you are conscious) or are otherwise reflexive (they happen automatically in response to certain conditions, with no effort from you). Breathing, for example, is an automatic action—your body does it without conscious effort or thinking on your part.

In most cases, Automatic Actions are not something that you initiate—they are always active or at least on standby. Certain circumstances, however, will bring an Automatic Action to bear. Such Automatic Actions are invoked and handled immediately whenever they apply, without requiring effort from your character.




 
 

Damage Resistance Resistance as an automatic action 

 
 

Basic/Passive 
Perception 

Your senses are continuously active, accumulating data on the world around you 

 
Info Field Short Desc. 
 
 

Quick Actions Quick Actions are fast and simple, and they may often be multitasked 

 
 

Aiming Aiming is a special case in that it is a Quick Action but requires a degree of 
concentration that rules out other minor actions 

 
 

Detailed Perception Detailed perception involves taking a moment to actively use your senses in search 
of information and assess what you are perceiving 

 
Info Field Short Desc. 
 
 

Complex Actions Complex Actions require more concentration and effort than Quick Actions—they 
effectively monopolize your attention 

 
Info Field Short Desc. 
 
 

Task Action A Task Action is any activity that requires longer than one Action Turn to complete 

 
Info Field Short Desc. 
 
 

Movement Movement in Eclipse Phase is handled just like any other action and may change 
from Action Phase to Action Phase 

 
 

Movement Rates Sometimes it’s important to know not just how you’re moving, but how far. For 
most of transhumanity, this movement rate is the same: 

 
 

Jumping Jumping distance and height 

 
 

Sprinting Speed in which one can run 
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Resistance
Resisting damage—whether from combat, a poison, or a psi attack—is one example of an Automatic Action that occurs in response to something else.
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Basic Perception
Your senses are continuously active, accumulating data on the world around you. Basic perception is considered an Automatic Action, and so the gamemaster can call on you to make a Perception Test whenever you receive sensory input that your brain might want to notice (see Perception, p. 182). Likewise, you may ask the gamemaster at any time— even during other character’s actions—to make a basic Perception Test, just to find out what your character is noticing around them.

Because basic perception is an automatic, subconscious activity, however, you will suffer a –20 modifier for distraction—your attention is focused elsewhere. In order to avoid the distraction modifier, you must actively engage in detailed perception or use an oracle implant, p. 309.
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Quick Actions
Quick Actions are fast and simple, and they may often be multitasked. They require minimal thought and effort. You may undertake multiple Quick Actions on your turn during each Action Phase, limited only by the gamemaster’s judgment. If you are taking nothing but Quick Actions during an Action Phase, you should be allowed a minimum of 3 separate Quick Actions. If you are also engaging in a Complex or Task Action during that same Action Phase, you should be allowed a minimum of 1 Quick Action. Ultimately, the gamemaster decides what activity you can or can’t fit into a single Action Phase.

Some examples of Quick Actions include: talking, switching a safety, activating an implant, standing up, dropping prone, gesturing, drawing/readying a weapon, handling an object, or using a simple object.


Seraniel
Sticky Note
Aiming
Aiming is a special case in that it is a Quick Action but requires a degree of concentration that rules out other minor actions. If you wish to aim before making an attack in the same Action Phase, aiming is the only Quick Action you may make during that Action Phase (see Aimed Shots, p. 193).
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Detailed Perception
Detailed perception involves taking a moment to actively use your senses in search of information and assess what you are perceiving (see Perception, p. 182). It requires slightly more effort and brainpower (or computer power) than basic perception, which is automatic. As a Quick Action, you may only engage in detailed perception on your turn during an Action Phase, but you do not suffer a modifier for distraction (unless you happen to be in a heavily distracting environment, such as a gunfight or agitated crowd).
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Complex Actions
Complex Actions require more concentration and effort than Quick Actions—they effectively monopolize your attention. You may only take one Complex Action on each Action Phase. Additionally, you may not engage in a Complex Action and a Task Action during the same Action Phase.

Examples of Complex Actions include: attacking, shooting, acrobatics, full defense, disarming a bomb, using a complex device, or reloading a weapon.
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Task Actions
A Task Action is any activity that requires longer than one Action Turn to complete. Each Task Action lists a timeframe for how long the task takes to accomplish. This timeframe may range anywhere from 2 Action Turns to 2 years. While engaged in a Task Action, you may not also undertake a Complex Action, though in some cases you may take a break from the task and return to it later. For more information, see Task Actions, p. 120.
 
Examples of Task Actions include: repairing a device, programming, conducting a scientific analysis, searching a room, climbing a wall, or cooking a meal.
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Movement
Movement in Eclipse Phase is handled just like any other action and may change from Action Phase to Action Phase. Walking and running both count as Quick Actions, as they do not require your full concentration. The same also applies to slithering, crawling, floating, hovering, or gliding. Running, however, may inflict a –20 modifier on other actions that are affected by your jostling movement. Even more, sprinting is an all-out run, and so requires a Complex Action (see Sprinting, next page).

At the gamemaster’s discretion, other movement may also call for a Complex Action. Hurdling a fence, pole vaulting, jumping from a height, swimming, or freerunning through a habitat in zero-gravity all require a bit of finesse and attention to detail, so would count as a Complex Action and would apply the same modifier as running. Flying generally counts as a Quick Action, though intricate maneuvers would call for a Complex Action.
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Movement Rates
Sometimes it’s important to know not just how you’re moving, but how far. For most of transhumanity, this movement rate is the same: 4 meters per Action Turn walking, 20 meters per turn running. To determine how far a character can move in a particular Action Phase, divide this movement rate by the total number of Action Phases in that turn. In a turn with 4 Action Phases, that breaks down to 1 meter walking per Action Phase, 5 meters running.

Movement such as swimming or crawling benchmarks at about 1 meter per Action Turn, or 0.25 meters per Action Phase. You can also sprint to increase your movement rate (see Sprinting). Vehicles, robots, creatures, and unusual morphs will have individual movement rates listed in the format of walking rate/running rate in meters per turn.

These movement rates assume standard Earth gravity of course. If you’re moving in a low-gravity, microgravity, or high-gravity environment, things change. See Gravity, p. 198.
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Jumping
Characters making a running jump can cross SOM ÷ 5 (round up) meters; use SOM ÷ 20 (round up) meters for standing jumps. Vertical jumping height is 1 meter. Characters making a Freerunning Test can increase jumping distance by 1 meter (running jump) or 0.25 meters (standing/vertical jumps) per 10 points of MoS
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Sprinting
You may use Freerunning to increase the distance you move during an Action Phase. You must spend a Complex Action to sprint and make a Freerunning Test. Every 10 points of MoS increases your running distance in that Action Phase by 1 meter to a maximum bonus of +5 meters.




Combat 
Info Field Short Desc. 
 
 

Step 1: Declare Attack The attacker initiates by taking a Complex Action to attack on their turn during an Action Phase 

 
 

Step 2: Declare Defense Once the attack is declared, the defender chooses how to respond 

 
 

Step 3: Apply Modifiers Any appropriate modifiers are applied to the attacker and defender’s skills 

 
 

Step 4: Make the Opposed 
Test 

Both attacker and defender roll d100 and compare the results to their modified skill target numbers. 

 
 

Step 5: Determine 
Outcome 

The compared results of the rolls 

 
 

Step 6: Modify Armor Determine how well the defenders armor mitigates damage (if any) 

 
 

Step 7: Determine Damage Every weapon has a Damage Value (DV) and sometimes an armor piercing value (AV) 

 
 

Step 8: Determine 
Wounds 

Determine how much damage is dealt and what injuries are sustained. 

 
Actions and Combat Complications 

Info Field Short Desc. 
 
 

Aimed Shots A character can sacrifice their other Quick Actions to concentrate on targeting a ranged attack and 
receive a +10 modifier on the attack 

 
 

Ammunition and 
Reloading 

Every weapon lists an ammunition capacity that indicates how many shots the weapon holds 

 
 

Energy vs. Kinetic Each type of armor has an Armor Value (AV) with two ratings—Energy and Kinetic 

 
 

Armor Penetration Some weapons have an Armor Penetration (AP) rating. This represents the attack’s ability to pierce 
through protective layers 

 
 

Layering Armor If two or more types of armor are worn, the armor ratings are added together. However, wearing 
multiple armor units is cumbersome and annoying. 

 
 

Asphyxiation The average transhuman can hold their breath for two minutes before blacking ou 

   
 

Info Field Short Desc. 
 
 

Area Effect Weapons Some ranged attack weapons are designed to affect more than one target at a time. hese weapons fall 
into three categories: blast, uniform blast, and cone. 

 
 

Blast Effect AoE Weapons Blast weapons include items like grenades, mines, and other explosives that expand outward from a 
central detonation point 

 
 

Uniform Blast Effect AoE 
Weapons 

Uniform blast attacks distribute their power evenly throughout the area of effect 

 
 

Cone Effect AoE Weapons Weapons with a cone effect have an area effect that begins with the tip of the weapon and expands 
outward in a cone. 

 
 

Aimed Shots A character can sacrifice their other Quick Actions to concentrate on targeting a ranged attack and 
receive a +10 modifier on the attack 
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Step 1: Declare Attack
The attacker initiates by taking a Complex Action to attack on their turn during an Action Phase. The skill employed depends on the method used to attack. If the character lacks the appropriate Combat skill, they must default to the appropriate linked aptitude.
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Step 2: Declare Defense
Once the attack is declared, the defender chooses how to respond. Defense is always considered an Automatic Action unless the defender is surprised (see Surprise, p. 204) or somehow incapacitated and incapable of defending themself.

Melee: A character defending against melee attacks uses Fray skill, representing dodging (if the character lacks this skill, they may default to Reflexes). Alternatively, the character may use a melee combat skill to defend, representing blocks and parries rather than dodging.

Ranged: Against ranged attacks, a defending character may only use half their Fray skill (round down).

Full Defense: Characters who have taken a Complex Action to go on full defense (p. 198) receive a +30 modifier to their defensive roll.

Psi: A character defending against a psi attack rolls WIL × 2 (see Opposed Tests, p. 222). A mental sort of full defense may also be rallied against psi attacks.
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Step 3: Apply Modifiers
Any appropriate modifiers are applied to the attacker and defender’s skills. See the Combat Modifiers table (p. 193) for common situational modifiers.
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Step 4: Make the Opposed Test
Both attacker and defender roll d100 and compare the results to their modified skill target numbers.
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Step 5: Determine Outcome
If the attacker fails, the attack misses completely. If the attacker succeeds and the defender fails, the attack hits.

If both attacker and defender succeed in their tests, compare their dice rolls. If the attacker’s dice roll is higher, the attack hits despite a spirited defense; otherwise, the attack fails to connect.

Excellent Success: If the attacker rolled an Excellent Success (MoS of 30+), a solid hit is struck. Increase the Damage Value (DV) inflicted by +5. If the MoS is 60+, increase the DV by +10.

Criticals: If the attacker rolls a critical success, the attack is armor-defeating, meaning that the defender’s armor is bypassed completely—some kink or flaw was exploited, allowing the attack to get through completely.

If the defender rolls a critical success, they dodge with flair, reach cover that protects from follow-up attacks, maneuver to a superior position, or otherwise benefit.
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Step 6: Modify Armor
If the target is hit, their armor will help to protect them against the attack (unless the attacker rolled a critical, see above). Determine which type of armor is appropriate to defending against that particular attack (see Armor, p. 194). The attack’s Armor Penetration (AP) value reduces the armor’s rating, however, representing the weapon’s ability to pierce through protective measures.
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Step 7: Determine Damage
Every weapon and type of attack has a Damage Value (DV, p. 207). This amount is reduced by the target’s AP-modified armor rating. If the damage is reduced to 0 or less, the armor is effective and the attack fails to injure the target. Otherwise, any remaining damage is applied to the defender. If the accumulated damage exceeds the defender’s Durability, they are incapacitated and may die (see Durability and Health, p. 207).

Note that some psi attacks inflict mental stress rather than physical damage (see Mental Health, p. 209). In this case, the Stress Value (SV) is handled the same as DV.


Seraniel
Sticky Note
Step 8: Determine Wounds
The damage inflicted from a single attack is then compared to the victim’s Wound Threshold. If the armor modified DV equals or exceeds the Wound Threshold, the character suffers a wound. Multiple wounds may be applied with a single attack if the modified DV is two or more factors beyond the Wound Threshold. Wounds represent more serious injuries and apply modifiers and other effects to the character (see Wounds, p. 207).
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Aimed Shots
As noted under Aiming, p. 190, a character can sacrifice their other Quick Actions to concentrate on targeting a ranged attack and receive a +10 modifier on the attack. You can also sacrifice an entire Complex Action to fix your aim on a target. In this case, as long as the target remains in your sights until your next Action Phase, you receive a +30 modifier to hit.
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Ammunition and Reloading
Every weapon lists an ammunition capacity that indicates how many shots the weapon holds. When this ammo runs out, a new supply must be loaded. Players should keep track of the shots their characters fire.

Reloading almost always requires a Complex Action, whether you are slapping in a new clip of bullets or a fresh battery for a laser. At the gamemaster’s discretion, a reload that is immediately accessible (such as a new clip reverse-taped to the loaded clip, so that reloading just requires that you reverse the taped clips and slot the new one in) will only take a Quick Action. Archaic weapons such as magazine-fed rifles may require longer to fully load.
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Energy vs. Kinetic
Each type of armor has an Armor Value (AV) with two ratings—Energy and Kinetic—representing the protection it applies against the respective type of attack. These are listed in the format of “Energy armor/Kinetic armor.” For example, an item with listed armor “5/10” provides 5 points of armor against energy-based attacks and 10 points of armor against kinetic attacks.

Energy damage includes that caused by beam weapons (laser, microwave, particle beam, plasma, etc.) as well as fire and high-energy explosives. Armor that protects against this damage is made of material that reflects or diffuses such energy, dissipates and transfers heat, or ablates.

Kinetic damage is the transfer of damaging energy when an object in motion (a fist, knife, club, or bullet, for example) impacts with another object (the target). Most melee and firearms attacks inflict kinetic damage, as would a rolling boulder, swinging pendulum, or explosion-driven fragments. Kinetic armors include impact-resistant plates, shear-thickening liquid and gels that harden upon impact, and ballistic and cutproof fiber weaves.
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Armor Penetration
Some weapons have an Armor Penetration (AP) rating. This represents the attack’s ability to pierce through protective layers. The AP rating reduces the value of armor used to defend against the attack (see Step 6: Modify Armor, p. 192).
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Layered Armor
If two or more types of armor are worn, the armor ratings are added together. However, wearing multiple armor units is cumbersome and annoying. Apply a –20 modifier to a character’s actions for each additional armor layer worn. The maximum value Armor may be raised to is the character’s Durability.

Note that items specifically noted as armor accessories— helmets, shields, etc.—do not inflict the layered armor penalty, they simply add their armor bonus. Note also that the armor inherent to a synthetic morph or bot’s frame does not constitute a layer of armor (i.e., you may wear armor over the synthetic shell without penalty).


Seraniel
Sticky Note
Asphyxiation
The average transhuman can hold their breath for two minutes before blacking out. Strenuous activity reduces the amount of time. For every 30 seconds after the first minute a biomorph is prevented from breathing, they must make a DUR Test. Apply a cumulative –10 modifier each time this test is rolled. If the character fails the test, they immediately fall unconscious and begin to suffer damage from asphyxiation at the rate of 10 points per minute until they die or are allowed to breathe again. This damage does not cause wounds.

Asphyxiation is a terrifying process, often leading to panic. Characters who are asphyxiated must make a WIL × 3 Test. If they fail, they suffer 1d10 ÷ 2 (round up) mental stress and cannot perform any effective action to rescue themselves that Action Turn. A character who succeeds may attempt to rescue themselves, and in fact they must make a WIL × 3 Test to perform any other action not directly related to rescuing themselves (attacks against another character, a creature, or an object holding the character underwater are exempt from this rule).
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Sticky Note
Area Effect Weapons
Some ranged attack weapons are designed to affect more than one target at a time. These weapons fall into three categories: blast, uniform blast, and cone.
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Sticky Note
Blast Effect
Blast weapons include items like grenades, mines, and other explosives that expand outward from a central detonation point. Most blast attacks expand outward in a sphere, though certain shaped charges may direct an explosion in one direction only. The explosive force is stronger near the epicenter and weaker near the outer edges of the sphere. For every meter a target is from the center, reduce the DV of a blast weapon by –2.
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Sticky Note
Uniform Blast
Uniform blast attacks distribute their power evenly throughout the area of effect. Examples include fuel air explosives and thermobaric weapons that disperse an explosive mixture in a vapor cloud and ignite it all at once. All targets within the noted blast radius suffer the same damage. Damage against targets outside of the main blast sphere is reduced by –2 DV per meter.
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Sticky Note
Cone
Weapons with a cone effect have an area effect that begins with the tip of the weapon and expands outward in a cone. At short range, this attack effects 1 target; at medium range it affects 2 targets within a meter of each other; and at long or extreme range it affects 3 targets within a meter of the next. Cone effect attacks do +1d10 damage at short range and –1d10 damage at long and extreme range.
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Sticky Note



Info Field Short Desc. 
 
 

Beam Weapons Due to emitting a continuous beam of energy or stream of pulses rather than single projectiles, beam 
weapons are easier to “home in” on a target 

 
 

Sweeping Fire An attacker who is making two semi-auto attacks with a beam weapon with the same Complex Action 
and who misses with the first attack may treat that attack as a free Aim action 

 
 

Concentrated Fire A character firing a semi-auto beam weapon who hits with the first attack may choose to keep the 
beam on and concentrate their fire, cooking the target 

 
Info Field Short Desc. 
 
 

Grenades and Seekers Modern grenades, seekers, and similar explosives do not necessarily detonate the instant they are 
thrown or strike the target 

 
 

Airburst Airburst means that the device explodes in mid-air as soon as it travels a distance programmed at 
launch. In this case, the explosive’s effects are resolved immediately, in that user’s Action Phase 

 
 

Impact The grenade or missile goes off as soon as it hits something, whether that be the target, ground, or an 
intervening object. Resolve the effects immediately, in the user’s Action Phase 

 
 

Signal The munition is primed for detonation upon receiving a command signal via wireless link 

 
 

Timer The device has a built-in timer allowing the user to adjust exactly when it detonates. 

 
 

Throwing Back Grenades It is possible that a character may be able to reach a grenade before it detonates and throw it back 

 
 

Jumping on Grenades Given the possibility of resleeving, a character may decide to take one for the team and throw 
themselves on a grenade, sacrificing themselves in order to protect others 

 
Info Field Short Desc. 
 
 

Blind Attacks Attacking a target that you cannot see is difficult at best and a matter of luck at worst 

 
 

Indirect Fire With the help of a spotter, you may target an enemy that you can’t see using indirect fire 

 
Info Field Short Desc. 
 
 

Bots, Synthmorphs, and 
Vehicles 

AI-operated robots and synthetic morphs are a common sight in Eclipse Phasw 

 
 

Shell Stats Just like synthmorph characters, certain bot and vehicle stats (Durability, Wound Threshold, etc.) and 
stat modifiers (Initiative, Speed, etc.) are determined by the actual physical shell 

 
 

Shell Skills The skills and aptitudes used by a bot or vehicle are those possessed by its AI. See AIs and Muses, 

 
 

Shell Movement Like characters, bots and vehicles have a walking and running Movement rate. 

 
 

Chases Shells that are moving faster than their running Movement rate 

 
 

Crashing Shells that suffer wounds during combat or chases may be force to make a Pilot Test to avoid crashing 
or may crash automatically 

 
 

Collisions If a shell crashes into or intentionally rams a person or object, someone is likely to get hurt. 

 
 

Attacking Vehicle 
Passengers 

During combat, passengers within a vehicle may be targeted separately from the vehicle itself. 

 
 

Shell Remote Control Any shell (or biomorph) with a puppet sock (also included with all cyberbrains) may be remote 
controlled, either by a character or a remote AI. 

 
 

Shell Jamming “Jamming” is the colloquial term for a more direct form of remote control using VR and XP 
technology 
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Sticky Note
Beam Weapons
Due to emitting a continuous beam of energy or stream of pulses rather than single projectiles, beam weapons are easier to “home in” on a target. This means one of the following two rules may be used when making beam weapon attacks. Since most beam weapons are invisible to standard sight, an attacker must have vision enhancements enabling them to see the beam or must activate a built-in visible targeting laser to take advantage of these rules.


Seraniel
Sticky Note
Sweeping Fire
An attacker who is making two semi-auto (p. 198) attacks with a beam weapon with the same Complex Action and who misses with the first attack may treat that attack as a free Aim action (p. 190), receiving a +10 modifier for the second attack. In other words, though the first attack misses, the character takes the opportunity to sweep the beam closer to the target for the second attack. This only applies when both attacks are made against the same target.
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Sticky Note
Concentrated Fire
A character firing a semi-auto beam weapon who hits with the first attack may choose to keep the beam on and concentrate their fire, cooking the target. In this case, the character foregos their second semi-auto attack with that Complex Action, but automatically doubles the DV of the first attack. This decision must be made before the damage dice are rolled.
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Sticky Note
Grenades and Seekers
Modern grenades, seekers, and similar explosives do not necessarily detonate the instant they are thrown or strike the target. In fact, several trigger options are available, each set by the user when deploying the weapon. Missed attacks or attacks that do not explode in transit or when they strike are subject to scatter (p. 204).
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Sticky Note
Airburst: Airburst means that the device explodes in mid-air as soon as it travels a distance programmed at launch. In this case, the explosive’s effects are resolved immediately, in that user’s Action Phase. Note that airburst munitions are programmed with a safety feature that will prevent detonation if they fail to travel a minimum precautionary distance from the launcher, though this can be overridden.
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Sticky Note
Impact: The grenade or missile goes off as soon as it hits something, whether that be the target, ground, or an intervening object. Resolve the effects immediately, in the user’s Action Phase.
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Sticky Note
Signal: The munition is primed for detonation upon receiving a command signal via wireless link. The device simply lays in wait until it receives the proper signal (which must include the cryptographic key assigned when the grenade was primed), detonating immediately when it does.
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Sticky Note
Timer: The device has a built-in timer allowing the user to adjust exactly when it detonates. This can be anywhere from 1 second to days, months, or even years later, effectively using the device like a bomb, but also increasing the likelihood it will be discovered and neutralized. The minimum detonation period—1 second—means that the munition will detonate on the user’s (current) Initiative Score in the next Action Phase. A 2-second delay would last two Action Phases, a 3-second delay three Action phases, and so on.
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Sticky Note
Throwing Back Grenades
It is possible that a character may be able to reach a grenade before it detonates and throw it back (or away in a safe direction). The character must be within movement range of the grenade’s location, and must take a Complex Action to make a REF + COO + COO Test to catch the rolling, sliding grenade. If they succeed, they may throw the grenade off in a direction of their choice with the same action (treat as a standard throwing attack).

If the character fails the test, however, they may find themselves at ground zero when it detonates.
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Sticky Note
Jumping on Grenades
Given the possibility of resleeving, a character may decide to take one for the team and throw themselves on a grenade, sacrificing themselves in order to protect others. The character must be within movement range of the grenade’s location and must take a Complex Action to make a REF + COO + WIL Test to fall on the grenade and cover it with their morph. This means the character suffers an extra 1d10 damage when the grenade detonates. On the positive side, the grenade’s damage is reduced by the sacrificing character’s armor + 10 when its damage effects are applied to others within the blast radius.

If the gamemaster feels it appropriate, a WIL × 3 Test might be called for in order for a character to sacrifice themselves in this manner.
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Sticky Note
Blind Attacks
Attacking a target that you cannot see is difficult at best and a matter of luck at worst. If you cannot see, you may make a Perception Test using some other available sense to detect your target. If this succeeds, you attack with a –30 modifier. If your Perception Test fails, your attack is primarily based on chance—your target number for the attack test is equal to your Moxie stat (no other modifiers apply).
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Sticky Note
Indirect Fire
With the help of a spotter, you may target an enemy that you can’t see using indirect fire. In this case you must be meshed with a character, bot, or sensor system that has the target in its sights and which feeds you targeting data (the gamemaster may require a Perception Test from the spotter). Indirect attacks suffer a –30 modifier.

Seeker missiles(p. 340) can home in on a target that is “painted” with reflected energy from a laser sight (p. 342) or similar target designator system. An “attack” must first be made to paint the target with the laser sight using an appropriate skill. If this succeeds, it negates the –30 indirect fire modifier for the seeker launcher’s attack test. The target must be held in the spotter’s sights (requiring a Complex Action each Action Phase) until the seeker strikes.
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Bots, Synthmorphs, and Vehicles
AI-operated robots and synthetic morphs are a common sight in Eclipse Phase. Robots are used for a wide range of purposes, from surveillance, maintenance, and service jobs to security and policing and so may often play a role in action and combat scenes. Though less common (at least in habitats), AI-piloted vehicles are also frequently used and encountered.

Note that the difference between a robot, vehicle, and synthetic morph is in many ways semantic. Robots are simply synthetic bodies controlled by an AI. Vehicles are also robotic—AI controlled—but the term “vehicle” is used to denote that they carry passengers. Both bots and vehicles can be used as synthetic morphs—that is, inhabited by a transhuman ego—assuming they are equipped with a cyberbrain (p. 300). For the purpose of these rules, the term “shell” is used to refer to bots, vehicles, and synthetic morphs alike.

Like synthmorphs, bots and vehicles are treated just like any other character: they roll Initiative, take actions, and use skills. A few specific aspects of these shells needs special consideration, however, covered below.
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Sticky Note
Shell Stats
Just like synthmorph characters, certain bot and vehicle stats (Durability, Wound Threshold, etc.) and stat modifiers (Initiative, Speed, etc.) are determined by the actual physical shell. Other stats are determined by the bot/vehicle’s operating AI (in place of an ego). Bots and vehicles may also have traits that apply to their AI or physical shell. For sample bots and vehicles, see Robots and Vehicles, p. 343 of the Gear chapter.

Handling: Bots and vehicles have a special stat called Handling, which is a modifier applied to all tests made to pilot the bot/vehicle. This represents the bot/vehicle’s maneuverability.
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Sticky Note

Shell Skills
The skills and aptitudes used by a bot or vehicle are those possessed by its AI. See AIs and Muses, p. 264
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Sticky Note
Shell Movement
Like characters, bots and vehicles have a walking and running Movement rate. This is used whenever the bot/vehicle is engaged in action or combat scenes with other characters.

Shells that are capable of greater speeds will also have a Maximum Velocity listed—this is the highest rate at which the shell may safely move, listed in kilometers per hour. At the gamemaster’s discretion, some shells may push their limits and accelerate further, but at significant risk— the gamemaster should apply appropriate penalties to Pilot Tests and other tests.
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Sticky Note
Chases
Shells that are moving faster than their running Movement rate (up to their Max. Velocity) are generally considered to be moving too fast for standard action and combat interaction with other characters
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Sticky Note
Crashing
Shells that suffer wounds during combat or chases may be force to make a Pilot Test to avoid crashing or may crash automatically. The exact circumstances of a crash are left up to the gamemaster, as best fits the story—the shell may simply skid to a stop, plow into a tree, fall from the sky, or flip over and land on a group of bystanders. Shells that strike other objects when they crash typically take further damage from the collision (see Collisions).


Seraniel
Sticky Note
Collisions
If a shell crashes into or intentionally rams a person or object, someone is likely to get hurt. To determine how much DV is inflicted, roll 1d10 and add the shell’s DUR divided by 10 (round up). This is the damage applied at walking speeds. If the shell was moving at running speeds, multiply the DV by 2. If the shell was moving at chase speeds, multiply the DV by the shell’s velocity ÷ 10 in meters per turn. Both the shell and whatever it strikes suffer this damage, assuming the collision is with something equal dense and hard. Soft and squishy objects like biomorphs will be less damaging to a shell (unless they happen to be in a hardsuit or battlesuit), in which case the shell will only suffer half damage from the collision. Kinetic armor defends against crash DV. 

If two moving shells collide head-on, calculate the damage from both and inflict to both. If two shells moving in the same direction collide, only count the difference in velocity.

Passengers in a vehicle may also be damaged by collisions if they are not wearing proper safety restraints. They suffer one half the DV applied to their vehicle (less their own Kinetic armor).
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Sticky Note
Attacking Vehicle Passengers
During combat, passengers within a vehicle may be targeted separately from the vehicle itself. Attacks made against passengers this way do not harm the vehicle itself (unless an area effect weapon is used). Targeted passengers benefit both from cover (usually Major, –30) and from the vehicle’s structure, adding the vehicle’s Armor Value to their own.

Passengers within a vehicle are generally not harmed by attacks made against the vehicle itself. Area effect weapons are an exception to this rule, but in this case the passengers also benefit from the vehicle Armor Value.
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Sticky Note
Shell Remote Control
Any shell (or biomorph) with a puppet sock (also included with all cyberbrains) may be remote controlled, either by a character or a remote AI. This requires a communications link between the teleoperator and the shell (the “drone”). The teleoperator controls the drone via an entoptic interface, and receives sensory input and other data via the drone’s mesh inserts.

When under direct control, the shell’s AI (or resident ego) is subsumed and put on standby. The drone acts with the same Initiative as the teleoperator, but is still limited by the shell’s Speed. The teleoperator’s skills and stats are used in place of the shell AI’s (though the shell’s aptitude maximums and penalties apply). The teleoperator uses Pilot skills for movement, dodging, and melee tests, and Gunnery skill for ranged combat. Due to the nature of remote operation, all tests are made with a −10 modifier. Multiple drones may be controlled at once as long as they act in unison; the teleoperator must use separate actions to control them separately. Direct control teleoperation is not very feasible at extreme distances, due to the light-speed lag with communications.

Alternately, the teleoperator can put the drone in autonomous mode, allowing the shell’s AI to resume normal operations. The drone still follows the teleoperator’s commands to the best of its abilities. Each instruction counts as a Quick Action. In this mode, the drone functions normally, using its own Initiative and AI skills and stats.
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Sticky Note
Shell Jamming
“Jamming” is the colloquial term for a more direct form of remote control using VR and XP technology. When jamming, the drone’s puppet sock feeds the drone’s sensory data directly to the teleoperator’s mesh inserts. The teleoperator subsumes themself in the drone’s sensorium, essentially “becoming” the drone. In this case, the teleoperator surrenders control of their own morph, which slumps inertly. While jamming, they suffer –60 on all Perception Tests or attempts to take action with their morph.

Jamming takes a Complex Action to engage and disengage. A jamming teleoperator controls a drone as if it were their own morph. Like direct control teleoperation, the jammer’s own skills and Initiative are used in place of the drone’s AI, though the shell’s aptitude maximums apply and physical actions are limited by the shell’s Speed. Jammers do not suffer any teleoperation modifiers, but only one drone may be jammed at a time.

If the drone is killed or destroyed, the jammer is immediately dumped from their connection, resuming control of their own morph as normal. Getting dumped in this manner is extremely jarring, not the least because the jammer experienced being killed/destroyed. As a result, the jammer suffers 1d10 mental stress.




Info Field Short Desc. 
 
 

Called Shots Sometimes it’s not enough to just hit your target—you need to shoot out a window, knock the knife 
out of their hand, or hit that hole in their armor 

 
 

Bypassing Armor With 
Called Shots 

Called shots may be used to target a hole or weak point in your opponent’s armor 

 
 

Disarming You may take a called shot to attempt to knock a weapon out of an opponent’s hand(s) 

 
 

Specific Targeting You may make a called shot with the intention of hitting a specific location or component on your 
target 

 
Info Field Short Desc. 
 
 

Charging An opponent who runs and attacks an opponent in melee combat in the same Action Phase is 
considered to be charging 

 
 

Receiving a Charge You may delay your action (see Delayed Actions, p. 189) in order to receive a charge, bracing yourself 
for impact 

 
Info Field Short Desc. 
 
 

Demolitions The most common use of the Demolitions skill is the placement, disarming, or manufacture of 
explosive devices, such as superthermite charges 

 
 

Placing Explosives A skilled demolitionist can place charges in a manner that will boost their effect 

 
 

Disarming Explosives Disarming an explosive device is handled as an Opposed Test between the Demolitions skills of the 
disarmer and the character who set the bomb. 

 
 

Making Explosives A character trained in Demolitions can make explosives from raw materials. 

 
Info Field Short Desc. 
 
 

Falling If a character falls, use the Falling Damage table to determine what injuries they suffer 

 
Falling Damage   
Distance Damage 
1-2 Meters (6 feet) 1d10 
3-5 Meters (16 feet) 2d10 
6-8 Meters (26 feet) 3d10 
Over 8 Meters (27+ feet) +1 per meter 

 
Info Field Short Desc. 
 
 

Fire Objects that come into contact with extreme heat or flames may catch fire at the gamemaster’s 
discretion 

 
Info Field Short Desc. 
 
 

Firing Modes and Rate of 
Fire 

Every ranged weapon in Eclipse Phase comes with one or more firing modes that determines their rate 
of fire. These firing modes are detailed below. 

 
 

Single Shot (SS) Single shot weapons may only be fired once per Complex Action. These are typically larger or more 
archaic devices. 

 
 

Semi Automatic (SA) Semi-automatic weapons are capable of quick, repeated fire. They may be fired twice with the same 
Complex Action. Each shot is handled as a separate attack. 

 
 

Burst Fire (BF) Burst fire weapons release a number of quick shots (a “burst”) with a single trigger pull. Two bursts 
may be fired with the same Complex Action 

 
 

Full Automatic (FA) Full-auto weapons release a hail of shots with a single trigger pull. Only one full-auto attack may be 
made with each Complex Action. 

 

Seraniel
Sticky Note
Called Shots
Sometimes it’s not enough to just hit your target—you need to shoot out a window, knock the knife out of their hand, or hit that hole in their armor. You may declare that you are making a called shot before you initiate an attack, choosing one of the outcomes noted below. Called shots suffer a –10 modifier and require an Excellent Success (MoS 30+). If you beat that margin, you succeed with the called shot and the results noted below apply. If you don’t beat the margin but still succeed in the attack, you simply strike your target as normal.
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Sticky Note
Bypassing Armor
Called shots may be used to target a hole or weak point in your opponent’s armor. If you beat the MoS, you strike an armor-defeating hit, and their armor does not apply. Note that in certain circumstances, a gamemaster may rule that an opponent’s armor simply doesn’t have a weak spot or unprotected area, and so disallow such called shots.


Seraniel
Sticky Note
Disarming
You may take a called shot to attempt to knock a weapon out of an opponent’s hand(s). If you beat the MoS, the victim suffers half damage from the attack (reduced by armor as normal) and must make a SOM × 3 Test with a –30 modifier to retain hold of the weapon.
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Sticky Note
Specific Targeting
You may make a called shot with the intention of hitting a specific location or component on your target—for example: disabling the sensor unit on a bot, sweeping someone’s leg, or poking someone in the eye. If you beat the MoS, you hit the specific targeted spot. The gamemaster determines the result as appropriate to the attack and target—the component may be destroyed, the opponent may fall or be temporarily blinded, and so on.
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Sticky Note
Charging
An opponent who runs and attacks an opponent in melee combat in the same Action Phase is considered to be charging. The attacker suffers a –10 modifier for charging (instead of the standard –20 for running), but they receive a damage bonus on account of their momentum: increase the damage they inflict by +1d10.
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Sticky Note
Receiving a Charge
You may delay your action (see Delayed Actions, p. 189) in order to receive a charge, bracing yourself for impact, interrupting their action, and striking right before your charging opponent does. In this situation, you receive a +20 modifier for striking the charging opponent.
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Sticky Note
Demolitions
The most common use of the Demolitions skill is the placement, disarming, or manufacture of explosive devices, such as superthermite charges (p. 330) or grenades (p. 340).
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Sticky Note
Placing Explosives
A skilled demolitionist can place charges in a manner that will boost their effect. They can identify structural vulnerabilities and weak points and focus a blast in these areas. They can determine how to blast open a safe without destroying the contents. They can focus the force of an explosion in a particular direction, increasing the directed force while minimizing splash effects.

Each of these scenarios calls for a successful Demolitions Test. The exact result is determined by the gamemaster according to the specific scenario. For example, using the examples above, targeting a weak point could double the damage inflicted on that structure. Shaping the charge to direct the force can triple the damage in that direction, as noted in the superthermite description (p. 330). An Excellent Success is likely to increase an explosive’s damage by +5, whereas a critical success would allow the blast to ignore armor.
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Sticky Note
Disarming
Disarming an explosive device is handled as an Opposed Test between the Demolitions skills of the disarmer and the character who set the bomb.
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Sticky Note
Making Explosives
A character trained in Demolitions can make explosives from raw materials. These materials can be gathered the traditional way or they can be manufactured using a nanofabricator. Even nanofabbers with restricted settings to prevent explosives creation can be used, as explosives can be constructed from all manner of mundane chemicals and materials.

The timeframe for making explosives is 1 hour per 1d10 points of damage the explosive will inflict. If a critical failure is rolled, the demolitionist may accidentally blow himself up, or the charge may be extremely weaker or more potent than expected (whichever is more likely to be disastrous).
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Sticky Note
Falling
If a character falls, use the Falling Damage table to determine what injuries they suffer. Kinetic armor will mitigate this damage at half its value (round down). Gamemasters may also reduce this damage if anything helped to break the fall (branches, soft surface) at their discretion.
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Sticky Note
Fire
Objects that come into contact with extreme heat or flames may catch fire at the gamemaster’s discretion, keeping in mind both the flammability of the material and the strength of the heat/flames. Burning items (or characters) will suffer 1d10 ÷ 2 (round up) damage each Action Turn unless otherwise noted. Energy armor will protect against this damage, though it too may catch fire, reducing its value by the damage inflicted. Depending on the environmental conditions, fires are likely to grow larger unless somehow abated. Every 5 Action Turns, increase the DV inflicted (first to 1d10, then 2d10, then 3d10, then by increments of +5). Adverse conditions (such as rain) or efforts to extinguish the blaze will reduce the DV accordingly.

Note that fire does not burn in vacuum. In microgravity, fire burns in a sphere and grows more slowly, as expanding gases push away the oxygen (increase the DV every 10 Action Turns). If there is a lack of air circulation, some microgravity fires may extinguish themselves.
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Sticky Note
Firing Modes and Rate of Fire
Every ranged weapon in Eclipse Phase comes with one or more firing modes that determines their rate of fire. These firing modes are detailed below.
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Sticky Note
Single Shot (SS)
Single shot weapons may only be fired once per Complex Action. These are typically larger or more archaic devices.
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Sticky Note
Semi Automatic (SA)
Semi-automatic weapons are capable of quick, repeated fire. They may be fired twice with the same Complex Action. Each shot is handled as a separate attack.
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Sticky Note
Burst Fire (BF)
Burst fire weapons release a number of quick shots (a “burst”) with a single trigger pull. Two bursts may be fired with the same Complex Action. Each burst is handled as a separate attack. Bursts use up 3 shots worth of ammunition.

A burst may be shot against a single target (concentrated fire) or against two targets who are standing within one meter of each other. In the case of concentrated fire against a single target, the attacker can choose either a +10 modifier to hit or increase the DV by +1d10.
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Sticky Note
Full Automatic (FA)
Full-auto weapons release a hail of shots with a single trigger pull. Only one full-auto attack may be made with each Complex Action. This attack may be made on a single target or against up to three separate targets, as long as each is within one meter of another. In the case of concentrated fire on a single individual, the attacker can choose either a +30 modifier to hit or increase the DV by +3d10. Firing in full automatic mode uses up 10 shots.




Info Field Short Desc. 
 
 

Full Defense If you’re expecting to come under fire, you can expend a Complex Action to go on full defense. 

 
Info Field Short Desc. 
 
 

Gravity Most characters in Eclipse Phase have considerable experience maneuvering in low gravity or 
microgravity and can perform normal actions without penalties 

 
 

Microgravity Microgravity includes both zero g and gravities that are slightly higher but negligible 

 
 

Movement Rate Characters who are climbing, pulling, or pushing themselves along move at half their movement rate 
in microgravity 

 
 

Terminal Velocity It is not difficult to reach escape velocity on small asteroids and similar bodies 

 
 

Low Gravity Low gravity includes anything from 0.5 g to microgravity. 

 
 

High Gravity High gravity is anything significantly stronger than standard Earth gravity 

 
Info Field Short Desc. 
 
 

Hostile Environments Environments not friendly to the living. 

 
 

Atmospheric 
Contamination 

The effects of a habitat suffering from ecological imbalance or out-of-control pathogens can range 
from mildly allergenic habitat atmospheres to rampaging environmental sepsis 

 
 

Extreme Heat and Cold Planetary environments can range from the extremely hot (Venus, Mercury’s day side) to the 
extremely frigid (Neptune, Titan, Uranus) 

 
 

Extreme Pressure Similarly, the atmospheric pressures of Jupiter, Saturn, and Venus quickly become crushingly deadly 
anywhere beyond the upper levels 

 
 

Gravity Transition Zones The widespread use of artificial gravity in space habitats means that characters will often encounter 
places where the direction of down suddenly changes 

 
 

Magnetic Fields Magnetism isn’t a direct problem for most characters; transhumans need to worry more about the 
radiation generated by a powerful magnetosphere 

 
 

Radiation Ionizing radiation is one of the more prevalent hazards in the solar system and one of the most 
difficult problems for transhumanity to defeat 

 
 

Toxic Atmosphere Neptune, Titan, Uranus, and Venus all have toxic atmospheres. Similar atmospheres may be found on 
some exoplanets 

 
 

Corrosive Atmospheres In addition to being toxic, Venus has the only naturally occurring corrosive atmosphere in the system 

 
 

Unbreathable Atmosphere Very few of the planetary bodies in the solar system actually have toxic atmosphere 

 
 

Underwater In general, any physical skill performed underwater suffers a –20 penalty due to the resistance of the 
medium 

 
 

Vacuum Biomorphs without vacuum sealing can spend one minute in the vacuum of space with no ill effects 
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Sticky Note
Full Defense
If you’re expecting to come under fire, you can expend a Complex Action to go on full defense. This represents that you are expending all of your energy to dodge, duck, ward off attacks, and otherwise get the hell out of the way until your next Action Phase. During this time, you receive a +30 modifier to defend against all incoming attacks.

Characters who are on full defense may use Freerunning rather than Fray skill to dodge attacks, representing the gymnastic movements they are making to avoid being hit.
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Sticky Note
Gravity
Most characters in Eclipse Phase have considerable experience maneuvering in low gravity or microgravity and can perform normal actions without penalties. Even characters who grew up on planetary bodies or in rotating habitats have some familiarity with alternate gravities thanks to childhood training in simulspace educational scenarios. The same is also true in reverse; characters who grew up in free fall have likely experienced simulations of life in a gravity well.

At the gamemaster’s discretion, characters who have spent long periods acclimating to one range of gravity may find a shift in conditions a bit challenging to cope with, at least until they grow accustomed to the new gravity. In this case, the gamemaster can apply a –10 modifier to both physical and social skills. The physical penalty results from simple difficulties in maneuvering. The social penalty applies because it’s hard to look impressive, intimidating, or seductive when you haven’t figured out how to arrange your clothes so that they don’t float up into your face. The physical penalty can be increased to –20 for situations involving combat skills and skills requiring fine manipulation, building, or repairing of items. These penalties will apply until the character adjusts, which typically takes about 3 days.

Any biomorph with basic biomods (p. 300) is immune to ill health from the effects of long-term exposure to microgravity.
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Sticky Note
Microgravity
Microgravity includes both zero g and gravities that are slightly higher but negligible. These conditions are found in space, on asteroids and some small moons, and on (parts of) spaceships and habitats that are not rotated for gravity. Objects in microgravity are effectively weightless, but size and mass are still factors.

Things behave differently in microgravity:
• Objects not anchored will tend to drift in whatever direction they were last moving. Floating objects will eventually settle in the direction of the densest part of the habitat or spacecraft.
• Thrown or pushed items will travel in a straight line until they hit something.
• Smoke does not rise in streams. Instead, it forms a roughly spherical halo around its source.
• Liquids have little cohesion, scattering into clouds of tiny droplets if released into the air. Drinks come in sealed bulbs or bottles. Food is eaten so that sauces and bits of liquid don’t escape. Blood goes everywhere.

Movement and maneuvering in microgravity is handled using the Free Fall skill (p. 179). Most everyday activity in free fall does not require a test. The gamemaster can, however, call for a Free Fall Test for any complicated maneuvers, flying across major distances, sudden changes in direction or velocity, or when engaged in melee combat. A failed roll means the character has miscalculated and ends up in a position other than intended. A Severe Failure means the character has screwed up badly, such as slamming themselves into a wall or sending themselves spinning off into space.

For convenience, most microgravity habitats feature furniture covered with elastic loops, mesh pockets to keep individual objects from floating all over the place, and moving beltways with hand loops for major thoroughfares. Magnetic or velcro shoes are also used to walk around, rather than climbing or flying. Zero-g environments are often designed to make maximum use of space, however, taking advantage of the lack of ceilings and floors. Because object are weightless, characters can move even massive objects around easily.
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Sticky Note
Movement Rate: Characters who are climbing, pulling, or pushing themselves along move at half their movement rate (p. 191) in microgravity.
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Sticky Note
Terminal Velocity: It is not difficult to reach escape velocity on small asteroids and similar bodies— something to keep in mind with thrown objects and projectile weapons. In some cases, characters who move fast enough and jump can reach escape velocity themselves, though these situations are left up to the gamemaster.
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Sticky Note
Low Gravity
Low gravity includes anything from 0.5 g to microgravity. These conditions are found on Luna, Mars, Titan, and the rotating parts of most spun spacecraft and habitats. Low gravity is not that different from standard gravity, though characters may jump twice as far and thrown/projectile objects have a longer range (see Weapon Ranges table, see p. 203). Increase the running rate for characters in low gravity by x1.5.
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High Gravity
High gravity is anything significantly stronger than standard Earth gravity (1.2+ g). High gravity in Eclipse Phase is typically only found on exoplanets. High gravity can be particularly hard on characters as their bodies are strained because they carry more weights, muscles are fatigued from needing to push more around, and the heart must work harder to pump blood. For every 0.2 g over 1 that a character is not acclimated to, treat it as if the character is suffering from the effects of 1 wound. At the gamemaster’s discretion, movement rates may also be modified.
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Sticky Note
Hostile Environments
The solar system might be friendly to life on a grand scale, but if you’re stranded in the gravity well of Jupiter during a magnetic storm, trying to breathe without a respirator on Mars, or swimming in hard vacuum without a space suit, it doesn’t seem so friendly. This section describes a few of the hostile environments that characters in Eclipse Phase might face.
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Sticky Note
Atmospheric Contamination
Habitats sometimes fall ill. The effects of a habitat suffering from ecological imbalance or out-of-control pathogens can range from mildly allergenic habitat atmospheres to rampaging environmental sepsis. Characters without breathing or filtration gear in a contaminated environment should suffer penalties to physical and possibly social skills, ranging from –10 (mild contamination) to –30 (severely septic atmosphere). Depending on the contamination, other effects may apply, as the gamemaster sees fit.
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Sticky Note
Extreme Heat and Cold
Planetary environments can range from the extremely hot (Venus, Mercury’s day side) to the extremely frigid (Neptune, Titan, Uranus). Both are likely to kill an unprotected and unmodified biomorph within minutes, if not seconds. Synthmorphs and vehicles fare better, especially in the cold, but even they are likely to quickly succumb to the blazing furnaces of the inner planets without strong heat shields and cooling systems.
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Sticky Note
Extreme Pressure
Similarly, the atmospheric pressures of Jupiter, Saturn, and Venus quickly become crushingly deadly anywhere beyond the upper levels. Only synthmorphs and vehicles with special pressure adaptations can hope to survive such depths.
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Sticky Note
Gravity Transition Zones
The widespread use of artificial gravity in space habitats means that characters will often encounter places where the direction of down suddenly changes. In most rotating habitats, the standard design includes an axial zone where spacecraft can dock in microgravity and a carefully designed and marked transition zone (usually an elevator) where people and cargo coming and going from the axial spaceport can orient to local “down” and be standing in the right place when gravity takes effect. Gravity transitions in rotating habitats are almost always gradual but can be very dangerous if a character encounters them in the wrong place or time.

A character cast adrift in the microgravity zone at the axis of a rotating space habitat will slowly drift outward until they begin to encounter gravity, at which point they will fall. How long this takes varies on the size of the habitat. A good rule of thumb is that for each kilometer of diameter possessed by the habitat, the character has 30 seconds before they begin to fall. If the character was given a good push out from the axis when set adrift, this time should be halved, quartered, or more at the gamemaster’s discretion.
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Sticky Note
Magnetic Fields
Magnetism isn’t a direct problem for most characters; transhumans need to worry more about the radiation generated by a powerful magnetosphere. For unshielded electronic devices and similarly unshielded transhumans sporting implants or shells made from magnetic materials, however, the effects of strong magnetic fields can be devastating. Note that many of the conditions that result in vehicles, bots, and gear being exposed to strong magnetic field activity coincide with strong radioactivity.

Magnetic fields affect synthmorphs, robots, vehicles, cybernetic implants, and electronics after 1 minute of exposure. Like radiation exposure, these effects can vary drastically. At the low end, communication and sensors will suffer interference and shortened ranges; at high ends, electronic systems will simply suffer damage and fail.
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Radiation
Ionizing radiation is one of the more prevalent hazards in the solar system and one of the most difficult problems for transhumanity to defeat. Radiation damages genetic material, sickens, and kills by ionizing the chemicals involved in cell division within the human body. Effects range from nausea and fatigue to massive organ failure and death. However, radiation sickness is not solely a somatic phenomenon. The real terror of radiation for transhumans, especially at high dose levels such as those experienced on the surface of Ganymede and other Jovian moons, is damage to the neural network. This can lead to flawed uploads and backups. Nanomedicine that can rapidly reverse the ionization of cellular chemicals and new materials that offer thinner and better shielding help, but the sheer magnitude of the radiation put out by some bodies in the solar system defeats even these.

Radiation poisoning is a complicated affair, and detailed rules are beyond the scope of this book. Sources of radiation include the Earth’s Van Allen belt, Jupiter’s radiation belt, Saturn’s magnetosphere, cosmic rays, solar flares, fission materials, unshielded fusion or antimatter explosions, and nuclear blasts, among others. Effects can vary drastically depending on the strength of the source, the amount of time exposed, and the level of shielding available. The immediate effects on biomorphs (manifesting anywhere from within minutes to 6 hours) can include nausea, vomiting, fatigue (reduced SOM), as well as both physical damage and minor amounts of mental stress. This is followed by a latency period where the biomorph seems to get better, lasting anywhere from 6 hours to 2 weeks. After this point, the final effects kick in, which can include hair loss, sterility, reduced SOM and DUR, severe damage to gastric and intestinal tissue, infections, uncontrolled bleeding, and death.

Synthmorphs are not quite as vulnerable as biomorphs, but even they can be damaged and disabled by severe radiation dosages.
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Sticky Note
Toxic Atmosphere
Neptune, Titan, Uranus, and Venus all have toxic atmospheres. Similar atmospheres may be found on some exoplanets, or might be intentionally created as a security measure within a habitat or structure.

A character who is unaware of atmospheric toxicity and does not immediately hold their breath (requiring a REF × 3 Test) suffers 10 points of damage per Action Turn. A character who manages to hold their breath can last a bit longer; apply the rules for asphyxiation (p. 194).
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Sticky Note
Corrosive Atmospheres:
 In addition to being toxic, Venus has the only naturally occurring corrosive atmosphere in the system. Corrosive atmospheres are immediately dangerous: characters take 10 points of damage per Action Turn, regardless of whether they hold their breath or not. Corrosive atmospheres also damage vehicles and gear not equipped with anti-corrosive shielding. Such items take 1 point of damage per minute. At greater concentrations, such as in the dense sulfuric acid clouds in the upper atmosphere of Venus, items takes 5 points of damage per minute.
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Sticky Note
Unbreathable Atmosphere
Very few of the planetary bodies in the solar system actually have toxic atmospheres. In most unbreathable atmospheres, the primary hazard for transhumans without breathing apparatus or modifications to their morph is lack of oxygen. Treat exposure to unbreathable atmospheres the same as asphyxiation.
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Sticky Note
Underwater
In general, any physical skill performed underwater suffers a –20 penalty due to the resistance of the medium. Skills relying on equipment not adapted for underwater use may be more difficult or impossible to use. A character’s movement rate while swimming or walking underwater is one quarter their normal rate on land. If a character begins to drown underwater, follow the rules for asphyxiation (p. 194). Note that drowning characters do not immediately recover if rescued from the water; they will continue to asphyxiate until medical treatment is applied to clear the water from their lungs.
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Sticky Note
Vacuum
Biomorphs without vacuum sealing (p. 306) can spend one minute in the vacuum of space with no ill effects, provided they curl up into a ball, empty their lungs of air, and keep their eyes closed (something kids in space habitats learn at a very young age). Contrary to popular depictions in pre-Fall media, a character exposed to hard vacuum does not explosively decompress, nor do their internal fluids boil (other than relatively exposed liquids such as saliva on the tongue). Rather, the primary danger for characters on EVA sans vacsuit is asphyxiation due to lack of oxygen and associated complications such as edema in the lungs.

After one minute in space, the character begins to suffer from asphyxiation (p. 194). Damage is doubled if the character holds air in their lungs or is not curled up in a vacuum survival position. Additionally, characters trapped in space without adequate thermal protection suffer a –10 modifier to all actions and 2 DV per minute from the extreme cold and other factors.




Info Field Short Desc. 
 
 

Improvised Weapons Sometimes characters are caught off-guard and they must use whatever they happen to have at hand as 
a weapon 

 
 

Knockdown/Knockback If an attacker’s intent is to simply knock an opponent down or back in melee, rather than injure them 

 
 

Melee and Thrown 
Damage Bonus 

Every successful melee and thrown weapon attack, whether unarmed or with a weapon, receives a 
damage bonus equal to the attacker’s SOM ÷ 10, round down 

 
 

Multiple Targets When doling out the damage, there’s no reason not to share the love. 

 
 

Melee Combat A character taking a Complex Action to engage in a melee attack may choose to attack two or more 
opponents with the same action. 

 
 

Ranged Combat A character firing two semi-auto shots with a Complex Action may target a different opponent with 
each shot. In this case, the attacker suffers a –20 modifier against the second target. 

 
Info Field Short Desc. 
 
 

Objects and Structures As any poor wall in the vicinity of an enraged drunk can tell you, objects and structures are not 
immune to violence and attrition 

 
 

Ranged Attacks Ranged combat attacks inflict only one-third their damage (round down) on large structures such as 
doors, walls, etc. 

 
 

Shooting Through If a character attempts to shoot through an object or structure at a target on the other side, the attack 

 
Sample Objects and Structures    
Object/Structure Armor Durability Wound Threshold 
Advanced Composites (ship/habitat hull) 50 1,000 200 
Aerogel (walls, windows, etc.) - 50 10 
Airlock Door 15 100 25 
Alloys, Concrete, Hardened Polymers (reinforced doors/walls) 30 100 20 
Armored Glass 10 50 20 
Counter 7 60 12 
Desk 5 50 10 
Ecto link - 6 1 
Metallic Foam (walls, doors, etc.) 20 70 15 
Metallic Glass 30 150 30 
Polymer or Wood (walls, doors, furniture, etc.) 10 40 8 
Quantum Farcaster Link 3 20 4 
Transparent Alumina (walls, furniture) 5 60 12 
Tree 2 40 10 
Window - 5 1 
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Sticky Note
Improvised Weapons
Sometimes characters are caught off-guard and they must use whatever they happen to have at hand as a weapon—or they think they look cool wailing on someone with a meter of chain. The Improvised Weapons table offers statistics for a few likely ad-hoc items. Gamemasters can use these as guidelines for handling items that aren’t listed.
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Sticky Note
Knockdown/Knockback
If an attacker’s intent is to simply knock an opponent down or back in melee, rather than injure them, roll the attack and defense as normal. If the attacker succeeds, the defender is knocked backward by 1 meter per 10 full points of MoS. To knock an opponent down, the attacker must score an Excellent Success (MoS 30+). A knockback/knockdown attack must be declared before dice are rolled.

Unless the attacker rolls a critical success, no damage is inflicted with this attack, the defender is simply knocked down. If the attacker rolls a critical hit, however, apply damage as normal in addition to the knockback/knockdown.

Note that characters wounded by an attack may also be knocked down (see Wound Effects, p. 207).
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Sticky Note
Melee and Thrown Damage Bonus
Every successful melee and thrown weapon attack, whether unarmed or with a weapon, receives a damage bonus equal to the attacker’s SOM ÷ 10, round down. see Damage Bonus, p. 122.
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Sticky Note
Multiple Targets
When doling out the damage, there’s no reason not to share the love.
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Sticky Note
Melee Combat
A character taking a Complex Action to engage in a melee attack may choose to attack two or more opponents with the same action. Each opponent must be within one meter of another attacked opponent. These attacks must be declared before the dice are rolled for the first attack. Each attack suffers a cumulative –20 modifier for each extra target. So if a character declares they are going to attack three characters with the same action, they suffer a cumulative –40 on each attack.
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Sticky Note
Ranged Combat
A character firing two semi-auto shots with a Complex Action may target a different opponent with each shot. In this case, the attacker suffers a –20 modifier against the second target.

A character firing a burst-fire weapon may target up to two targets with each burst, as long as those targets are within one meter of one another. This is handled as a single attack; see Burst Fire, p. 198.

A character firing a burst-fire weapon twice with one Complex Action may target a different person or pair with each burst. In this case, the second burst suffers a –20 modifier. This modifier does not apply if the same person/pair targeted with the first burst is targeted again.

Full-auto attacks may also be directed at more than one target, as long as each target is within one meter of the previous target. This is handled as a single attack; see Full Automatic, p. 198.
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Sticky Note
Objects and Structures
As any poor wall in the vicinity of an enraged drunk can tell you, objects and structures are not immune to violence and attrition. To reflect this, inanimate objects and structures are given Durability, Wound Threshold, and Armor scores, just like characters.
Durability measures how much damage the structure can take before it is destroyed. Armor reduces the damage inflicted by attacks, as normal. For simplicity, a single Armor rating is given that counts as both Energy and Kinetic armor; at the gamemaster’s discretion, these may be modified as appropriate.

Wounds suffered by objects and structures do not have the same effect as wounds inflicted on characters. Each wound is simply treated as a hole, partial demolition, or impaired function, as the gamemaster sees fit. Alternately, a wounded device may function less effectively, and so may inflict a negative modifier on skill tests made while using that object (a cumulative –10 per wound).

In the case of large structures, it is recommended that individual parts of the structure be treated as separate entities for the purpose of inflicting damage.
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Sticky Note
Ranged Attacks
Ranged combat attacks inflict only one-third their damage (round down) on large structures such as doors, walls, etc. This reflects the fact that most ranged attacks simply penetrate the structure, leaving minor damage.

Agonizers and stunners have no effect on objects and structures
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Sticky Note
Shooting Through
If a character attempts to shoot through an object or structure at a target on the other side, the attack is likely to suffer a blind fire modifier of at least –30 unless the attack has some way of viewing the target. On top of this, the target receives an armor bonus equal to the object/structure’s Armor rating × 2.




Info Field Short Desc. 
 
 

Range Every type of ranged weapon has a limited range, beyond which it is ineffective 

 
 

Range, Gravity, and 
Vacuum 

The ranges listed on the Weapon Ranges table are for Earth-like gravity conditions 

 
Weapon Ranges Short Range Medium Range (-10) Long Range (-20) Extreme Range (-30) 
Firearms     
Light Pistol 0 – 10 11 – 25 26 – 40 41 – 60 
Medium Pistol 0 – 10 11 – 30 31 – 50 51 – 70 
Heavy Pistol 0 – 10 11 – 35 36 – 60 61 – 80 
SMG 0 – 30 31 – 80 81 – 125 126 – 230 
Assault Rifle 0 – 150 151 – 250 251 – 500 501 – 900 
Sniper Rifle 0 – 180 181 – 400 401 – 1,100 1,100 – 2,300 
Machine Gun 0 – 100 101 – 400 401 – 1,000 1,001 – 2,000 
Railguns     
As firearms but increase the effective range in each categories by +50%     
Beam Weapons     
Cybernetic Hand Laser 0 – 30 31 – 80 81 – 125 126 – 230 
Laser Pulser 0 – 30 31 – 100 101 – 150 151 – 250 
Microwave Agonizer 0 – 5 6 – 15 16 – 30 31 – 50 
Particle Beam Bolter 0 – 30 31 – 100 101 – 150 151 – 300 
Plasma Rifle 0 – 20 21 – 50 51 – 100 101 – 300 
Stunner 0 – 10 11 – 25 26 – 40 41 – 60 
Seekers     
Seeker Micromissile 5 – 70 71 – 180 181 – 600 601 – 2,000 
Seeker Minimissile 5 – 150 151 – 300 301 – 1,000 1,001 – 3,000 
Seeker Standard Missile 5 – 300 301 – 1,000 1,001 – 3,000 3001 – 10,000 
Spray Weapons     
Buzzer 0 – 5 6 – 15 16 – 30 31 – 50 
Freezer 0 – 5 6 – 15 16 – 30 31 – 50 
Shard Pistol 0 – 10 11 – 30 31 – 50 51 – 70 
Shredder 0 – 10 11 – 40 41 – 70 71 – 100 
Sprayer 0 – 5 6 – 15 16 – 30 31 – 50 
Torch 0 – 5 6 – 15 16 – 30 31 – 50 
Vortex Ring Gun 0 – 5 6 – 15 16 – 30 31 – 50 
Thrown Weapons     
Blades To SOM ÷ 5 To SOM ÷ 2 To SOM To SOM x 2 
Minigrenades To SOM ÷ 2 To SOM  To SOM x 2 To SOM x 3 
Standard Grenades To SOM ÷ 5 To SOM ÷ 2 To SOM  To SOM x 3 
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Sticky Note
Range
Every type of ranged weapon has a limited range, beyond which it is ineffective. The effective range of the weapon is further broken down into four categories: Short, Medium, Long, and Extreme. A modifier is applied for each category, as noted on the Combat Modifiers table, p. 193. Ranges are listed in meters. For examples of specific weapon ranges, see the Weapon Ranges table.
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Sticky Note
Range, Gravity, and Vacuum
The ranges listed on the Weapon Ranges table are for Earth-like gravity conditions (1 g). While the effective ranges of kinetic, seeker, spray, and thrown weapons can potentially increase in lower gravity environments due to lack of gravitational forces or aerodynamic drag, accuracy is still the defining factor for determining whether you hit or miss a target. In lower gravities, use the same effective ranges listed, but extend the maximum range by dividing it by the gravity (for example, a max range of 100 meters would be 200 meters in 0.5 g). In microgravity and zero g, the maximum range is effectively line of sight. Likewise, under high-gravity conditions (over 1 g), divide each range category maximum by the gravity (e.g., a short range of 10 meters would be 5 meters in 2 g).

Beam weapons are not affected by gravity, but they do fare much better in non-atmospheric conditions. Maximum beam weapon range in vacuum is effectively line of sight.




Info Field Short Desc. 
 
 

Reach Some weapons extend a character’s reach, giving them a significant advantage over an opponent in 
melee combat 

 
 

Scatter When you are using a blast weapon, you may still catch your target in the blast radius even if you fail to 
hit them directly. 

 
 

Shock Attacks Shock weapons use high-voltage electrical jolts to physically stun and incapacitate targets 

 
 

Subdual To grapple an opponent in melee combat, you must declare your intent to subdue before making the 
die roll 

 
 

Suppressive Fire A character firing a weapon in full-auto mode (p. 198) may choose to lay down suppressive fire over an 
area rather than targeting anyone specifically 

 
 

Surprise and Ambushes Characters who wish to ambush another must seek to gain the advantage of surprise. 

 
Info Field Short Desc. 
 
 

Tactical Networks Tactical networks are specialized software programs used by teams that benefit from the sharing of 
tactical data. 

 
 

Combat Tacnets The following list is a sample of a typical combat tacnet’s features. Gamemasters are encouraged to 
modify and expand these options as appropriate to their game: 

 
Info Field Short Desc. 
 
 

Touch-Only Attack Some types of attacks simply require you to touch your target, rather than injure them, and are 
correspondingly easier. 

 
 

Two-Handed Weapons Any weapon noted as two-handed requires two hands (or other prehensile limbs) to wield effectively 

 
 

Wielding Two or More 
Weapons 

It is possible for a character to wield two weapons in combat or even more if they are an octomorph or 
multi-limbed synthmorph 

 
 

Extra Melee Weapons The use of two or more melee weapons is treated as a single attack, rather than multiple 

 
 

Extra Ranged Weapons Similarly, an attacker can wield a pistol in each hand for ranged combat, or larger weapons if they have 
more limbs (an eight-limbed octomorph 

 
Info Field Short Desc. 
 
 

Damage Points Any physical harm that befalls your character is measured in damage points 

 
 

Damage Types Physical damage comes in three forms: Energy, Kinetic, and Psi. 

 
 

Energy Damage Energy damage includes lasers, plasma guns, fire, electrocution, explosions, and others sources of 
damaging energy. 

 
 

Kinetic Damage Kinetic damage is caused by projectiles and other objects moving at great speeds that disperse their 
energy into the target upon impact. 

 
 

Psi Damage Psi damage is caused by offensive psi sleights like Psychic Stab 

 
 

Durability and Health Your character’s physical health is measured by their Durability stat 

 
 

Death An extreme accumulation of damage points can threaten your character’s life 

 
 

Damage Value The base amount of damage points the weapon inflicts 

 
 

Wounds Wounds represent more grievous injuries: bad cuts and hemorrhaging, fractures and breaks, mangled 
limbs, and other serious damage that impairs your ability to function and may lead to death or long-
term damage 
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Sticky Note
Reach
Some weapons extend a character’s reach, giving them a significant advantage over an opponent in melee combat. This applies to any weapon over half a meter long: axes, clubs, swords, shock batons, etc. Whenever one character has a reach advantage over another, they receive a +10 modifier for both attacking and defending.
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Sticky Note
Scatter
When you are using a blast weapon, you may still catch your target in the blast radius even if you fail to hit them directly. Weapons such as grenades must go somewhere when they miss, and exactly where they land may be important to the outcome of a battle. To determine where a missed blast attack falls, the scatter rules are called into play.

To determine scatter, roll a d10 and note where the die “points” (using yourself as the reference point). This is the direction from the target that the missed blast lands. The die roll also determines how far away the blast lands, in meters. If the MoF on the attack is over 30, this distance is doubled. If the MoF exceeds 60, the distance is tripled. This point determines the epicenter of the blast; resolve the effects of damage against anyone caught within its sphere of effect as normal (see Blast Effect, p. 193).

Alternatively, roll a d10 and consult the scatter diagram below to determine direction and roll another d10 to determine range as noted above.
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Sticky Note
Shock Attacks
Shock weapons use high-voltage electrical jolts to physically stun and incapacitate targets. Shock weapons are particularly effective against biomorphs and pods, even when heavily armored. Synthmorphs, bots, and vehicles are immune to shock weapon effects.

A biomorph struck with a shock weapon must make a DUR + Energy Armor Test (using their current DUR score, reduced by damage they have taken). If they fail, they immediately lose neuromuscular control, fall down, and are incapacitated for 1 Action Turn per 10 full points of MoF (minimum of 3 Action Turns). During this time they are stunned and incapable of taking any action, possibly convulsing, suffering vertigo, nausea, etc. After this period, they may act but they remain stunned and shaken, suffering a –30 modifier to all actions. This modifier reduces by 10 per minute (so –20 after 1 minute, –10 after 2 minutes, and no modifier after 3 minutes). Many shock weapons also inflict DV, which is handled as normal.

A biomorph that succeeds the DUR Test is still shocked but not incapacitated. They suffer half the listed DV and suffer a –30 modifier until the end of the next Action Turn. This modifier reduces by 10 per Action Turn. Modifiers from additional shocks are not cumulative, but will boost the modifier back to its maximum value.
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Sticky Note
Subdual
To grapple an opponent in melee combat, you must declare your intent to subdue before making the die roll. Any appropriate melee skill may be used for the attack; if wielding a weapon, it may be used as part of the grappling technique. If you succeed in your attack with an MoS equal to or higher than your target’s Durability, you have successfully subdued your opponent (for the moment, at least). Grappling attacks do not cause damage unless you roll a critical success (though even in this case you can choose not to).

A subdued opponent is temporarily restrained or immobilized. They may communicate, use mental skills, and take mesh actions, but they may not take any physical actions other than trying to break free. (At the gamemaster’s discretion, they may make small, restrained physical actions, such as reaching for a knife in their pocket or grabbing an item dropped a few centimeters away on the floor, but these actions should suffer at least a –30 modifier and may be noticed by their grappler).

To break free, a grappled character must take a Complex Action and succeed in either an Opposed Unarmed Combat Test or an Opposed SOM × 3 Test, though the subdued character suffers a –30 modifier on this test.
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Sticky Note
Suppressive Fire
A character firing a weapon in full-auto mode (p. 198) may choose to lay down suppressive fire over an area rather than targeting anyone specifically, with the intent of making everyone in the suppressed area keep their heads down. This takes a Complex Action, uses up 20 shots, and lasts until the character’s next Action Phase. The suppressed area extends out in a cone, with the widest diameter of the cone being up to 20 meters across. Any character who is not behind cover or who does not immediately move behind cover on their action is at risk of getting hit by the suppressive fire. If they move out of cover inside the suppressed area, the character laying down suppressive fire gets one free attack against them, which they may defend against as normal. Apply no modifiers to these tests except for range, wounds, and full defense. If hit, the struck character must resist damage as if from a single shot.


Seraniel
Sticky Note
Surprise
Characters who wish to ambush another must seek to gain the advantage of surprise. This typically means sneaking up on, lying in wait, or sniping from a hard-to-perceive position in the distance. Any time an ambusher (or group of ambushers) attempts to surprise a target (or group of targets), make a secret Perception Test for the ambushee(s). Unless they are alert for surprises, this test should suffer the typical –20 modifier for being distracted. This is an Opposed Test against the ambusher(s) Infiltration skill. Depending on the attacker’s position, other modifiers may also apply (distance, visibility, cover, etc.).

If the Perception Test fails, the character is surprised by the attack and cannot react to or defend against it. In this case, simply give the attacker(s) a free Action Phase to attack the surprised character(s). Once the attackers have taken their actions, roll Initiative as normal.

If the Perception Test succeeds, the character is alerted to something a split-second before they are ambushed, giving them a chance to react. In this case, roll Initiative as normal, but the ambushed character(s) suffers a –3 modifier to the Initiative Test. The ambushed character may still defend as normal.

In a group situation, things can get more complicated when some characters are surprised and others aren’t. In this case, roll Initiative as normal, with all non-ambushers suffering the –3 modifier. Any characters who are surprised are simply unable to take action on the first Action Phase, as they are caught off-guard and must take a moment to assess what’s going on and get caught up with the action. As above, surprised characters my not defend on this first Action Phase.
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Sticky Note
Tactical Networks
Tactical networks are specialized software programs used by teams that benefit from the sharing of tactical data. They are commonly used by sports teams, security outfits, military units, AR gamers, gatecrashers, surveyors, miners, traffic control, scavengers, and anyone else who needs a tactical overview of a situation. Firewall teams regularly take advantage of them.

In game terms, tacnets provide specialized software skills and tools to a muse or AI, as best fits their tactical needs. These tools link together and share and analyze data between all of the participants in the network, creating a customizable entoptics display for each user that summarizes relevant data, highlights interactions and priorities, and alerts the user to matters that require their attention.
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Sticky Note
Combat Tacnets
The following list is a sample of a typical combat tacnet’s features. Gamemasters are encouraged to modify and expand these options as appropriate to their game:

• Maps: Tacnets assemble all available maps and can present them to the user with a bird’s eye view or as a three-dimensional interactive, with distances between relevant features readily accessible. The AI or muse can also plot maps based on sensory input, breadcrumb positioning systems (p. 332), and other data. Plotted paths and other data from these maps can be displayed as entoptic images or other AR sensory input (e.g., a user who should be turning left might see a transparent red arrow or feel a tingling sensation on their left side).

• Positioning: The exact position of the user and all other participants are updated and mapped according to mesh positioning and GPS. Likewise, the position of known people, bots, vehicles, and other features can also be plotted according to sensory input.

• Sensory Input: Any sensory input available to a participating character or device in the network can be fed into the system and shared. This includes data from physical senses, portable sensors, smartlink guncams, XP output, etc. This allows one user to immediately call up and access the sensor feed of another user.

• Communications Management: The tacnet maintains an encrypted link between all users and stays wary both of participants who drop out or of attempts to hack or interfere with the communications link.

• Smartlink/Weapon Data: The tacnet monitors the status of weapons, accessories, and other gear via the smartlink interface or wireless link, bringing damage, shortages, and other issues to the user’s attention.

• Indirect Fire: Members of a tacnet can provide targeting data to each other for purposes of indirect fire (p. 195).

• Analysis: The muses and AIs participating in the tacnet are bolstered with skill software and databases that enable them to interpret incoming data and sensory feeds. Perhaps the most useful aspect of tacnets, this means that the muse/ AI may notice facts or details individual users are likely to have overlooked. For example, the tacnet can count shots fired by opponents, note when they are likely running low, and even analyze sensory input to determine the type of weaponry and ammunition being used. Opponents and their gear can also be scanned and analyzed to note potential weaknesses, injuries, and capabilities. If sensor contact with an opponent is lost, the last known location is memorized and potential movement vectors and distances are displayed. Opponent positioning can also identify lines of sight and fields of fire, alerting the user to areas of potential cover or danger. The tacnet can also suggest tactical maneuvers that will aid the user, such as flanking an opponent or acquiring better elevation.

Many of these features are immediately accessible to the user via their AR display; other data can be accessed with a Quick Action. Likewise, the gamemaster decides when the muse/AI provides important alerts to the user. At the gamemaster’s discretion, some of these features may apply modifiers to the character’s tests.
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Sticky Note
Touch-Only Attack
Some types of attacks simply require you to touch your target, rather than injure them, and are correspondingly easier. This might apply when trying to slap them with a dermal drug patch, spreading a contact poison on their skin, or making skin-to-skin contact for the use of a psi sleight. In situations like this, apply a +20 modifier to your melee attacks.
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Sticky Note
Two-Handed Weapons
Any weapon noted as two-handed requires two hands (or other prehensile limbs) to wield effectively. This applies to some archaic melee weapons (large swords, spears, etc.) in addition to certain larger firearms and heavy weapons. Any character that attempts to use such a weapon single-handed suffers a –20 modifier. This modifier does not apply to mounted weapons.
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Wielding Two or More Weapons
It is possible for a character to wield two weapons in combat or even more if they are an octomorph or multi-limbed synthmorph. In this case, each weapon that is held in an off-hand suffers a –20 off-hand weapon modifier. This modifier may be offset with the Ambidextrous trait (p. 145).
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Extra Melee Weapons
The use of two or more melee weapons is treated as a single attack, rather than multiple. Each additional weapon applies +1d10 damage to the attack (up to a maximum +3d10). Off-hand weapon modifiers are ignored. If the character attacks multiple targets with the same Complex Action (see Multiple Targets, p. 202), these bonuses do not apply. The attacker must, of course, be capable of actually wielding the additional weapons. A splicer with only two hands cannot wield a knife and a two-handed sword, for example. Likewise, the gamemaster may ignore this damage bonus for extra weapons that are too dissimilar to use together effectively (like a whip and a pool cue). Note that extra limbs do not count as extra weapons in unarmed combat, nor do weapons that come as a pair (such as shock gloves).

A character using more than one melee weapon receives a bonus for defending against melee attacks equal to +10 per extra weapon (maximum +30).
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Extra Ranged Weapons
Similarly, an attacker can wield a pistol in each hand for ranged combat, or larger weapons if they have more limbs (an eight-limbed octomorph, for example, could conceivably hold four assault rifles). These weapons may all be fired at once towards the same target. In this case, each weapon is handled as a separate attack, with each off-hand weapon suffering a cumulative off-hand weapon modifier (no modifier for the first attack, –20 for the second, –40 for the third, and –60 for the fourth), offset by the Ambidextrous trait (p. 145) as usual.
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Sticky Note
Damage Points
Any physical harm that befalls your character is measured in damage points. These points are cumulative, and are recorded on your character sheet. Damage points are characterized as fatigue, stun, bruises, bumps, sprains, minor cuts, and similar hurts that, while painful, do not significantly impair or threaten your character’s life unless they accumulate to a significant amount. Any source of harm that inflicts a large amount of damage points at once, however, is likely to have a more severe effect (see Wounds, next page)

Damage points may be reduced by rest, medical care, and/or repair (see Healing and Repair, p. 208).
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Sticky Note
Damage Types
Physical damage comes in three forms: Energy, Kinetic, and Psi.
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Sticky Note
Energy Damage
Energy damage includes lasers, plasma guns, fire, electrocution, explosions, and others sources of damaging energy.
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Sticky Note
Kinetic Damage
Kinetic damage is caused by projectiles and other objects moving at great speeds that disperse their energy into the target upon impact. Kinetic attacks include slug-throwers, flechette weapons, knives, and punches.
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Sticky Note
Psi Damage
Psi damage is caused by offensive psi sleights like Psychic Stab (p. 228).
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Sticky Note
Durability and Health
Your character’s physical health is measured by their Durability stat. For characters sleeved in biomorphs, this figure represents the point at which accumulated damage points overwhelm your character and they fall unconscious. Once you have accumulated damage points equal to or exceeding your Durability stat, you immediately collapse from exhaustion and physical abuse. You remain unconscious and may not be revived until your damage points are reduced below your Durability, either from medical care or natural healing.

If you are morphed in a synthetic shell, Durability represents your structural integrity. You become physically disabled when accumulated damage points reach your Durability. Though your computer systems are likely still functioning and you can still mesh, your morph is broken and immobile until repaired.
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Sticky Note
Death
An extreme accumulation of damage points can threaten your character’s life. If the damage reaches your Durability × 1.5 (for biomorphs) or Durability × 2 (for synthetic morphs), your body dies. This is known as your Death Rating. Synthetic morphs that reach this state are destroyed beyond repair.

Death
For many people in Eclipse Phase, death is not the end of the line. If the character’s cortical stack can be retrieved, they can be resurrected and downloaded into a new morph (see Resleeving, p. 270). This typically requires either backup insurance (p. 269) or the good graces of whomever ends up with their body/stack.

If the cortical stack is not retrievable, the character can still be re-instantiated from an archived backup (p. 270). Again, this either requires backup insurance or someone who is willing to pay to have them revived.

If the character’s cortical stack is not retrieved and they have no backup, then they are completely and utterly dead. Gone. Kaput. (Unless they happen to have an alpha fork of themselves floating around somewhere; see Forking and Merging, p. 273)
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Sticky Note
Damage Value
Weapons (and other sources of injury) in Eclipse Phase have a listed Damage Value (DV)—the base amount of damage points the weapon inflicts. This is often presented as a variable amount, in the form of a die roll; for example: 3d10. In this case, you roll three ten-sided dice and add up the results (counting 0 as 10). Sometimes the DV will be presented as a dice roll plus modifier; for example: 2d10 + 5. In this case you roll two ten-sided dice, add them together, and then add 5 to get the result.

For simplicity, a static amount is also noted in parentheses after the variable amount. If you prefer to skip the dice rolling, you can just apply the static amount (usually close to the mean average) instead. For example, if the damage were noted 2d10 + 5 (15), you could simply apply 15 damage points instead of rolling dice.

When damage is inflicted on a character, determine the DV (roll the dice) and subtract the modified armor value, as noted under Step 7: Determine Damage (p. 192).
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Wounds
Wounds represent more grievous injuries: bad cuts and hemorrhaging, fractures and breaks, mangled limbs, and other serious damage that impairs your ability to function and may lead to death or long-term damage.

Any time your character sustains damage, compare the amount inflicted (after it has been reduced by armor) to your Wound Threshold. If the modified DV equals or exceeds your Wound Threshold, you have suffered a wound. If the inflicted damage is double your Wound Threshold, you suffer 2 wounds; if triple your Wound Threshold, you suffer 3 wounds; and so on.

Wounds are cumulative and must be marked on your character sheet.

Note that these rules handle damage and wounds as an abstract concept. For drama and realism, gamemasters may wish to describe wounds in more detailed and grisly terms: a broken ankle, a severed tendon, internal bleeding, a lost ear, and so on. The nature of such descriptive injuries may help the gamemaster assign other effects. For example, a character with a crushed hand may not be able to pick up a gun, someone with excessive blood loss may leave a trail for their enemies to follow, or someone with a cut eye may suffer an additional visual perception modifier. Likewise, such details may impact how a character is treated or heals.




 
 

Wound Effects Each wound applies a cumulative –10 modifier to actions and –1 to Initiative. A character with 3 
wounds, for example, suffers –30 to all actions and –3 to Initiative. 

 
 

Knockdown Any time a character takes a wound, they must make an immediate SOM × 3 Test 

 
 

Unconsciousness Any time a character receives 2 or more wounds at once (from the same attack), they must also make 
an immediate SOM × 3 Test 

 
 

Bleeding Any biomorph character who has suffered a wound and who takes damage that exceeds their 
Durability is in danger of bleeding to death 

 
 

Death Is Not The End For many people in Eclipse Phase, death is not the end of the line 

 
Info Field Short Desc. 
 
 

Biomorph Healing Thanks to advanced medical technologies, there are many ways for characters in biological morphs 
(including pods) to heal injuries 

 
 

Medical Care Characters with an appropriate Medicine skill (such as Medicine: Paramedic or Medicine: Trauma 
Surgery) can perform first aid on damaged or wounded characters 

 
 

Natural Healing Characters trapped far from medical technology—in a remote station, the wilds of Mars, or the like—
may be forced to heal naturally if injured 

 
 

Surgery In circumstances where a healing vat is not available, the gamemaster may decide that a particular 
wound requires actual surgery from an intelligent being 

 
Info Field Short Desc. 
 
 

Synthmorph and Object 
Repair 

Unlike biomorphs, synthetic morphs and objects do not heal damage on their own and must be 
repaired 

 
 

Physical Repairs Manually fixing a synthmorph or object requires a Hardware Test using a field appropriate to the item 
(Hardware: Robotics for synthmorphs and bots 

 
 

Repairing Armor Armor may be repaired in the same manner as Durability, however, wounds do not impact the test 
with modifiers or extra time. 

 
Healing   
Character Situation Damage Healing Rate Wound Healing Rate 
Character without basic biomods 1d10 per day 1 per week 
Character with basic biomods 1d10 per 12 hours 1 per 3 days 
Character using nanobandage 1d10 per 2 hours 1 per day 
Character with medichines 1d10 per hour 1 per 12 hours 
Poor Conditions (bad food, not enough rest / heavy activity, poor shelter and/or sanitation) double timeframe double timeframe 
Harsh Conditions (Insufficient food, no rest/strenuous activity, little or no shelter and/or 
sanitation) 

triple timeframe triple timeframe 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Wound Effects
Each wound applies a cumulative –10 modifier to actions and –1 to Initiative. A character with 3 wounds, for example, suffers –30 to all actions and –3 to Initiative.

Some traits, morphs, implants, drugs, and psi allow a character to ignore wound modifiers. These effects are cumulative, though a maximum of 3 wounds worth of modifiers may be negated (–30 to actions and –3 to Initiative).

Knockdown: Any time a character takes a wound, they must make an immediate SOM × 3 Test. Wound modifiers apply. If they fail, they are knocked down and must expend a Quick Action to get back up. Bots and vehicles must make a Pilot Test to avoid crashing.

Unconsciousness: Any time a character receives 2 or more wounds at once (from the same attack), they must also make an immediate SOM × 3 Test; wound modifiers again apply. If they fail, they have been knocked unconscious (until they are awoken or heal). Bots and vehicles that take 2 or more wounds at once automatically crash (see Crashing, p. 196).

Bleeding: Any biomorph character who has suffered a wound and who takes damage that exceeds their Durability is in danger of bleeding to death. They incur 1 additional damage point per Action Turn (20 per minute) until they receive medical care or die.
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Sticky Note
Knockdown: Any time a character takes a wound, they must make an immediate SOM × 3 Test. Wound modifiers apply. If they fail, they are knocked down and must expend a Quick Action to get back up. Bots and vehicles must make a Pilot Test to avoid crashing.
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Sticky Note
Unconsciousness: Any time a character receives 2 or more wounds at once (from the same attack), they must also make an immediate SOM × 3 Test; wound modifiers again apply. If they fail, they have been knocked unconscious (until they are awoken or heal). Bots and vehicles that take 2 or more wounds at once automatically crash (see Crashing, p. 196).
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Sticky Note
Bleeding: Any biomorph character who has suffered a wound and who takes damage that exceeds their Durability is in danger of bleeding to death. They incur 1 additional damage point per Action Turn (20 per minute) until they receive medical care or die.
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Seraniel
Sticky Note
Biomorph Healing
Thanks to advanced medical technologies, there are many ways for characters in biological morphs (including pods) to heal injuries. Medichine nanowire (p. 308) helps characters to heal quickly, as do nanobandages (p. 333). Healing vats (p. 327) will heal even the most grievous wounds in a matter of days, and can even restore characters who recently died or have been reduced to just a head.

Characters without access to these medical tools are not without hope, of course. The medical skills of a trained professional can abate the impact of wounds, and over time bodies will of course heal themselves.
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Sticky Note
Medical Care
Characters with an appropriate Medicine skill (such as Medicine: Paramedic or Medicine: Trauma Surgery) can perform first aid on damaged or wounded characters. A successful Medicine Test, modified as the gamemaster deems fit according to situational conditions, will heal 1d10 points of damage and will remove 1 wound. This test must be made within 24 hours of the injury, and any particular injury may only be treated once. If the character is later injured again, however, this new damage may also be treated. Medical care of this sort is not effective against injuries that have been treated with medichines, nanobandages, or healing vats.
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Sticky Note
Natural Healing
Characters trapped far from medical technology—in a remote station, the wilds of Mars, or the like—may be forced to heal naturally if injured. Natural healing is a slow process that’s heavily influenced by a number of factors. In order for a character to heal wounds, all normal damage must be healed first. Consult the Healing table.
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Sticky Note
Surgery
In Eclipse Phase, most grievous injuries can be handled by time in a healing vat (p. 327) or simply rest and recovery. In circumstances where a healing vat is not available, the gamemaster may decide that a particular wound requires actual surgery from an intelligent being (whether a character or AI-driven medbot). Usually in this case the character will be incapable of further healing until the surgery occurs. The surgery is handled as a Medical Test using a field appropriate to the situation and with a timeframe of 1–8 hours. If successful, the character is healed of 1d10 damage and 1 wound and recovers from that point on as normal.
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Sticky Note
Synthmorph and Object Repair
Unlike biomorphs, synthetic morphs and objects do not heal damage on their own and must be repaired. Some synthmorphs and devices have advanced nanotech selfrepair systems, similar to medichines for biomorphs (see Fixers, p. 329). Repair spray (p. 333) may also be used to conduct fixes and is an extremely useful option for non-technical people. Barring these options, technicians may also work repairs the old-fashioned way, using their skills and tools (see Physical Repairs, below). As a last resort, synthmorphs and objects may be repaired in a nanofabrication machine with the appropriate blueprints (using the same rules as healing vats, p. 327).
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Sticky Note
Physical Repairs
Manually fixing a synthmorph or object requires a Hardware Test using a field appropriate to the item (Hardware: Robotics for synthmorphs and bots, Hardware: Aerospace for aircraft, etc.), with a –10 modifier per wound. Repair is a Task Action with a timeframe of 2 hours per 10 points of damage being restored, plus 8 hours per wound. Appropriate modifiers should be applied, based on conditions and available tools. For example, utilitools (p. 326) apply a +10 modifier to repair tests, while repair spray applies a +30 modifier.
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Sticky Note
Repairing Armor
Armor may be repaired in the same manner as Durability, however, wounds do not impact the test with modifiers or extra time.




Info Field Short Desc. 
 
 

Mental Health In a time when people can discard bodies and replace them with new ones, trauma inflicted on your 
mind and ego—your sense of self—is often more frightening than grievous physical harm 

 
 

Stress Points Stress points represent fractures in your ego’s integrity, cracks in the mental image of yourself 

 
 

Lucidity and Stress If you build up an amount of stress points equal to or greater than your Lucidity score, your character’s 
ego immediately suffers a mental breakdown 

 
 

Insanity Rating If accumulated stress points reach your Lucidity × 2, your character’s ego undergoes a permanent 
meltdown 

 
 

Stress Value Any source capable of inflicting cognitive stress is given a Stress Value (SV). This indicates the amount 
of stress points the attack or experience inflicts upon a character 

 
 

Trauma Mental trauma is more severe than stress points. Traumas represent severe mental shocks 

 
 

Trauma Effects Each trauma applies a cumulative –10 modifier to all of the character’s actions and –1 to Initiative. 

 
 

Disorientation Any time a character suffers a trauma, they must make an immediate WIL × 3 Test. Trauma modifiers 
apply. If they fail, they are temporarily stunned and disoriented and must expend a Complex Action to 
regain their wits. 

 
 

Derangements and 
Disorders 

Any time a character is hit with a trauma, they suffer a temporary derangement 

 
 

Disorder When four or more traumas have been inflicted on a character, a major derangement is upgraded to a 
disorder 

 
Info Field Short Desc. 
 
 

Derangements Derangements are temporary mental conditions that result from traumas 

 
 
Anxiety (Minor) 
You suffer a panic attack, exhibiting the physiological conditions of fear and worry: sweatiness, racing heart, trembling, shortness of breath, 
headaches, and so on. 
 
Avoidance (Minor) 
You are psychologically incapable of dealing with the source of the stress or some circumstance related to it, so you avoid it—even covering your ears, 
curling up in a ball, or shutting off your sensors if you have to. 
 
Dizziness (Minor) 
The stress makes you light-headed and disoriented. 
 
Echolalia (Minor) 
You involuntarily repeat words and phrases spoken by others. 
 
Fixation (Minor) 
You become fixated on something that you did wrong or some circumstance that led to your stress. You obsess over it, repeating the behavior, trying 
to fix it, running scenarios through your head and out loud, and so on. 
 
Hunger (Minor) 
You are suddenly consumed by an irrational yet overwhelming desire to eat something—perhaps even something unusual. 
 
Indecisiveness (Minor) 
You are flustered by the cause of your stress, finding it difficult to make choices or select courses of action. 
 
Logorahoer (Minor) 
Your response to the trauma is to engage in excessive talking and babbling. You don’t shut up. 
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Sticky Note
Mental Health
In a time when people can discard bodies and replace them with new ones, trauma inflicted on your mind and ego—your sense of self—is often more frightening than grievous physical harm. There are many ways in which your sanity and mental wholeness can be threatened: experiencing physical death, extended isolation, loss of loved ones, alien situations, discontinuity of self from lost memories or switching morphs, psi attack, and so on. Two methods are used to gauge your mental health: stress points and trauma.
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Sticky Note
Stress Points
Stress points represent fractures in your ego’s integrity, cracks in the mental image of yourself. This mental damage is experienced as cerebral shocks, disorientation, cognitive disconnects, synaptic misfires, or an undermining of the intellectual faculties. On their own, these stress points do not significantly impair your character’s functioning, but if allowed to accumulate they can have severe repercussions. Additionally, any source that inflicts a large amount of stress points at once is likely to have a more severe impact (see Trauma, p. 209).

Stress points may be reduced by long-term rest, psychiatric care, and/or psychosurgery (p. 215).
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Sticky Note
Lucidity and Stress
Your Lucidity stat benchmarks your character’s mental stability. If you build up an amount of stress points equal to or greater than your Lucidity score, your character’s ego immediately suffers a mental breakdown. You effectively go into shock and remain in a catatonic state until your stress points are reduced to a level below your Lucidity stat. Accumulated stress points will overwhelm egos housed inside synthetic shells or infomorphs just as they will biological brains—the mental software effectively seizes up, incapable of functioning until it is debugged.


Seraniel
Sticky Note
Insanity Rating
Extreme amounts of built-up stress points can permanently damage your character’s sanity. If accumulated stress points reach your Lucidity × 2, your character’s ego undergoes a permanent meltdown. Your mind is lost, and no amount of psych help or rest will ever bring it back.
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Sticky Note
Stress Value
Any source capable of inflicting cognitive stress is given a Stress Value (SV). This indicates the amount of stress points the attack or experience inflicts upon a character. Like DV, SV is often presented as a variable amount, such as 2d10, or sometimes with a modifier, such as 2d10 + 10. Simply roll the dice and total the amounts to determine the stress points inflicted in that instance. To make things easier, a static SV is also given in parentheses after the variable amount; use that set amount when you wish to keep the game moving and don’t want to roll dice.
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Sticky Note
Trauma
Mental trauma is more severe than stress points. Traumas represent severe mental shocks, a crumbling of personality/self, delirium, paradigm shifts, and other serious cognitive malfunctions. Traumas impair your character’s functioning and may result in temporary derangements or permanent disorders.

If your character receives a number of stress points at once that equals or exceeds their Trauma Threshold, they have suffered a trauma. If the inflicted stress points are double or triple the Trauma Threshold, they suffer 2 or 3 traumas, respectively, and so on Traumas are cumulative and must be recorded on your character sheet.
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Sticky Note
Trauma Effects
Each trauma applies a cumulative –10 modifier to all of the character’s actions and –1 to Initiative. A character with 2 traumas, for example, suffers –20 to all actions and –2 Initiative. These modifiers are also cumulative with wound modifiers.
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Sticky Note
Disorientation: Any time a character suffers a trauma, they must make an immediate WIL × 3 Test. Trauma modifiers apply. If they fail, they are temporarily stunned and disoriented and must expend a Complex Action to regain their wits.
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Derangements and Disorders: Any time a character is hit with a trauma, they suffer a temporary derangement (see Derangements, next page). The first trauma inflicts a minor derangement. If a second trauma is applied, the first derangement is either upgraded from minor to a moderate derangement or else a second minor derangement is applied (gamemaster’s discretion). Likewise, a third trauma may upgrade that derangement from moderate to major or else inflict a new minor. It is generally recommended that derangements be upgraded in potency, especially when result from the same set of ongoing circumstances. In the case of traumas that result from distinctly separate situations and sources, separate derangements may be applied.
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Disorder: When four or more traumas have been inflicted on a character, a major derangement is upgraded to a disorder. Disorders represent longlasting psychological afflictions that typically require weeks or even months of psychotherapy and/or psychosurgery to remedy (see Disorders, p. 211).
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Derangements
Derangements are temporary mental conditions that result from traumas. Derangements are measured as Minor, Moderate, or Major. The gamemaster and player should cooperate in choosing which derangement to apply, as appropriate to the scenario and character personality.

Derangements last for 1d10 ÷ 2 hours (round down) or until the character receives psychiatric help, whichever comes first. At the gamemaster’s discretion, a derangement may last longer if the character has not been distanced from the source of the stress or if they remain embroiled in other stress-inducing situations.

Derangement effects are meant to be roleplayed. The player should incorporate the derangement into their character’s words and actions. If the gamemaster doesn’t feel the player is stressing the effects enough, they can emphasize them. If the gamemaster feels it is appropriate, they may also call for additional modifiers or tests for certain actions.




 
Nausea (Minor) 
The stress sickens you, forcing you to fight down queasiness. 
 
Chills (Moderate) 
Your body temperature rises, making you feel cold, and shivering sets in. You just can’t get warm. 
 
Confusion (Moderate) 
The trauma scrambles your concentration, making you forget what you’re doing, mix up simple tasks, and falter over easy decisions. 
 
Echopraxia (Moderate) 
You involuntarily repeat and mimic the actions of others around you. 
 
Mood Swings (Moderate) 
You lose control of your emotions. You switch from ecstasy to tears and back to rage without warning. 
 
Mute (Moderate) 
The trauma shocks you into speechlessness and a complete inability to effectively communicate. 
 
Narcissism (Moderate) 
In the wake of the mental shock, all you can think about is yourself. You cease caring about those around you. 
 
Panic (Moderate) 
You are overwhelmed by fear or anxiety and immediately seek to distance yourself from the cause of the stress. 
 
Tremors (Moderate) 
You shake violently, making it difficult to hold things or stay still. 
 
Blackout (Major) 
You operate on auto-pilot in a temporary fugue state. Later, you will be incapable of recalling what happened during this period. (Synthetic shells and 
infomorphs may call up memory records from storage.) 
 
Frenzy (Major) 
You have a major freak out over the source of the stress and attack it. 
 
Hallucinations (Major) 
You see, hear, or otherwise sense things that aren’t really there. 
 
Hysteria (Major) 
You lose control, panicking over the source of the stress. This typically results in an emotional outburst of crying, laughing, or irrational fear. 
 
Irrationality (Major) 
You are so jarred by the stress that your capacity for logical judgment breaks down. You are angered by imaginary offenses, hold unreasonable 
expectations, or otherwise accept things with unconvincing evidence. 
 
Paralysis (Major) 
You are so shocked by the trauma that you are effectively frozen, incapable of making decisions or taking action. 
 
Psychosomatic Crippling (Major) 
The trauma overwhelms you, impairing some part of your physical functioning. You suffer from an inexplicable blindness, deafness, or phantom pain 
or are suddenly incapable of using a limb or other extremity. 
 
 
 



Info Field Short Desc. 
 
 

Disorders Disorders reflect more permanent madness. In this case, “permanent” does not necessarily mean 
forever, but the condition is ongoing until the character receives lengthy and effective psychiatric help 

 
 

Addiction Addiction as a disorder can refer to any sort of addictive behavior focused toward a particular behavior 
or substance 

 
 

Atavism Atavism is a disorder that mainly affects uplifts. It results in them regressing to an earlier un- or 
partially uplifted state 

 
 

ADHD This disorder manifests as a marked inability to focus on any one task for an extended period of time, 
and also an inability to notice details in most situations 

 
 

Autophagy This is a disorder that usually only occurs among uplifted octopi. It is a form of anxiety disorder 
characterized by self-cannibalism of the limbs 

 
 

Bipolar Disorder Bipolar disorder is also called manic depression 

 
 

Body Dysmorphia Subjects afflicted with this disorder believe that they are so unspeakably hideous that they are unable to 
interact with others or function normally for fear of ridicule and humiliation at their appearance 

 
 

Borderline Personality 
Disorder 

This disorder is marked by a general inability to fully experience one’s self any longer. 

 
 

Depression Clinical depression is characterized by intense feelings of hopelessness and worthlessness 

 
 

Fugue The character enters into a fugue state where they display little attention to external stimuli 

 
 

General Anxiety Disorder 
(GAD) 

GAD results in severe feelings of anxiety about nearly everything the character comes into contact with 

 
 

Hypochondria Hypochondriacs suffer from a delusion that they are sick in ways that they are not 

 
 

Impulse Control Disorder Subjects have a certain act or belief that they must engage in a certain activity that comes into their 
mind. 

 
 

Insomnia Insomniacs find themselves unable to sleep, or unable to sleep for an extended period of time 

 
 

Megalomania A megalomaniac believes themselves to be the single most important person in the universe 

 
 

Multiple Personality 
Disorder 

This is the development of a separate, distinct personality from the original or control personality 

 
 

Obsessive Compulsive 
Disorder (OCD) 

Subjects with OCD are marked by intrusive or inappropriate thoughts or impulses that cause acute 
anxiety if a particular obsession or compulsion is not engaged in to alleviate them 

 
 

Post-Traumatic Stress 
Disorder (PTSD) 

PTSD occurs as a result of being exposed to either a single incident or a series of incidents where the 
sufferer had their own life, or saw the lives of others, threatened with death 

 
 

Schizophrenia This can involve delusions, hallucinations (often in support of the delusions), and fragmented or 
disorganized speech 

 
Info Field Short Desc. 
 
 

Stressful Situations The universe of Eclipse Phase is ripe with experiences that might rattle a character’s sanity 

 
 

Willpower Stress Tests Whenever a character encounters a situation that might impact their ego’s psyche, the gamemaster 
may call for a (Willpower × 3) Test 

 
 

Hardening The more you are exposed to horrible or terrifying things, the less scary they become. After repeated 
exposure, you become hardened to such things, able to shake them off without effect. 

 
 

Mental Healing and 
Psychotherapy 

Stress is trickier to heal than physical damage 

 
 

Psychotherapy Care Characters with an appropriate skill—Medicine: Psychiatry, Academics: Psychology, or Professional: 
Psychotherapy—can assist a character suffering mental stress or trauma with psychotherapy. 

 
 

Natural Healing Characters who eschew psychotherapy can hopefully work out the problems in their head on their own 
over time. 
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Sticky Note
Disorders
Disorders reflect more permanent madness. In this case, “permanent” does not necessarily mean forever, but the condition is ongoing until the character receives lengthy and effective psychiatric help. Disorders are inflicted whenever a character accumulates 4 traumas.
The gamemaster and player should choose a disorder that fits the situation and character.

Disorders are not always “active”—they may remain dormant until triggered by certain conditions. While it is certainly possible to act under a disorder, it represents a severe impairment to a person’s ability to maintain normal relationships and do a job successfully. Disorders should not be glamorized as cute roleplaying quirks. They represent the best attempts of a damaged psyche to deal with a world that has failed it in some way. Additionally, people in many habitats, particularly those in the inner system, still regard disorders as a mark of social stigma and may react negatively towards impaired characters.

Characters that acquire disorders over the course of their adventures may get rid of them in one of two ways, either through in-game attempts to treat them (p. 215) or by buying them off as they would a negative trait (see Gaining/Losing Traits, p. 153).


Seraniel
Sticky Note
Addiction
Addiction as a disorder can refer to any sort of addictive behavior focused toward a particular behavior or substance, to the point where the user is unable to function without the addiction but is also severely impaired due to the effects of the addiction. It is marked by a desire on the part of the subject to seek help or reduce the use of the addicting substance/act, but also by the subject spending large amounts of time in pursuit of their addiction to the exclusion of other activities. This is a step up from the Addiction negative trait on p. 148—this is much more of a crippling behavior that compensates for spending time away from the addiction. Addictions are typically related to the trauma that caused the disorder (VR or drug addictions are encouraged).

Suggested Game Effects: The addict functions in only two states: under the influence of their addiction or in withdrawal. Additionally, they spend large amounts of time away from their other responsibilities in pursuit of their addiction.
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Sticky Note
Atavism
Atavism is a disorder that mainly affects uplifts. It results in them regressing to an earlier un- or partially uplifted state. They may exhibit behaviors more closely in line with their more animalistic forbears, or they may lose some of their uplift benefits such as the ability for abstract reasoning or speech.

Suggested Game Effects: The player and gamemaster should discuss how much of the uplift’s nature is lost and adjust game penalties accordingly. It is important to note that other uplifts view atavistic uplifts with something akin to horror and will usually have nothing to do with them.
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Sticky Note
ADHD
This disorder manifests as a marked inability to focus on any one task for an extended period of time, and also an inability to notice details in most situations. Sufferers may find themselves starting multiple tasks, beginning a new one after only a cursory attempt at the prior task. ADHD suffers may also have a manic edge that manifests as confidence in their ability to get a given job done, even though they will quickly lose all interest in it.

Suggested Game Effects: Perception and related skill penalties. Increased difficulty modifiers to task actions, particularly as the action drags on.
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Sticky Note
Autophagy
This is a disorder that usually only occurs among uplifted octopi. It is a form of anxiety disorder characterized by self-cannibalism of the limbs. Subjects afflicted with autophagy will, under stress, begin to consume their limbs if at all possible, causing themselves potentially serious harm.

Suggested Game Effects: Anytime an uplifted octopus with this disorder is placed in a stressful situation they must make a successful WIL × 3 Test or begin to consume one of their limbs.
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Sticky Note
Bipolar Disorder
Bipolar disorder is also called manic depression. It is similar to depression except for the fact that the periods of depression are interrupted by brief (a matter of days at most) periods of mania where the subject feels inexplicably “up” about everything with heightened energy and a general disregard for consequences. The depressive stages are similar in all ways to depression. The manic stages are dangerous since the subject will take risks, spend wildly, and generally engage in behavior without much in the way of forethought or potential long term consequences.

Suggested Game Effects: Similar to depression, but when manic the character must make a WIL × 3 Test to not do some action that may be potentially risky. They will also try to convince others to go along with the idea.
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Sticky Note
Body Dysmorphia
Subjects afflicted with this disorder believe that they are so unspeakably hideous that they are unable to interact with others or function normally for fear of ridicule and humiliation at their appearance. They tend to be very secretive and reluctant to seek help because they are afraid others will think them vain— or they may feel too embarrassed to do so. Ironically, BDD is often misunderstood as a vanity-driven obsession, whereas it is quite the opposite; people with BDD believe themselves to be irrevocably ugly or defective. A similar disorder, gender identity disorder, where the patient is upset with their entire sexual biology, often precipitates BDD-like feelings. Gender identity disorder is directed specifically at external sexually dimorphic features, which are in constant conflict with the patient’s internal psychiatric gender.

Suggested Game Effects: Because of the nature of Eclipse Phase and the ability to swap out and modify a body, this is a fairly common disorder. It is suggested that characters with this suffer increased or prolonged resleeving penalties since they are unable to fully adjust to the reality of their new morph.
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Sticky Note
Borderline Personality Disorder
This disorder is marked by a general inability to fully experience one’s self any longer. Emotional states are variable and often marked by extremes and acting out. Simply put, the subject feels like they are losing their sense of self and seeks constant reassurance from others around them, yet is not fully able to act in an appropriate way. They may also engage in impulsive behaviors in an attempt to experience some sort of feeling. In extreme cases, there may be suicidal thoughts or attempts.

Suggested Game Effects: The character needs to be around others and will not be left alone, however they also are not quite able to relate to others in a normal way and may also take risks or make impulsive decisions.
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Sticky Note
Depression
Clinical depression is characterized by intense feelings of hopelessness and worthlessness. Subjects usually report feeling as though nothing they do matters and no one would care anyway, so they are disinclined to attempt much in the way of anything. The character is depressed and finds it difficult to be motivated to do much of anything. Even simple acts such as eating and bathing can seem to be monumental tasks.

Suggested Game Effect: Depressives often lack the will to take any sort of action, often to the point of requiring a WIL × 3 Test to engage in sustained activity.
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Sticky Note
Fugue
The character enters into a fugue state where they display little attention to external stimuli. They will still function physiologically but refrain from speaking and stare off into the distance, unable to focus on events around them. Unlike catatonia, a person in a fugue state will walk around if lead about by a helper, but is otherwise unresponsive. The fugue state is usually a persistent state, but it can be an occasional state that is triggered by some sort of external stimuli similar to the original trauma that triggered the disorder.

Suggested Game Effects: Characters in a fugue state are totally non-responsive to most stimuli around them. They will not even defend themselves if attacked and will usually attempt to curl into a fetal position if physically assaulted.
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Sticky Note
General Anxiety Disorder (GAD)
GAD results in severe feelings of anxiety about nearly everything the character comes into contact with. Even simple tasks represent the potential for failure on a catastrophic scale and should be avoided or minimized. Additionally, negative outcomes for any action are always assumed to be the only possible outcomes.

Suggested Game Effects: A character with GAD will be almost entirely useless unless convinced otherwise, and then only for a short period of time. Another character can attempt to use a relevant social skill to coax the GAD character into doing what is required of them. If the character with the disorder fails at the task, however, all future attempts to coax them will suffer a cumulative –10 penalty.
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Sticky Note
Hypochondria
Hypochondriacs suffer from a delusion that they are sick in ways that they are not. They will create disorders that they believe they suffer from, usually to get the attention of others. Often hypochondriacs will inflict harm on themselves or even ingest substances that will aid in producing symptoms similar to the disorder they believe they have. These attempts to simulate symptoms can and will cause actual harm to hypochondriacs.

Suggested Game Effects: A subject that is hypochondriac will often behave as though they are under the effects of some other disorder or physical malady. This can be consistent over time or can be different and ever changing. They will react with hostility to claims that they are faking or not actually ill.


Seraniel
Sticky Note
Impulse Control Disorder
Subjects have a certain act or belief that they must engage in a certain activity that comes into their mind. This can be kleptomania, pyromania, sexual exhibitionism, etc. They feel a sense of building anxiety whenever they are prevented from engaging in this behavior for an extended period (usually several times a day to weekly, depending on the impulse) and will often attempt to engage in this behavior at inconvenient or inappropriate times. This is different from OCD in the sense that OCD is usually a single contained behavior that must be engaged in to reduce anxiety. Impulse control disorder is a variety of behaviors and can be virtually any sort of highly inappropriate action.

Suggested Game Effects: Similar to OCD, if the character doesn’t engage in the behavior they will grow increasingly disturbed and suffer penalties to all actions until they are able to engage in the compulsion that alleviates their anxiety.
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Sticky Note
Insomnia
Insomniacs find themselves unable to sleep, or unable to sleep for an extended period of time. This is most often due to anxiety about their lives or as a result of depression and the accompanying negative thought patterns. This is not the sort of sleeplessness that is brought about as a result of normal stress but rather a near total inability to find rest in sleep when it is desired. Insomniacs may find themselves nodding off at inopportune times, but never for long, and never enough to gain any restful sleep. As a result, they are frequently lethargic and inattentive as their lack of sleep robs them of their edge and eventually any semblance of alertness. Additionally, insomniacs are frequently irritable due to being on edge and unable to rest.

Suggested Game Effects: Due to the lack of meaningful sleep, insomniacs should suffer from blanket penalties to perception-related tasks or anything requiring concentration or prolonged fine motor abilities.


Seraniel
Sticky Note
Megalomania
A megalomaniac believes themselves to be the single most important person in the universe. Nothing is more important than the megalomaniac and everything around them must be done according to their whim. Failure to comply with the dictates of a megalomaniac can often result in rages or actual physical assaults by the subject.

Suggested Game Effects: A character that has megalomania will demand attention and has difficulty in nearly any social situation. Additionally, they may be provoked to violence if they think they are being slighted.
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Sticky Note
Multiple Personality Disorder
This is the development of a separate, distinct personality from the original or control personality. The personalities may or may not be aware of each other and “conscious” during the actions of the other personality. Usually there is some sort of trigger that results in the emergence of the non-control personality. Most subjects have only a single extra personality, but it is not unheard of to have several personalities. It is important to note that these are distinct individual personalities and not just crude caricatures of the Dr. Jekyll/Mr. Hyde sort. Each personality sees itself as a distinct person with their own wants, needs, and motivations. Additionally, they are usually unaware of the experiences of the others, though there is some basic information sharing (such as language and core skill sets).

Suggested Game Effects: When the player is under the effects of another personality, they should be treated as an NPC. In some rare cases the player and the gamemaster can work out the second personality and allow the player to roleplay this. This does not however constitute an entire new character that can be “turned on” at will.
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Sticky Note
Obsessive Compulsive Disorder (OCD)
Subjects with OCD are marked by intrusive or inappropriate thoughts or impulses that cause acute anxiety if a particular obsession or compulsion is not engaged in to alleviate them. These obsessions and compulsions can be nearly any sort of behavior that must be immediately engaged in to keep the rising anxiety at bay. Players and gamemasters are encouraged to come up with a behavior that is suitable. Examples of common behaviors include repetitive tics (touching every finger of each hand to another part of the body, tapping the right foot twenty times), pathological behaviors such as gambling or eating, or a mental ritual that must be completed (reciting a book passage).

Suggested Game Effects: If the character doesn’t engage in the behavior they will grow increasingly disturbed and suffer penalties to all actions until they are able to engage in the compulsion that alleviates their anxiety.
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Sticky Note
Post-Traumatic Stress Disorder (PTSD)
PTSD occurs as a result of being exposed to either a single incident or a series of incidents where the sufferer had their own life, or saw the lives of others, threatened with death. These incidents are often marked by an inability on the part of the victim, either real or perceived, to do anything to alter the outcomes. As a result, they develop an acute anxiety and fixation on these incidents to the point where they lose sleep, become irritated or easily angered, or are depressed over feelings that they lack control in their own lives.

Suggested Game Effects: Penalties to task actions, also treat situations similar to the initial episodes that caused the disorder as a phobia.
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Sticky Note
Schizophrenia
While schizophrenia is generally acknowledged as a genetic disorder that has an onset in early adulthood, it also seems to develop in a number of egos that undergo frequent morph changes. It has been theorized that this is due to some sort of repetitive error in the download process. Regardless, it remains a  rare, yet persistent danger of dying and being brought back. Schizophrenia is a psychotic disorder where the subject loses their ability to discern reality from unreality. This can involve delusions, hallucinations (often in support of the delusions), and fragmented or disorganized speech. The subject will not be aware of these behaviors and will perceive themselves as functioning normally, often to the point of becoming paranoid that others are somehow involved in a grand deception.

Suggested Game Effects: Schizophrenia represents a total break from reality. A character that is schizophrenic may see and hear things and act on those delusions and hallucinations while seeing attempts by their friends to stop or explain to them as part of a wider conspiracy. Adding to this is the difficulty of communicating coherently. Characters that have become schizophrenic are only marginally functional and only for short periods of time until they have the disorder treated.
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Sticky Note
Stressful Situations
The universe of Eclipse Phase is ripe with experiences that might rattle a character’s sanity. Some of these are as mundane and human as extreme violence, extended isolation, or helplessness. Others are less common, but even more terrifying: encountering alien species, infection by the exsurgent virus, or being sleeved inside a non-human morph.
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Sticky Note
Willpower Stress Tests
Whenever a character encounters a situation that might impact their ego’s psyche, the gamemaster may call for a (Willpower × 3) Test. This test determines if the character is able to cope with the unnerving situation or if the experience scars their mental landscape. If they succeed, the character is shaken but otherwise unaffected. If they fail, they suffer stress damage (and possibly trauma) as appropriate to the situation. A list of stress-inducing scenarios and suggested SVs are listed on the Stressful Experiences table, p. 215. The gamemaster should use these as a guideline, modifying them as appropriate to the situation at hand.

Note that some incidents may be so horrific that a modifier is applied to the (Willpower × 3) Test.
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Sticky Note
Hardening
The more you are exposed to horrible or terrifying things, the less scary they become. After repeated exposure, you become hardened to such things, able to shake them off without effect.

Every time you succeed in a Willpower Test to avoid taking stress from a particular source, take note. If you successfully resist such a situation 5 times, you become effectively immune to taking stress from that source.

The drawback to hardening yourself to such situations is that you grow detached and callous. In order to protect yourself, you have learned to cut off your emotions—but it is such emotions that make you human. You have erected mental walls that will affect your empathy and ability to relate to others.

Each time you harden yourself to one source of stress, your maximum Moxie stat is reduced by 1. Psychotherapy may be used to overcome such hardening, in the same way a disorder is treated.
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Sticky Note
Mental Healing and Psychotherapy
Stress is trickier to heal than physical damage. There are no nano-treatments or quick fix options (other than killing yourself and reverting to a non-stressed backup). The options for recuperating are simply natural healing over time, psychotherapy, or psychosurgery.
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Sticky Note
Psychotherapy Care
Characters with an appropriate skill—Medicine: Psychiatry, Academics: Psychology, or Professional: Psychotherapy—can assist a character suffering mental stress or trauma with psychotherapy. This treatment is a long-term process, involving methods such as psychoanalysis, counseling, roleplaying, relationship building, hypnotherapy, behavioral modification, drugs, medical treatments, and even psychosurgery (p. 229). AIs skilled in psychotherapy are also available.

Psychotherapy is a Task Action, with a timeframe of 1 hour per point of stress, 8 hours per trauma, and 40 hours per disorder. Note that this only counts the time actually spent in psychotherapy with a skilled professional. After each psychotherapy session, make a test to see if the session was successful. Successful psychosurgery adds a +30 modifier to this test; at the gamemaster’s discretion, other modifiers may apply. Likewise, each disorder the character holds inflicts a –10 modifier. Traumas may not be healed until all stress is eliminated.

When a trauma is healed, the derangement associated with that trauma is eliminated or downgraded. Disorders are treated separately from the trauma that caused them and may only be treated when all other traumas are removed.

Gamemaster and players are encouraged to roleplay a character’s suffering and relief from traumas and disorders. Each is an experience that makes a profound impact on a character’s personality and psyche. The process of treatment may also change them, so in the end they may be a transformed from the person they once were. Even if treated, the scars are likely to remain for some time to come. According to some opinions, disorders are never truly eradicated, they are just eased into submission … where they may linger beneath the surface, waiting for some trauma to come along.
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Sticky Note
Natural Healing
Characters who eschew psychotherapy can hopefully work out the problems in their head on their own over time. For every month that passes without accruing new stress, the character may make a WIL × 3 Test. If successful, they heal 1d10 points of stress or 1 trauma (all stress must be healed first). Disorders are even more difficult to heal, requiring 3 months without stress or trauma, and even then only being eliminated with a successful WIL Test. As a result, disorders an linger for years until resolved with actual psychotherapy.




Stressful Experiences  
Situation SV 
Failing Spectacularly in pursuit of a motivational goal 1d10 ÷ 2 (round down) 
Helplessness 1d10 ÷ 2 (round down) 
Betrayal by a trusted friend 1d10 ÷ 2 (round down) 
Extended Isolation 1d10 ÷ 2 (round down) 
Extreme Violence (Viewing) 1d10 ÷ 2 (round down) 
Extreme Violence (Committing) 1d10 
Awareness that your death is imminent 1d10 
Experiencing someone’s death via XP 1d10 
Losing a loved one 1d10 ÷ 2 (round down) 
Watching a loved one die 1d10 + 2 
Being responsible for the death of a loved one 1d10 + 5 
Encountering a gruesome murder scene 1d10 
Torture (Viewing) 1d10 + 2 
Torture (Moderate Suffering) 2d10 + 3 
Torture (Severe Suffering) 3d10 + 5 
Encountering aliens (Non-sentient) 1d10 ÷ 2 (round down) 
Encountering aliens (Sentient) 1d10 
Encountering hostile aliens 1d10 + 3 
Encountering highly advanced technology 1d10 ÷ 2 (round down) 
Encountering exsurgent-modified technology 1d10 ÷ 2 (round down) 
Encountering exsurgent-infected transhumans 1d10 
Encountering exsurgent life forms 1d10 + 3 
Exsurgent virus infection Varies, see page 366 
Witnessing psi-epsilon sleights 1d10 + 2 

 
 
 
 
 
 



Accelerated Future 
Basic information about the technologies in Eclipse Phase 
 

Info Field Short Desc. 
 
 

Backups and Uploading Creating backups of ones ego 

 
 

Retrieving a Cortical Stack How to remove a Cortical Stack 

 
 

Retriving a Cortical Stack 
from a Living Subject 

The risks of retrieving a Cortical Stack from a live subject are much higher 

 
 

Destroying a Cortical 
Stack 

Cortical stacks have an Armor of 20 and a Durability of 20 for anyone attempting to destroy them. 

 
 

Uploading a Backup The process of uploading 

 
 

Uploading-Resleeving 
Continuity 

Uploading and Resleeving while actively awake 

 
 

Uploading after death Rules on uploading a dead persons ego 

 
 

Destructive Uploading Uploading by slicing apart and scanning each piece of a biological brain 

 
 

Backup Insurance The service of backing up ones ego 

 
 

Backup Insurance 
Limitations 

The limitations that backup insurance has 

 
 

Backup Complications The rare case of when tampered with equipment can damage an upload 

 
 

Resleeving Giving a new body to an ego 

 
 

Resleeving Biomorphs and 
Pods 

The process of resleeving Biomorphs and Pods 

 
 

Resleeving Synthmorphs The process of resleeving Synthmorphs 

 
 

Resleeving  Costs The cost of the resleeving process 

 
 

Intergration Physically getting used to a new morph 

 
Integration Test  
Test Result Effect 
Critical Failure Character is unable to acclimate to the new morph— something is just not right. Character suffers a –30 

modifier to all physical actions until resleeved. 
Severe Failure (MoF 30+) Character has serious trouble acclimating to the new morph. They suffer a –10 modifier to all actions for 2 days 

plus 1 day per 10 full points of MoF. 
Failure Character has some trouble acclimating to new morph. They suffer a –10 modifier to all physical actions for 2 

days plus 1 day per 10 full points of MoF. 
Success Standard acclimation period. The character suffers a –10 modifier to all physical actions for 1 day. 
Excellent Success (MoS 30+) No ill effects. Character acclimates to new morph in no more than a few minutes. 
Critical Success Lookin’ good! This morph is an exceptionally good fit for the character. No ill effects; gain 1 Moxie point for 

use in that game session only. 
 

Info Field Short Desc. 
 
 

Alienation Mentally accepting ones new morph 
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Sticky Note
Backups and Uploading
The transhuman mind is no longer a prisoner of the biological hardware on which it originates. Through various mechanisms, biological brains may be digitally emulated, allowing people to make a backup of their minds, including their entire personality, memories, and skills—a process known as uploading.

The primary use of backups is to ensure the person’s ego can be retrieved in case of death, in which case they may be resleeved (p. 270). For this reason, almost everyone in the solar system is equipped with a cortical stack (p. 300). Backups may also be safely archived in secure storage (p. 269) or used to create infomorphs (p. 265). A person may also egocast themselves across the solar system as a form of travel (p. 275)).

Cortical Stack Backups
Cortical stack implants deploy a network of nanobots throughout the brain that take a snapshot of the mind’s neural state, storing the data as a backup within the cortical stack. The average transhuman’s cortical stack backs up their ego 86,400 times per day. Only the most recent backup is kept within the stack; older ones are overwritten. Pods and synthmorphs also can be equipped with cortical stacks (though AI-piloted bots often lack this feature), though these versions maintain an updated copy of the ego running in the morph’s cyberbrain.

In the case of death, accidental or otherwise, a cortical stack can be retrieved from a corpse and used to recover the character, either as an infomorph or by resleeving them in a new morph. Cortical stacks are diamond-hardened and protected, so they may be retrieved even if the corpse is badly mangled or damaged. If the corpse cannot be recovered or the cortical stack is destroyed, the backup is lost.

High rollers, well-equipped brinkers, and others in dangerous professions often opt for an emergency farcaster accessory (p. 306) that periodically (usually every 48 hours, but varying according to contract) transmits a backup from the cortical stack to a remote storage facility. This option is quite expensive, however, and so is generally only afforded by the wealthy.
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Sticky Note
Retrieving a Cortical Stack
Most cortical stacks are carefully excised from a corpse with surgery. In certain circumstances, however, a character may need to extract a cortical stack in the field, whether because transporting the corpse is impractical or because the dead person is an enemy and they either don’t want them knowing who killed them or they want to interrogate them with psychosurgery in a simulspace.

The process of cutting out a cortical stack is called “popping,” as a skilled extractor can usually get the smooth-shelled implant to pop right out by making an incision in the correct place and applying pressure. One does need to be careful that the tiny, blood-slick stack doesn’t slip away once popped.

Popping can be done with a sharp knife and elbow grease, though it is grisly. Popping a stack is a Task Action that requires a Medicine: [any appropriate field] Test with a timeframe of 1 minute and a modifier of +20. Morphs with stacks in non-standard locations or with anatomical shielding (carapace plates, etc.) around the stack may incur penalties to this test at the gamemaster’s discretion. Of course, if you don’t have the time for a precise extraction, you can always just cut the entire head off and take it with you.

Once a cortical stack is retrieved, it may be loaded into an ego bridge (p. 328) and used to bring the ego back, either as an infomorph or by resleeving.
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Sticky Note
Living Subjects:
Cortical stacks may be excised from living people, but the process is usually fatal (or at least paralyzing) as it involves cutting through the spinal column. If the target is not unconscious or otherwise incapacitated, they must first be immobilized in melee combat (see Subdual, p. 204). Cutting out the stack is handled like a Medicine Task Action as above, but this process inflicts 3d10 + 10 damage on the target. If the test fails, they still inflict 1d10 + 10 damage to the target. If the person removing the stack wants to leave the target alive or harm them as little as possible, they suffer a –20 modifier on the test, but may reduce the damage by 1d10 per 10 full points of MoS. Living through the process of having your stack removed is traumatic; anyone who does so suffers 1d10 mental stress.
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Sticky Note
Destroying a Cortical Stack
Cortical stacks have an Armor of 20 and a Durability of 20 for anyone attempting to destroy them.
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Sticky Note
Uploading
Uploading a backup into secure storage is usually handled with a brain scan at the storage facility’s clinic using a bread box-sized unit called an ego bridge (p. 328). When activated, the ego bridge’s sensor array twists open like a morning glory blossom, revealing an enclosure with a neck rest that automatically adjusts itself to morphs with oddly sized or shaped heads. The neck rest deploys millions of specialized nanobots into the brain and central nervous system. The petals are full of sensors that image the brain using a combination of MRI, sonogram, and positional information broadcast by the nanobot swarm in the morph’s brain. The ego bridge then builds a digital copy of the person’s brain, which is stored away in the service’s highly secure, off-the-mesh, hardwired data vaults.

In the case of pods, the ego bridge scans the biological brain bits and also accesses the cyberbrain to copy the parts of the ego residing there. For synthmorphs, who have no biological brain, the process is much simpler, as it only requires accessing and making a copy of their cyberbrain.

In a standard clinic with an undamaged morph, uploading takes only 10 minutes, 5 with a pod. In other situations, however, the process may take longer if the gamemaster so decides. Uploading from a synthmorph or extracted cortical stack is instantaneous.
The ego bridge largely operates itself. While oversight by a medical specialist is a good idea, no test is necessary.

If an uploading character does not plan to return to their morph, it is usually put on ice until someone else resleeves into it. If a new resleeve is not ready and the uploading character doesn’t want to leave a potential copy of themselves behind, they can have the morph’s mind wiped by the nanobots as part of the uploading process.
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Sticky Note
Uploading-Resleeving Continuity
In ideal circumstances, a person who is intentionally resleeving (p. 270) can arrange for the uploading and resleeving process to occur without any noticeable loss of continuity. Though the experience of switching from one morph to another is still a bit jarring, the transition itself can be made into a seamless process, with no gaps in awareness or memory, which helps reduce associated mental stress.

In this case, during the process of uploading, the ego bridge is also connected to another ego bridge and the new sleeve. This connection can even be made wirelessly or by farcaster link (with a maximum distance of 10,000 kilometers).

As the mind is uploaded, the ego bridge builds a virtual brain by copying the morph’s brain bit by bit, using the data gained from the brain scan. At the same time, this data is slowly copied to the new sleeve as nanobots rewire the sleeve’s brain structure (a much slower process). As the transfer occurs, the nanobots in the brain sever individual neural connections and reroute them to their duplicates in the virtual brain, and then eventually to the new brain. Effectively, the character’s ego is running partially on the meat brain and partially on the virtual copy. By the time the nanobots sever the last of the neural connections in the old brain, the ego is running completely on the virtual brain and the new sleeve’s brain. Once the resleeving is completed, the virtual brain is shut down.

In terms of perceptions, the character, who is awake during this process, experiences a very gradual shift from one morph to the other. As the process takes hours, however (or even longer if done via farcaster), the subject usually entertains themselves with some
AR media, VR, or even XP to pass the time.
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Sticky Note
Uploading after Death
It is possible to upload the mind of a person who has recently died as long as the nanobots have time to scan the brain before cell deterioration kicks in too heavily, which takes approximately 2 hours. It is possible to sustain a corpse for longer by placing
it in a healing vat (p. 327) for nanostasis. Post-death uploads may suffer integrity damage; see Backup Complications, p. 270.

Cyberbrains may also be retrieved from a destroyed synthmorph and reactivated, assuming they are not damaged too heavily (gamemaster discretion).
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Sticky Note
Destructive Uploading
Though rare, some people engage in a process called destructive uploading, where the biological brain is literally sliced apart and scanned piece by piece. Considered abhorrent and wasteful by most transhumans, “brainpeeling” is practiced by some bioconservative factions who view it as the only “pure” method of uploading or the only real way to transfer the “soul.” Such people typically refuse to resleeve, living out the rest of their lives as infomorphs, quite often in dedicated simulspaces that are treated as a sort of virtual afterlife.
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Sticky Note
Backup Insurance
Almost everyone, with the exception of neo-primitivists and very young children, has a cortical stack. In the event of death, however, a cortical stack alone will not ensure resurrection unless you have acquired backup insurance (p. 331) to cover the costs of your resleeving. Going without backup insurance for any length of time is taking a severe risk. Some jurisdictions (such as the Titanian Commonwealth) have a practice of bringing everyone back, even if only to an infomorph state, or at least filing the most recent backup away in dead storage just in case someone decides to pay to resurrect them later. Other authorities will simply destroy the stack or, worse, sell it on the black market to a soultrading syndicate such as Nine Lives.

Backup insurance typically includes a subscription to an uploading facility, usually requiring a visit every 6 months, to ensure that backup is held in safe storage in case of cortical stack loss. People with risky jobs (construction bot supervisor, hypercorp exoplanet staff, girl who fights vicious giant eels for rich jaded audiences, etc.) may back up once a week or even daily. In the event of a verified death where the cortical stack could not be retrieved, the most recent backup is used to resleeve the person.

At the basic level, backup insurance will bring the character back as an infomorph, at which point they can access their credit and purchase a new morph. More expensive versions will automatically resleeve you in the pre-purchased morph of your choice. The exceedingly rich will often have customized clones (often of their original body) waiting on ice for them.

Backup insurance often involves a missing person clause, which states that a person will be brought back if they have not checked in for × amount of time (a calendar function automatically handled by your muse) and cannot be located.

It is worth noting that some criminal syndicates also offer backup insurance at a much reduced rate. The likelihood that copies of your backup are being used for illicit purposes, however, is quite high. For some people, however, what happens to a copy of themselves is of no concern.
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Backup Insurance Limitations
Backup insurance is not always perfect. Though insurance providers are required to make a reasonable effort to retrieve your cortical stack, for many hypercorps this is a simple cost-benefit analysis that often will not work in the character’s favor. If you died in a dangerous area such as the Zone on Mars, in a remote area such as the Kuiper Belt, or are simply difficult to track down (pushed out an airlock somewhere), odds are against your cortical stack being retrieved— instead you will be re-instanced from a backup.

Jurisdiction can also play an important role. The insurance offered by many inner system providers is automatically nullified if you travel to an anarchist habitat, gatecrash, break the law, or engage in certain life-threatening activities like suicide sports or scavenging in TITAN-infected ruins. At the least, they will refuse to retrieve your stack in these circumstances. Likewise, if you struck a backup insurance deal with a medical collective from an autonomist habitat and then go and die on a hypercorp station, the hypercorp is very likely to refuse to recognize the authority of a bunch of anarchists and won’t hand your stack over.

Even an archived backup and a missing person clause is no guarantee. A determined enemy could capture you, pry the backup insurance access codes from your muse, keep you on ice or quietly kill you, and then regularly “check in” on your behalf using the access codes so that the insurance provider never realizes you are dead or missing. Though this requires quite a bit of effort, it is often less difficult than dealing with an immortal opponent who keeps coming back no matter how often you kill them.

Other dangers also exist. An entire habitat may be destroyed, taking you, your backups, and your insurance provider’s records with it. A resourceful enemy might penetrate a provider’s security and delete your backups or simply bribe the right people to make sure they get “accidentally” corrupted. Given these possibilities, the paranoid often make sure to get multiple redundant backup policies, assuming they can afford it.
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Backup Complications
In most cases, backing up/uploading is risk free unless someone tampers with the equipment. If the character suffered brain or neurological damage, the backup is transferred via farcasting, or the upload is made from a dead character, then the backup may be damaged due to missing neural information. In any of these instances, make a LUC Test for the character. If the test fails, they suffer 1 point of mental stress per 10 full points of MoF. Note that this stress (and possible) trauma applies to the backup, not the original character. If the backup is used to re-instantiate the character, however, then the stress is applied.
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Resleeving
Resleeving (also called remorphing) is the process of giving a new body to an ego. Changing bodies is a normal part of life for hundreds of millions of transhumans, and it is an even more frequent occurrence for people in certain professions. Characters involved in specialized work may resleeve as often as once a month. Those who travel frequently may do so even more often. Also, given the number of infugees who died during the Fall but have now acquired a new morph, the vast majority of transhumanity has resleeved at least once. As such, most transhumans are accustomed to resleeving.

Adjusting to a new body takes time and a bit of effort (see Integration, p. 271). Resleeving is also difficult psychologically, as reflected by continuity (p. 272) and alienation (p. 272).

Once an ego fully inhabits a new morph, the new morph’s cortical stack needs ten minutes to amass a complete backup of the ego.
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Resleeving Biomorphs and Pods
Resleeving takes about an hour in a properly equipped clinic. In essence, the process works like uploading in reverse. The new sleeve is hooked up to an ego bridge that infiltrates the brain with nanobots that physically restructure the brain’s neural structure and connections according to the map provided by the backup. Sleeving takes six times as long as uploading because the nanobot swarm working as a wet printer in the template brain needs to duplicate the entire physical structure of the ego’s neural network. For resleeving, a “wet” ego bridge is used, meaning that the sleeve and ego bridge are submerged in a vat filled with nanogel.

Sleeving into a pod only takes half an hour, as their brains are half biological, half cyberbrain.
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Resleeving Synthmorphs
Resleeving into the cyberbrain of a synthmorph is much easier and quicker, being a matter of copying the backup into the cyberbrain (an instantaneous affair) and then running the backup in its virtual brain state (1 Action Turn). The drawback to synthmorphs is that they are more difficult to acclimate to (see Integration, p. 271), they are vulnerable to cyberbrain hacking (p. 261), and synthmorphs are viewed as low class in some cultures.
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Resleeving Costs
The costs involved for the resleeving process itself are generally subsumed in the costs of the backup insurance and/or the new sleeve itself. Costs for individual morphs are noted in the descriptions starting on p. 139. See Morph Brokerage (p. 276) for rules on finding and acquiring morphs.
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Integration
Getting used to a new body typically takes some time. The character must become acclimated to the changes in height, weight, sex, and capabilities, which often requires unlearning ways of doing things that worked fine for their previous form. Resleeving in a synthetic morph or an uplift is also quite confusing at first, given the drastically different morphologies, change in limb structure (and sometimes amount of limbs), and so on. Luckily, transhuman minds are adaptive things, and this process is aided by the application of mental “patches” during the resleeving process that give the character a bit of a boost for using their new body.

An ego in a new morph makes an Integration Test upon taking control of the body, rolling SOM × 3 (morph bonuses do not apply) and applying modifiers from the Integration and Alienation Modifiers table. The result of the test is explained on the Integration Test table, next page.
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Alienation
After loss of continuity, the other major factor impacting resleeving characters is alienation. Once the ego has its new sleeve under control, it’s time to look in the mirror. The Alienation Test reflects the experience of coming to terms with a new face, skin, and brain. For example, transferring to a radically different morph (such as a swarmanoid) can be difficult to grasp. Uplifts often struggle to get acquainted with the unusual hormonal urges of a human biomorph and vice versa. While the character’s ego is as it was in their last sleeve, the brains and neurochemistry of many morphs may alter aptitudes like WIL or COG. The effects of this can be frustrating or disorienting.

Every character makes an Alienation Test to reflect how mentally stressful it is to get a grip on their new body, rolling INT × 3 and apply modifiers from the Integration and Alienation Modifiers table. Consult the Alienation Test table to determine the effects.




Integration and Alienation Modifiers  
Situation Effect 
Familiar; character has used this exact morph extensively in the past +30 
Clone of prior morph +20 
Character’s original morph type (what they were raised with) +20 
Adaptability trait (Level 2) +20 
Adaptability trait (Level 1) +10 
Character has previously used this type of morph +10 
First time resleeving –10 
Character is an AGI sleeving into a physical body –10 
Character is an uplift resleeving in a non-uplift (of their type) body –10 
Synthetic morph –10 
Sex change (from last morph) –10 
Morph is heavily modified –10 
Morphing Disorder trait (Level 1) –10 
Morphing Disorder trait (Level 2) –20 
Infomorph (does not apply to AGIs) (Alienation Test only) –20 
Fork (Alienation Test only) –20 
Morphing Disorder trait (Level 3) –30 
Exotic morph (octomorph, neo-avian, novacrab, swarmanoid, etc.) –30 

 
Alienation Test  
Test Result Effect 
Critical Failure Extreme Dysmorphia. The character doesn’t like their new sleeve at all and suffers 2 stress points per 10 full points of MoF. 
Failure Character is uneasy about the new morph and suffers 1 stress point per 10 full points of MoF. 
Success Character adapts to their new look well. No ill effects. 
Critical Success Best. Morph. Ever. The new morph jives perfectly with the character’s sense of self, and even enhances it somewhat. The 

character actually heals 1d10 ÷ 2 (round up) stress points. 
 

Info Field Short Desc. 
 
 

Continuity Test Dealing with the loss of continuity of oneself when resleeved. Usually very traumatizing if the one 
being resleeved has died. 

 
 

Infomorph Resleeving Resleeving into a digital form known as an informorph 

 
 

Forking and Merging Taking a backup of a transhuman mind, copying t, and reinstancing it as an infomorph 

 
 

Alpha Forks An exact copy of the original ego 

 
 

Beta Forks Partial copy of the original ego 

 
 

Delta Forks Extremely limited copies of an ego 

 
 

Gamma Forks Massively incomplete, corrupted, or heavily damaged copies of an ego 

 
 

Neural Pruning The art of trimming a backup/informorph to a beta or delta fork 

 
 

Neural Pruning with long 
term psychosurgery 

Carefully administered neural pruning of a longer period of time for better consistency rates. 

 
 

Handling forks Rules on creating/using forks 

 
 

Merging Re-integrating a fork into the original ego 
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Continuity Test
Perhaps the biggest shock that strikes most resleeving characters is the loss of continuity of self. This is particularly true for characters who died. If their cortical stack was retrieved, they will remember their own death. If they were restored from an archived backup, they will not remember their death, but they will have lost an entire period of their life—all the way back to their last backup. In fact, if their body was not recovered, they may not even know that they are dead for certain—there may be a surviving copy of themselves out there. The driving point in this loss of continuity is a sort of existential crisis—they are no longer the original person they once were. This leads some to question whether they are who they think they are, or are they some poor imitation and not a real person at all?

To determine how this loss of continuity affects a character, make a Continuity Test by rolling WIL × 3. Every character suffers stress from loss of continuity, as noted on the Continuity Stress table. Reduce this stress damage by 1 point per 10 full points of MoS on the Continuity Test, or increase it by 1 point for every 10 full points of MoF.
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Infomorph Resleeving
Rather than resleeving into a physical body, a backup may instead by instantiated as an infomorph, a purely digital form. Infomorphs are distinct from backups in that backups are inert files. Infomorphs are backups imprinted onto a virtual brain template and run as
a program. This virtual brain state must be run on a specific device and follows all of the rules noted for infomorphs on p. 265. Infomorphs may copy themselves to other devices, typically erasing themselves from the previous device as they go. Infomorphs that
copy without erasing are treated as forks.

Characters instantiating as infomorphs must make Continuity and Alienation Tests, just like resleeving.

Infomorphs may be resleeved into physical morphs following normal resleeving rules.
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Forking and Merging
With all of these backups of transhuman minds on file and an abundance of mesh space on which to run them as virtual brains, one might wonder what’s to stop post-Fall transhumanity from multiplying its numbers by running additional copies of themselves. The short answer is: nothing, aside from massive social stigma and thorny psychological issues. Taking a backup of a transhuman mind, copying it, and reinstancing it as an infomorph is called forking. It’s one of the most useful and still-controversial applications of transhumanity’s brain science.

There are four classifications of forks: alpha, beta, delta, and gamma. Though typically copied as infomorphs, there is nothing preventing a fork from being sleeved in a physical morph as well, other than legalities and custom.
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Alpha Forks
An alpha fork is an exact copy of the original ego, re-instanced as a separate infomorph. An alpha fork may be created by copying and running an infomorph (from a backup, infomorph, synthmorph cyberbrain, or a removed cortical stack in an ego bridge). Alpha forks may be generated from biomorph brains using an ego bridge and the same process as uploading (p. 268). Alpha forks are an exact copy of the character’s ego with all of the same skills, memories, stats, traits, personality, etc. New alpha forks must make an Alienation Test (p. 272), and possibly a Continuity Test (p. 272) if copied from a backup.

Creating alpha forks is illegal in many jurisdictions, including most of the inner system and the Jovian Republic. In others it tends to be viewed with distaste, though there are some habitats/cultures in which it is encouraged.


Seraniel
Sticky Note
Beta Forks
Beta forks are partial copies of the ego. They are intentionally hobbled so as to not to be considered an equal to the character, for legal and other reasons. Beta forks have most of the same skills as the original ego, though sometimes reduced. Their memories are also drastically curtailed, usually tailored to whatever task they are intended to perform.

Beta forks are created by taking an alpha fork and running it through a process known as neural pruning (p. 274). They are legal and even common in many places, except for bioconservative holdouts like the Jovian Republic, though delta forks are more favored.
Beta forks rarely have anything resembling civil rights or citizenship and are usually treated as the property of the originating ego. They are commonly used as digital aids or to represent the original ego when communicating with others over great distances.

A beta fork’s stats are determined as follows:

• Reduce all aptitudes by 5 (to a minimum of 1). This affects all skills as well. Likewise, this reduces LUC by 10 and INIT by 2.
• Active skills have a maximum value of 60.
• Moxie is reduced to 1.
• The Psi trait is removed. At the gamemaster’s discretion, other traits may no longer apply as well.

Additional changes may apply as determined by the neural pruning test. Beta forks take 1 minute to generate.
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Delta Forks
Delta forks are extremely limited copies of an ego. They are more akin to AI templates upon which the ego’s surface personality traits are imprinted. Also created via neural pruning, delta forks are highly functional (as competent as a beta fork or AI) but have extremely limited skills and heavily edited memories, usually to the point of being functional amnesiacs.

A delta fork’s stats are determined as follows:

• Reduce all aptitudes by 10 (to a minimum of 1). This affects all skills as well. Likewise, this reduces LUC by 20 and INIT by 40.
• Active skills have a maximum value of 40. The fork may have no more than 5 Active skills.
• Knowledge skills have a maximum of 80. The fork may have no more than 5 Knowledge skills.
• Moxie is reduced to 0.
• The Psi trait is removed. At the gamemaster’s discretion, other traits may no longer apply as well.

Additional changes may apply as determined by the neural pruning test. Delta forks take 1 Action Turn to generate.
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Gamma Forks
More commonly known as vapors, gamma forks are massively incomplete, corrupted, or heavily damaged copies of an ego. Vapors are not intentionally created and are instead the results of botched uploads, scrambled backups, incomplete or jammed farcasts, or infomorphs/forks that were somehow damaged or went insane. It is extremely rare for anyone to purposely create a vapor for anything other than research use, although they can crop up in some interesting places. For example, poorly made skill software occasionally includes enough of the personality traits and memories of the person the skill was taken from that it can behave in a vapor-like fashion when used.

Because vapors are anomalies rather than purposeful creations, the characteristics of individual gamma forks are left to the gamemaster. They should have some or all of the following: reduced skills, reduced aptitudes, incomplete or incoherent memories, negative mental traits, and persistent mental stress or traumas, including derangements and/or disorders.
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Neural Pruning
Neural pruning is the art of taking a backup/infomorph and trimming it down to size so that it functions as either a beta or delta fork.

Beta forks are created by taking a virtual mind state that is intentionally inhibited and filtering a copy of the ego through it. Like a topiary shrub, the portions of the character’s neural network that exceed the capacities of the intended fork are trimmed away. In addition to the changes noted under Beta Forks (p. 273), characters may voluntarily choose to delete/decrease skills and remove memories.

Delta forks are created by excising the ego’s surface personality traits and applying them to an AI template.
In this case the ego’s memories are usually excluded entirely—it is easier to start with a blank delta fork and feed them the specific memories/knowledge they need. As with beta forks, characters making delta forks may voluntarily choose to delete/decrease skills and keep specific memories. If an alpha fork is not available to prune, a delta fork can be whipped up from a biomorph brain with an ego bridge and 1 minute. Many people sleeved in biomorphs keep delta forks on hand in storage, to whip up on the fly as needed.

Transhumanity’s grasp of neuroscience extends to scanning and copying a mind, but the most intricate workings of memory are still imperfectly understood. Making precise edits to individual portions of a neural network (to alter recolletions, skills, and the like) is still a black art. The difficulty with neural pruning is that taking a weed whacker to the tree of memory isn’t an exact science. Specific memories may not be excised or chosen—at best, memories may be handled in broad clumps, typically grouped by time periods no finer than 6 months. For simplicity, most beta forks are created by removing all memories older than 1 year.

When creating a beta or delta fork, the character must make a Psychosurgery Test (other parties may make this test on the character’s behalf, representing that the character is giving them access to prune the fork appropriately). If the character succeeds, the fork is created as desired. If the test fails, the gamemaster chooses one of the following penalties for every 10 full points of MoF. Some of these penalties may be combined for a cumulative effect:

• 1 additional skill decreased by –20
• Fork acquires a Negative mental trait worth 10 CP
• Fork suffers 1d10 ÷ 2 (round up) mental stress
• Extra memory loss (gamemaster discretion; beta forks only)
• 1 Positive trait lost
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Neural Pruning with Long-Term Psychosurgery
Rather than generating forks on the fly, some characters prefer to have carefully pruned forks on hand, stored as inert files that can be called up, copied, and run as needed. These forks are crafted with long-term psychosurgery, meaning that they suffer fewer drawbacks and the memories may be more finely tuned.

Long-term neural pruning requires a Psychosurgery Test as above, but with a +30 modifier. Delta forks take 1 week to prune this way, beta forks take 1 month. Additional modifications may be made to the fork using any of the normal rules for psychosurgery (p. 229).

It is worth noting that some people prefer to use forks of themselves or loved ones rather than a muse. Likewise, some wealthy hyperelites are known to keep copies of their younger backups on hand, sometimes for decades, and re-instance these when their prime ego has enough skill and experience to completely outclass its younger selves. Though technically these are alpha forks, their lag behind the original ego is comparable in degree to that of a beta fork. This is rumored to be the method used by the Pax Familae in instancing her army of cloned selves.
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Handling Forks
Gamemasters are encouraged to allow players to roleplay their character’s own forks. It is important to note, however, that even with alpha forks, once the fork and originating ego diverge, they develop onward as separate people. The events that shape the primary ego’s personality, character, and knowledge will not happen—or even if they do, probably not in the same way—to the fork, and vice versa. The exact dividing line between an ego and a fork is a central philosophical and legal debate among many transhumans.

This means that gamemaster should not be afraid to pull a fork out of a player character’s hands and make them into an NPC if they start to diverge too greatly. Similarly, if a fork begins to learn information that the main character does not (yet) have access to, it is probably also better to run the fork as an NPC in order to avoid metagaming.

It is entirely possible that a fork might decide that it will no longer obey the originating ego and carry about doing its own thing. This usually only occurs with alpha forks, who are essentially a full copy anyway, and as time passes the idea of merging back with the original ego becomes unappealing. Beta and delta forks are quite aware of their nature as “incomplete” copies and so usually return back home to the ego for reintegration. In rare cases, however, even these might make a break for life on their own.
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Merging
Merging is the process of re-integrating a previously spawned fork with the originating ego. Merging is performed on conscious egos/forks, transferring both to a single, merged ego. The process is not difficult to undergo when two forks have only been apart a short time. As forks spend more time apart, though, merging becomes a severe mental ordeal.

To determine if merging goes well, a Psychosurgery Test is called for (made either by the ego or another character overseeing the process). The Merging table lists modifiers for this test as well as the result of success or failure.

For synthmorphs, merging takes one full Action Turn. For biomorphs, an ego bridge (p. 328) or mnemonic augmentation (p. 307) is required to merge, and the process takes 10 minutes.

The result of the process is a unified ego, whether or not the Merging Test succeeds. Psychotherapy (p. 215) and psychosurgery (p. 229) can troubleshoot bad merges over time.




Merging    
Time Apart Modifier Success Failure 
Under 1 hours +30 Seamless ego with memories intact from both Memories intact, (1d10 ÷ 2, round down) – 1 SV 
1 – 4 hours +20 Solid bond, memories intact Memories intact, (1d10 ÷ 2, round down) SV 
4 – 12 hours +10 Memories intact, 1 SV Minor memory loss, (1d10 ÷ 2, round up) SV 
12 hours – 1 day +0 Memories intact, 2 SV Moderate memory loss, (1d10 ÷ 2, round up) + 2 SV 
1 day – 3 days -10 Memories intact, 3 SV Major memory loss, 1d10 + 2 SV 
3 days – 1 week -20 Memories intact, 4 SV Major memory loss, 1d10 + 4 SV 
1 week+ -30 Minor memory loss, 5 SV Severe memory loss, 1d10 + 6 SV 

 
Info Field Short Desc. 
 
 

Egocasting Transferring a backup over interplanetary distances 

 
 

Egocaster Security Risk factors in egocasting 

 
 

Darkcasting Egocasting without drawing attention from public officials and Immigration customs 

 
 

Morph Brokerage Buying and acquiring new morphs 

 
 

Morph Availibity The difficulty of finding particular morphs 

 
 

Morph Acquisition Once located, one must discern the price of a morph 

 
 

Brokerage and 
Matchmaking 

Rules on the pricing of buying/selling morphs 

 
 

Customized Morphs Rules on seeking a custom job 

 
 

Trade In Trade in value of old morphs 

 
 

Patron Provisioning Morphs provided for free from a rich benefactor 

 
 

Black Market Morphs Illegal morphs that bypass laws on weapons and regulations 

 
 

Indenture Contracts that offer a morph at a high price 

 
 

Public Resleeving Some areas have facilities developed for providing cases to anyone who needs one. These are usually 
bland and unremarkable 
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Egocasting
In spite of being a spacefaring civilization with outposts throughout the solar system and beyond, transhumanity makes scant use of spacecraft for interplanetary travel. Shuttlecraft using a variety of propulsion systems make regular trips between habitats, planetary surfaces, and moons. But for any trip longer than 1.5 million kilometers—the distance a fusion drive craft can cover in a day—people egocast.

Egocasting is transhumanity’s most advanced personal transportation technology, though only the character’s ego actually travels. Egocasting combines the technologies of uploading and quantum farcasting to transfer a backup (or sometimes even a conscious ego, see Egocasting, p. 275) over interplanetary distances.

Though egocasting occurs at the speed of light, egocasting times vary drastically with distance. Egocasting within a cluster or planetary system is usually just a matter of minutes. Egocasting from the sun to the Kuiper Belt, however, takes between 40 and 70 hours, and so egocasting all of the way across the solar system can take even longer.

Once an ego arrives at the destination receiver, it can be archived, run as an infomorph, or resleeved as normal.
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Egocaster Security
Beaming yourself across interplanetary space is a mature technology and usually works seamlessly. Because egocasting uses quantum farcasters, there is no danger of radio interference cooking the signal and causing data loss. Normally the entire process is mediated by the character’s backup service, and security breaches are uncommon.

However, there are several risks involved in egocasting. The most obvious is that the character’s consciousness is transferred as a digital backup file at the destination. If the egocaster on the other end is not trusted or the networks at the destination are privately controlled by the receiver, the character is potentially putting themself at the mercy of their host. Most hypercorps consider meddling with a transmitted ego to be a serious breach of etiquette, whereas autonomist types would find it unthinkably repressive. However, political extremist groups and criminal organizations in control of egocasters suffer from fewer restraints.

A more subtle risk is the possibility for hackers to exploit security holes in the egocaster and its attached virtual space to steal a fork of the character. This is extremely difficult to do. It almost never happens during a normal upload, because the uploading services are security conscious to the point of paranoia. Even so, the forks stolen by such attempts more often than not end up being vapors, because the intruder is usually stopped before a full copy can be obtained.
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Darkcasting
Characters who want to egocast without the attention of public officials like Immigration and Customs must seek out so-called darkcasting services—illegal farcaster transceivers typically operated by criminal syndicates and other clandestine groups. To locate such a service, a character must use their Networking skill and possibly their reputation (p. 285).


Seraniel
Sticky Note
Morph Brokerage
Morphs are a major commodity in transhuman society. The technology and materials needed to grow new morphs are cheap and abundant, though they take time. Cloned biomorphs take at least a year and a half, even with accelerated growth. Pods, which are typically pieced together from vat-grown parts, take about 6 months. Synthmorphs like cases and synths can be produced in a day, whereas more complicated models can take a week or more. Theoretically, supply will one day outstrip demand to the point where flesh is free.

Characters have several options for acquiring morphs when they travel by egocast, suffer heavy damage, or just feel like a new body. When egocasting, the most common method for travelers of middling means is to store their current morph in a body bank’s secure facility and lease a morph at their destination. Less commonly, characters may rely on public resleeving facilities, or if they have the means they may purchase a new morph outright. Characters who expect to stay at their destination indefinitely or who decide to resleeve but aren’t traveling might instead opt for a trade-in on their old body, leaving it behind permanently in most cases.
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Morph Availability
As noted under Resleeving and the Gamemaster (p. 271), finding the model of morph you want is not always easy. While many basic morph types (cases, synths, splicers) are generally available, characters can also locate new morphs using their Networking skills (see Reputation and Social Networks, p. 285). Certain morph types are harder to find then others; the gamemaster should apply an appropriate modifier for any morphs that seem rare or unusual (for example, swarmanoids or reapers). Likewise, some morphs may simply be unavailable in a given locale. Rusters are rarely available off of Mars, for example, while on Europa, most morphs are exotic local aquatic varieties.

The gamemaster determines which factions are able to provide new morphs in a given locale. Factions will not provide morphs that are unavailable to that faction as starting characters. If the faction is not the dominant one in that locale, a penalty should be applied, ranging from –10 to –30. Despite having a presence in a given locale, some factions may be unable to provide morphs at all.

If the character is seeking a customized morph with specific implants or enhancements, the search will be more challenging. The gamemaster should apply a –10 to –30 modifier here as well, depending on the extent and legality of the modifications sought.
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Morph Acquisition
Once a morph is located, the character may call in favors (p. 289) or pay credits for it. Morph costs are noted on the Morph Costs table. In the inner system, morph prices are often inflated by demand in the market such that the most desirable morph types can cost a small fortune. Outsystem, prices in rep are more reasonable but still steep due to population pressures on life support-dependent outer system settlements. For travelers and frequent body hoppers, there are a number of ways to defray these costs.
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Brokerage and Matchmaking
Finding morphs for travelers and the bodiless is a specialized skill demanding deep social networks and a flair for negotiation. In general, it’s a seller’s market, so brokers (or “matchmakers,” as they’re called in the open economy) act as agents for the person seeking a body. The Morph Costs table assumes a 10% fee paid to the broker. Characters wishing to cut out the middleman may reduce cost by 10% but take a –30 penalty on their Networking Test to locate an available morph.
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Customized Morphs
If a character seeks to have a customized morph (with extra bioware, cyberware, or nanowire implants or robotic enhancements), the costs for these enhancements are added to the morph’s cost (if the gamemaster chooses, discount package deals may apply). Likewise, morphs may come saddled with positive or negative morph traits (p. 145). These traits raise or lower the morph’s cost at a rate of +500 credits per CP for positive traits, or –200 credits per CP of negative traits. Negative traits typically reflect abuses the morph has suffered at the hands of previous occupants.
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Trade In
For those who wish to leave their old morph behind permanently, trade-ins on current morphs are an option. The high demand for bodies means that a buyer is almost always available unless the gamemaster finds extenuating circumstances. Morphs may be traded in for the value shown on the Morph Costs table (adjusted for any positive or negative traits), less a 10% physical exam and finder’s fee. This is either paid to the morph broker in cred or rendered as a favor using rep.
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Patron Provisioning
Characters on missions for rich or influential patrons may have morphs provided for them. Normally such provisions are made for the duration of a job, although less commonly the morph itself might be payment for services rendered. Gamemasters are encouraged to be creative with such arrangements, though players should be advised that such bargains can quickly turn Faustian.
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Black Market Morphs
Black market body traders promise to provide the buyer with morphs and upgrades of choice regardless of a habitat’s laws against weapons or implants, in addition to bypassing standard arrival registration via darkcasting. Illegal morphs usually come with a price markup (+25% at least), whereas used morphs with unsavory backgrounds (and traits) can usually be acquired on the cheap (–25%).
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Indenture
Characters who find themselves too destitute to afford a new morph can strike a deal for indentured service—a “deal” that is rarely advantageous to the new indenture. Typical contracts require years of indentured labor—terraforming Mars, herding comets, asteroid mining, constructing habitats, colonizing exoplanets, etc.—in exchange for a cheap synthetic morph or splicer at the end of the term. Gamemasters may use their discretion in offering such terms, though in many cases the terms offered will temporarily or permanently end the character’s career as a free agent. Hypercorps using indentured labor are notorious for changing the terms at a whim, extending the service period, or slamming the indenture with a slew of hidden and outrageous charges that were not made clear up front. Characters may, of course, enter into such service fully intending to grab their morph and run at the first opportunity, but the hypercorps are very protective of their investments. Indentures are closely monitored and tracked, and the hypercorps are not above sending ego hunters to retrieve a runaway.
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Public Resleeving
Some locales, notably Titan, have a well-developed public resleeving infrastructure intended to provide a body to anyone who needs one. Morphs provided are usually unremarkable cases, synths, or splicers with no Positive traits or optional implants. Anyone holding citizenship in a locale with public resleeving may apply for a body. Wait times are between a month and two years, with Reputation influencing wait times at the gamemaster’s discretion.




Morph Cost  
Morph Type Cost 
Biomorphs  
Flats, Splicers High 
Octomorphs Expensive (30,000 +) 
Furies, Ghosts, Remade Expensive (40,000 +) 
Futuras Expensive (50,000 +) 
All others Expensive 
Pods  
Workers, Pleasure Pods High 
Novacrabs Expensive (30,000 +) 
Synthmorphs  
Cases Moderate 
Synths, Dragonflies High 
Slitheroids, Swarmanoids Expensive 
Flexbots Expensive (30,000 +) 
Arachnoids Expensive (40,000 +) 
Reapers Expensive (50,000 +) 
Positive morph traits +500 per CP 
Negative morph traits -200 per CP 

 
Info Field Short Desc. 
 
 

Renting  Morphs Morphs leased, usually for temporary visits 

 
 

Pearl Lease Criminal morphs that may be leased pending on area 

 
 

Rental Insurance Restrictions on rented morphs 

 
 

Info Field Short Desc. 
 
 

Identity The concept of identity in Eclipse Phase 

 
 

Ego ID Ones ego identification record. Tied to ones ego 

 
 

Identity Verification Three ways of dealing with ID verification: nanostat scan, brainwave scan, and checking ones 
cryptographic hash 

 
 

Nanostat Scan Small nanobots that can be scanned for ID verification 

 
 

Brainprints Device that measures brainwave patterns and signature responses 

 
 

Digital Code Code often incorporated with backups and informorphs 

 
 

Circumventing ID Checks Basic info on getting around ID checks 

 
 

Fake IDs Details on Fake IDs 

 
 

Altering Nanostat IDs Changing one’s own ID 

 
 

Digital ID Tampering Similar to nanostat, but for digital ID. Can possibly fail online verification though 
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Renting Morphs
For temporary visits where an infomorph won’t do, morphs may be leased rather than bought. The cost to rent a morph is 1% of its cost per day, plus a Low charge for resleeving. This cost includes rental insurance (see below). If the rental insurance is waived (not always possible unless you have a good Rep), the rental cost may be reduced by half.

Characters who are leasing a morph may also use their previous morph as collateral. In this case, deduct the cost of the character’s current morph from the rental morph before calculating the 1% cost per day, with a minimal rental cost of 10 credits per day.
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Pearl Lease
Characters visiting the inner system or Jovian Republic may be able to lease morphs belonging to prisoners. In most jurisdictions, criminals are sentenced to terms in rehabilitative simulspace with a stipulation that the prisoner’s morph becomes state property during their term of incarceration. Morphs acquired this way often have complicated histories but also tend to have modifications useful to Firewall agents. Conversely, characters who find themselves imprisoned may be subject to having their body leased out during incarceration.

The effects of taking a penal lease are at the discretion of the gamemaster. A character may have to pull some strings with their Reputation in order to lease such a morph, especially if it has restricted or illegal modifications. Negative traits, cases of mistaken identity, and unfortunate encounters with friends and associates of the morph’s former occupant are among the possible drawbacks to this type of arrangement. On the up side, penal leases may reduce costs for both leasing and insuring the morph, again subject to the gamemaster’s discretion.
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Rental Insurance
Leased morphs must be covered by an insurance policy, which often restricts the character from breaking the law or taking the morph anywhere too dangerous or lawless. Characters may purchase hazard insurance that will cover taking the morph into certain dangerous situations, but this will double the rental price at minimum.

If a character suffers extensive organic damage or death while insured, the insurance will cover 80% of the morph’s cost, meaning that the character is expected to pay the other 20%. If they cannot pay, their possessions or their stored morph may be seized in payment.

If a character violates their insurance policy by intentionally putting themself in harm’s way above the threat level at which the policy was purchased, without first communicating with and rendering payment to the insurer, the policy may be declared void. If the leased morph dies under a voided policy and the character cannot pay to replace it, their possessions and stored morph may be subject to seizure.

Seizure takes different forms depending upon the local economy and legal system. In hypercorp space, it is a straightforward seizure of liquid assets, including forced uploading if the character’s morph is seized. Elsewhere, the character is more likely to end up owing a lot of favors or taking severe hits to their reputation, but they are unlikely to undergo forced uploading or outright physical seizure of their morph.
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Identity
Given the nature of resleeving technologies, identity is a fluid concept in Eclipse Phase. Transhumans are used to the idea of identifying people by how they look or even by their biometric data, but this is no longer a certified method. What you look like may drastically change from one day to the next. You may see an Olympian you recognize, but perhaps it’s been awhile, so you’re no longer certain that it’s the same person still in that morph. If you’re sleeved in a popular off-the-rack morph, there may be hundreds of other cloned morphs that look exactly like you out there—perhaps useful if you desire to blend in. Similarly, security services can no longer rely on biometric technologies. Forensics may be able to identify an individual morph’s presence at a crime scene, but proving who was in that morph at the time is another matter.
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Ego ID
Identity is, of course, tied to ego, and various authorities have instituted verification and security measures based on this. Within the inner system, each ego is given an ID number, which is used to validate their identity, citizenship, legal status, credit accounts, licensing, etc. This ego ID is verifiable by the person’s brain patterns, which remain the same even when resleeving. When an ego uploads, the uploading service is required to incorporate this ego ID into the person’s backup/infomorph. Likewise, when that person resleeves, the service handling the procedure is required by law to verify the ego’s ID before downloading. The ego ID is then hardcoded into the morph itself in the form of a nanotattoo on the tip of the person’s index finger. This nanotat can be easily scanned at security checkpoints to verify identity.

Though efficient, this system is far from perfect. For one, ID record-keeping is far from standardized and varies drastically from habitat to habitat. Most do not share records with each other unless they are part of the same political alliance in order to protect their citizens’ privacy. For example, Lunar-Lagrange Alliance stations do not share citizenship ID data with the Planetary Consortium, though they do share with each other.

On top of this, many identity records were lost during the Fall, a situation that was undoubtedly exploited by those who preferred to erase their past or adopt a new persona. These all make for a situation where identity records are patchwork at best. Officials must also rely on the security of other habitats for ID verification. If a person egocasts to Nectar on Luna from Qing Long in the Martian Trojans and the Nectar officials have no record of this person, they can only trust that the Qing Long officials did their job when verifying the subject’s ID and background.

To make matters worse, many autonomist habitats operate without identity checks altogether. Though some ID measures are still used, both to prevent reputation- system gaming and to be able to identify bodies in the case of death, these uses are significantly more lax and few records are kept. Therefore, when autonomists and the like egocast to habitats that require ID, they are assigned a temporary ID for the duration of their stay (and sometimes any future visits).
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Identity Verification
There are three ways to verify someone’s identity: nanotat scan, brainwave scan, and checking the cryptographic hash on a digital mind.
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Nanostat Scans
Special encoded nanobots are used to create a small nanotat on a person’s index finger. These nanobots contain encoded information that includes their name and identity, brainwave pattern, citizenship/legal status, credit account number, insurance information, and licenses. Depending on the local habitat laws, it may include other information such as criminal history, travel history, restricted implants, employment records, and so on. This nanotat may be read by anyone with a special ID scanner that reads the nanobot encoding.

ID nanotats include information on the company that did the resleeving, so that the data may be accessed and verified with their records online. The data on the nanotat is also cryptographically signed with the company’s public key, meaning that anyone who checks the data and the signature online can tell if the data has been altered.
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Brainprints
Brain scans are one of the few types of biometric prints that stay with an ego no matter what morph it is in. They are impractical for most security purposes as they require a scan with a combination electroencephalogram and neuroimaging device, referred to as a brainprint scanner, which takes approximately 5 minutes. This device measures the subject’s baseline brainwave pattern as well as the subject’s signature responses when they think certain thoughts or sense certain patterns. These scans are all but impossible to fool, however, barring hacking of the brainprint scanner itself, and so are considered quite reliable. For this reason they are occasionally used in high-security facilities.

It is worth noting that infection by some variants of the exsurgent virus, notably the Watts-MacLeod strain (p. 368), sometimes alters a person’s brain patterns, but not in every case.
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Digital Code
Digital ID codes are often incorporated into backups and infomorphs. Not only does this help identify who the backup belongs to, but it serves as an electronic signature for verifying ID when the backup is to be resleeved. This digital code typically contains the same information as the nanotat ID, and is signed with a cryptographic hash that makes it difficult to forge and which can be verified online. AIs and AGIs also feature such built-in codes.
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Circumventing ID Checks
Firewall sentinels and clandestine agents often have a need to hide or alter their identities. While ID system are challenging, they are not insurmountable.
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Fake IDs
The easiest way to bypass security checks is to establish a fake ID. Given the patchwork nature of identity records and the lack of any centralized authority, this is not very difficult. Numerous crime syndicates and even some autonomist groups maintain a thriving ID fabrication business, often with complete histories and medical covers for implants that might be restricted or illegal.

These IDs are usually registered with habitats that are either known criminal havens, have autonomist sympathies, or are isolated and remote. Though the ID is actually verifiable and registered with these stations, the potential shady origins of such IDs is known to most inner system authorities and so the character may be exposed to extra scrutiny or monitoring. Fake IDs may be acquired that are registered with more respected authorities, but this often requires a much higher expense or connections to hypercorp clandestine operations.

Black market darkcast and resleeving options offer fake IDs as a matter of course.
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Altering Nanostat IDs
Special nanobot treatments may be manufactured to erase, rewrite, or replace nanotat IDs. Erasing a nanotat is easy, but not having one is a crime and immediate grounds for suspicion in many habitats. Rewriting a nanotat is also easy, though this means that the nanotat will fail its authorization online unless the encryption has also been cracked (p. 254). Replacing a nanotat ID with a fake one is just as possible and is part of the process of acquiring a fake ID.
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Digital ID Tampering
Digital ID codes may also be tampered with, though like nanotat IDs this will mean that the ID fails online verification unless the encryption is also defeated (p. 254).




Info Field Short Desc. 
 
 

Life in Space Basics on life in space 

 
 

Space Habitats Habitat Basics 

 
 

Beehives Asteroid interior habitats 

 
 

Cluster Colonies Common form of microgravity habitat 

 
 

Cole Bubbles “Bubbleworlds” 

 
 

Hamilton Cylinders Self-constructing habitats 
 

 
 

O’Neill Cylinders Cylinder shaped habitat with a dated design 

 
 

Tin Cans Antique research stations and outposts 

 
 

Toruses Donut shaped habitat 

 
Info Field Short Desc. 
 
 

Immigration and Customs Expected protocol for gaining entry into a habitat 

 
 

Physical Arrivals Protocal for physical arrivals 

 
 

Electronic Arrivals Protocol for electronic arrivals 

 
 

Local Travel Quick travel locally within a habitat 

 
 

Distance Travel Travel over long distances 

 
 

Space Travel Basics Basic mechanics on ship travel 

 
 

Spaceship Combat Basic mechancis on spaceship combat 

 
Info Field Short Desc. 
 
 

Nanofabrication Base process of nanofab. Requirements of materials, blueprints, and time 

 
 

Raw Materials Raw minerals needed to craft in a nanofabricator 

 Blueprints 
 

Used in production of specific goods 

 Open Source Blueprints 
 

Free blueprints distributed publicly 

 
 

Blueprint Restrictions Some machines are locked out from restricted blueprints 

 
 

Programming Blueprints Creating your own blueprints 

 
 

Time The time to create an object in a nanfabricator 

 
 

The Programming Test Mechanics for success test at printing in a nanofabricators 
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Life in Space
Transhumanity is not just a spacefaring race, it is also largely space-dwelling. While a substantial portion of transhumanity inhabits planetary bodies like Mars, Luna, Venus, and the moons of the gas giants, the balance live in a variety of space habitats, ranging from the old-fashioned O’Neill cylinders of the inner system to the Cole bubbles of the outer system.
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Space Habitats
Space habitats come in many sizes and configurations, from survivalist outposts designed to support ten or fewer people to miniature worlds in resourcerich areas housing as many as ten million people. In heavily settled regions of space, such as Martian orbit, habitats may be integrated into local infrastructure, relying to some extent on supply shipments from other orbital installations.

More commonly, especially in the outer system, habitats are independent entities. This usually means that in addition to the main space station, the habitat is attended by a host of support structures, including zero-g factories, gas and volatiles refineries, foundries, defense satellites, and mining bases.

Habitats—especially large ones—sometimes have visitors, as well. Major habitats are crossroads in space. In addition to scheduled bulk freighter stops, they may have hangers-on such as scum barges, prospectors, or out-of-work autonomous bot swarms.

Many habitats have some form of transportation network. This is most common in large cylindrical habitats with centrifugal gravity. Common solutions for public transit include monorail trains, trams, and dirigible skybuses. Common personal transit options included bicycles, scooters, motorcycles, and microlight aircraft, with larger vehicles being uncommon and usually reserved for official use.

Most habitats with large interior spaces also use augmented reality overlays to create consensual hallucinations of a sky and clouds, to which most residents keep their AR channels tuned. One would think that in space, talking about the weather would have disappeared from transhumanity’s repertoire of small talk, but the habit persists—only the weather discussed is usually virtual (if it’s not real “weather”—solar flare activity and the like).
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Beehives
Beehives are asteroids carved out with tunnels and chambers. They are commonly converted from asteroids mined for metals or silicates. Beehives are microgravity habitats and can be quite confusing to navigate without AR aids. Most beehives are found in the Main Belt or Trojan groupings. Most are small, but some have populations ranging into the millions, with massive cavernous microgravity cities
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Cluster Colony
Clusters are the most common form of microgravity habitat. Clusters consist of networks of spherical or rectangular modules made of light materials and connected by floatways. Typically business and residential modules are clustered around arterial floatways and infrastructure modules such as farms, power, and waste recycling. Limited artificial gravity areas may exist, frequently parks or other public places and specialized modules like resleeving facilities (morphs often keep better when stored in gravity). Arterial floatways in large clusters may have “fast lanes” where a constantly moving conveyor of grab-loops speeds people along.

Clusters are most commonly found in volatile-rich environments like the Trojans and the ring systems of the gas giants (particularly Saturn). Clusters are rare in the Jovian system because shielding a cluster of individual modules rather than one large station from
Jupiter’s intense magnetosphere is hideously inefficient.

Cluster colonies can have anywhere from 50 to 250,000 inhabitants.
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Cole Bubbles
Cole bubbles (or “bubbleworlds”) are found mostly in the main asteroid belt, where the large nickel-iron asteroids used to construct them are abundant. Bubbleworlds are less common in the Trojans and Greeks, where crusty ice asteroids predominate. A Cole bubble is similar in many respects to an O’Neill cylinder, but there are no longitudinal windows. Sunlight instead enters through axial mirror arrays. Cole bubbles can also be spun for gravity, according to the whims of the inhabitants, though the gravity lowers as you near the poles of the bubble, with zero gravity at the axis of rotation.

Cole bubbles are among the largest structures transhumanity has created in space, hosting populations in the millions.
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Hamilton Cylinders
Hamilton cylinders are a new technology. There are only three fully operational Hamilton cylinders in the system, but the design shows great promise and is likely to be widely adopted over the coming period. Hamilton cylinders are grown using a complex genomic algorithm that orchestrates nanoscale building machines. These nanobots build the habitat slowly over time, a process more like growing than construction.

Similar to O’Neill cylinders and Cole bubbles, a Hamilton cylinder is a cylindrical habitat rotating on its long axis to provide gravity. Two of the known Hamilton cylinders orbit Saturn in positions skimming the rings near the Cassini division. From this position, they can graze on silicates and volatiles using harvester ships.

None of the currently operating Hamilton cylinders have grown to full size yet, but estimates say they could each house up to 3 million people.
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O’Neill Cylinders
Found mostly in the orbits of Earth, Luna, Venus, and Mars, O’Neill cylinders were among transhumanity’s first large space habitat designs. O’Neill cylinders are no longer built, having been replaced by more efficient designs, but are still home to tens of millions of transhumans. O’Neill cylinders were constructed from metals mined on Luna or Mercury, Lunar volatiles (including Lunar polar ice), and asteroidal silicates.

A typical O’Neill habitat is thirty-five kilometers long, eight kilometers in diameter, and rotates around its long axis at a speed sufficient for centrifugal force to create one Earth gravity on the inner wall of the cylinder. Smaller cylinders exist, though these usually feature lower gravity (typically Mars standard). Cylinders are sometimes joined together, end-to-end, for extra long habitats. A spaceport is situated at one end on the rotational axis of the cylinder (where there is no gravity). Arrivals by space use a lift or microlight launch pad to get down to the habitat floor.

The inside of an O’Neill cylinder has six alternating strips of ground and window running from one cap of the cylinder to the other. One narrow end of an O’Neill cylinder points toward the sun. The opposite end is the mooring point for three immense reflectors angled to reflect sunlight into the windows. Smart materials coating the windows and reflectors prevent fluctuations in solar activity from delivering too much heat. The air inside the cylinder and its metal superstructure provide radiation shielding.

The land in most O’Neill cylinders is one-third agricultural (a combination of food vats and highyield photosynthetic crops), one-third park land, and one-third mixed use residential and business. O’Neill habitats have a day and night cycle regulated by the position of the external mirrors. The business and residential sections of the cylinder usually alternate with the park land over two of the strips of land; cropland usually takes up the third. Bridges cross the windows every kilometer or so, linking the land strips. The interior climate, the architectural style of the structures, and the types of vegetation and fauna present vary with the tastes of the habitats’ designers.

Depending upon size, O’Neill cylinders can house from 25,000 to 2 million people.
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Tin Cans
Antique research stations and survivalist prospector outposts often fit this description. Tin can habitats are only a few notches up from the early 21st-century International Space Station. Tin cans usually consist of one or more modules connected to solar panels and other utilities by an open truss. Deluxe models feature actual floatways or crawlways between modules, while barebones setups require a vacsuit or vac-resistant morph to go from room to room. Food growing capacity is severely limited and there may be no farcasters, but fabricators are available, as well as mooring for shuttles and perhaps prospecting craft. Tin cans rarely house more than 50 people.
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Toruses
Interchangeably called toruses, toroids, donuts, and wheels, these circular space habitats were a cheap alternative to the O’Neill cylinder used for smaller installations. Like O’Neill cylinders, toruses are seldom constructed anymore, but many are still encountered in the inner system, particularly in Earth and Lunar orbit.

A toroidal habitat looks like a donut 1 kilometer in diameter, rotating on great spokes. There is a zero-g spaceport at the wheel’s hub. Visitors take a lift down one of the spokes to the level of the donut, where rotation creates one Earth gravity.

The plan of toroidal habitats varies greatly, as many were designed for specific scientific or military purposes and only later taken over as habitats by entrepreneurs or squatters. Many have a succession of decks in the donut. Most of those designed for long-term selfsufficient habitation have smart material-covered glass windows for growing plants along much of the inside surface of the torus. Toroidal habitats equipped for farming normally face the sun in a direction perpendicular to their rotational axis, but then use a slow processional wobble of that axis to create a day/night cycle.

Toruses were usually built to accommodate small crews of 500 or fewer people, though some larger ones exist, able to house 50,000. A few rare double toruses also exist, like two large wheels spinning in opposite directions, joined at the axis.
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Immigration and Customs
How characters gain entry to a habitat and what type of screening they’re likely to undergo depends upon how they arrive. Some habitats are close to other settlements, while others are physically isolated by the vast, empty distances of interplanetary space.

Habitats in dense planetary systems receive most of their visitors via conventional space travel. Immigration and customs infrastructure is geared toward receiving visitors via their spaceport, and the processing of arrivals is in most ways analogous to a twentieth century airport. Isolated habitats, on the other hand, tend to receive almost all of their visitors via egocast.
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Physical Arrivals
Arrivals by spacecraft undergo, at minimum, an ego ID check, scans to detect pathogens, hostile nanobots, explosives, or radiation, and an inspection of their personal effects. Some habitats go farther, including rigorous secondary screenings using scout nanoswarms, scans of all electronic systems for malware, and/or aggressive interrogation of a fork of the subject. Even autonomist enclaves enforce automated scans for anything that might pose a danger to the habitat or any signs of hypercorp saboteur efforts.

Restricted goods vary according to local legalities. Many habitats, particularly those controlled by autonomist or criminal factions, allow personal weaponry as long as its nothing you can use to blow a hole in the structure or indiscriminately kill dozens of people. Others, notably the Jovian Republic and hypercorp stations, disallow lethal weapons of all kinds, except for people who have acquired special permits and authorization (sometimes available by bribing the right people or pulling favors with rep). Nonlethal weapons are generally allowed. Other restricted items may include nanofabricators, nanoswarms, malware and hacker software, drugs and narcoalgorithms, certain types of XP recordings, covert operations tools, and so on. Certain types of morphs may also be restricted, such as reapers, furies, or uplifts.

Certain habitats may insist that visitors—or at least the ones they don’t like the looks of—submit to specific forms of monitoring or surveillance for the duration of their stay. This might include taggant nanoswarms, hosting a police AI in your mesh inserts, or even physical tailing by an armed security drone. Other stations will require that their visitors leave a fork as a form of collateral at the door—in case they commit a crime, the fork can be interrogated.

Finally, though rare, some habitats go so far as to charge all visitors an “air tax”—a fee for using the station’s publicly available resources while they are present. This is generally only common in isolated habitats with strained resources, and is considered especially obnoxious by most autonomists.

Some syndicates run a good business in smuggling certain goods or even people into habitats. This is generally accomplished through bribed security personnel, but is also sometimes handled as falsified credentials that will allow the subject to breeze past security checks. Such services are typically quite expensive.

For those hoping to gain quiet and unobserved access, there is always the option of taking a spacewalk and trying to break in through an unattended airlock. Such attempts are quite often dangerous and futile, as most habitats have dedicated sensor and security systems to monitor their exterior surface and in particular any access points. Still, it is a possibility for a resourceful team with a skilled hacker, though armed sentry bots are a particular danger.
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Electronic Arrivals
Arrivals by egocast are sometimes interviewed by habitat authorities in a simulspace before resleeving. Depending upon the habitat’s attitude toward civil rights, this process can be relatively reasonable or quite invasive. A minimal entry inspection includes an ID check, a brief interview with a customs AI, and a review of the specs of the morph into which the arriving ego plans to resleeve. Habitats with draconian immigration measures may use harsh psychosurgery interrogation techniques on suspect infomorphs. Egocast backups have little recourse to avoid this treatment—station authorities can simply file them away in cold storage if they choose—so it is wise to investigate custom procedures before you send yourself over.

Because many people, particularly autonomists and brinkers, don’t appreciate this kind of reception, various uploading services have stepped in to provide pre-customs resleeving for characters traveling to habitats with suspect screening methods. For often-exorbitant fees, the traveler egocasts into an extraterritorial substation close to their intended destination, resleeves there, and then travels to their destination by rocket.

Various darkcast services, normally run by established crime syndicates, sometimes offer an alternative method of egocasting in and possibly even resleeving. Darkcast services are quite expensive, however, and the character is at the mercy of the syndicate operators. In rare cases, some political factions or even hypercorps might operate their own darkcast systems, which a character with good networking skills might be able to take advantage of.
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Local Travel
In densely inhabited planetary systems such as Mars and Saturn, most travel between cities, surface stations, and orbital habitats within 200,000 kilometers is by small hydrogen-fueled (or sometimes methane-fueled) rockets. This form of travel is incredibly cheap, very fast, and avoids the occasional personality glitches that crop up during egocasting. LOTVs (lander and orbital transfer vehicles, p. 348) are commonly used. Spacecraft leaving a planetary body need to be able to generate enough thrust to escape the gravity well (see
Escaping Gravity Wells, p. 347).
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Distance Travel
For distances of 200,000 to 1.5 million kilometers, somewhat larger (and more expensive) fusion- and plasma-drive craft make regular runs. Nuclear electric ion drives were once used on some of these routes, but the poor efficiency of these fission systems and the need for radioactive heavy metal reaction mass means that they are almost never used anymore. Faster anti-matterdrive couriers are also commonly used. These ships lack the thrust to escape from the gravity wells of large planets or moons, so they station themselves in orbit and use smaller ships (typically LOTVs) with higher thrust to transport people to and from the planetary surface.

For distances beyond 1.5 million kilometers, almost everyone uses egocasting


Seraniel
Sticky Note
Space Travel Basics
Spacecraft use various types of reaction drives (see Spacecraft Propulsion, p. 347), meaning that they burn fuel (reaction mass) and direct the heated output in one direction, which pushes the spacecraft in the opposite direction. Travel over any major distance typically involves a period of high-acceleration burn for several hours at the beginning of the flight, where up to half of the reaction mass is spent to drive up the craft’s velocity. The ship then coasts for the majority of the flight at that speed, until it approaches its destination, where it flips over and burns an equal amount of reaction mass in the opposite direction to decrease velocity.

Though some craft burn half their reaction mass to get up to the best speed possible, this doesn’t leave much room for additional maneuvering or emergencies. Many craft therefore only burn up to a quarter or a third of their fuel in initial accelerations, so they have some to spare in case they need it. A few tricks can be used to save fuel and build speed, such as slingshotting around the gravity wells of larger planets or aerobraking in a planet’s upper atmosphere.

Travel times between locations are constantly changing as various bodies move in their orbits around the solar system. Within a cluster or planetary system, travel takes a matter of hours. Within the inner system, travel can take days or weeks. Travel to, from, or within the outer system can take much longer, and is usually a matter of several months.

Most ships operate at zero g, except for a few larger craft that are able to spin habitat modules for low gravity. Periods of high acceleration also produce temporary gravity in a downward direction, towards the burn.

Space is a valuable commodity on board spacecraft, so room is often tight. Sleeping and personal quarters are rarely bigger than large closets, just enough room for a sleeping bag and personal effects. Depending on the size of the craft, there may be a communal recreation area. The crew tend to only be busy at the beginning and end of a trip, when they must deal with acceleration/deceleration and maneuvering around other space traffic. The rest of the trip they spend dealing with repairs or otherwise killing time, often by accessing XP or VR simulations or playing AR games. While spacecraft have their own local mesh network, they are usually too far to interact with the mesh networks of other habitats without significant communications lag, so they must make do with their own archive of entertainment options. Many long-haul ships are crewed by hibernoid morphs, who hunker down for a long nap.
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Spaceship Combat
Combat in space tends to take place over long distances using massive beam weapons, railguns, and missiles. It also tends to be nasty, brutish, and short. Significant damage to a vessel can cause atmospheric decompression, killing any biomorph crew who aren’t suited up and strapped down. 

For the most part, it is recommended that space combat be treated as a plot device, part of the background story that helps create drama and tension, rather than an event that characters actively participate in. This is not to say the characters cannot play a role in the combat or that their actions will have no effect on the outcome. They may become involved in damage control, negotiate with hostile forces, repel boarders, target weapons with Gunnery skill, stage a mutiny, attempt to hack the networks of approaching vessels, escape out the airlock, hide out while the pirates sack the ship, or similar affairs. It is recommended, however, that gamemasters steer clear of space combat situations that could easily lead to the whole team dying due to a few bad dice rolls.
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Nanofabrication
In order to create an object in a nanofabricator (whether a cornucopia machine, fabber, or maker; see p. 327), three things are needed: raw materials, blueprints, and time.
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Raw Materials
Raw materials are generally easy to acquire, as most nanofabricators are equipped with disassembler units that will break down just about anything into its constituent molecules. Feedstock may also be purchased (at a cost of Trivial). Many habitats route their recycling and waste products directly into disassemblers.
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Blueprints
Most nanofabricators are pre-loaded with blueprints for general purpose items: food, simple clothing, basic tools, etc. Blueprints for other goods may be acquired in several ways:

• They may be purchased online (legally or on the black market).
• They may be found for free online (see below).
• They may be acquired with Rep, following the usual rules for social networking (p. 285).
• They may be stolen (usually by hacking a mesh site or a nanofabricator containing such plans).
• They may be self-programmed (see below).

Once the blueprints are acquired, they are simply loaded into the nanofabricator.
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Open Source Blueprints
Blueprints for many goods may be found for free online, disseminated by an active open source software movement. The availability of such plans typically depends on the local mesh. In autonomist habitats, a simple Research Test is likely to turn up the open source blueprints you need (applying modifiers for unusual items). In more restricted habitats, open source blueprints may be harder to find, as they will be securely hidden from the prying eyes of the authorities. In this case, the character will need to use their Rep to gain access, bribe a local hacker group, or do something similar.

Note that restricted nanofabricators may not accept open source blueprints (see Blueprint Restrictions).
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Blueprint Restrictions
Some nanofabricators are equipped with preprogrammed restrictions not to accept blueprints for restricted items (such as weapons) or non-licensed items (such as black market or open source blueprints). These restrictions may be circumvented by hacking the nanofabricator and reprogramming it, following normal hacking rules (p. 254).
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Programming Blueprints
A dedicated character may simply decide to program their own blueprints, though this is a time-consuming endeavor. To do so, the character must make a Programming (Nanofabrication) Test with a timeframe of one week per cost level of the item. For example, a Trivial cost item takes 1 week, a Low cost item takes 2 weeks, a Moderate item 3 weeks, and so on. Academics: Nanotechnology skill or a skill appropriate to the object’s design may be used as a complementary skill (p. 173) for this test. A fork or muse may also be assigned to such a programming task.
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Time
Once the raw materials and blueprints are in, most nanofabrication is simply a matter of time. The exact timeframe to create an object varies, but roughly approximates 1 hour per cost category of the item (1 hour for Trivial, 2 for Low, 3 for Moderate, etc.). The gamemaster may feel free to modify this period as appropriate for the object.
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The Programming Test
Nanofabrication is typically handled as a Programming (Nanofabrication) Test. In most cases, this can be treated as a Simple Success Test (p. 118), with a failed roll simply indicating that the item has some minor imperfections, or perhaps took longer to make.

In some cases, the gamemaster may call for an actual Success Test, meaning that failure is more of a possibility. This should only be done for items that are exotic, extremely complicated, or for which the blueprints are incomplete or otherwise suspect. This test can also be made if the raw materials are limited.

The character operating the nanofabricator can make this test or it can be left up to the nanofabricator’s built-in AI. Most such AIs have a Programming (Nanofabrication) skill of 30 (see AIs and Muses, p. 332).




Info Field Short Desc. 
 
 

Reputation and Social 
Networks 

Basics on reputation systems 

 
 Reputation Networks    
Info Network Name Rep 

Name 
Networking Field Factions and Others 

 The Circle-A List 
 

@-Rep Autonomists Anarchists, Barsoomians, Extropians, Titanian, and 
Scum 

 CivicNet 
 

c-Rep Hypercorps Hypercorps, Jovians, Lunars, Martians, and Venusians 

 EcoWave 
 

e-Rep Ecologists Nano-ecologists, Preservationists, and Reclaimers 

 Fame 
 

f-Rep Media Socialites (also artists, glitterati, and media) 

 Guanxi 
 

g-Rep Criminals Criminals 

 The Eye 
 

i-Rep Firewall Firewall 

 Research Network Associates 
 

r-Rep Scientists Argonauts, (also technologists, researchers, and 
scientists) 

 
Info Field Short Desc. 
 
 

Social Networks People you know, the people they know, etc. 

 
 

Networking Using the networking skill to interact with personal connections 

 
 

Reputation Measurement of your social currency 

 
 

Using Networks and Rep Using your personal cred and connections to buy favors 

 
 

The Networking Test Mechanics used to pursue favors 

 
 

Favor Levels and 
Modifiers 

Difficulty of the favor opposed to your own personal evel 

 
Networking Modifiers  
Situation Modifier 
Favor level exceeds Rep level -10 per level 
Rep level exceeds favor level +10 per level 
Keeping quiet -Variable (P288) 
Burning Rep +Rep amount burned 
Playing extra +10 per level 

 
Reputation Levels  
Reputation Score Reputation Level 
0 – 19 Level 1 
20 – 39 Level 2 
40 – 59 Level 3 
60 – 79 Level 4 
80 – 99 Level 5 
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Reputation and Social Networks
The conflict between market capitalism and other forms of economics is one of transhumanity’s last great culture wars, and it’s still being fought. Transhumanity’s expansion into the solar system created myriad opportunities to experiment with new economic systems. Many failed, but the reputation economies of the outer system have proven both utilitarian and robust in a way that no previous challenger to market capitalism has managed.

The reputation economy, sometimes called the gift economy or open economy, is one in which the material plenty created by nanofabrication and the longevity granted by uploading and backups have removed considerations of supply versus scarcity from the economic equation—destroying classical economics in the process.

The regimented societies of the inner system and the Jovian Junta have used societal controls and careful regulation of the technologies of abundance on their populations, thus keeping to a transitional economy system that is largely an outgrowth of classical economics. No one could get away with doing this in the outer system. In the Trojans and Greeks, much of the belt, free Jupiter, and anywhere outward from Saturn, the reputation economy rules.

How did this happen? For one thing, money is a nuisance when you’re an autonomous member of an autonomous collective whose nearest three neighbors (each 100,000 kilometers away) are also autonomous collectives. All of you are almost completely self-sufficient in terms of material resources. You have a fleet of robots that harvest water, volatiles, reactor mass, metals, and silicates. You have a nanofabricator to make all of your small items, a community factory for large ones, and a machine shop where you can build anything else—with help and advice from an AI with the combined knowledge and experience of a top-flight engineering team, if you even need it. You grow your own food.

Money is for people who don’t know how to take care of themselves. Transhumanity is only a few decades away from being a mature Type I Kardashev civilization, having largely mastered the material resources of its own solar system. A character from the outer system most likely finds the whole concept of money an embarrassment.

However, material abundance hasn’t eliminated the value of certain goods and services. A transhuman’s lunch might be free, but innovative ideas, new designs, health care, sex, and dirty work don’t grow in fabricators. What if you need gene therapy on your morph to grow infrared sensing cells on your face? How about someone to assassinate your renegade beta fork after she set off a hallucinogen grenade at your gallery opening and kidnapped your boyfriend? What if you really need a spanking? You call on your social network. If your network is sufficiently deep and numerous and your reputation is good enough, someone will help you out.

In the inner system, the reputation economy doesn’t replace money for the exchange of goods and services, but it does hold sway over the network of favors and influence. Calling on contacts, getting information, and making sure you’re in the best place to see and be seen all involve calling on your social network.
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Social Networks
Social networks represent the people you know, and the people they know, and so on. It starts with your friends and family, spreads out to your co-workers, neighbors, and colleagues, and expands all the way out to your acquaintances, from the neo-hominid waitron at your favorite cafe to the sylph you flirt with at the club. In the always-online, fully meshed universe of Eclipse Phase, this goes even further, encompassing all of the people you’ve linked to via social mesh networks, everyone who watches your blog/lifelog/updates, and everyone you interact with on various mesh forums. Now add in the friend-of-afriend factor, and everyone has an impressive ability to reach out to people they know, people they sort of know, and people you don’t know but who are somehow linked to you in one degree or another.

Of course, social networks are not homogeneous. Among the ever-diversifying ranks of transhumanity, there is a tendency to coalesce around various shared characteristics, whether those be cultural background, personal interests, professional ties, local connections, political affiliations, subcultural obsessions, or simply common interest from being part of the same subspecies clade. The social network of an info-anarchist hacker is likely to bear little resemblance to that of a hypercorp socialite or an isolate brinker. Nevertheless, social networks quite frequently overlap, often in unexpected and interesting ways. Most people can be considered members of several different types of social networks. This overlap is what links disparate groupings of transhumans together.
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Networking
Just being connected, of course, doesn’t mean you have several thousand idle transhumans at your beck and call. If you hope to gather the latest gossip, get advice from an expert, find someone who can fix your problems, acquire a piece of gray market tech, or
spread a meme, you need to know both who to talk to in that social network and how to go about getting what you need, especially if you hope to keep things quiet and not raise any flags.

This is where your Networking: [Field] skills come in (p. 182). Networking represents your ability to maneuver through this web of personal and impersonal connections to find who and what you need. This could be handled by word-of-mouth, posting the right queries in the right places on the mesh, monitoring the right personal profiles and forums, harnessing the power of the mob with crowdsourcing, or any number of similar creative tactics.

Each field you have in Networking represents a particular network grouping, a common interest that ties people together. Most of these fields are based on factions (Autonomists, Hypercorp, etc.) and tie into a special reputation network (see the Reputation Networks table, below). At the gamemaster’s discretion, other groupings of people could be connected through these skills and rep systems. For example, artists and journalists of all stripes can fall under the Networking: Media skill and f-rep, no matter if they are autonomist or hypercorp. Likewise, being a diverse group, brinkers do not universally fall into any of the categories, and are instead spread out between them. If the gamemaster and players agree, other Networking fields and rep networks may be added, representing other spheres of interest, such as AR Games, Sports, Slash Fiction, etc.

The exact uses for which you may exploit your social networks are noted below. While in some cases the defining element is who you know and how good you are at reaching out to them, in others the defining element is how known you are. You might be connected to thousands of people, but if you don’t have clout, your efforts to make use of these connections is limited. This is where Reputation comes into play.
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Reputation
Reputation is a measurement of your social currency. In the gift economies of the outer system, social reputation has effectively replaced money. Unlike credit, however, reputation is far more stable.

Within Eclipse Phase, reputation scores are facilitated by online social networks. Almost everyone is a member of one or more of these reputation networks. It is a trivial matter to ping the current Rep score and history of someone you are dealing with—your muse often does this automatically, marking an entoptic Rep score badge on anyone with whom you interact, updated in real time, so you will see if they suddenly take a hit or become popular. The 7 most common networks are noted on the Reputation Networks table. Gamemasters and characters may decide to add others appropriate to their game.

You purchase a Rep score in one or more of these networks during character creation. Rep scores are rated between 0 and 99, just like skills. These ratings determine your ability to acquire goods, services, and information and favors, as noted below. These scores may be raised or lowered during game play according to your character’s actions.
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Using Networks and Rep
In game terms, you take advantage of your connections and personal cred every time you need a favor. A favor is broadly defined as anything you try to get via your social networks, whether that be information, aid, goods, and so on. Different types of favors are described under Favors, p. 289.
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The Networking Test
To pursue a favor, you start by looking around. This calls for a Networking Test to determine if you can find the person, people, or information you need. This represents talking to people you know, spreading the word to people they know, posting queries to the social network at large, digging through various profiles, chat rooms, etc. to find someone who might help you out, and so on.

Networking Tests are subject to modifiers for the level of the favor (see below), the amount the character is trying to keep quiet about the request (see below), and any other factors noted on the Networking Modifiers table or determined by the gamemaster.

Networking Tests are Task Actions—it takes time to call in favors or track down information. The timeframe depends on the level of favor, as noted on the Favors table, p. 289.
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Favor Levels and Modifiers
Rep scores are broken down into five levels, reflecting your standing within that community. Every 20 points of Rep equals one level. See the Reputation Levels table for a breakdown.

Likewise, favors are also broken down into five levels, rated from Trivial to Scarce (see Favors, p. 289, for specific examples). The standard level of favor you can expect to get from a social network is based on your level of Rep in that network. If you want to pursue a favor above your level, you can do so, but you will suffer a negative modifier on your Networking Test. This reflects that someone with low standing has a hard time getting people to go out of their way for them. Similarly, if you pursue a favor below your level, you receive a positive modifier to your Networking Test, reflecting that your prestige makes it easier to acquire minor things that you need. For each level the favor falls under or above your Rep score level, apply a + or –10 modifier, as appropriate.




Info Field Short Desc. 
 
 

Paying/Exchanging for 
favors 

Aqcuring goods and services based on your rep strength 

 
 

Limits of Reputation How far can rep take you? 

 
 

Burning Reputation Permanently lowering reputation to call in a heavy favor 

 
 

Keeping Quiet and 
Reputation 

Mechanics on keeping people quiet about your business 

 
 

Favors Favors, requests, and assistance 

 
Favors    
Favor Level Timeframe Burning Rep Cost Refresh Rate 
1 (Trivial) 1 minute 0 1 hour 
2 (Low) 30 minutes 1 1 day 
3 (Moderate) 1 hour 5 1 week 
4 (High) 1 day 10 1 month 
5 (Scarce) 3 days 20 3 months 

 
Info Field Short Desc. 
 
 

Acquire/Unload Good Finding or selling uncommon or rare items 

 
Acquire/Unload Goods  
Level Service 
1 Acquire/unload item with an expense of Trivial. 
2 Acquire/unload item with an expense of Low. 
3 Acquire/unload item with an expense of Moderate. 
4 Acquire/unload item with an expense of High. 
5 Acquire/unload item with an expense of Expensive. 

 
Info Field Short Desc. 
 
 

Acquire Service Seeking educational information or labor assistance 

 
Acquire Services  
Level Service 
1 Trivial favor: Get someone to perform services for 15 minutes. Move a chair. Browbeat someone. Catch a ride. Research 

someone online. Borrow 50 credits. Other Trivial cost services. 
2 Minor favor: Get someone to perform services for an hour. Move to a new cubicle. Rough someone up. Loan a vehicle. 

Provide an alibi. Healing vat rental. Minor hacking assistance. Basic legal or police assistance. Borrow 250 credits. Other 
Low cost services. 

3 Moderate favor: Get someone to perform services for a day. Move to a habitat in the same cluster. Serious beating. Lookout. 
Short-distance egocast. Short shuttle trip (under 50,000 km). Minor psychosurgery. Uploading. Reservations at the best 
restaurant ever. Major legal representation or police favors. Borrow 1,000 credits. Other Moderate cost services. 

4 Major favor: Get someone to perform services for a month. Move a body. Homicide. Getaway shuttle pilot. Industrial 
sabotage. Large-volume shipping contract on bulk freighter. Medium-distance egocast. Mid-range shuttle trip (50,000–
150,000 km). Moderate psychosurgery. Resleeving. Get out of jail free. Borrow 5,000 credits. Other High cost services. 

5 Partnership: Get someone to perform services for a year. Move dismembered body. Mass murder. Major embezzlement. 
Acts of terrorism. Relocate a mid-size asteroid. Long-distance egocast. Long-range shuttle trip 
(150,000 km or more). Borrow 20,000 credits. Other Expensive cost services. 
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Paying/Exchanging for Favors
Favors don’t necessarily come for free. Depending on what you’re after, you may also need to exchange for it.

In the capitalist and transitional economies of the inner system and Jovian Junta, you may need to buy the goods or services you are after with credit. Even information might be paid for by bribing the right person. Once spent, that credit is gone until you earn more.

In the anarchistic reputation economies of the outer system, you can get what you need for free. In this case, you are acquiring goods and services based on the strength of your reputation.
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The Limits of Reputation
Even in the gift economies, reputation only gets you so far. There are limits to how often you can ask for help before you start coming across as pushy or a leech. In game terms, this is expressed as a refresh rate—the amount of time you must wait to pass before you can seek out a favor of that level again without seeming demanding. Refresh rates are noted on the Favors table, p. 289.

If you need to seek another favor before the refresh rate has expired, you have two choices. You can expend a higher level favor instead, keeping in mind that higher level favors refresh more slowly. Alternatively, you can burn reputation (see below).
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Burning Reputation
In some cases, getting what you need may be more important than not stepping on people’s tentacles. In situations of dire need, you can burn some of your Rep score to get the job done, meaning that you exchange a loss of Rep for a shot at a favor. This reflects that you are pushing the bounds of how far people are willing to go for you. While you still might get what you need, your online reputation rating takes a hit as people flag you for being needy.

There are two reasons to burn Rep score. The first is to get a bonus on your Networking Test. This indicates that you are pulling strings and calling in markers to get the favor you’re after. This is particularly useful when you are trying to obtain a favor that’s of a level higher than your Rep, but abuse it too often and you will soon have no social standing at all. Every point of Rep you burn gives you an equivalent positive modifier on the Networking Test, up to a maximum of +30.

The second option is to burn Rep to seek a favor before it has refreshed. This reflects that you are asking for too much in a short period. The amount of Rep you must burn in this case depends on the level of favor you are seeking, as noted on the Favors table, p. 289.
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Keeping Quiet
The problem with using social networks for favors is that you end up letting lots of other people know what you’re up to. When you’re involved in a clandestine operation, that could be exactly what you don’t want. The only way to diminish this is to take your requests to trusted friends and ask them to keep quiet, but this diminishes the pool of people at your disposal.

In game terms, you can try to keep word of what you’re doing quiet, but this makes it harder to get what you need. For every negative modifier you apply to your Networking Test, the same negative modifier applies to anyone making a Networking Test to find out what you’re up to.
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Favors
Creative players can undoubtedly come up with many uses for their social networks, but a few of the more common are detailed here.

Gamemasters should use their discretion as to how much roleplaying interaction and Networking Tests are included in using a social network. For normal goods, straightforward information queries, or small favors, neither dice rolling nor roleplaying may be required. For major requests, interactions with contacts, and mission assistance, dice rolls and/or roleplaying interaction with contacts from the social network should usually occur. Gamemasters may wish to keep track of the NPC contacts in each character’s social networks and make them recurring characters.
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Acquire/Unload Goods
Social networks are a good way to find items that you can’t buy legally or make at home. Depending on who you’re getting the goods from, this will cost you credit or require an appropriate Rep score. This favor can also be used to sell or give away such items, making some money or perhaps even some Rep in the process.
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Acquire Service
When you lack the skills or education you need, or you just need another set of arms, you can call out to your social network to find someone to help you out. If you are looking for someone with a particular skill, the result of your successful Networking Test roll is the skill rating of the person you find. The higher your Networking skill, the better able you are to find highly skilled professionals.




Acquire Information  
Level Service 
1 Common Information: Where to eat. What biz a certain hypercorp is in. Who’s in charge. 
2 Public Information: Make gray market connections. Where the “bad neighborhood” is. Obscure public database info. 

Who’s the local crime syndicate. Public hypercorp news. 
3 Private Information: Make black market connections. Where an unlisted hypercorp facility is. Who’s a cop. Who’s a 

crime syndicate member. Where someone hangs out. Internal hypercorp news. Who’s sleeping with whom. 
4 Secret Information: Make exotic black market connections. Where a secret corp facility is. Where someone’s hiding 

out. Secret hypercorp projects. Who’s cheating on whom. 
5 Top Secret Intel: Where a top secret black-budget lab is. Illegal hypercorp projects. Scandalous data. Blackmail 

material. 
 

Info Field Short Desc. 
 
 

Security Basic information on security and surveillance 

 
 

Access Control Levels of security to keep people out 

 
 

Bug Zappers EMP security measures 

 
 

Electronic Locks Security locks to keep people out 

 
 

Lockbots Unique, expensive storage devices used to keep information secure 

 
 

Partial Denial System Essentially a laser trap device 

 
 

Self-Healing Barriers Walls and doors able to self-repair 

 
 

Slippery Walls Chemically saturated slopes devised to keep intruders out 

 
 

Wireless Inhibitors Paint jobs that block wireless signals 

 
 

Nanotagging Small bots that transmit a constant feed to survey a target 

 
 

Sensors Sensors that monitor and track certain conditions in a target 

 
 

Weapon Scanners Scanners built to find almost any type of weapon 

 
 

Wireless Scanning Scanners built to monitor wireless radio signals 

 
 

Active Countermeasures Sentries, guardians, etc. used to deter intruders 
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Security
Firewall sentinels make a regular habit of being in places where they are not supposed to be and bringing things with them that others would prefer they not have. Security has a different character post-Fall than in the 21st century. Due to hyper-abundance, physical security measures such as locks, doors, and walls are less important than in the past to common citizens. People don’t worry about theft as much as in the past because most items can be replaced by a nanofabricator. The items that do tend to engender this type of security are irreplaceable or rare items such as artifacts of Earth.

Post-Fall physical security focuses heavily on surveillance—identifying intruders and tracking them so that they can be interdicted by transhuman or robotic defenders. Surveillance is more effective than in pre-Fall societies because AIs with near-human faculties of pattern recognition and indentured infomorphs can be employed to monitor surveillance data.

The emphasis on surveillance results from the ease with which most material barriers can be breached by high-powered hand weaponry and devices like the covert operations tool (p. 316). However, physical barriers designed to actively resist intruders by healing themselves or attacking tools used to damage them are used at key points in secure installations. Such barriers are typically very expensive and so are used sparingly.

Transhuman, animal, and infolife defenders are cornerstones of most security systems. The availability of a huge pool of infomorph labor to guard facilities means that someone is always on duty, whether as part of the surveillance system or in a robotic shell.
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Access Control
The first step in any security system is simply to enact measure to keep unwanted people out. At a basic level this involves walls, locks, fencing, defensive landscaping, security lighting, and entoptic warnings.

Barriers of different sorts present an obstacle that must be cut through or blown apart in order to defeat. Barriers are treated just like other inanimate objects for purposes of attacks and damage; see Objects and Structures, p. 202.
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Bug Zappers
Bug zappers create minute EMP pulses that are harmless to most electronic equipment and implants but wreak havoc on nanobot swarms, microbugs, and specks. Bug zappers are generally applied to surfaces, and as such they only destroy floating/flying swarms or specks if they land. In areas with heavily shielded electronics, they may be installed to destroy targets in an entire room. A zapper instantly destroys all freecrawling or flying nanobots and specks in a room when it goes off, but transhuman flesh is sufficient to prevent it destroying medichines or other implanted nanobots. Infiltrators trying to gather data in areas protected by zappers generally resort to going around them or trying to plant macroscale devices.
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Electronic Locks
Electronic locks (e-locks) are commonly used as a means of maintaining privacy. They are easy to defeat, however, and so are rarely used in very secure areas. E-locks have several advantages over old-fashioned mechanical locks. Different users can have different authentication methods, they can log all events (entry, exit, failed authentications), and they can be connected (usually hardwired but sometimes encrypted wireless) to security systems for remote control and alarm triggering.

E-locks use one of several authentication systems, or sometimes a combination of systems:

Biometric: The lock scans one or more of the user’s biometric prints. Common biometrics include DNA, facial thermographic, fingerprint, gait, hand veins, iris, keystroke, odor, palm, retinal, and voice prints. Keypad: This is an alphanumeric keypad upon which users enter a specific code. Different users can have different codes.

Token: Authorized users must carry some sort of physical token that interacts with the lock to open the door, such as a keycard, electronic key, etc.

Wireless Code: Users must emit a cryptographic code via near-proximity wireless signal.

Though various technologies exist to defeat each of these systems, there are three methods that work against almost all e-locks. The first is use of a covert operations tool (p. 316), which infiltrates a lock with nanobots that swarm in and engage the electronic mechanism. The drawback to using a COT is that its use is immediately logged by the e-lock and an alarm is triggered. Some e-locks are equipped with guardian nanoswarms (p. 329) to defeat COTs, but the COT nanobots usually manage to open the lock before the guardians eat them.

The second method is to hack the e-lock. Most e-locks are slaved to a security system, so this often means intruding into the security system and then opening the lock from within. This can be difficult, however, especially if the security system is wirelessly isolated or hardwired. The advantage is that, if done right, all evidence of the lock being opened can be erased.

The third method is to physically open and manipulate the lock. This requires first opening the lock’s case and then triggering the lock mechanism to open the door. Both of these are handled as separate Hardware: Electronics Task Actions with a timeframe of 1 minute each. In addition, most e-locks have anti-tamper circuits that will set off an alarm if the attacker does not achieve an Excellent
Success when opening the case.
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Lockbots
The 21st century saw a move from mechanical locks to e-locks and other largely electronic locking mechanisms. These devices worked well for about 50 years, until electronic infiltration capabilities rendered them largely useless. The more recent development of lockbots has more in common with their early mechanical forebears. They are unique, expensive, artisan items.

A typical lockbot is heavily integrated with the portal and barrier it protects. Lockbots usually include an AI or indentured infomorph, self-healing materials (treat as a self-healing barrier), and a swarm of guardian nanobots (p. 329). A lockbot monitors its surroundings and has visual recognition software that knows what its users and its keys look like (Perception skill 40). Picking a lockbot is thus incredibly difficult, because it will shut its orifice and not accept a key that doesn’t look right or that comes from an unrecognized user. Unfamiliar nanobots trying to enter the orifice are targeted and destroyed by the guardian nanobots. Finally, external tools used to harm the portal or the lock will be attacked by fractal appendages extruded from the portal surface or the lock itself. These appendages have a range of 1 meter, attack with skill of 40, and inflict 1d10 +2 DV.

Lockbots are generally immune to being hacked because, for security, they aren’t connected to the mesh. If attacked, however, lockbots are programmed to send out an alarm signal via the mesh.

There are several ways to defeat a lockbot. One is to get a copy or image of the key and then forge a copy (using nanofabrication). Another is to attack the lockbot or the portal it guards with so much force that the lockbot is unable to repair it (usually using ranged weapons, as anything within a meter of a lockbot may be counterattacked). A third is to somehow image the cavity beyond the lockbot’s orifice without the imaging device being destroyed and to then forge the key. All of these are difficult and time-consuming processes.

Some lockbots have the ability to destroy what they’re protecting. For example, lockbots are a common protection for the physical interfaces to hardwired networks. If the lockbot is compromised, it may, as a last resort, destroy the interface it was protecting.
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Portal Denial System
Installed in corridors or doorways, this is essentially a laser trap device. When an unauthorized person enters the portal denial system’s area, it uses lasers to create a grid of plasma channels that are used to deliver a powerful electric current to the target. This system has both lethal and nonlethal settings.

Nonlethal: 1d10 DV + shock (p. 204)
Lethal: 2d10 +5 DV
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Self Healing Barriers
Walls and doors that are able to rapidly repair themselves are sometimes found in high security installations. These barriers are made of materials that automatically expand to “heal” small holes and that are equipped with nanosystems that slowly repair larger amounts of damage. The best of these barriers do no more than slow down the most determined assailants, but in combination with surveillance systems they are a nuisance to invaders and can slow down attempts to flee the scene.

Self-healing barriers heal any single source of damage that is less than 5 points of damage almost immediately, sealing the hole in 1 Action Turn. They will also seal the holes inflicted by a covert operations tool (p. 316) in the same time period. Additionally, these barriers repair themselves at the rate of 1d10 damage per 2 hours; once all damage is fixed any wounds are repaired at the rate of 1 per day. Damage of 3 wounds or more may not be repaired by self-healing.
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Slippery Walls
On planetary surfaces, high walls and fences are still common as a first line of defense against interlopers. Slippery walls are surface treated with the slip chemical (p. 323), creating a virtually frictionless surface that is exceptionally difficult to climb.
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Wireless Inhibitors
Wireless inhibitors are simple paint jobs or construction materials that block radio signals. They are used to create a contained area in which a wireless network may operate freely without worry that the signals will escape out of the area, where they can be intercepted. Wireless inhibitors allow the convenience of using wireless links within a secure area rather than the clumsier hardwired connections. If an intruder manages to gain access inside the area, however, they can intercept, sniff, and hack wireless devices as normal.
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Nanotagging
A lot of post-Fall security centers not around keeping people out of private spaces, but tracking them after they come and go. What little privacy transhumans have, they cherish. Trespassing is a worse offense than theft in many places.

A room protected by a taggant nanoswarm (p. 330) usually has two or more hives, one each at floor and ceiling level (if in gravity; on the opposite side of the room if in microgravity) that generate and recycle nanobots. The taggants emerge from one hive, float through the room, and then return to the other for recharging and reuse. A feed line usually connects the hives so that they can share materials and power.

Anyone passing through the room is likely to be dosed with taggant nanobots. Once they lose proximity to the rest of the hive, they hide and periodically broadcast pulsed transmissions meant to give their position to pursuers or investigators. Some may drop off in clusters to form a breadcrumb trail to the interloper.
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Sensors
Any of the various sensors described in the Gear chapter (starting on p. 311) may be deployed within a facility to monitor and record the passage of personnel, both authorized and not. These sensors are typically slaved to the facility’s security network and closely monitored by security AIs, meaning they are vulnerable to hacking and possibly jamming. A few other sensor types deserve mention here:

Chemical Sniffers: The chem sniffer described on p. 311 can also be set to detect the carbon dioxide exhaled in transhuman breaths. This is useful for detecting intruding biomorphs in areas that are abandoned/off-limits.

Electrical Sensors: Electrical sensors can be set in portals to detect a biomorph’s electromagnetic field in addition to the electrical fields of synthmorphs.

Heartbeat Sensors: These sensitive sensors detect the vibration caused by transhuman heart beats.
They can even be used to detect the heartbeats of passengers inside a large vehicle.

Seismic Sensors: Embedded in flooring, these sensors pick up the pressure and vibration of weight and movement.
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Weapon Scanners
Weapon scanners come in several varieties, including those that look for the rare elements used in extremely destructive weapons such as nukes, those that attempt to locate personal weaponry, and those that look for detection taggants.

Rare element scanners are nearly flawless and are ubiquitous in habitat customs and spaceports. The only way to circumvent them is to find an alternate route into the protected area.

Personal weapon scanners can monitor a specific area, such as a small room or doorway. They use a number of sensing systems to detect and identify weapons and other dangerous objects, including chemical sniffers and radar/terahertz/infrared/x-ray/ultrasound imaging. They can detect the following items and substances:

• Metal used in kinetic weapons, seekers, and flechette weapons
• Devices with onboard hives of metallic nanobots (e.g., covert operations tools, spindles)
• Magnetic elements in plasma guns and railguns
• Propellant from firearms ammunition and seekers (–30 to conceal)
• Chemical fuels used in torch spray weapons (–30 to conceal)
• All explosives and grenades by their chemical particulate emissions (–30 to conceal)
• Poisons and bioagents in flechette weapons
• Any weapon or device larger than palm size (using sound waves and shape recognition)

Characters trying to sneak weapons and gear past personal weapon scanners must make a Palming Test (if concealing) or an Infiltration Test (if somehow maneuvering around without notice). This is opposed by a Perception Test from the character or AI manning the sensor system
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Wireless Scanning
Some high-security areas will intentionally monitor for wireless radio signals originating within their area as a way of detecting intruders by their communications emissions. These signals can even be used to track the intruder’s location via triangulation and other means (see Physical Tracking, p. 251). To bypass wireless detection systems, covert operatives can use line-of-sight laser links (p. 314) for communication or touch-based skinlinks (p. 309).
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Active Countermeasures
When all else fails, active countermeasures may be deployed against intruders. While live transhuman guards are sometimes used, robotic sentries are more common, typically AI-driven synthmorphs such as synths, slitheroids, arachnoids, or reapers, with guardian angels (p. 346) providing air support. Occasionally AI-operated gun emplacements— armored turrets that pop out of walls and ceilings—are also applied. In some circumstances, these shells are teleoperated or even jammed by transhuman security.

Additional countermeasures brought to bear will depend on the facility in question. Some sites will engage in active jamming, to deny the intruders any communication. Others will deploy hostile nanoswarms and even chemical weapons.
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The Mesh
Before the Fall, humanity interfaced with each other through the internet, interconnected networks that served as the technical backbone for the evolving world wide web. While it began as an electronic medium for retrieving information from various sources (replacing even older paper-based infosources), succeeding generations emphasized digital communities and hosted services such as networking sites, wikis, blogs, and social tagging. These facilitated openness, collaboration, and sharing, thereby laying the groundwork for a modern, interconnected information society. Further stages emphasized wireless interaction, geolocation, and semantic web approaches and achieved quantum leaps in the realm of user interaction with the advent of brain-computer interfaces, augmented reality (AR), virtual reality (VR), and experience playback (XP).

This environment, coupled with the exponential growth of processing power and memory storage, created an evolutionary path for the development of intelligent agents—designed to augment human information processing—that then transformed into artificial intelligences (AIs) in the following decades. While these “weak” AIs did not possess the full range of human cognitive abilities, tended towards overspecialization, and were restrained by programmed limitations, the digital evolution toward artificial general intelligences (AGIs)—“strong” AIs with intelligence capabilities that equaled or exceeded human abilities— could not be halted. From this point it was but a matter of time before so-called seed AI would come into existence: machine minds capable of recursive self-improvement, leading to an exponential growth in intelligence. Unfortunately for transhumanity, the TITANs were the result.

Even before the Fall, however, the internet of old was transforming into something new. Instead of connecting via central servers, users were wirelessly linking to each other, creating a decentralized intermeshed network of handheld devices, personal computers, robots, and electronic devices. Users were online all of the time and connected with everything and everyone around them in a ubiquitous computing environment. This was especially true of those participating in humanity’s expansion into space. Disconnected from the internet due to distance and light-speed communication lags, these users were nevertheless connected with all of the people and objects in their nearby environment or habitat, creating local wireless mesh networks. Thus was the mesh born, taking the place of the old internet of earth, lost during the Fall.
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Mesh Capabilities
The mesh, as it exists in Eclipse Phase, is only possible thanks to major developments made in computer and communication technologies and nanofabrication. Wireless radio transmitters and receivers are so unobtrusively tiny that they can literally be factored into anything. As a result, everything is computerized and connected, or at least tagged with a radio frequency ID (RFID) chip. Even food is tagged with edible chips, complete with expiration date and nutritional content. Other communications mediums, such as laser and microwave links, add to the information flow.

Data storage technology has advanced to such high levels that even an individual user’s surplus storage capacity can maintain an amount of information easily surpassing the entire 20th-century internet. Lifeloggers can literally record every moment of their life and never fear about running out of room. The amount of data that people carry around in the mesh inserts in their head or in portable ecto personal computers is staggering.

Processing capabilities also exist at hyper-efficient levels. Massive supercomputers are a thing of the past when modest handheld devices can fulfill almost all of your needs even while simultaneously running a personal AI assistant, downloading media, uploading porn, and scanning thousands of newsfeeds. Within the mesh network, devices that near their processing limits simply share the burden with devices around them, creating a massively distributed framework that in some ways is like an entire supercomputer to itself, shared by everyone.

Similarly, transmission capacity now far exceeds most citizens’ definition of need. Anyone born within the last several generations has always lived in a world in which hyper-realistic, multisensory media of nearly any length is available for instantaneous download or upload from anywhere. Massive databases and archives are copied back and forth with ease. Bandwidth is such a non-issue that most people forget it ever was. In fact, given the sheer amount of data available, finding the information or media you’re looking for takes considerably longer than downloading it. The mesh is also never down. As a decentralized network, if any one device is taken offline, connections merely route around it, finding a path via the thousands if not millions of available nodes. The entire mesh behaves like a peer-to-peer network, so that large transfers are broken into manageable chunks that take independent routes. In fact, most users maintain personal torrent archives that are publicly accessible and shared.

Private networks still exist, of course. Some are physically walled away behind closed-access wired networks or even wireless-inhibiting infrastructure that keep a network isolated and contained. Most, however, operate on top of the public mesh, using encrypted tunneling protocols that provide private and secure communications over unsecured networks. In other words, these private networks are part of the mesh along with everything else, but only the participants can interact with them thanks to encryption, user authentication, and message integrity checking. With the factionalization of transhumanity, attempts to unify software into standard formats have still failed. However, different operating systems or protocols are rarely an obstacle anymore due to easily accessible conversion tools and AI-aided compatibility oversight.
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Meshing Technologies
Almost all biomorphs in the solar system are equipped with basic mesh inserts (p. 300)—implanted personal computers. These implants are grown in the brain via non-intrusive nanosurgery. The processor, wireless transceiver, storage devices, and other components are directly wired to the user’s cerebral neuronal cells and cortical centers responsible for language, speech, and visual perception, among others. Thought-to-communication emulations (so-called transducing) enable the user to control the implant just by thinking and to communicate without vocalizing. Input from the mesh inserts is transmitted directly into the brain and sometimes perceived as augmented reality, overlaid on the user’s physical senses. In a similar vein, the mesh inserts installed in synthmorphs and pods are directly integrated with their cyberbrains (creating a potential security concern as cyberbrains are vulnerable to hacking).

External devices called ectos (p. 325) are also used to access the mesh, though these are growing increasingly rare given the prevalence of mesh inserts. Ecto interface options include haptic interfaces like touch-display controls, bracelets or gloves that detect arm, hand, or finger movements (virtual mouse and keyboards), eye tracking and blink control, bodyscanning grids (body-axis control or all-limb controls for non-humanoids), voice controls, and more. Sensory information is handled via lenses, glasses, earplugs (subdermal bone-vibrating speakers), bodysuits, gloves, nose plugs, tongue dams, and other devices that are wirelessly linked to (or physically plugged into) the ecto.
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Information Overload
The mesh contains massive amounts of personal and public information shared by users, a digital commons of news, media, discourse, knowledge, environmentaldata, business, and culture. Transhumans embrace the mesh as a tool for exchange, communication,and participation with other users, both local and far away. As such, the mesh is an up-to-date,authoritative source on all transhuman knowledge and activities.

Not everything online is available for free, of course, except perhaps in the autonomist zones. Quite a bit of proprietary data is kept off the grid in secure storage or sequestered away in private networks. Some of this is for sale and heavily encumbered with digital restrictions—software, media, nanofabrication blueprints, skillsofts, etc. A thriving movement offers free and open-source alternatives to much proprietary data, however, and numerous digital piracy groups deal out cracked versions of protected material, despite pressure from some authorities. Other data is simply secured from competitive interests (hypercorp research projects) or is an extremely private affair, such as ego backups.
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Spimes
Along with the accumulated data of transhuman affairs, the mesh is also cluttered with information derived from untold numbers of wireless-capable sensor-enabled devices that continuously update the mesh with their location, sensor recordings, and other data. Colloquially called “spimes,” these location-aware, environment-aware, self-logging, self-documenting objects broadcast their data to anyone who cares to listen. Since visual, auditory, and other sensors are absurdly tiny and inexpensive they are ubiquitously incorporated into nearly every object or product a person might wear, apply, use, or internalize. This allows almost any user to reach out through the mesh and gather environmental data and ambient sensor recordings from a specific location (or at least public locales—private areas typically block such signals or slave them to a local AI that filters their output).
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Surveillance: Privacy and Sousvelliance
While spimes are easily trackable, they also contribute to an environment of universal surveillance. Between spimes, microsensors, ubiquitous security systems, and the recording capabilities of the mesh inserts used by almost everyone, just about everything is recorded. Factor in the availability of meshtracking, facial recognition, rep/social networks, and other data mining software, and it rapidly becomes clear that privacy is an outdated concept. Special considerations must be embraced by anyone that seeks to mask their identity or cover their movements. Alternatively, off-the-shelf looks common with some morphs (especially synthmorphs and pods) allow a user to blend in with the masses.

Though in part this may seem an Orwellian surveillance nightmare, the abundance of recording tech actually works as “sousveillance” (watching from below), serving a role in making everything transparent and putting checks on abuses of power. Authoritarian regimes tread carefully, as they are also universally monitored, despite their attempts to control information flow. Many people also willingly participate in this open “participatory panopticon.” With nearly infinite storage capacity, dedicated lifeloggers  record every moment of their lives and share it for others to experience.
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Interfacing: AR, VR, and XP
Mesh media is accessed using one of three protocols: augmented reality (AR), virtual reality (VR), or experience playback (XP).
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Augmented Reality (AR)
Most users perceive data from the mesh as augmented reality—information overlaid on the user’s physical senses. For example, computer-generated graphics will appear as translucent images, icons, or text in the user’s field of vision. While visual AR data—called entoptic data—is the most common, other senses may also be used. AR input includes acoustic sounds and voices, odors, tastes, and even tactile sensations. This sensory data is high resolution and seemingly “real,” though it is usually presented as something ghostly or otherwise artificial so as not to be confused with real-world interactions (and also to meet safety regulations).

User interfaces are customized to the user’s preferences and needs, both graphically and content-wise. Filters allow users to access the information they are interested in without needing to worry about extraneous data. While AR data is typically placed in the user’s normal field of vision, entoptics are not actually limited by this and may be viewed in the “mind’s eye.” Nevertheless, icons, windows and other interaction prompts can be layered, stacked, toggled, hidden, or shifted out of the way if necessary to interact with the physical world.
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Avatars
Every mesh user represents themselves online via a digital avatar. Many people use digital representations of themselves, whereas other prefer more iconic designs. This may be an off-the-shelf look or a customized icon. Libraries of avatars may also be employed, enabling a user to switch their representation according to mood. Avatars are what other users see when they deal with you online—i.e., how you are represented in AR. Most avatars are animated and programmed to reflect the user’s actual mood and speech, so that the avatar seems to speak and have emotions.
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E-Tags
Entoptic tags are a way for people to “tag” a physical person, place, or object with a piece of virtual data. These e-tags are stored in networks local to the tagged item and move with the item if it changes location. E-tags are viewable in AR and can hold almost any type of data, though short notes and pictures are the most common. E-tags are often linked to particular social networks or circles within that network so that people can leave notes, reviews, memorabilia media, and similar things for friends and colleagues.
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Skinning
Since reality can be overlaid with entoptics of hyperreal quality, modern users can “skin” their reality by modifying their perceptual input. Environments around them may be modified to fit their particular tastes or mood. Need your spirits boosted? Pull up a skin that makes it seems like you’re outdoors, with the sun shining down, the sounds of gentle surf in the background, and butterflies drifting lazily overhead. Pissed off? Be comforted as flames engulf the walls and thunder grumbles ominously in the distance. It is not uncommon for people to go about their day accompanied by their own personal soundtrack that only they can hear. Even olfactory and taste receptors can be artificially stimulated to experience sensations like the smell of roses, fresh air, or freshly baked pastries. While originally developed to make “space food” less distasteful and counter space-induced cabin fever for those that weren’t born in space, vast archives of aromas, tastes, and environments are available for download.

Skins do not need to be kept private, they may also be shared with others via the mesh. Tired of your cramped habitat cubicle? Decorate it with a customthemed skin and share it with visitors to make them feel more comfortable. Found a new music track that livens up your day? Share it with others around you, so they can nod to the same beat.

Skinning can also be used for the opposite effect. Any undesired content of reality can be edited out, veiled, or censored by modern software programs or muses that engage in real-time editing. Tired of looking at someone’s face? Add them to your killfile, and you’ll never have to acknowledge their presence again. AR censorware is also common in some communities with strict religious or moral convictions.
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Virtual Reality (VR)
Virtual reality overrides the user’s physical senses and places them inside an entirely computer-generated environment called a simulspace. While AR is used for all common day activities and interactions, VR is used mainly for recreation (gaming, virtual tourism, escapism), socializing, meeting (when face-to-face meetings are not possible), and training. Dedicated networks with high-capacity information processing are required to render and run large and complex hyper-real simulspaces with many users, and these are often hardwired for additional stability. Smaller simulspaces capable of hosting a smaller amount of users can be run on a smaller distributed network of linked devices. Many infomorphs and AIs effectively reside within simulspaces, and some transhumans have sworn off the physical world altogether.
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Defying Nature’s Laws
A plethora of simulspace environments are available, ranging from simulations of real places to historical recreations or fantastic worlds representing almost every genre imaginable. All of these simulations are bolstered by the fact that possible scenarios are not bound by the laws of nature. The fundamental forces of reality, like gravity, electromagnetism, atmosphere, temperature, etc., are programmable in VR, allowing for environments that are completely unnatural, such as escheresque simulspaces where gravity is relative to position. These domain rules may be altered and manipulated according to the whim of the designer.

Time itself is an adjustable constant in VR, though deviation from true time has its limits. So far, transhuman designers have achieved time dilation up to 60 times faster or slower than real time (roughly one minute equaling either one hour or one second). Time slowdown is far more commonly used, granting more time for simulspace recreational activities (more time, more fun!), learning, or work (economically effective). Time acceleration, on the other hand, is extremely useful for making long distance travel through space more tolerable.
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Accessing Simulspace
Most simulspaces can be accessed through the mesh just like any other node. Since VR takes over the user’s sensorium, however, and sometimes involves time perception dilation, users are cut off from other meshdelivered sensory input and interacting directly with other nodes. Instead, outside mesh interactions are routed through the simulspace’s interface (meaning that a character may browse the mesh, communicate with others, etc. from inside a simulspace, if the domain rules allow it).

Since physical senses are overridden when a user accesses VR, most people prefer to rest their body in a safe and comfortable environment while in the simulspace. Body-fitting cushions and couches help users relax and keep them from cramping up or injuring themselves if they happen to thrash around. In case of long-term virtual sojourns (for instance, during space travel), morphs are normally retained in tanks that sustain them in terms of nutrition and oxygen. Many VR entertainment and game networks offer dedicated and hardwired physical VR cafes with private pods. Visitors rent a pod and physically jack in, using either access jacks or an ultrasonic trode net that reads and transmits brain patterns when placed on the head.

When accessing a simulspace, the user first enters an electronic buffer “holding space” known as a white room. Here the user chooses a customizable avatar-like persona to represent them in the simulspace, called a simulmorph. From this point, the user immerses themself in the virtual reality environment, effectively becoming their simulmorph.
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Experience Playback (XP)
Every morph with mesh inserts has the capability to transmit or record their experiences, a form of technology called experience playback, or XP. Since the first programs were developed that provide a simple interface to “snapshot” one’s experiences, it has become extremely popular to share XP with friends and social networks or with the online public at large.

The depth of these experiences depends on how much of the recorded sensory perception is kept when the clip is made. Full XP includes exteroceptive, interoceptive, and emotive tracks. Exteroceptive tracks include the traditional senses of sight, smell, hearing, touch, and taste that process the outside world. Interoceptive tracks include senses originating within the body, such as balance, a sense of motion, pain, hunger, thirst, and a general sense of the location of one’s own body parts. Emotive tracks include the whole spectrum of emotions that can be aroused in a transhumans. Due to the biological requirements (neuronal and endocrine systems) of expressing emotions, hardcore XP aficionados deem only the experience in and from biomorphs as the real deal.
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Mesh Uses
There are many reasons people use the mesh. The foremost is communication: voice and video calls (typically displaying avatars rather than actual video), electronic messaging (email, instant messaging, microblogging), and file and data transfers. Socializing is also key, handled via social and reputation networks, personal profiles, lifelogging, chats and conferences (both AR and VR), and discussion groups and forums. Information gathering is also at the top, whether its browsing the popular Solarchive or other databases and directories, tapping the latest newsfeeds, browsing mesh sites, tracking your friends, taking lessons in VR, or looking up just about anything conceivable. Recreation rounds out the pack, covering everything from gaming (AR and VR) to experiencing other people’s lives (XP) or VR tourism and club-hopping.
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Personal Area Networks
Since everything a person carries is meshed, most people maintain personal area networks that route all of these devices through their mesh inserts or ecto, which acts as a hub. This is both a security measure, ensuring they maintain control over their own accessories, and a convenience factor, as it focuses all of the controls in one place
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Virtual Private Networks
Virtual private networks (VPNs) are communications networks tunneled through the mesh, which are dedicated for a specific group of people. The primary use of VPNs is to create privacy and security for their users, and so they typically use security features such as ego authentication and public key encryption. VPNs are regularly used to mesh mobile offices into a corporate network or mesh people together who work on or contribute a certain project. Other VPNs—particularly social networks and rep networks—operate with minimal security features, simply serving as a network of specific users within the mesh and making it easier to keep in touch, transfer information, make updates, and so on. Most VPNs come as specialized software suites that run custom environmental programs that integrate into the user’s normal mesh interface and AR.
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Social Networks
Social networks are the fabric of the mesh, weaving people together. They are the means by which most people keep in contact with their friends, colleagues, and allies, as well as current events, the latest trends, new memes, and other developments in shared interests. They are an exceptionally useful tool for online research, getting favors, and meeting new people. In some cases, they are useful for reaching or mobilizing masses of people (as often illustrated by anarchists and pranksters). There are thousands of social networks, each serving different cultural and professional interests and niches. Most social networks allow users to feature a public profile to the entire mesh and a private profile that only those close to them can access.

Reputation plays a vital part in social networks, serving as a measure of each person’s social capital. Each person’s reputation score is available for lookup, along with any commentary posted by people who favored or disfavored them and rebuttals by the user. Many people automate their reputation interactions, instructing their muse to automatically ping someone with a good review after a positive action and to likewise provide negative feedback to people with whom the interaction went poorly.
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Mobile Offices
Due to the lack of office space and the wireless accessibility of most information, most businesses now operate virtually, with few or no fixed offices or other assets. Instead, individuals have become their own mobile office. Bit-pushers and bureaucrats like hypercorp executives, clerical workers, accountants, and researchers—as well as innovators like artists, writers, engineers, and designers—work wherever they want to.

The most prominent example of this phenomenon are the bankers of the Solaris hypercorp. Each employee acts as a mobile one-person banking office, managing transactions via Solaris’s robust VPN.

On rare occasions, office environments are run in simulspace with time dilation to maximize efficiency. Since this requires the workers to access a centralized wired network and leave their bodies unattended while accessing simulspace, however, it requires an extra level of physical security that is typical only of some governmental installations and corporate habitats.
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Information at your Fingertips
The following information is always available for most mesh users in a normal habitat:

Local Conditions
• Local maps showing your current location, annotated with local features of personal interest (according to your personal preferences and filters) and your distance from them/directions to them. Details regarding private and restricted areas (government/hypercorp areas, maintenance/security infrastructure, etc.) are usually not included without authorization.
• Current habitat life support (climate) conditions including atmospheric pressure, composition, and temperature.
• Current solar system and habitat orbit maps with trajectory plots, distances, and communication delays.
• Local businesses/services, directions, and details.

Local Mesh
• Public search engines, databases, mesh sites, blogs, forums, and archives, along with new content alerts.
• Syndicated public newsfeeds in a variety of formats, filtered according to your preferences.
• Sensor/spime feeds (mostly audio-visual) from any public area of the habitat.
• Private network resources (including tactical nets).
• Automatic searches for new online references to your name and other subjects of interest.
• E-tags pertaining to local people, places, or things.
• Facial/image recognition searches of public mesh feeds and archives to match a photo or video still.

Personal Information
• Morph status indicators (medical and/or mechanical): blood pressure, heart rate, temperature, white cell count, nutrient levels, implant status and functionality, etc.
• Location, functionality, sensor feeds, and status reports of your possessions (via sensors and transmitters in these possessions).
• Access to one’s life-spanning personal audio-visual/XP archive.
• Access to one’s life-spanning personal file archive (music, software, media, documents, etc.).
• Credit account status and transactions.

Social Networks
• Communications account status: calls, messages, files, etc.
• Reputation score and feedback.
• Social network status, friend updates.
• Updated event calendar and alerts.
• The public social network profiles of those around you.
• The location and status of those nearby and involved in the same AR games as you.


Seraniel
Sticky Note
Islands in the Net
In the time of Eclipse Phase, information can become outdated quite fast, and the accessibility of new information depends on your location. It’s easy to keep up to-date on your local habitat/city or planetary body, but keeping current on events elsewhere is typically reliant on the speed of light.

If you happen to be waiting on a message from Mars while on a station in the Kuiper Belt, on the edge of the solar system 50 astronomical units from the terrestrial inner planets, the signal carrying the message will be roughly seven hours old when it reaches you. Of course, it will only reach you that quickly if it was sent via quantum farcast, which is only limited by the speed of light (not to mention being rare and expensive in most habitats). If you are not using a quantum farcaster, the signal may take even longer and is prone to interference and noise, deteriorating the quality and possibly losing some of the content, especially over major distances. Whenever you start dealing with communication between habitats, you have to factor in the lightspeed lag: the amount of time it takes even the fastest transmission to reach you. This lag works both ways, so trying to hold a conversation with someone just 5 light-seconds away means that you’re waiting at least 10 seconds to get the reply to whatever you just said. For this reason, AR and VR communications are almost always conducted locally, while standard messaging is used for nonlocal communications. For detailed discussions, it is often simpler to send a fork of yourself (p. 273) to have the conversation and then return.

Quantum-entanglement communicators (p. 314) are one solution to this light-speed lag, though a burdensome and expensive one. QE comms allow for faster-than-light communication to an entangled communicator, though each transmission uses up a precious amount of quantum-entangled bits, which are in limited supply.

Transmissions made between habitats almost always occur via each station’s massive data relays, where they are then distributed into the local mesh. This bottleneck is often used by authoritarian habitats to monitor data transmissions and even filter or censor certain public non-encrypted content. Some messages are also prioritized over others, potentially meaning further delays.

The method of transmission between habitats also sometimes matters. Radio and neutrino broadcasts can be intercepted by anyone, whereas tightbeam laser or microwave links are specifically used as a point-to-point method that minimizes interception and eavesdropping. The use of quantum farcasting using neutrino systems is completely secure, however, and is the most frequently used intra-habitat link.

What these lags, bottlenecks, and prioritizations mean is that some news and data takes a particularly long time to trickle from one local mesh network to another, passing slowly from habitat to habitat. This means that there are always gradients of information available to different local mesh networks, typically depending on proximity and the importance of the information. Some data even gets lost along the way, never making it further than a habitat or two before it is lost in the noise. The only way to retrieve such information is to track it down to its source.
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Darkcasts
“Darkcasts” are ranged communications that go outside of legal and approved channels. Since certain habitats have strict regulations on transmission content, forking, egocasting, infomorphs, muse abilities, and AGI code, underworld groups like the ID Crew profit by offering illegal data-transmission services. Primarily used for censored data and banned content (like illegal XPs or malware), local organized crime factions also often offer egocasting services complete with resleeving and leasable morphs, allowing egos that prefer discretion to enter or leave a habitat without drawing attention. Though the authorities hunt down these darkcast networks whenever they get a chance, many habitats have a sophisticated darknet infrastructure that makes use of decoys, temporary communications lines, relays, and regular transmitter relocation—not to mention judicious bribing and blackmailing.
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Mesh Abuses
As with all things, the mesh has its darker side. At the basic level, this amounts to flamewar-starting trolls, stalkers, or griefers whose intent is to mess with others for a laugh. At the more organized level, it expands to illicit or criminal enterprises that utilize the mesh, such as selling black/snuff/porn XPs, illegal software, pirated media, or even egos. The most infamous threats—thanks both to the Fall and to the continuous sensationalism applied by media and stern authorities—are, of course, malware and hackers. Given the capabilities of modern hackers and the vulnerability of many habitats—where damage to life support systems could kill thousands—the threat may not be over-exaggerated.
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Hackers
Whether individuals who are genuinely interested in exploring new technologies and seeking ways to break them in order to make them better, hacktivists who utilize the mesh in order to undermine the power of authorities, or “black hats” who seek to circumvent network security for malicious or criminal intent, hackers are a permanent fixture of the mesh. Unauthorized network break-ins, infiltration of VPNs, muse subversion, cyberbrain hijacking, data theft, cyber-extortion, identity fraud, denial of service attacks, electronic warfare, spime hijacking, entoptic vandalism—these are all common occurrences on the mesh. Thanks to smart and adaptive exploit programs and assisting muses, even a moderately skilled hacker can be a threat.

In order to counter hacking attempts, most people, devices, and networks are protected by a mix of access control routines, automated software intrusion-prevention systems, encryption, and layered firewalls, typically overseen by the user’s muse who plays the role of active defender. Extremely sensitive systems—such as space traffic control, life support, power systems, and hypercorp research facilities—are usually limited to isolated, tightly controlled, heavily monitored, hardwired networks to minimize the risk of intrusion from snoopers and saboteurs. Various countermeasures may be applied against such intruders, ranging from locking them out of the system to tracking them back and counterhacking.




Info Field Short Desc. 
 
 

AI and Infolife Self-aware programs and AI 

 
 

AIs Artificial Intelligence and their basic principals in Eclipse Phase 

 
 

Muses Specific type of AI designated as a personal companion 

 
 

AGIs Complete and fully operational digital consciousness’s, self-aware and capable of intelligent action at 
the same level as any transhuman 

 
 

Seed AI Advanced AI that are self-upgrading, and are considered highly taboo and dangerous 

 
 

Transhuman Infomorphs A person living as a sentient AI and forgoing  a morph 

 
 

What can your Muse do 
for you? 

All the things a muse can do 

 
 

Everyday Mesh Mechanics Basic overview and introduction to Mesh activities 

 
Info Field Short Desc. 
 
 

Mesh Interface How to interact with the mesh 

 
 

Mesh ID Every mesh user has a mesh ID 

 
 

Accounts and Access 
Privileges 

Device networks (PANs, VPNs, etc.) require a logged account to access them 

 
 

Public Accounts Simple public information requiring only a mesh ID to access 

 
 

User Accounts Most common accounts, requires a specific form of ID to access 

 
 

Security Accounts Intended for users that need greater rights and privileges to a system 

 
 

Admin Accounts Provides complete control over a system 

 
 

Mesh Gear Quality How good is your gear? 

 
Mesh Gear Modifiers  
Modifier Software/Hardware 
-30 Bashed-up devices, no-longer-supported software, relics from Earth or the early expansion into space 
-20 Malfunctioning/inferior devices, buggy software, pre-Fall technology 
-10 Outdated and low quality systems 
0 Standard ectos, mesh inserts, and software 
+10 High-quality goods, standard security-grade products 
+20 Next-generation devices, advanced software 
+30 Newly developed, state-of-the-art, top-of-the-line technology 
>+30 TITANs and/or alien technology 
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AI and Infolife
Self-aware helper programs were originally designed and realized to augment transhuman cognitive abilities. These specialized-focus AIs were then developed into the more complete, independent digital consciousnesses known as AGIs. The further evolution of these digital life forms into seed AIs unfortunately led to the emergence of the TITANs and then the Fall. This created a rift in transhuman society as fear and prejudice turned popular opinion against unrestricted AGIs, an attitude of mistrust that still lingers to this day.
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Sticky Note
AIs
The term AI is used to refer to narrow, limited-focus AIs. These digital minds are expert programs with processing capabilities equal to or even exceeding that of a transhuman mind. Though they have a personality matrix with individual identities and character, and though they are (usually) conscious and selfaware, their overall complexity and capabilities are limited. The programmed skills and abilities of AIs are typically very specific in scope and aligned towards a particular function, such as piloting a vehicle, facilitating mesh searches, or coordinating the functions of some habitat subsystem. Some AIs, in fact, can only barely be considered sapient, and their emotional programming is usually narrow or non-existent.

AIs have a number of built-in safety features and programmed limitations. They must serve and obey the instructions of authorized users within their normal functioning parameters and (in the inner system at least) must also obey the law. They lack selfinterest and self-initiative, though they have limited empathy and may be programmed to anticipate the needs and desires of users and pre-emptively take action on their behalf. Perhaps most importantly, however, is that their psychological programming is specifically based on universal human modes of thought and an understanding and support of transhuman goals and interests. This is part of an initiative to engineer so-called “friendly AIs,” who are programmed with sympathy towards transhumanity and all life and seek out their best interests.

In most societies, basic AIs are considered “things” or property rather than people and are accorded no special rights.
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Muses
Muses are a specific type of AI designed to function as a personal aide and companion. Most people in Eclipse Phase have grown up with a muse at their virtual side. Muses tend to have a bit more personality and psychological programming than standard AIs and over time they build up an extensive database of their user’s preferences, likes and dislikes, and personality quirks so that they may more effectively be of service and anticipate needs. Muses generally have names and reside within the character’s mesh inserts or ecto, where they can manage the character’s personal area network, communications, data queries, and so on.


Seraniel
Sticky Note
AGIs
AGIs are complete and fully operational digital consciousnesses, self aware and capable of intelligent action at the same level as any transhuman. Most have full autonomy and the capacity for self-improvement by a processing similar to learning—a slow optimization and expansion of their code that features programmed limitations to prevent it from achieving the self-upgrading capabilities of seed AIs. They have more fully rounded personalities and emotional/empathic abilities than standard AIs, due in part to a development process where they are literally raised within a VR simulation analogous to the rearing of transhuman children and so are more fully socialized. As a result, they have a fairly human outlook, though some deviation is to be expected and sometimes is apparent in great degrees. Despite this attempt to humanize AGIs, they do not have the same evolutionary and biological origins that transhumans have, and so their social responses, behavior, and goals are sometimes off-mark or decidedly different.

AGIs bear the social stigma of their non-biological origin and are often met with bias and mistrust. Some habitats even outlaw AGIs or subject them to strict restrictions, forcing such infolife to hide their true natures or illegally darkcast to enter habitats or stations. AGI mind programming emulates transhuman brain patterns sufficiently well that they can be sleeved into biomorphs if they choose.
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Seed AI
Due to the capability for unlimited self-upgrading, seed AIs have the capacity to grow into god-like digital entities far beyond the level of transhumans or AGIs. They require massive processing power and are always increasing in complexity due to a continual metamorphosis of their code. Seed AIs are too complex to be downloaded into a physical morph, even a synthetic one. Even their forks require impressive processing environments, so seed AI forks are rare. In fact, most seed AIs require the capacities of hardwired networks to survive.

The only seed AIs known to the public are the infamous TITANs who are widely regarded as being responsible for the Fall. In truth, the TITANs were not the first seed AIs and will probably not be the last. There are no publicly known TITANs (or other seed AIs) currently residing in the solar system, despite circulating rumors of damaged TITANs who were left behind on Earth, speculated TITAN activity under the clouds of Venus, or whispers of new seed AIs hidden away in secret networks on the edges of the system.
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Transhuman Infomorphs
For thousands of infugees, embodying a digital form is their only choice. Some of these are locked away in mesh-separated virtual holding areas or even inactive storage, locked up by habitats who didn’t have enough resources to handle them. Others are imprisoned inside simulspaces, killing time in whatever way they choose until an opportunity to resleeve comes their way. Quite a few are free to roam the mesh, interacting with physically sleeved transhumans, keeping up with current events, and sometimes even forming activist political blocs to campaign for infomorph rights or interests. Still others find or are forced into virtual careers, slaving away in the digital sweatshops of hypercorps or criminal syndicates. A few find companions who are willing to bring them along in their ghostrider module and become an integral part of their lives, much like a muse.

Some transhumans willingly choose the infomorph lifestyle, either for hedonism (custom simulspace and VR games until the end of time), escapism (loss of a loved ones leads them to write off physical concerns), freedom (going anywhere the mesh takes them—some have even beamed copies of themselves to distant star systems, hoping someone or something will receive their signal when they arrive), experimentation (forking and merging, running simulations, and weirder things), or because it is ensured immortality.
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What Your Muse Can Do For You
• Make Research Tests to find information for you.
• Falsify or fluctuate your mesh ID.
• Scan newsfeeds and mesh updates for keyword alerts.
• Monitor your mesh inserts/ecto/PAN and slaved devices for intrusion.
• Teleoperate and command robots.
• Launch countermeasures against intruders.
• Monitor your rep scores and alert you to drastic changes.
• Automatically provide feedback for other people’s rep scores.
• Run audio input through an online, real-time language translation system.
• Put you in privacy mode and/or proactively stealth your wireless signal.
• Track people for you.
• Anticipate your needs and act accordingly, pre-empting your requests.
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Everyday Mesh Mechanics
Everyone (and everything) is meshed in Eclipse Phase. The following rules and concerns apply to standard mesh use. Note that various mesh-related terms are explained, along with other Eclipse Phase concepts, under Terminology, p. 25.
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Mesh Interface
Characters have a choice of which interface to use, the entoptic interface of basic mesh inserts or the haptic interface of an ecto.

The basic mesh inserts used by most users allows them to interact with AR, VR, XP, and the mesh at the speed of thought. This is the default method of mesh use and suffers no modifiers. They are, however, more prone to visual and operative impairments (virtual illusions, denial-of-service effects) when hacked.

Characters who use the haptic interface of an ecto suffer a slight delay on their mesh activities due to manual toggling, physical controls, and physical interaction with virtual controls. In game terms, the use of haptics imposes a –10 skill modifier to all mesh tests where timing is rushed (particularly combat and or any sort of mesh use under pressure). Additionally, increase the timeframe for mesh-based Task Actions by +25% when interfacing via haptics. On the positive side, ectos can be easily removed and discarded if compromised—for this reason, many hackers and security-conscious users use an ecto in addition to their mesh inserts, routing all high-risk traffic through the ecto as an extra line of defense.
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Mesh ID
Every mesh user (and, in fact, every device) has a unique code called their mesh ID. This ID distinguishes them from all other users and devices and is the mechanism by which others can find them online, like a combination phone number, email address, and screen name. Mesh IDs are used in almost all online interactions, which are often logged, meaning that your activities online leave a datatrail that can be tracked (see Digital Activity Tracking, p. 252). Fortunately for Firewall sentinels and others who value their privacy, there are ways around this (see , p. 252). AIs, AGIs, and infomorphs also each have their own unique mesh ID.
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Accounts and Access Privileges
Devices, networks (such as PANs, VPNs, and hardwired networks), and services require that every user that accesses them does so with an account. The account serves to identify that particular user, is linked to their mesh ID, and determines what access privileges they have on that system. There are four types of accounts: public, user, security, and admin.
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Public Accounts
Public accounts are used for systems that allow access (or access to parts of their system) to anyone on the mesh. Public accounts do not require any sort of authentication or login process, the user’s mesh ID is enough. These accounts are used to provide access to any sort of data that is considered public: mesh sites, forums, public archives, open databases, social network profiles, etc. Public accounts usually have the ability to read and download data and sometimes to write data (forum comments, for example), but little else.
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User Accounts
User accounts are the most common accounts. User accounts require some form of authentication (p. 253) to access the device, network, or service. Each user account has specific access privileges allotted to it, which are tasks the user is allowed to perform on that system. For example, most users are allowed to upload and download data, change basic content, and use the standard features of the system in question. They are not, however, usually allowed to alter security features, add new accounts, or do anything that might impact the security or functioning of the system. As some systems are more restrictive than others, the gamemaster decides what privileges each user account provides.
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Security Accounts
Security accounts are intended for users that need greater rights and privileges than standard users, but who don’t need control over the entire system, such as security hackers and muses. Security access rights usually allow for reading logs, commanding security features, adding/deleting accounts, altering the data of other users, and so on.
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Admin Accounts
Admin accounts provide complete control over the system. Characters with admin rights can do everything security accounts can, plus they can shut down/reboot the system, alter access rights of other users, view and edit all log files and statistics, and stop or start any software available on the system.
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Sticky Note
Mesh Gear Quality
Not all gear is created equal, and this is especially true of computers and software, where new innovations are made on a daily basis. Keeping up-to-date with the last specs isn’t too difficult, but on occasion the characters will get their hands on some old relic or find themselves in secluded or decrepit places with local systems and gear that aren’t up-to-date. Likewise, they may acquire some cutting-edge gear straight from the labs or may run up against a state-of-the-art installation with next-generation defenses. To reflect this, mesh tests can be modified according to the state of the hardware or software being used, as noted on the Mesh Gear Modifiers table.




 
Info Field Short Desc. 
 
 

Computer Capabilities Computerized electronics can be broken down into three simple categories: peripherals, personal 
computers, and servers. Known as “devices” 

 
 

Peripherals Microcomputer devices that don’t need the full processing power and storage capacity of a personal 
computer but benefit from online networking and other functions 

 
 

Personal Computers A wide range of computer types, but essentially include anything that has the capabilities evolved from 
generations of personal computers to meet an everyday user’s needs. 

 
 

Servers Servers have much greater processing power and data management capabilities than personal 
computers 

 
 

Software A wide range of software exists 

 
 

Software Compatibility Usually not an issue, but is possible with highly outdated devices 

 
 

Traffic Filters and Mist Being able to sift through the never-ending streams of data efficiently 

 
 

Slaving Devices Devices that work together to transmitter data to a master device 

 
 

Issuing Commands How to issue basic commands to a device 

 
 

Distance Lag Mechanics for communicating over a large distance 

 
 

Accessing Multiple 
Devices 

Mechanics for multi-tasking devices 

 
 

Online Research How to find specific information on the internet with the Research skill 

 
 

Search Challenges Efficiently sifting through garbage data to find what you desire 

 
 

Handling Searches Basics on handling the mechanics of searching on the mesh network 

 
 

Common Info Common info usually requires no roll to find 

 
 

Detailed Info Mechanics on rolling for detailed search information 

 
 

Analyze the result Mechanics for analyzing and understanding acquired information 

 
 

Real Time Searches Assigning a search that will alert them if relevant information is found. This is usually performed by 
Muses 

 
 

Hidden Data Not everything is online. In fact some sources seek to erase information that would be 
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Computer Capabilities
Computerized electronics can be broken down into three simple categories: peripherals, personal computers, and servers. In game terms, all are collectively referred to as devices.
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Sticky Note
Peripherals
Peripherals are microcomputer devices that don’t need the full processing power and storage capacity of a personal computer but benefit from online networking and other functions. Peripherals may run software, but the gamemaster may decide that too many programs (10+) will degrade the system’s performance. AIs and infomorphs are incapable of running on peripherals, though they may access them. Peripherals only have public and user accounts (users accounts include security and admin functions; see User Accounts, p. 246).

Common peripherals include: spimes, appliances, most cybernetic implants, individual sensors, and weapons.
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Personal Computers
Personal computers account for a wide range of computer types, but essentially include anything that has the capabilities evolved from generations of personal computers to meet an everyday user’s needs. Most personal computers are portable and tailored for use by multiple users at a time. Personal computers may run one AI or infomorph at a time. They may not run simulspace programs.

Common personal computers include: mesh inserts, ectos, and vehicles.
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Sticky Note
Servers
Servers have much greater processing power and data management capabilities than personal computers. They are capable of handling hundreds of users, multiple AIs and infomorphs, and they may run simulspace programs. Though few are portable, some of them come close.
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Software
A wide range of software is available for mesh users, from firewalls and AIs to hacking and encryption tools or tacnets and skillsofts. These programs are listed on p. 331 of the Gear chapter.. Like other gear, software may enable a character to perform a task they could not otherwise. The quality of the software may also be a factor, applying a modifier as appropriate (see Mesh Gear Quality, previous page).

Some software is equipped with digital restrictions to prevent it from being copied and shared with others. These restrictions may be defeated, but it is a time-consuming task, requiring a Task Action Programming Test with a timeframe of 2 months. Thanks to the efforts of the open-source movement and numerous individual software pirates, however, quite a bit of software is available for free online. The availability of pirated software or freeware will depend on the local habitat and legalities. Finding it may be a matter of a simple search or it may require some use of reputation to find someone who has it. Usually there is at least one local crime syndicate that is willing to help you out—for a price.
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Software Compatibility
In most instances, software compatibility is not going to be an issue for characters. Gamemasters who like it as a plot device, however, can introduce compatibility problems in certain cases, whether this is done to increase drama, slow the characters down, or create obstacles that they must overcome. Such incompatibilities are more likely to arise when dealing with outdated systems or devices, or at least ones that are unlikely to have the latest patches and software updates. Incompatibilities can also be used as a drawback to acquiring software from untrustworthy sources.

Conflicting software issues are going to have one of two effects. Either the software will simply not work with certain devices, or it will inflict a –10 to –30 modifier due to instabilities and glitches. If the gamemaster allows it, a character may reduce this penalty by patching up the software, requiring a successful Programming Task Action (1 day). For every 10 points of MoS, reduce the incompatibility modifier by 10.
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Traffic Filters and Mist
Mesh networks and AR are overrun with yottabytes of information. Though mesh inserts and ectos can deal with a lot of data traffic in terms of bandwidth and processing power, using filters to weed out unwanted traffic is quite simply a necessity. This is especially true of AR, where unwanted entoptics can clutter your vision and distract you. Nevertheless, entoptic spam of many flavors—advertisements, political screeds, porn, scams—do their best to bypass these filters, and in many areas the amount of unfiltered entoptics can be overwhelming—a phenomenon colloquially referred to as “mist.”

At the gamemaster’s discretion, mist can interfere with a user’s sensory perceptions. This modifier can range from –10 to –30, and in some cases might be so distracting as to affect all of a character’s actions. To lift the data fog, a character or muse must adjust their filter settings by succeeding in an Interfacing Test modified by the mist modifier. Alternately, the character can completely disable AR input, but this is likely to impede them in other ways.
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Slaving Devices
For ease of use, as well as for privacy and security purposes, one or more devices may be slaved to each other. One device (usually the character’s mesh inserts or ecto) takes the role of master, while the other device(s) takes the role of slave. All traffic to and from slaved devices is routed through the master. This allows a slaved device to rely on the master’s security features and active monitoring. Anyone that wants to connect to or hack into a slaved device is rerouted to the master for authentication and security scrutiny. Slaved devices automatically accept commands from their master device. This means that a hacker who penetrates a master system can legitimately access and issue commands to a slaved device, assuming their access privileges allow for it.

PANs are typically formed by slaving all of a character’s devices to their ecto or mesh inserts. Similarly, individual components of a security system (doors, sensors, etc.) are usually slaved to a central security node that serves as a chokepoint for anyone hoping to hack the system. The same is often true for other networks and facilities.
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Issuing Commands
Characters may issue commands to any slaved device or teleoperated bot (see Shell Remote Control, p. 196) with a Quick Action. Each command counts separately, unless the character is issuing the same command to multiple devices/drones.
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Distance Lag
Anytime you extend your communications over great distances, you run into the risk of time lags. Most communications are restricted to “local” for this reason, which generally means your local habitat and any others within 50,000 kilometers. On planetary bodies like Mars, Venus, Luna, or Titan, “local” encompasses all of the habitats and linked mesh networks on that planetary body.

If a character is searching the mesh beyond their local area, the most efficient way is to transmit a search AI (usually a copy of your muse) or a fork to the non-local area, which will then run its search and return completed results. This process does, however, add to the time of transmission to the timeframe (i.e., searching the mesh of a station 10 light-minutes away adds 20 minutes to the search as the search is transmitted over and the results are transmitted back). Since long-distance communications are sometimes interfered with or bumped for higher-priority items, the gamemaster can increase this time at their discretion. If the research involves correlation and fine-tuning the search parameters based on data accumulated from different locals, the timeframe may be exponentially increased due to the need for back-and forth interaction.

If the character is simply communicating with or accessing non-local networks, an appropriate time lag must be introduced between communications and actions. The effects of this lag are largely up to the gamemaster, as fitting current distances and other factors.
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Accessing Multiple Devices
Meshed characters may connect to and interact with numerous devices, networks, and services simultaneously. There is no penalty for doing this, but the character may only focus on one system at a time. In other words, you may only interact with one system at a time, though you may also switch between them freely, even within the same Action Phase. You could, for example, spend several Quick Actions to send a message with your ecto, tell your spime oven at home to start cooking dinner, and look up a friend’s updated profile on a social network. You may not, however, hack into two separate systems simultaneously.

Note that you may send the same command to multiple slaved devices or teleoperated drones with the same Quick Action, as noted above.
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Online Research
The Research skill, (p. 184) represents a character’s ability to track down information in the mesh. Such information includes any type of digitized data: text, pictures, vids, XP, sensor feeds, raw data, software, etc. This data is culled from all manner of sources: blogs, archives, databases, directories, social networks, rep networks, online services, forums, chat rooms, torrent caches, and regular mesh sites of all kinds. Research is conducted using various public and private search engines, both general and specialized, as well as data indices and search AIs.

Research has other uses as well. Hackers use it when looking for specific information on a network or device on which they have intruded. Likewise, since everyone inevitably uses and interacts with the mesh, Research skill is also a way to identify, backtrack, and/or gather information on people as long as they have not hidden their identity, worked anonymously, or covered their identity with a shroud of disinformation.
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Search Challenges
Due to the sheer amount of data available, finding what you’re looking for may sometimes seem a daunting task. Thankfully, information is fairly well organized, thanks to the hard work of “spider” AIs that cruise the mesh and constantly update data and search indices. Additionally, information on the mesh is tagged with semantics, meaning that it’s presented with code that allows a machine to understand the context of that information as well as a human reader would. This helps AIs and search software correlate data more efficiently. Finding the data is usually not as difficult as analyzing it and understanding it. Locating specialized or hidden info or correlating data from multiple sources is usually the real challenge.

Perhaps a larger issue is the amount of incorrect data and misinformation online. Some data is simply wrong (mistakes happen) or outdated, but the nature of the mesh means that such things can linger on for years and even propagate far and wide as they are circulated without fact-checking. Likewise, given the amount of transparency in modern society, some entities actively engage in disinformation spreading in order to clutter the mesh with enough falsehoods that the truth is hidden. Two factors help to combat this, the first being that data sources themselves have their own reputation scores so that untrustworthy or disreputable sources can be identified and ranked lower in search results. Second, many archives take advantage of crowdsourcing—that is, harnessing the collaborative power of mesh users (and their muses) everywhere—to verify data integrity so that these sites are dynamic and self-correcting.
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Handling Searches
Online research is often a crucial element of Eclipse Phase scenarios, as characters take to the mesh to research backgrounds and uncover clues. The following suggestions present a method of handling research that does not rely solely on dice rolls and integrates it with the flow of the plot.
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Common Info
First, common and inconsequential information should be immediately available without requiring a roll at all. Most characters rely on their muses to handle searches for them, passing on the results while the character focuses on other things.
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Detailed Info
For searches that are more detailed, difficult, or central to the plot, a Research Test should be called for (made either by the character or their muse). This test indicates the process of finding links to and/or accumulating all data that may in fact be relevant to the search topic. This test should be modified as appropriate to the obscurity of the topic, ranging from +30 for common and public topics to –30 for obscure or unusual intel. This initial search has a timeframe of 1 minute. If successful, it turns up enough data to give the character a basic overview, perhaps with cursory details. The gamemaster should use the MoS to determine the depth of the data provided on this initial excursion, with an Excellent Success providing some bonus details. Similarly, a Severe Failure (MoF 30+) may result in the character working with data that is incorrect or intentionally misleading.
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Analyzing the Result
The next step is not so much accumulating links and data as it is analyzing and understanding the information acquired. This requires another Research Test, again modified by the obscurity of the topic. If the gamemaster allows it, Complementary Skills, p. 173 may apply to this test, providing bonus modifiers (for example, an understanding of Academics: Chemistry would help research the effects of a strange drug). Muses may also perform this task, though their skills are typically inferior. As above, success determines the quality and depth of the analysis, with an Excellent Success providing the full story and potential related issues and a Severe Failure marking completely incorrect assumptions. The timeframe for this phase of research largely depends on two factors: the amount of data being analyzed and the importance to the storyline. Gamemasters need to carefully measure out their distribution of intel and clues to players. Give them too much too soon, and they may spoil the plot. Fail to give them enough, and they may get frustrated or pursue dead ends. Timing is everything.


Seraniel
Sticky Note
Real Time Searches
Characters may also set up ongoing mesh scans that will alert them if any relevant information comes up new or updated or is somehow changed. This is a task usually assigned to muses for continuous oversight. Whenever such data arises, the gamemaster secretly makes a Research Test, modified by the obscurity of the topic. If successful, the update is noted. If not, it is missed, though the gamemaster may allow another test if and when the topic reaches a wider range of circulation or interest.
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Hidden Data
It is important to remember that not everything can be found online. Some data may only be acquired (or may be more easily gotten) by asking the right people (see Networking, p. 286). Information that is considered private, secret, or proprietary will likely be stored away behind VPN firewalls, in off-mesh hardwired networks, or in private and commercial archives. This would require the character to gain access to such networks in order to get the data they need (assuming they even know where to look).

It’s worth noting that some entities send out AIs into the mesh with the intent of finding and erasing data they’d rather hide, even if this requires hacking into systems to alter such information.




Info Field Short Desc. 
 
 

Scanning, Tracking, and 
Monitoring 

Most activity on the mesh leaves behind datatrails 

 
 

Wireless Scanning Mechanics on interfacing with a wireless device or network 

 
 

Physical Tracking Allowing access for people to be able to track you physically over the mesh 

 
 

Tracking by Mesh ID Basic information on tracking a user online by their mesh activity 

 
 

Tracking by Biometrics Tracking by gathered data through spimes and public cameras/sensors. Not the most reliable, but a 
luck based check. 

 
 

Digital Activity Tracking Basics on tracking someone’s mesh activity 

 
 

Tracking by Mesh ID Mechanics for tracking by Mesh ID 

 
 

Sniffing Involves the capture and analysis of data traffic flowing through the wireless mesh. 

 
 

Remote sniffing via Mesh 
ID 

A mesh ID may also be actively monitored to see what online activity it engages in. 

 
 

Privacy Mode Hides online presence and activity to a certain degree 

 
 

Stealthed Signals Stealthing wireless radio signals 

 
 

Anonymization Taking privacy a bit further by masking your  Mesh ID with a fake 

 
 

False Mesh IDs How to make a false mesh ID 

 
 

Anonymous Account 
Services 

Some services offer a promise of no bookkeeping or accounting of ones activities 

 
 

Disposable Ectos Easy to dispose of ecto devices 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Scanning, Tracking, and Monitoring
Most users leave traces of their physical and digital presence all throughout the mesh. Accounts they access, devices with which they interact, services they use, entoptics they perceive—all of these keep logs of the event, and some of these records are public. Simply passing in the vicinity of some devices is enough to leave a trail, as near-field radio interactions are often logged. This electronic datatrail can be used to track a user, both to ascertain their physical location or to note their online activities.


Seraniel
Sticky Note
Wireless Scanning
To interface with a wireless device or network, whether to establish a connection or for other purposes, the target device/network must be located first. To locate an active node, its wireless radio transmissions must be detected. Most wireless devices automatically scan for other devices in range (see Radio and Sensor Ranges, p. 299) as a matter of course, so no test is required. This means that it’s trivial for any character to pull up a list of the wireless devices and networks around them, along with associated mesh IDs. Likewise, a muse or device can be instructed to alert the user when a new signal (or a specific user) comes into range.

Detecting stealthed signals (p. 252), however, is a bit more challenging. To detect a stealthed signal, the scanning party must actively search for such signals, taking a Complex Action and making an Interfacing Test with a –30 modifier. If successful, they detect the hidden emissions. If the character aiming for stealth engages in active countermeasures, also requiring a Complex Action, then an Opposed Interfacing Test is called for (with the –30 modifier still applying to the scanning party).

For covert devices that are only transmitting in short bursts, wireless detection is only possible during the short period the burst transmission is being made.


Seraniel
Sticky Note
Physical Tracking
Many users willingly allow themselves to be physically tracked via the mesh. To them, this is a useful feature—it allows their friends to find them, their loved ones to know where they are, and for authorities to come to their aid in the event of some emergency. Finding their location is simply a matter of looking them up in the local directory, no test required (assuming you know who they are). Mesh positioning is accurate to within 5 meters. Once located, the position of the target can be monitored as they move as long as they maintain an active wireless connection to the mesh.


Seraniel
Sticky Note
Tracking by Mesh ID
An unknown user’s physical location can also be tracked via their online mesh activity—or more specifically, by their mesh ID (p. 246). Network security will often trace intruders this way and then dispatch security squads to bring them in. To track an unknown user by their mesh ID alone requires a Research Test. If successful, they have been tracked to their current physical location (if still online) or last point of interaction with the mesh. If the character is in Privacy Mode, (p. 252), a –30 modifier applies.


Seraniel
Sticky Note
Tracking by Biometrics
Given the existence of so many spimes and public cameras and sensors, people may also be tracked by their facial profile alone using facial recognition software. This software scans accessible video feeds and attempts to match it to a photo of the target. Given the sheer volume of cameras, however, and the typical range of false-positives and falsenegatives, finding the target often boils down to luck. Priority can be given to cameras monitoring major thoroughfares, to narrow the search, but this risks missing the target if they avoid heavy-traffic areas. The success of searches of this nature is best left to gamemaster fiat, but a Research Test can also be called for, modified appropriately by the range of the area being watched, whenever there is a chance the target may be spotted.

Other biometric signatures may also be used for tracking this way, though these are usually less available than cameras: thermal signatures (requires infrared cameras), walking gait, scent (requires olfactory sensors), DNA (requires DNA scanners), etc. Each biometric scan requires a separate type of software.


Seraniel
Sticky Note
Digital Activity Tracking
Tracking someone’s online activities (meshbrowsing, entoptic interactions, use of services, messaging, etc.) is slightly more difficult, depending on what exactly you’re after. Gathering information on a user’s public mesh activities—social network profiles, public forums posts, public lifelogging, etc.—is handled just like standard online research (p. 249).


Seraniel
Sticky Note
Tracking by Mesh ID
A more investigative search can attempt to use the target’s mesh ID (p. 246) as a sort of digital fingerprint to look up where else they’ve been online. This primarily involves checking access/transaction logs, which are not always publicly accessible. This sort of search requires a Research Test, handled as a Task Action with a timeframe of 1 hour.
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Sticky Note
Sniffing
Wireless radio traffic is broadcast through the air (or space), meaning that it can be intercepted by other wireless devices. “Sniffing” involves the capture and analysis of data traffic flowing through the wireless mesh.

To eavesdrop on wireless communications, you need a sniffer program (p. 331) and you must be within radio range (p. 299) of the target (alternatively, you can access a device that is within radio range of the target and sniff from that location). To capture the information you must succeed in an Infosec Test. If successful, you capture data traffic from any targeted devices in range. Note that sniffing does not work on encrypted traffic (including VPNs and anything else using public key cryptography) as the results are gibberish. Quantum encrypted communications cannot be sniffed.

Once you have the data, finding the information you’re looking for can be a challenge. Handle this as a standard Research Test (p. 245).
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Sticky Note
Remote Sniffing Via Mesh ID
Finally, a mesh ID may also be actively monitored to see what online activity it engages in. This requires special sniffer software (p. 331) and a Research Test. If successful, the monitoring will provide information on that user’s public mesh activities (how much is determined by the gamemaster and the MoS), such as which sites they access, who they message, etc. It will not, however, uncover anything that is encrypted (unless the encryption is broken) or anything that takes place on a VPN (unless the VPN is hacked first), though it will show that encrypted communications and/or VPN use are taking place.
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Sticky Note
Privacy Mode
Characters who go into privacy mode hide their online presence and activities from others to a limited degree. The exact settings are adjustable, but typically involve masking their social profiles and presence to other users in the immediate vicinity, like having an unlisted phone number. Privacy mode can also be used to limit the use of mesh IDs and other data in access and transaction logs, applying a –30 modifier to attempts to research or track them by their online activity.
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Sticky Note
Stealthed Signals
Another tactic that can be taken for privacy is to stealth the wireless radio signals you emit. This method uses a combination of spread-spectrum signals, frequency hopping, and modulation to make your radio transmissions harder to detect with scanning (p. 251). Stealthing your signals is either a passive activity (Automatic Action, –30 modifier on Interface Tests to locate the signal) or an active one (Complex Action, requires an Opposed Test to locate).
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Sticky Note
Anonymization
Anonymization takes the issue of privacy a bit further. The user does not just hide their mesh ID, but they actively use false mesh IDs and take other measures to reroute and obfuscate their datatrail. Anonymization is a necessity both for clandestine operatives and those engaging in illicit mesh activities.
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Sticky Note
False Mesh IDs
The easiest method of making mesh activities anonymous is to set your muse to supply false mesh IDs in online transactions. Though illegal in many jurisdictions, this is an easy task for any character or muse to do. Multiple false IDs are used, making it extremely difficult for anyone to tie all of the user’s activities together.

This method makes it extremely difficult for anyone to track the user’s online actions. Someone attempting to track the character via these false mesh IDs must beat them in an Opposed Test, pitting their Research skill with a –30 modifier against the character’s (or more likely their muse’s) Infosec skill. This is a Task Action with a base timeframe of 1 hour, adjusted higher according to the amount of activity they hope to track. If successful, the tracker manages to dig together enough correlating evidence and records of false IDs to get a picture of the character’s activities (how thorough this picture is depends on their MoS). If they fail, the anonymous character has effectively camouflaged themselves in the mesh.

Actively monitoring a character who is fluctuating their mesh ID with a sniffer program or physically tracking them via the mesh is next to impossible as the continual shifting of IDs and intentional decoys make it too difficult to keep up.
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Sticky Note
Anonymous Account Services
A number of people—not just criminals, hackers, and secret agents—have an interest in keeping some of their affairs anonymous. To meet this demand, various online service vendors offer anonymous accounts for messaging and credit transfers. Some of these vendors are legit business (in places where it is legal), some are criminals operating illegally, others are hacktivists promoting the privacy meme, and still others are hypercorps or other organizations offering such services internally to their own staff/membership.

The interaction between the vendor and user is encrypted and anonymous with no logs kept, so even if the vendor’s servers are hacked, an intruder will not find any leads. While some anonymous accounts are established for regular use, the truly paranoid use (multiple) one-time accounts for maximum security. One-time accounts are used for a single message (incoming or outgoing) or credit transaction and then are securely erased.

Tracking an anonymous account is a practical impossibility and something that only an extremely resourceful organization employing a systematic and expensive effort could attempt.
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Sticky Note
Disposable Ectos
Another option for those seeking privacy and security is to simply use disposable ectos. Using this method, all activity is routed through a specific ecto (using its mesh ID), the ecto is used for a limited period (until it gets hot), and then it is simply discarded or destroyed.




Info Field Short Desc. 
 
 

Mesh Security Four methods are typically used: authentication, firewalls, active monitoring, and encryption. 

 
 

Authenticator Most devices will require some form of account authentication 

 
 

Firewalls Software built to protect an area from intrusion 

 
 

Active Monitoring Active firewalls that will flag suspicious data activity (Usually muses act as the monitoring device) 

 
 

Encryption Adding an extra layer of security to a device 

 
 

Public Key Crypto Using two keys to encrypt and decrypt 

 
 

Quantum Cryptography Expensive and less practical encryption method. However it is very secure 

 
 

Breaking Encryption Basic information on breaking encryption 

 
 

Quantum Codebreaking Mechanics for using a quantum computer to break encryption 

 
 

Intrusion Basics on brute force hacking into a system 

 
 

Preconditions What is needed to hack a system or device 

 
 

Circumventing 
Authentication 

Subverting a passcode or key for easy access 

 
 

Spoofing Authentication Attempting to fool the system by posing as a different user 

 
 

Forging Authentication Forging biometrics or passkeys 

 
 

Intrusion Tests Mechanics on hacking 

 
 

Defeating the Firewall Mechanics for hacking a firewall 
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Sticky Note
Mesh Security
Given the lessons of the Fall and the very real risk still posed by hackers, viruses, and similar threats, network security is taken extremely seriously in Eclipse Phase. Four methods are typically used: authentication, firewalls, active monitoring, and encryption.


Seraniel
Sticky Note
Authenticator
Most devices, networks (PANs, VPNs, etc.), and services require some kind of authentication (a process by which a system determines whether the claimed identity of a user is genuine) before they grant an account and access privileges (p. 246) to a user. There are several different ways for a system to authenticate a user. Some are more reliable and secure than others, but for the most part, the more secure the method, the higher the operational expenses.

Account: If you have access to an account on one system, this may give you automatic access to related systems or subsystems. This is typical of slaved devices (p. 248), where access to the master automatically grants you access to slaves.

Mesh ID: Some systems accept mesh IDs as authentication. This is extremely common with most public systems, which merely log the mesh ID of any user that wishes access. Other systems will only allow access to specific mesh IDs, but these are vulnerable to spoofing (p. 255).

Passcode: This is a simple string of alphanumeric characters or logographic symbols submitted in an encrypted format. Anyone with the passcode can access the account.

Biometric Scan: This calls for a scan of one or more of the user’s biometric signatures (fingerprint, palm print, retinal scan, DNA sample, etc.). Popular before the Fall, such systems have fallen out of use as they are impractical with synthmorphs or users that frequently resleeve.

Passkey: Passkey systems call for an encrypted code that is either hardwired into a physical device (that is either implanted or physically jacked into an ecto) or extracted from specialized software. Advanced passkeys combine hardwired encryption with physical nanotech etching to create a unique key. To access such systems, the passkey must either be acquired or somehow spoofed.

Ego Scan: This system authenticates the user’s ego ID (p. 279).

Quantum Key: QK systems rely on the unbreakable encryption of Quantum Cryptography (p. 254).
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Sticky Note
Firewalls
Firewalls are software programs (sometimes hardwired into a device) that intercept and inspect all traffic to and from a protected network or device. Traffic that meets specified criteria that designates it as safe is passed through, whereas all other traffic is blocked. In Eclipse Phase, every network and device can be assumed to have a firewall by default. Firewalls are the main obstacle that an intruder must overcome, as discussed under Intrusion Tests (p. 255).

Like other gear, firewalls come in varying quality levels and so may apply modifiers to certain tests.
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Sticky Note
Active Monitoring
Instead of relying on authentication and firewalls alone, secure systems are actively monitored by a security hacker or a muse. These digital security guards inspect network traffic using a number of software tools and applications that flag conspicuous events. Active surveillance makes intrusions more difficult, since the interloper must beat the monitoring hacker/AI in an Opposed Test (see Intrusion, next page). Active monitoring also includes monitoring any devices slaved to the monitored system.

Characters may actively monitor their own PANs if they so choose, though this requires a moderate level of attention (count as a Quick Action). It is far more common for a muse to actively guard a user’s PAN.
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Sticky Note
Encryption
Encryption is an exceptionally effective extra layer of security. There are two types of encryption commonly used in Eclipse Phase: public key cryptosystems and quantum cryptography.
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Sticky Note
Public Key Crypto
In public key cryptosystems, two keys are generated by the user, a public key and a secret key. The public key is used to encrypt messages to that user and is made available for others to find online. When messages are encrypted using that public key, only the secret key—controlled by the user—can decrypt them. Public key crypto is widely used both for encrypting data traffic between two users/networks/devices and for encrypting files. Due to the strength of the public key system algorithms, such crypto is essentially unbreakable without a quantum computer (see Quantum Codebreaking, p. 254).
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Sticky Note
Quantum Cryptography
Quantum key distribution systems use quantum mechanics to enable secure communications between two parties by generating a quantum key. The major advantage of transmitting information in quantum states is that the system itself instantly detects eavesdropping attempts as quantum systems are disturbed by any sort of external interference. In practical terms, this means that quantum encrypted data transfers are unbreakable and attempts to intercept automatically fail. Note that quantum crypto doesn’t work for basic file encryption, its only use is in protecting communication channels.

While quantum key systems have an advantage over public key systems, they are both more expensive and less practical. In order to generate a quantum key, the two communications devices must be entangled together on a quantum level, in the same location, and then separated. So quantum key encrypted communications channels require some setup effort, especially if long distances are involved. Since the implementation of quantum cryptographic protocols is an extraordinary expense, it is usually only adopted for major high-security communications links.
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Sticky Note
Breaking Encryption
What this means is that encrypted communications lines and files are very safe if using public key systems and that data transfers are absolutely safe if using quantum crypto. Gamemasters should take note, however: while this may be useful to player characters, it may also hinder them. If the characters need to get at something that is encrypted, they’re going to need to figure out some way to get the secret key’s passcode. Common methods include the old standbys of bribery, blackmail, threats, and torture. Other options involve espionage or social engineering to somehow acquire the passcode. Hackers could also find some other method to compromise the system and gain inside access, bypassing the encryption entirely.
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Sticky Note
Quantam Codebreaking
As noted above, quantum computers can also be used to break public key encryption. This requires an Infosec Task Action Test with a +30 modifier and a timeframe of 1 week (once started, the quantum computer finishes the job on its own; the user does not need to provide constant oversight). Gamemasters should feel free to modify this timeframe as fits the needs of their game. Note that quantum computers cannot break quantumencrypted communications, only encrypted files.
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Sticky Note
Intrusion
The art of intrusion lies in penetrating a device’s security. The best methods involve infiltrating a system quietly, without catching a watchdog’s attention, by using exploits—code glitches and flawed security protocols—to create a path circumventing the target’s defenses. When called for, however, a hacker can toss aside pretenses and attempt to brute-force their way in.


Seraniel
Sticky Note
Preconditions
In order to hack a device, the hacker needs to establish a direct connection to the target computer system. If the hacker is making a direct wireless connection, the target system must be wireless-capable, within range (p. 299), and the hacker must know the target is there (see Wireless Scanning, p. 251). If the system is hardwired, the hacker must physically jack in by using a regular access port or somehow tapping into a cable that carries the network’s data traffic. If the hacker is accessing the target through the mesh, the target system must be online and the hacker must know its mesh ID (p. 246) or otherwise be able to track it down (p. 251).


Seraniel
Sticky Note
Circumventing Authetication
Rather than hacking in, an intruder can try to subvert the authentication system used to vet legitimate users. The easiest manner of doing this is to somehow acquire the passcode, passkey, or whatever authentication method the target uses (p. 253). With this in hand, no test is necessary to access the system; the hacker simply logs in just like a legitimate user and has all of the normal access privileges of that user.

Lacking a passcode, the hacker can try to subvert the authentication system in one of two other ways: spoofing or forgery.
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Sticky Note
Spoofing Authetication
Using this method, the hacker attempts to disguise their signals as coming from a legitimate, authenticated user rather than themself. If successful, the system is fooled by this masquerade, accepting the hacker’s commands and activity as if they came from a legitimate user. Spoofing is more difficult to pull off, but is very effective when it works.

To spoof a legitimate user, the hacker must be using both sniffer and spoofing software (p. 331). The hacker must then monitor a connection between the legitimate user and the target system and succeed in an Infosec Test to sniff the traffic between them (p. 252). Apply a –20 modifier if the user has security account privileges, –30 if they have admin rights (p. 246). If the connection is encrypted, this will fail unless the hacker has the encryption key. 

Armed with this data, the hacker then uses it to disguise their signals. This requires an Infosec Test, modified by the quality of the system’s firewall and the hacker’s spoofing program. If successful, communications sent by the hacker are treated as coming from the legitimate user.
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Sticky Note
Forging Authentication
Biometric and passkey systems used for authentication (p. 253) can potentially be forged by hackers who are able to get a look at the originals. The means and techniques for doing so differ and are beyond the scope of this book, but successfully forging such systems would allow a hacker to log in as the legitimate user.
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Sticky Note
Intrusion Tests
Hacking into a node is a time-consuming task. The target system must be carefully analyzed and probed for weaknesses, without alerting its defenses. Depending on the type of security in place, more than one test may be called for.
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Sticky Note
Defeating the Firewall
Lacking a passcode, the hacker must break in the oldfashioned way: discreetly scanning the target, look for weaknesses, and take advantage of them. In this case the hacker takes their exploit software and makes an Infosec Test. This is handled as a Task Action with a timeframe of 10 minutes. Various modifiers may apply, such as the quality of the exploit software, the quality of the Firewall, or the alertness of the target system. The gamemaster may also modify the timeframe, shortening it to reflect systems that are cookie-cutter common with known security flaws or raising it as fitting for a top-of the-line system with still-unreleased defenses.

By default, a hacker trying to break in this way is pursuing standard user access rights (p. 246). If the hacker wishes to obtain security or admin privileges on the system, apply a –20 or –30 modifier, respectively.

If the Infosec Test succeeds, the intruder has invaded the system without triggering any alarms. If the system is actively monitored (p. 253), they must now avoid detection by that watchdog (see below). If there is no active monitor, the intruder gains the status of Covert (see Intruder Status, next page). If the intruder scored an Excellent Success, however, their status is Hidden (p. 256).

Probing: Players may choose to take extra time (p. 117) when probing the target for weakness and exploits. In fact, this is a common procedure when a hacker wants to ensure success.




Info Field Short Desc. 
 
 

Bypassing Active Security Mechanics for avoiding detection of active security 

 
 

Intruder Status Simple way of measuring an invader’s situation when they are intruding upon a system 

 
 

Status: Hidden An intruder with Hidden status has managed to silently sneak into the system without anyone 
noticing. 

 
 

Status: Covert An intruder with Covert status has accessed the system in a manner that doesn’t attract any unusual 
attention. 

 
 

Status: Spotted Spotted status indicates that the system is aware of an anomaly or intrusion but hasn’t zeroed in on the 
intruder yet. 

 
 

Status: Locked Locked status means that the intruder—including their datatrail—has been pinned down by system 
security. 

 
 

Changing Status An intruder’s status is subject to change according to their actions and the actions of the system. 

 
 

Upgrading Status A hacker can attempt to improve their status in order to better protect themselves 

 
 

Zeroeing In Mechanics on tracking down and locking down a hacker 

 
 

Failing Tests Repercussions to failing a hacking test 

 
 

Brute Force Hacking Mechanics for a quick hack. Clunky, but gets the job done 

 
 

Intrusion 
Countermeasures 

Failed hack attempts can lead to deployed countermeasures 

 
 

Security Alerts Security alerts come in two flavors: passive and active. 

 
 

Passive Alert Usually activated at passive alert status. The system will flag warnings to the admin 

 
 

Active Alert Alarms raised and measures are taken to hunt down the target 

 
 

Passive Countermeasures Passive countermeasures are launched as a precaution whenever an intruder acquires Spotted status. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Bypassing Active Security
If a system is also actively monitored (p. 253), the hacker must avoid detection. Treat this as a Variable Opposed Infosec Test between the intruder and the monitor. The outcome depends on both rolls:

If only the intruder succeeds, the hacker has accessed the node without the monitor or the system noticing. The hacker has acquired Covert status (below). If the hacker scored an Excellent Success, their status is Hidden (below).

If only the monitor succeeds, the hacking attempt is spotted and the monitor may immediately lock the hacker out of the system before they manage to fully break in. The intruder may try again, but the monitor will be vigilant for further intrusions.

If both succeed, the intruder gains access but the monitor is aware that something strange is going on. The hacker acquires Spotted status.

If both fail, continue to make the same test on each of the hacker’s Action Phases, until one or both succeed.


Seraniel
Sticky Note
Intruder Status
Intruder status is a simple way of measuring an invader’s situation when they are intruding upon a system. This status has an impact on whether the hacker has caught any attention or if they managed to remain unobtrusive. Status is first determined when the intruder access the system, though it may change according to events.

Note that intruder status is a separate matter from account access privileges (p. 246). The latter represents what a user can legally do on a system. The former indicates how aware the system is of the hacker’s true nature as an intruder.
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Sticky Note
Hidden
An intruder with Hidden status has managed to silently sneak into the system without anyone noticing. The system’s security is totally unaware of their presence and may not act against them. In this case, the hacker is not using an account so much as they are exploiting a flaw in the system that grants them a nebulous, behind-the-scenes sort of presence in the system. The hacker effectively has admin access rights, but does not show up as an admin-level user in logs or other statistics. Hidden characters receive a +30 modifier on any efforts to subvert the system.
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Sticky Note
Covert
An intruder with Covert status has accessed the system in a manner that doesn’t attract any unusual attention. For all intents and purposes, they appear to be a legitimate user with whatever access rights they sought. Only extensive checking will turn up any abnormalities. The system is aware of them, but does not consider them a threat.
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Sticky Note
Spotted
Spotted status indicates that the system is aware of an anomaly or intrusion but hasn’t zeroed in on the intruder yet. The hacker appears to be a legitimate user with whatever access rights they sought, but this will not hold up under close scrutiny. The system goes on passive alert (inflicting a –10 modifier to the hacker’s activities on that system) and may engage the hacker with Passive Countermeasures, (p. 257).
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Sticky Note
Locked
Locked status means that the intruder—including their datatrail—has been pinned down by system security. The hacker has access and account privileges, but they have been flagged as an interloper. The system is on active alert (inflicting a –20 modifier on the hacker’s actions) and may launch Active Countermeasures, (p. 258) against the intruder.
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Sticky Note
Changing Status
An intruder’s status is subject to change according to their actions and the actions of the system.
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Sticky Note
Upgrading Status
A hacker can attempt to improve their status in order to better protect themself. This requires a Complex Action and an Infosec Test. If the hacker has Spotted status, this is an Opposed Test between monitor and intruder. If the hacker wins and scores an Excellent Success (MoS of 30+), they have upgraded their status by one level (for example, from Covert to Hidden). Intruders with Locked status may not upgrade.
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Sticky Note
Zeroing In
A security hacker or muse that is actively monitoring a system can take a Complex Action and attempt to hone in on a Spotted intruder. An Opposed Infosec Test is made between both parties. If the system’s defender wins, the hacker is downgraded to Locked status.
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Sticky Note
Failing Tests
Any time an intruder scores a Severe Failure (MoF 30+) on a test involving manipulating the system, they are automatically downgraded one status level (from Covert to Spotted, for example). If a critical failure is rolled, they immediately give themselves away and achieve Locked status.
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Sticky Note
Brute Force Hacking
Sometimes a character simply doesn’t have time to do the job right, and they need to hack in now or never. In this case the hacker engages the target system immediately, head on, without taking any time to prepare an attack. The hacker simply brings all of their software exploit tools to bear, throwing them at the target and hoping that one works. This is handled as an Infosec Test, but as a Task Action with a timeframe of 1 minute (20 Action Turns). The hacker receives a +30 modifier on this test. Many hackers choose to rush the job (see Task Actions, p. 120), in order to cut this time even shorter.

The drawback to brute-force hacking is that it immediately triggers an alarm. If the system is actively monitored, the hacker must beat the monitor in an Opposed Infosec Test or be immediately locked out as soon as they break in. Even if they succeed, the hacker has Locked status and is subject to active countermeasures.
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Sticky Note
Intrusion Countermeasures
If an intruding hacker fails to penetrate a system’s defenses (i.e., they are Spotted or Locked, see p. 256), then the system goes on alert and activates certain defenses. The nature of the applied countermeasures depends on the capabilities of the system, the abilities of its security defender(s), and the policy of its owner/admins. While some nodes will simply seek to kick the intruder out and keep them shut out, others will actively counterattack, seeking to track the intruder and potentially hack the intruder’s own PAN.
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Sticky Note
Security Alerts
Security alerts come in two flavors: passive and active.
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Sticky Note
Passive Alert
Passive alerts are triggered when an intruder hits Spotted status. The system immediately flags a visual or acoustic cue to anyone actively monitoring the system and possibly the owner or admins. It immediately launches one or more passive countermeasures (see below). Depending on the system, extra security hackers or AIs may be brought in to help investigate. If the intruder is not encountered again or located within a set time period (usually about 10 minutes), the alarm is deactivated and the event is logged as an anomaly. Depending on the security level of the system, someone may analyze the logs at some point and try to ascertain what happened—and prevent it from happening again.

All intruders suffer a –10 modifier for tests involving a system that is on passive alert.
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Sticky Note
Active Alert
An active alert is triggered when an intruder hits Locked status. The system immediately alerts the owners, admins, and monitoring security agents. Additional security assets (hackers and AIs) may be called in. The system also launches active countermeasure against the intruder (see below). Active alerts are maintained for as long as the intruder is present and sometimes for a lengthy period afterwards just in case the hacker returns.
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Passive Countermeasures
Passive countermeasures are launched as a precaution whenever an intruder acquires Spotted status.

Locate Intruder
A security hacker or AI monitoring a system may attempt to track down the source of the passive alert. see Zeroing In, p. 257.

Reauthenticicate
When a passive alert is triggered, a firewall can be set to reauthenticate all active users, starting with the most recent. At the beginning of the next Action Turn, everyone on the system must take an action to log back in. For intruders, this means making an Infosec Test, modified by –10 for the passive alert, to satisfy the system that they are a legitimate user.

Reduce Privileges
As a protective measure, some systems will immediately reduce access privileges available to standard users and sometimes security users as well. One common tactic is to protect all logs, backing them up and making sure no one has rights to delete them.





Info Field Short Desc. 
 
 

Subversion Tasks available once hacked inside a system 

 
Subversion Examples  
In addition to the tasks noted under the Subversion Difficulties table, these modifiers present some additional example actions  
Modifier Task 
Hacking Bots/Vehicles  
-0 Give orders to drones 
-10 Alter sensor system parameters, disable sensors or weapon systems 
-20 Alter smartlink input, send false data to AI or teleoperator 
-30 Lockout AI or teleoperator, seize control via puppet sock 
Hacking Ectos/Mesh Inserts  
-0 Interact with entoptics, befriend everyone in range, make online purchases using user’s credit, intercept 

communications, log activity 
-10 Alter social network profile/status, adjust AR filters, tweak sensory interface, change AR skin, change avatar, 

access VPN 
-20 Block or shuffle senses, inject AR illusions, spoof commands to drones/slaved devices 
-30 Boot user out of AR 
Hacking Habitat Systems  
-0 Open/close doors, stop/start elevators, operate intercom 
-10 Adjust temperature/lighting, disable safety warnings, replace entoptic skin, lock doors, switch traffic timers 
-20 Disable subsystems (plumbing, recycling, etc.), disable wireless links, dispatch repair crews 
-30 Override safety cutoffs 
Hacking Security Systems  
-0 Move/manipulate cameras/sensors, locate security systems/guards/bots 
-10 Adjust patterns of sensor sweeps, view security logs, disable weapon systems 
-20 Delete security logs, dispatch security teams 
-30 Disable alerts 
Hacking Simulspace Systems  
-0 View current status of simulspace, simulmorphs, and accessing egos 
-10 Change domain rules, add cheats, alter parameters of story, alter simulmorphs, change time dilation 
-20 Eject simulmorph, alter/erase character AIs 
-30 Abort simulation 
Hacking Spimes  
-0 Get status report, use device functions 
-10 Adjust AI/voice personality settings, adjust timed operation schedule 
-20 Disable sensors, disable device functions 

 
Subversion Difficulties  
Difficulty modifiers for common computer tasks  
Modifier Task 
-0 Execute commands, view restricted information, run restricted software, open/close connections to other systems, 

read/write/copy/delete files, access sensor feeds, access slaved devices 
-10 Change system settings, alter logs/restricted files 
-20 Interfere with system operations, alter sensor/AR input 
-30 Shut system down, lockout user/muse, launch countermeasures at others 
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Subversion
Once an intruder has successfully invaded a device or network, they can pursue whatever tasks they are interested in, as fitting that particular system. Depending on the type of account the intruder hacked, they may or may not have access privileges to do what they want to do. If their access rights allow it, the activity is handled like that of a legitimate user and no test is called for (unless the activity itself calls for some kind of test, such as Research). For example, a hacker who infiltrates a habitat’s security system with a security account can monitor cameras, deactivate sensors, review recorded surveillance footage, and so on, as any legitimate user with security rights would be allowed to do.

Engaging in any sort of activity for which you don’t have access rights is more difficult and requires hacking the system. This typically requires an Infosec Success Test, modified by the difficulty of the action as noted on the Subversion Difficulties table. In most cases this in not an Opposed Test even if the system is actively monitored, unless specifically stated otherwise. Failing such tests, however, will result in a change of the hacker’s intruder status (see Failing Tests, p. 257).

Examples for different types of system subversion are given in the Subversion Examples sidebar. This is not an exhaustive list, however, and gamemasters and players are encouraged to improvise game effects in case an action has not been explicitly described.




Info Field Short Desc. 
 
 

Augmented Reality 
Illusions 

Injecting illusions into a system or device 

 
 

Backdoors A backdoor is a method of bypassing a system’s normal authentication and security features 

 
 

Crashing Software Intruders can attempt to crash software programs by killing the processes that run them 

 
 

Eliminating Intrusion 
Threats 

An intruder can attempt to clean their trail that they were ever there 

 
 

Hacking VPNs Challenging hack against a VPN 

 
 

Scripting A simple program/batch of instructions that can be activated when desired 

 
 

Cyberbrain Hacking Hacking into pods or synthmorphs that have a cyberbrain 

 
 

Entrapment Locking an ego inside a cyberbrain 

 
 

Memory Hacking Mechanics of reading, altering, or deleteing information on a cyberbrain 

 
 

Puppeteering Controlling a cyberbrain through a puppet sock 

 
 

Scorching The use of damaging neurofeedback algorithms to harm the victim’s mind 

 
 

Shutdown Shutting a cyberbrain down 

 
 

Terminate Critical Stack 
Feed 

Shutting off the cortical stack backup connection of a cyberbrain 

 
 

Radio Jamming Transmitting radio signals that deliberate interfere with other radio signals in order to disrupt 
communications 

 
 

Jamming Radar Interfering with radar devices 

 
 

Simulspace Simulspaces are virtual reality environments where the resolution advances beyond realistic high 
definition and into the hyper-real. 

 
 

Simulmorphs Characters access simulspace using an avatar-like persona called a simulmorph 

 
 

Immersion Stepping into ones avatar within simulspace 

 
 

External Mesh Interaction A character can still interact with the mesh, and through it, the outside world. Even in simulspace 

 
 

Simulspace Rules Mechanics of simulspace 

 
 

Domain Rules Anything goes in a simulspace, as dictated by the domain rules 

 
 

Cheating Ways of cheating within simulspace 

 
 

Hacking Simulspace Simulspace is an odd spectrum, but hacking is possible 

 
 

Meddling from the inside A hackers options within simulspace 
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Augmented Reality Illusions
A hacker who has infiltrated an ecto, mesh inserts, or some other device with an AR interface may inject different kinds of visual, auditory, tactile, and even emotional illusions into the augmented reality of the device’s user, depending on the type of interface used. How the hacked user will respond to the illusion depends on a number of factors, such as whether they are aware of the intruder (i.e., the hacker has Spotted or Locked status), what type of interface they are using (entoptic or haptic), and how realistic the illusion is.

The best illusions are, of course, crafted in advance, using the best image and sensory manipulation tools available. Such illusions are hyper-realistic. Anyone making a Perception Test to identify them as fake suffers a –10 to –30 modifier (gamemaster’s discretion). An eclectic collection of software programs offer a diverse range of AR illusions.

Hackers may also improvise illusions on the fly, usually by patching in sensor data from others sources, though this is more difficult and more easily spotted (typically adding a +10 to +30 modifier to Perception Tests). The advantage is that the hacker can modify the illusion in reaction to the user’s actions or environmental factors on the fly. AR illusion software, however, also offers some template illusions that can be modified and controlled in real-time via a connected interface.

Whenever a user is bombarded with AR illusions, the gamemaster should make a secret Perception Test to see if they spot the deception. Even if they do, however, the character may still react to them. Almost anyone will duck when they see an object suddenly flying at their face, as their body reacts on its own before the brain comprehends that it’s an illusion and not a threat.

Aside from their deceptive value, illusions can be used to distract users or otherwise impair their perceptive faculties. For example, dark illusory clouds can obscure vision, ear-wrenching high-volume noises can make people cringe, and a persistent tickling sensation might drive anyone crazy. Such effects can apply a –10 to –30 modifier to Perception Tests and other actions, but the user can also adjust their filters and/or turn their AR off if necessary.
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Backdoors
A backdoor is a method of bypassing a system’s normal authentication and security features. It enables a hacker to sneak into a system by exploiting a flaw (which can take the form of an installed program or modification to an existing program or hardware device) that was integrated into the system previously, either by themselves or another hacker (who shared the backdoor).

To install a backdoor, the hacker must successfully infiltrate the system and succeed in both a Programming and an Infosec Test (or an Opposed Infosec Test if the system is actively monitored). The Programming Test determines how well the backdoor is crafted and hidden within system processes, while the Infosec Test represents incorporating it into the system without security noticing. Modify the Programming Test by –20 if the hacker wants to have security privileges when using the backdoor, –30 for admin.

Once installed, using a backdoor requires no test to access the system—the hacker simply logs on as if they were a legitimate user, gaining Covert status. Anyone who is aware of a backdoor’s details may use it.

How long the backdoor lasts depends on many factors and is largely up to the gamemaster. Backdoors are only likely to be spotted during complete security audits, so more paranoid systems are likely to detect them earlier. Security audits may also occur when an intruder is Spotted but never Locked. Security audits are a Task Action with a timeframe of 24 hours. The character conducting the audit makes an Infosec Test to spot the backdoor. If the backdoor’s installer scored an Excellent Success on their Programming Test, this Infosec Test suffers a –30 modifier.
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Crashing Software
Intruders can attempt to crash software programs by killing the processes that run them. This requires a Complex Action and an Infosec Test. Note that some software is set to immediately respawn, but this can take from 1 Action turn to 1 minute, depending on the system. Hackers may crash AIs, AGIs, and even infomorphs this way, but the process is more difficult. In this case, an Opposed Infosec Test is made against the target, who is immediately aware they are under attack. Two consecutive tests must succeed in order to crash an AI, three in order crash an AGI or infomorph. If successful, the AI/infomorph immediately reboots, which generally takes 3 Action Turns, longer if the gamemaster chooses.
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Eliminating Intrusion Threats
Hackers who have avoided being Locked may attempt to clean up all traces of their intrusion before they exit a system. This involves erasing incriminating data in the access and security logs and otherwise hiding any evidence of system tampering. This requires a Complex Action and an Infosec Test, or an Opposed Infosec Test if the system is actively monitored. If successful, the intruder has wiped anything that might be used to track them down later, such as mesh ID, etc.
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Hacking VPNs
Virtual private networks (VPNs) are more challenging to hack than standard devices. Because they exist as an encrypted network within the mesh, accessing channels of communication within a VPN is all but impossible without the encryption key. This means any attempt to sniff the VPN traffic is also impossible without the key.

The only way to hack a VPN is to break into a device that is part of the VPN and running the VPN software. Once an intruder has access to such a device, they can attempt to access the VPN. The account the hacker has compromised may have VPN privileges, in which case they are in. If not, they must hack access, requiring an Infosec Test with a Minor modifier (–10).

Once access to the VPN is acquired, the hacker may treat the VPN like any other network. They may hack other devices on the VPN, sniff VPN traffic, track other users on the VPN, research data hidden away on the VPN, and so on.
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Scripting
A script is a simple program—a batch of instructions— that a hacker can embed in a system to be executed at a later pre-scheduled time or upon a certain trigger event, even without the hacker being present. When activated, the script will undertake a number of system operations limited by the abilities of the operating system and the access rights the hacker had when they implemented the script in the system. Scripts are a great way for a hacker to subvert a system without necessarily being in danger when they do it.

Scripts can be programmed on the fly or pre-programmed. When composing the script, the character must detail what system operations the set will call for, in what order, and at what times (or at what trigger steps). The script cannot contain more steps/tasks than the character’s Programming skill ÷ 10 (round down). To program a script, the character must succeed in a Programming Test with a timeframe determined by the gamemaster.

To load the script, the character must have successfully intruded in the system and must succeed in an Infosec Test (or an Opposed Infosec Test if the system is actively monitored). If successful, the script is loaded into the system and will run as programmed.

Once the script is activated, it carries out the preprogrammed sequence of actions. The programmer’s Infosec skill is used for any tests those actions call for.

Inactivated scripts may be detected in a security audit, just like backdoors (p. 260).
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Cyberbrain Hacking
Pods and synthmorphs (including some bots and vehicles) are equipped with cybernetic brains. While this technology allows a transhuman ego to sleeve into and control these forms, they carry the disadvantage of being vulnerable to hacking, like any other electronic device.

Cyberbrains are not wireless-enabled for security reasons, but they do have access jacks (p. 306) and are directly linked to mesh inserts. This means that in order to hack a cyberbrain, the hacker either must have direct physical access to the morph’s body in order to jack in or they must first hack into the mesh inserts and then break into the cyberbrain from there.

Due to their importance, cyberbrains are equipped with numerous hard-coded security features that make intrusion very difficult. Apply a –30 modifier to all attempts to hack into and subvert a cyberbrain. (Note that the –30 modifier for hacking an admin account does not apply to cyberbrains.)

Cyberbrains are treated just like other systems for intrusion and subversion purposes, but since they house the morph’s controlling ego they present several unique hacking opportunities.
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Entrapment
An intruding character can attempt to lock in an ego, preventing it from evacuating the cyberbrain. The hacker (with the –30 modifier noted above) must beat the defending character or muse in an Opposed Infosec Test. If successful, the ego is prevented from transferring itself to another system.

To fully pen the ego in, the ego character and its protecting muse must also be locked out (p. 258) from controlling the cyberbrain’s system, otherwise the ego could potentially be freed.

Trapped egos are quite vulnerable. They could, for example, be subject to enforced uploading, enforced forking, or psychosurgery.
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Memory Hacking
All cyberbrains incorporate mnemonic augmentation (p. 307), or digitally recorded memories. A hacker who accesses a cyberbrain can read, alter, or delete these memories with a successful Research or Interfacing Test (the –30 modifier applies).
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Puppeteering
Most cyberbrains also incorporate a puppet sock (p. 307), enabling remote users to take over the pod or synthmorph body and control it via teleoperation or jamming (p. 196). This allows a hacker to seize control of the body and manipulate it remotely. To do so, the hacker must take a Complex Action and beat the defending character or muse in an Opposed Infosec Test; the hacker suffers the –30 modifier noted above.

A defender who is not locked out may continue to fight for control of the morph, using a Complex Action. In this case, another Opposed Infosec Test is called for. This can result in a situation where the morph repeatedly slips control from the hacker to the defender or perhaps slips into a catatonic state as the two sides battle it out.
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Scorching
Having direct access to a cyberbrain opens the possibility for certain kinds of attacks that are normally infeasible due to the strict content filtering that occurs on the link between the cyberbrain and mesh inserts. One of these possibilities is scorching—the use of damaging neurofeedback algorithms to harm the victim’s mind.

In order to make a scorching attack, the cyberbrain intruder must deploy a scorch program. To utilize a scorch program, the intruder must beat the defending Ego in an Opposed Infosec Test. The –30 modifier for cyberbrain hacking applies to the attacker.

Several types of scorch programs exist, with different effects: cauterizers (damage), bedlams (stress), spasms (pain), nightmares (fear), and shutters (sensory deprivation). These are described on p. 332 of Gear.
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Shutdown
If a cyberbrain is shut down (p. 258), the morph immediately ceases activity, perhaps collapsing or rolling to a stop. Pods will appear to be in a coma. The ego, however, will be rebooted along with the cyberbrain.
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Terminate Critical Stack Feed
The cyberbrain feeds backup data to the cortical stack. This is a one-way connection, so the cortical stack may not be hacked, but the transfer of data may be cut off. This termination action requires an Opposed Infosec Test between the hacker (with the –30 modifier) and the defender. The ego’s backup will not be updated for as long as the connection remains off.
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Radio Jamming
Radio jamming is a method of transmitting radio signals that deliberate interfere with other radio signals in order to disrupt communications. In the highly networked world of Eclipse Phase, intentional jamming is often illegal, not to mention rude.

Radio jamming does not require any special equipment other than a standard wireless device, such as an ecto or mesh inserts. Jamming can be selective or universal. Selective jamming targets a particular device or set of devices. In order to selectively jam, the character must have scanned the target device(s) (p. 251). Universal devices target all radio-equipped devices indiscriminately.

Jamming simply requires a Complex Action and an Interfacing Test. If successful, affected devices within range have their radio communications disrupted— they are cut off from the mesh and may not communicate wirelessly. Wired devices are unaffected.

Devices equipped by AIs will automatically attempt to overcome jamming, which requires a Complex Action (transhuman users may also do the same). In this case, a Variable Opposed Test is made between the jammer and defender. If the jammer wins, all communications are blocked; if the defender wins, they are unaffected. If both parties succeed, the defender’s communications are impacted but not completely cut off. The gamemaster decides how much information the defender can get through and how this situation affects mesh use.
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Jamming Radar
Jamming can also be used to interfere with radar. If the jammer makes a successful Interface Test, the radar suffers interference, imposing a –30 modifier on all sensor-related tests. The entity operating the radar may attempt to overcome this interference by beating the jammer in an Opposed Interface Test.
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Simulspaces
Simulspaces are virtual reality environments where the resolution advances beyond realistic high definition and into the hyper-real. The environments they create are comprehensive and authentic illusions, from aspects like lighting, day or lunar cycles, and weather down to minute details and sensations. Jacking into a simulspace is much like crossing over into a alternate world or reality, which is why simulspaces have become increasingly popular in entertainment.

While simulspaces usually cannot harm characters immersed in them as the sensory algorithms are not intended to be offensive programs or routines, experiences in simulspaces can have a strong psychological impact on an ego, as the simulation is as close to reality as you can get. A character who is “physically” tortured within a simulspace will not be physically harmed, but the mental stress of the experience might still be sufficient to cause permanent traumas.
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Simulmorphs
Characters access simulspace using an avatar-like persona called a simulmorph. This simulmorph is created by the simulspace, based on the domain rules of the simulation and certain characteristics of the morph or ego accessing the simulation. Depending on the simulation, this simulmorph may be customizable to varying degrees.

While interacting with the simulation, treat simulmorphs as basic infomorphs for all rules purposes, even if the egos are still possessing another morph body in reality.

When accessing a simulspace, muses are usually not transferred into the simulation, though they can potentially come along if domain rules permit it. In this case, muses are treated as separate characters within the simulspace with their own simulmorph body.

Depending on the role a simulspace is intended to play in the story, the gamemaster may want to invent “physical stats” for the simulmorph bodies, especially if the characters are likely to spend a lot of time in the simulation. These statistics can literally be made up—it is a virtual reality after all, and anything goes. Alternately, the gamemaster can simply wing it and invent any necessary statistics on the fly as the need for them comes up.
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Immersion
When a character immerses themselves in a simulspace, they “become” the simulmorph. The character’s physical body, typically secluded and protected in a vat or couch, slumps inertly. While immersed, they suffer –60 on all Perception Tests or attempts to take action with their physical morph. Characters can enter and leave the simulspace at will, but toggling in or out takes a Complex Action.

If the simulspace crashes or the character is otherwise dumped from it, they immediately resume control of their own morph as normal. VR dumpshock is extremely jarring, and the character suffers 1d10 ÷ 2 mental stress.
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External Mesh Interaction
A character accessing a simulspace may still interact with the mesh (and through it, the outside world) assuming the domain rules allow for it. Any outside interactions are subject to time dilation issues, however. For example, in a simulspace running faster than real time, holding a chat with someone in outside meatspace is excruciatingly slow, as real-world seconds translate into minutes in VR. If a character wishes to directly access other mesh nodes, they must toggle or log out of the simulspace.
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Simulspace Rules
Since a simulspace is an alternate world whose realism matches reality, characters use their physical skills and aptitudes as if they were acting in the real world with few exceptions:

• Though intrusion and hacking can be represented as another layer of the simulation, there is no actual hacking within the simulspace (see Hacking Simulspaces).
• Asyncs cannot use their psi abilities in simulspace, though such abilities can be simulated.
• Any “physical” damage taken in the simulspace is treated as “virtual” damage. While virtual injuries and wounds use the same mechanics, characters that die in a simulspace are usually simply ejected from the simulation. In some cases “dead” characters are brought into a white room and can re-enter or just watch the simulation, depending on the domain rules.
• Mental stress or trauma inflicted during a simulation carries over to the ego as real Lucidity damage. At the gamemaster’s discretion, some mental stress may be reduced if the character is aware that they are in a simulation.
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Domain Rules
Anything goes in a simulspace, as dictated by the domain rules. A simulspace may range from approximating reality very closely to differing drastically. Gravity might fluctuate, the visual light spectrum might not exist, characters might heal virtual damage effortlessly, simulmorphs may be capable of transmogrifying into other creatures, everything might be underwater—the possibilities are endless, limited only by imagination. In game terms, this allows the gamemaster to make up rules on the fly.
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Cheating
As with any good game, simulspaces provide ways to cheat. Cheats are either built into the simulspace software or (externally) programmed in by a hacker. Cheats allow for a character to break the domain rules in some way. This may be a special power, a way to alter some environmental factor (like flying), altering the time dilation, some sort of power-up ability, a way to get info on other simulmorphs, or a short-cut through part of the simulation. In game terms, cheats might provide bonus modifiers to certain skill or stat tests made by a simulmorph. Cheating is usually forbidden. Players who cheat in a simulspace game and who get caught may face eviction from the simulspace.
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Hacking Simulspace
Since simulspaces are complex virtual environments and often run on time dilation, hackers cannot hack them in a normal manner when they participate in the simulation. There are ways to affect and influence the simulation from within, but the degree of subversion that is achievable is limited. For this reason, hackers rarely enter into VR to hack. Hacking into the external system running a simulspace is just like breaking into any other system. Use all of the standard rules for intrusion and subversion.
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Meddling from the Inside
Within a simulspace, a hacker’s only choice for interacting with the VR controls is through the standard interface that any simulmorph can pull up. Typically used for standard user features like adjusting your simulmorph or chatting with or checking the status of other users, a clever hacker might find some ways to subvert the system. Such options are usually limited, however, as a number of system controls and processes cannot be accessed and manipulated from the inside.

Most of the hacker’s options are going to involve meddling with the simulation and its specific domain rules or possibly gaining access to cheats. To make a change requires a successful Interface Test. Ultimately the gamemaster decides what the hacker can and cannot get away with, based on the limitations of that particular simulspace.

Most simulspaces are monitored to prevent cheating and abuse, though the monitors are typically pre-occupied with maintaining the simulspace as a whole, dealing with other users, etc. At the gamemaster’s discretion, such a monitor might get to make an Interface Test (possibly with a modifier for distraction) to notice the hacker’s efforts.




Hacking Simulspace From Within  
Modifier Task 
-0 Analyze simulation parameters, view domain rules, shape appearance of simulmorph, switch simulmorph character or morph type 
-10 Change probability of test outcomes, become invisible (“out of game”) to others 
-20 Interfere with simulation (e.g., make it rain, generate earthquakes), generate items, ignore domain rules, kill or lockout other 

simulmorphs 
-30 Go into god mode, command simulated characters, take over the simulation 

 
Info Field Short Desc. 
 
 

AIs and Muses Basic information on AI and muses 

 
 

AI Limitations AIs feature a number of built-in restrictions and limitations 

 
 

Commanding AIs AIs and muses are programmed to accept commands from authorized users 

 
 

AGIs and Infomorphs The term “infomorph” is used to refer to any ego in a digital body, whether that be an AGI or the 
digital emulation of a biological mind, 

 
 

Software Minds Mechanics of infomorphs 

 
 

AGI Characters Though AGIs were not born in a biological body, their programming encompasses the full spectrum of 
human personality, outlook, emotions, and mental states 
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AIs and Muses
AIs are sentient but specialized programs. Like other software, they must be run on a computerized system. Most AIs are run on bots, vehicles, and other computerized devices where they can assist transhuman users or operate the machine themselves. They are also commonly used to actively monitor computer systems against intrusion attempts. Muses are AIs that specialize as personal companions, always at a character’s virtual side ever since they were a child.

Sample AIs and muses can be found on p. 332 of Gear.
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AI Limitations
AIs feature a number of built-in restrictions and limitations. To start with, they can be loaded in the cyberbrains of pods and synthmorphs, but they may not be downloaded into biomorph brains. As software, they use the same rules as other software and may be shut down, restarted, copied, erased, stored as inert data, infected with viruses, and reprogrammed. Due to their size and complexity, only one AI (or infomorph) may be run on a personal computer at a time (see Computer Capabilities, p. 247), and they may not run on peripheral devices.

While they possess cognition and intelligence, they are incapable of self-improvement and cannot expand their programming and skills on their own. Although they are not able to learn they do possess memory storage that grants them the ability to remember and a limited form of adaptation. AIs do not earn Rez Points, nor do they have Moxie.

AIs have aptitudes no greater than 20 but are incapable of defaulting. If they don’t possess a skill, they don’t know how to do it. (At the gamemaster’s discretion, they may default to field skills or similar skills as noted on p. 173 with a –10 to –30 modifier).

They can use skills like any character in Eclipse Phase, however they may not possess any Active skill at a rating higher than 40 or Knowledge skill higher than 90—the maximum amount of expertise that their skill software allows.

While AIs are programmed with personality templates and empathy, they are generally less emotive and difficult to read (apply a –30 modifier to Kinesics Test made against them, when in pod bodies). When combined with non-expressive synthetic morphs, they are even more difficult (–60 modifier). Some AIs lack emotive capabilities altogether and are impossible to read with Kinesics skill.

AIs do have a Lucidity and Trauma Threshold stat, and are capable of suffering mental stress and traumas.
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Commanding AIs
AIs and muses are programmed to accept commands from authorized users. In some circumstances, they may also be programmed to follow the law or some ethical code. Programming is never perfect, however, and AIs can be quite clever in how they interpret commands and act on them. In most cases, an AI will rarely refuse to follow a request or obey a command. Given that they also usually have a duty to protect the person commanding them, the AI may be reluctant to follow commands that could be construed as dangerous or having a negative impact on the user. Under certain circumstances, pre-programmed imperatives can force an AI to ignore or disobey their owner’s commands (gamemaster’s discretion).
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AGIs and Infomorphs
The term “infomorph” is used to refer to any ego in a digital body, whether that be an AGI or the digital emulation of a biological mind (including backups and forks). The following rules apply to infomorph and AGI characters.
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Software Minds
At their core, infomorphs are just programs and so they are treated like other software in terms of rules. They must be run on a specific personal computer or server (see Computer Capabilities, p. 247). If that device is shut down, the infomorph also shuts down into a state of unconsciousness, restarting along with the device (infomorphs may also shut themselves down, though it is rare that they do so). If the device is destroyed, the infomorph is killed along with it (unless their data can somehow be extracted from any surviving components, perhaps resulting in a vapor, p. 274). Infomorphs may copy themselves, though in some places this is illegal and in most places is frowned upon as it raises numerous ethical and legal questions. For this reason many infomorphs that copy and transfer themself to run on a new device will thoroughly erase themselves off the old one.

As digital beings, infomorphs have no physical mind, but it is a simple matter for them to possess an uninhabited synthmorph, taking up residence in the cyberbrain (see Resleeving Synthmorphs, p. 271). They may also download into biomorph bodies according to standard resleeving rules (p. 270). Even when disembodied, they may interact with the physical world via the mesh, viewing through sensors, streaming XP feeds, communicating with characters, commanding slaved devices, and teleoperating/jamming drones.

Infomorphs have a Speed of 3, reflecting their digital nature and their ability to act at electronic speeds. If an infomorph sleeves into a body, however, it takes on the Speed of that morph.
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AGI Characters
Though AGIs were not born in a biological body, their programming encompasses the full spectrum of human personality, outlook, emotions, and mental states. AGIs are in fact raised in a manner similar to human children, so that they are socialized much like humans are. Nevertheless, on a fundamental level they are nonhumans programmed to act human. There are inevitably points where the programming does not mask or alter the fact that AGIs often possess or develop personality traits and idiosyncrasies that are quite different from human norms and sometimes outright alien.

Unlike standard crippled AIs, AGIs are capable of full-fledged creativity, learning, and self-improvement (at a slow but steady pace equivalent to humans). Just like other characters, they earn Rez points and may improve their skills and capabilities. AGIs suffer none of the skill limitations placed on weak AIs, using skills just like any other character.

On an emotional level, AGIs run emotional subroutines that are comparable to biological human emotions. AGIs are, in fact, programmed to have empathy, share an interest in human affairs and prosperity, and place significant relevance on life of all kinds. In game terms, AGIs emote like humans (and so Kinesics may be used to read them) and are vulnerable to emotionally manipulative effects, fear, etc.




Game Mechanics 
 

Info Field Short Desc. 
 
 

Making Tests Rolling dice to decide if you succeed or fail at a task 

 
 

Target Numbers (TN) The number you need to roll below on a test to beat it 

 
 

When to Make Tests When should a test be called for? 

 
 

Difficulty and Modifiers Weighted modifiers that can makes test easier or more difficult 

 
Test Difficulty  
Difficulty Level Modifier 
Effortless +30 
Simple +20 
Easy +10 
Average 0 
Difficult -10 
Challenging -20 
Hard -30 

 
Modifier Severity  
Severity Modifier 
Minor +/- 10 
Moderate +/- 20 
Major +/- 30 

 
Info Field Short Desc. 
 
 

Criticals: Rolling Doubles Mechanics for critical rolls 

 
 

Defaulting: Untrained 
Skill Usage 

Performing a test that you do not have the skill for 

 
 

Teamwork Working together for a bonus to test success 

 
 

Types of Tests There are two types of tests in Eclipse Phase: Success and Opposed. 

 
 

Success Tests Success Tests are called for whenever a character is acting without direct opposition. 

 
 

Trying Again If you fail at a test, you can take another shot with increasing difficulty 

 
 

Taking Extra Time Taking your time performing an action for a higher chance of success 

 
 

Simple Success Tests Some tests, even when failed, are successful. Just made with a bit of difficulty 

 
 

Margin of Success/Failure How well do you succeed or fail the test? 

 
 

Excellent Success or 
Severe Failure 

What happens on a excellent/botched test roll? 
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Making Tests
In Eclipse Phase, your character is bound to find themself in adrenalin-pumping action scenes, highstress social situations, lethal combats, spine-tingling investigations, and similar situations filled with drama, risk, and adventure. When your character is embroiled in these scenarios, you determine how well they do by making tests—rolling dice to determine if they succeed or fail, and to what degree.

You make tests in Eclipse Phase by rolling d100 and comparing the result to a target number. The target number is typically determined by one of your character’s skills (discussed below) and ranges between 1 and 98. If you roll less than or equal to the target number, you succeed (though the closer you get to the target number, the better). If you roll higher than the target number, you fail.

A roll of 00 is always considered a success. A roll of 99 is always a failure.


Seraniel
Sticky Note
Target Numbers
As noted above, the target number for a d100 roll in Eclipse Phase is usually the skill rating. Occasionally, however, a different figure will be used. In some cases, an aptitude score is used, which makes for much harder tests as aptitude scores are usually well below 50 (see Aptitudes, p. 122). In other tests, the target number will be an aptitude rating × 2 or × 3 or two aptitudes added together. In these cases, the test description will note what rating(s) to use.


Seraniel
Sticky Note
When to Make Tests
The gamemaster decides when a character must make a test. As a rule of thumb, tests are called for whenever there is a chance that a character might fail at an action or when success or failure may have an effect on the ongoing story. Tests are also called for whenever two or more characters act in opposition to one another (for example, if they are arm wrestling or haggling over a price). On the other hand, routine use of a skill by someone with at least a rating of 30 in that skill can be assumed to be successful with no test.

It is not necessary to make tests for everyday, run-of the- mill activities, such as getting dressed or checking your email (especially in Eclipse Phase, where so many activities are automatically handled by the machines around you). Even an activity such as driving a car does not call for dice rolls as long as you have a small modicum of skill. A test might be necessary, however, if you happen to be driving while bleeding to death or are pursuing a gang of motorcycle-riding scavengers through the ruins of a devastated city.

Knowing when to call for tests and when to let the roleplaying flow without interruption is a skill every gamemaster must acquire. Sometimes it is better to simply make a call without rolling dice in order to maintain the pacing of the game. Likewise, in certain circumstances the gamemaster may decide to make tests for a character in secret, without the player noticing. If an enemy is trying to sneak past a character on guard, for example, the gamemaster will alert the player that something is amiss if they ask them to make a perception test. This means that the gamemaster should keep a copy of each character’s record sheet on hand at all times.
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Sticky Note
Difficulty and Modifiers
The measure of a test’s difficulty is reflected in its modifiers.
Modifiers are adjustments made to the target number (not the roll), either raising or lowering it. A test of average difficulty will have no modifiers, whereas actions that are easier will have positive modifiers (raising the target number, making success more likely) and harder actions will have negative modifiers (lowering the target number, making success less likely). It is the gamemaster’s job to determine if a particular test is harder or easier than normal and to what degree (as illustrated on the Test Difficulty table) and to then apply the appropriate modifier.

Other factors might also play a role in a test, applying additional modifiers aside from the test’s general level of difficulty. These factors include the environment, equipment (or lack thereof), and the health of the character, among other things. The character might be using superior tools, working in poor conditions, or even wounded, and each of these factors must be taken into account, applying additional modifiers to the target number and adjusting the likelihood of success or failure.

For simplicity, modifiers are applied in multiples of 10 and come in three levels of severity: Minor (+/–10), Moderate (+/–20), and Major (+/–30). Any number of modifiers apply as the gamemaster deems appropriate, but the cumulative modifiers may not exceed +/–60.


Seraniel
Sticky Note
Criticals: Rolling Doubles
Any time both dice come up with the same number— 00, 11, 22, 33, 44, etc.—you have scored a critical success or critical failure, depending on whether your roll also beats your target number. 00 is always a critical success, whereas 99 is always a critical failure. Rolling doubles means that a little something extra happened with the outcome of the test, either positive or negative. Criticals have a very specific application in combat tests (p. 191), but for all other purposes the gamemaster decides what exactly went wrong or right in a specific situation. Criticals can be used to amplify a success or failure: you finish with a flourish or fail so spectacularly that you remain the butt of jokes for weeks to come. They can also result in some sort of unexpected secondary effect: you repair the device and improve its performance; or you fail to shoot your enemy and hit an innocent bystander. Alternately, a critical can be used to give a boost (or a hindrance) to a follow-up action. For example, you not only spot a clue, but you immediately suspect it to be red herring; or you not only fail to strike the target, but your weapon breaks, leaving you defenseless. Gamemasters are encouraged to be inventive with their use of criticals and choose results that create comedy, drama, or tension.


Seraniel
Sticky Note
Defaulting: Untrained Skill Use
Certain tests may call for a character to use a skill they don’t have—a process called defaulting. In this case, the character instead uses the rating of the aptitude (p. 122) that is linked to the skill in question as the target number.

Not all skills may be defaulted; some of them are so complex or require such training than an unskilled character can’t hope to succeed. Skills that may not be defaulted on are noted on the Skill List, (p. 176) and in the skill description.

In rare cases, a gamemaster might allow a character to default to another skill that also relates to a test (see Defaulting to Related Skills, p. 173). When allowed, defaulting to another skill incurs a –30 modifier.
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Sticky Note
Teamwork
If two or more characters join forces to tackle a test together, one of the characters must be chosen as the primary actor. This leading character will usually (but not always) be the one with the highest applicable skill. The primary acting character is the one who rolls the test, though they receive a +10 modifier for each additional character helping them out, up to a maximum +30 modifier. Note that helping characters do not necessarily need to know the skill being used if the gamemaster decides that they can follow the primary actor’s lead.
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Sticky Note
Types of Tests
There are two types of tests in Eclipse Phase: Success and Opposed.
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Sticky Note
Success Tests
Success Tests are called for whenever a character is acting without direct opposition. They are the standard tests used to determine how well a character exercises a particular skill or ability. Success Tests are handled exactly as described under Making Tests, p. 115. The player rolls d100 against a target number equal to the character’s skill +/– modifiers. If they roll equal to or less than the target number, the test succeeds, and the action is completed as desired. If they roll higher than the target number, the test fails.


Seraniel
Sticky Note
Trying Again
If you fail at a test, you can take another shot. Each subsequent attempt at an action after a failure, however, incurs a cumulative –10 modifier. That means the second try suffers –10, the third –20, the fourth –30, and so on, up to the maximum –60.
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Sticky Note
Taking Extra Time
Most skill tests are made for Automatic, Quick, or Complex Actions (see pp. 119)–120) and so are resolved within one Action Turn (3 seconds, see p. 119). Tests made for Task actions (p. 120) take longer.

Players may choose to take extra time when their character undertakes an action, meaning that they choose to be especially careful when performing the action in order to enhance their chance of success. For every minute of extra time they take, they increase their target number by +10. Once they’ve modified their target number to over 99, they are practically assured of success, so the gamemaster can waive the dice roll and grant them an automatic success. Note that the maximum +60 modifier rule still applies, so if their skill is under 40 to start with, taking extra time may still not guarantee a favorable outcome. You may take extra time even when defaulting (see Defaulting: Untrained Skill Use, p. 116).

Taking extra time is a solid choice when time is not a factor to the character, as it eliminates the chance that a critical failure will be rolled and allows the player to skip needless dice rolling. For certain tests it may not be appropriate, however, if the gamemaster decides that no amount of extra time will increase the likelihood of success. In that case, the gamemaster simply rules that taking extra time has no effect.

For Task action tests (p. 120), which already take time to complete, the duration of the task must be increased by 50 percent for each +10 modifier gained for taking extra time.
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Sticky Note
Simple Success Tests
In some circumstances, the gamemaster may not be concerned that a character might fail a test, but instead simply wants to gauge how well the character performs. In this case, the gamemaster calls for a Simple Success Test, which is handled just like a standard Success Test, (p. 117). Rather than determining success or failure, however, the test is assumed to succeed. The roll determines whether the character succeeds strongly (rolls equal to or less than the target number) or succeeds weakly (rolls above the target number).
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Sticky Note
Margin of Success/Failure
Sometimes it may be important that a character not only succeeds, but that they kick ass and take names while doing it. This is usually true of situations where the challenge is not only difficult but the action must be pulled off with finesse. Tests of this sort may call for a certain Margin of Success (MoS). MoS is simply determined by what the character rolled on a successful test. For example, a character who rolls a 20 against a target number of 55 succeeds with an MoS of 20. The higher the character rolls while still making it equal to or less than the target number, the higher the MoS. Higher skills thus make it possible to get a higher MoS.

At other times, it may be important to know how badly a character fails as determined by a Margin of Failure (MoF), which is the amount by which the character rolled over the target number. In some cases, a test may note that a character who fails with a certain MoF may suffer additional consequences for failing so dismally.


Seraniel
Sticky Note
Excellent Success/Severe Failures
Excellent Successes and Severe Failures are a method used to benchmark successes and failures with an MoS or MoF of 30+. Excellent Successes are used in situations where an especially good roll may boost the intended effect, such as inflicting more damage with a good hit in combat. Severe Failures denote a roll that is particularly bad and has a worse effect than a simple failure. Neither Excellent Successes or Severe Failures are as good or bad as criticals, however.




Info Field Short Desc. 
 
 

Opposed Tests An Opposed Test is called for whenever a character’s action may be directly opposed by another 

 
 

Opposed Tests Margin of 
Success/Failure 

In some cases, it may also be important to note a character’s Margin of Success or Failure in an 
Opposed Test 

 
 

Variable Opposed Tests In some cases, the rules will call for a Variable Opposed Test, which allows for slightly more outcomes 
than a standard Opposed Test. 

 
 

Time and Actions The basics on Action Turns 

 
 

Action Turns Each Action Turn is three seconds long, meaning there are twenty Action Turns per minute. 

 
 

Types of Actions The types of actions a character may take in an Action Turn are broken down to: Automatic, Quick, 
Complex, and Task actions. 

 
 

Automatic Actions Automatic actions are “always on” and require no effort from the character, assuming they are 
conscious. 

 
 

Quick Actions Quick actions are simple, so they can be done fast and can be multi-tasked. The gamemaster 
determines how many Quick actions a character may take in a turn. 

 
 

Complex Actions Complex actions require concentration or effort. The number of Complex actions a character may take 
per turn is determined by their Speed stat. 

 
 

Task Actions Task actions are any actions that require longer than one Action Turn to complete 
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Sticky Note
Opposed Tests
An Opposed Test is called for whenever a character’s action may be directly opposed by another. Regardless of who initiates the action, both characters must make a test against each other, with the outcome favoring the winner.

To make an Opposed Test, each character rolls d100 against a target number equal to the relevant skill(s) along with any appropriate modifiers. If only one of the characters succeeds (rolls equal to or less than their target number), that character has won. If both succeed, the character who gets the highest dice roll wins. If both characters fail, or they both succeed and roll the same number, then a deadlock occurs—the characters remain pitted against each other, neither gaining ground, until one of them takes another action and either breaks away or makes another Opposed Test.

Note that critical successes trump high rolls in an Opposed Test—if both characters succeed and one rolls 54 while the other rolls 44, the critical roll of 44 wins.

Care must be taken when applying modifiers in an Opposed Test. Some modifiers will affect both participants equally, and should be applied to both tests. If a modifier arises from one character’s advantage in relation to the other, however, that modifier should only be applied to benefit the favored character; it should not also be applied as a negative modifier to the disadvantaged character.
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Sticky Note
Opposed Tests and Margin of Success/Failure
In some cases, it may also be important to note a character’s Margin of Success or Failure in an Opposed Test, as with a Success Test above. In this case, the MoS/MoF is still simply determined by the character’s roll—it is not measured against the opposing character’s roll.
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Sticky Note
Variable Opposed Tests
In some cases, the rules will call for a Variable Opposed Test, which allows for slightly more outcomes than a standard Opposed Test. If both characters succeed in a Variable Opposed Test, then an outcome is obtained which is different from just one character winning over the other. The exact outcomes are noted with each specific Variable Opposed Test.


Seraniel
Sticky Note
Time and Actions
Though the gamemaster is responsible for managing the speed at which events unfold, there are times when it is important to know exactly who is acting when, especially if some people are acting before or after other people. In these circumstances, gameplay in Eclipse Phase is broken down into intervals called Action Turns.
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Sticky Note
Action Turns
Each Action Turn is three seconds long, meaning there are twenty Action Turns per minute. The order in which characters act during a turn is determined by an Initiative Test (see Initiative, p. 121). Action Turns are further subdivided into Action Phases. Each character’s Speed stat (p. 121) determines the amount of actions they can take in a turn, represented by how many Action Phases they may take.


Seraniel
Sticky Note
Types of Actions
The types of actions a character may take in an Action Turn are broken down to: Automatic, Quick, Complex, and Task actions.
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Sticky Note
Automatic Actions
Automatic actions are “always on” and require no effort from the character, assuming they are conscious.

Examples: basic perception, certain psi sleights
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Sticky Note
Quick Actions
Quick actions are simple, so they can be done fast and can be multi-tasked. The gamemaster determines how many Quick actions a character may take in a turn.

Examples: talking, switching a safety, activating an implant, standing up
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Sticky Note
Complex Actions
Complex actions require concentration or effort. The number of Complex actions a character may take per turn is determined by their Speed stat (p. 121) .

Examples: attacking, shooting, acrobatics, disarming a bomb, detailed examination
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Sticky Note
Task Actions
Task actions are any actions that require longer than one Action Turn to complete. Each Task action has a timeframe, usually listed in the task description or otherwise determined by the gamemaster. The timeframe determines how long the task takes to complete, though this may be reduced by 10 percent for every 10 full points of MoS the character scores on the test (see Margin of Success/Failure, p. 118). If a character fails on a Task action test roll, they work on the task for a minimum period equal to 10 percent of the timeframe for each 10 full points of MoF before realizing it’s a failure.

For Task actions with timeframes of one day or longer, it is assumed that the character only works eight hours per day. A character that works more hours per day may reduce the time accordingly. Characters working on Task actions may also interrupt their work to do something else and then pick up where they left off, unless the gamemaster rules that the action requires continuous and uninterrupted attention.

Similar to Taking Extra Time (p. 117), a character may rush the job on a Task action, taking a penalty on the test in order to decrease the timeframe. The character must declare they are rushing the job before they roll the test. For every 10 percent they wish to reduce the timeframe, they incur a –10 modifier on the test (to a maximum reduction of 60 percent with a maximum modifier of –60).




Gear 
 

Info Field Short Desc. 
 
 

Acquiring Gear Purchasing of gear during character creation and beyond 

 
 

Fabricating Gear Creating gear in nanofab machines 

 
 

Gear Modifiers Modifiers added or taken away from gear 

 
 

Gear Quality It is possible to have gear of exceptional or inferior quality that may affect gameplay 

 
 

Gear Sizes Usually determined with common sense, smaller gear is easier to conceal 

 
 

Mass and Encumbrance The limits of what you can carry 

 
 

Concealing Gear Hiding or keeping items out of sight 

 
Gear Costs   
Category Range (In Credits) Average (In Credits) 
Trivial 1 – 99 50 
Low 100 – 499 250 
Moderate 500 – 1,499 1,000 
High 1,500 – 9,999 5,000 
Expensive 10,000+ 20,000 

 
Cost Modifiers  
Economic Factor Suggested Cost Modifier 
Item Stolen -50% 
Item Used -25% 
Item Restricted +25% 
Item Illegal +50% 
Item Scarce +25% 
Item Extremely Rare +50% 
Item Common =25% 

 
Gear Sizes  
Size Category General Dimensions and Notes 
Nano So small that the item cannot be seen without the aid of a microscope or nanoscopic vision (p. 311), and may not be 

manipulated without fractal digits (p. 311) or similar tools. 
Micro Anything ranging from the size of a barely visible small dot to an average insect. 
Mini Mini items may be concealed within someone’s palm or small pockets. 
Small Small items may be held in one hand and concealed in normal pockets. 
Medium Medium size items are cumbersome to hold with one hand, ranging from the size of a 2-liter bottle to the size of a medium dog. 

They do not fit in pockets, but they may be concealed by larger coverings. 
Large Roughly human-sized. 
Huge Vehicles and other more massive objects. 
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Sticky Note
Acquiring Gear
During character creation, players purchase gear for their characters using the credits they have during the character creation process. Once play begins, however, characters must obtain any equipment they need the usual way: by buying, borrowing, making, or stealing it.

In the inner system, hypercorp, and Jovian Republic settlements—and other places where capitalism still reigns—gear acquisition is simply a matter of finding a seller and buying it. Each item has a listed cost, from Trivial to Expensive, as noted on the Gear Costs table. Due to local availability of resources, supply and demand, and legalities, these listed costs are meant to be approximations. When no other factors apply, the listed Average Cost for that category can be used. Otherwise the gamemaster should modify the item’s worth as they see fit, according to local economic factors, while still keeping it within that cost category range. The Cost Modifiers table lists out some suggested changes to an item’s cost, but these are simply recommendations and can be ignored or followed as the gamemaster deems fit. The exact local conditions are largely up to the gamemaster to determine, as best fits their game.

Some gear is listed with a Cost based on other gear (usually one category higher than a related item). For any Cost elevated above Expensive, add 10,000 credits for each category raise.

In some circumstances, characters may attempt to haggle over gear prices. This is best handled as roleplaying, but the gamemaster may also call for an Opposed Persuasion Test (or possibly an Intimidation Test). The character who wins may increase or reduce the price by 10% per 10 points of MoS.




In the outer system, anarchist, Titanian, scum, and other habitats that use the reputation economy, characters must rely on their rep scores to acquire the goods and services they need. The mechanics for this are covered under Reputation and Social Networks, p. 285.

Characters are of course free to get their hands on equipment by any other means they devise—con schemes, borrowing from friends, and outright theft, with all of the appropriate tests and consequences. In some cases, acquiring gear may be an adventure unto itself.
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Sticky Note
Fabricating Gear
Thanks to nanofabrication technology, characters may also create their own equipment using cornucopia machines and similar nanofab devices (p. 327). The character must have the appropriate blueprints to do so, whether they come with the fabber, are bought legitimately or on the black market, acquired with rep, or found online. Characters may also code their own blueprint desires, using the Programming: Nanofabrication skill.
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Sticky Note
Gear Modifiers
In the technological future, gear is a necessity. In many cases, use of equipment provides no bonuses, it simply allows a character to perform a task they would otherwise be unable to do. For example, it is impossible to pick a mechanical lock without lockpick or some sort of tool.

In other cases, however, gear provides a bonus to the task at hand. Climbing a wall may be possible without tools, but if you happen to have gecko gloves or other climbing gear, it’s going to be a lot easier. The specific modifier applied is usually noted in the gear item’s description, typically ranging from +10 to +30.
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Sticky Note
Gear Quality
In both of the situations above, it is possible to have items that are of either exceptional or inferior quality, with corresponding positive or negative modifiers. The gear may be well-crafted, state-of-the-art, cutting-edge experimental, or simply top-of-the-line, applying an additional +10 to +30. Or it may be outdated, shoddy, or in disrepair, inflicting a –10 to –30 modifier (in some cases canceling out the basic gear bonus).
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Sticky Note
Gear Sizes
On occasion, you’ll need to know how small or large a certain piece of equipment is. Though this is largely something the gamemaster can wing on the fly using common sense, we’ve listed sizes for many gear items that are unusual or so futuristic that the average player may not have a feel for what dimensions the tech likely is. These size categories are listed on the Gear Sizes table (below). These sizes should be considered approximations, as depending on the manufacturer and process, some items may be smaller or larger than similar items. It is also important to keep in mind that as technology advances, the size and components of various equipment items shrink, so when in doubt, go with smaller.
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Sticky Note
Mass and Encumbrance
A character who is carrying too much gear should be slowed down, suffering negative modifiers both to their movement rates and their skill tests. Rather than micromanaging the weights of individual pieces of equipment, however, this matter is largely left to the gamemaster’s discretion, using common sense. If a character loads up beyond reason, apply modifiers as seem appropriate. The gamemaster should, however, keep in mind that many of the manufacturing materials used in Eclipse Phase allow for items that are much lighter than current standards without any loss of durability or function (see Future Materials, next page). Likewise, characters in low or microgravity environments can carry much larger loads.
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Sticky Note
Concealing Gear
Characters may attempt to conceal items on their person, hoping at least to hide them from casual notice if not an intensive search. To determine how effectively the character conceals the equipment, make a Palming Test and note the MoS (the gamemaster may wish to roll this secretly). Whenever another character has a chance to notice the concealed item, they must succeed in a Perception Test and achieve a higher MoS than was scored on the Palming Test. The gamemaster should apply modifiers to both tests as appropriate. For example, concealing a large item like a sword would be difficult (–30), whereas wearing concealing clothing like a longcoat or multi-pocketed jumpsuit would help (+20). Likewise, a character who is not actively looking is less likely to notice the hidden gear (–30), whereas someone who conducts a physical search (+30) or who has enhanced vision to pierce protective layers will fare better.




Info Field Short Desc. 
 
 

Design and Fashion How snazzy does that gear look 

 
 

Interface Does or can the item support its own interface? 

 
 

Smart Materials The clothing material of the future 

 
 

Meshed Gear Gear associated with and able to interface with the mehs 

 
 

Radio and Sensor Ranges How far does electronic gear reach on a piece of gear 

 
 

Power What kind of power does the gear require? 

 
Radio and Sensor Ranges    
Size Category Urban Range Open Range Examples 
Nano 20 meters 100 meters Smart Dust, Nanobot/Microbot Swarms 
Micro 50 meters 500 meters Microbugs 
Mini 1 kilometer 20 kilometers Mesh Inserts 
Small 5 kilometers 50 kilometers Ectos, Miniature Radio Farcasters, Portable Sensors 
Medium 25 kilometers 250 kilometers Radio Boosters, Vehicle Sensors 
Large 500 kilometers 5,000 kilometers  

 
Info Field Short Desc. Cost 
 
 

Personal 
Augmentation 

Basics on usage of augments - 

 
 

Standard 
Augmentation 

Most morphs produced in the solar system include the following augmentations. - 

 
 

Basic Biomods Biomods meant to assist with interfacing with the mesh and a cranial computing system - 

 
 

Cortical Stack A tiny cyberware storage device for backing up ones ego - 

 
 

Cyberbrain Cybernetic brains are where the ego (or controlling AI) resides in synthmorphs and pods. - 

 
 

Bioware Bioware augmentations can be acquired either as a genemod when the morph is designed and 
grown or as a later modification to an existing morph 

- 

 
 

Enhanced Senses The following are a list of the most common enhanced senses. Each is also available as a cybernetic 
implant, but bioware is much more common. 

- 

 
 

Direction Sense The character has an innate sense of direction and distance using advanced inertial navigation. Low 

 
 

Echolocation The character possesses sonar similar to that of a bat or dolphin Low 

 
 

Enhanced Hearing The morph’s ears are enhanced to hear both higher and lower frequency sounds—the range of 
sounds they can hear is twice that of normal human ears 

Low 

 
 

Enhanced Smell The morph’s sense of smell is equal to that of a bloodhound Low 

 
 

Enhanced Vision The morph’s eyes have tetrachromatic vision capable of exceptional color differentiation Low 
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Sticky Note
Design and Fashion
Many objects in Eclipse Phase closely resemble their early 21st century equivalents—a bottle of soda is still a transparent container holding a brightly colored liquid, clothing is obviously something you wear, and a knife still consists of a blade and a handle. The materials, processes, and mindsets that go into making them, however, are quite different. To start, very few items look have a uniform, massproduced look, even if they were. The procedures of minifacturing and nanofabrication allow every individual item to be manufactured with a unique (or at least different) look. In areas with anarchist/reputation economies, in fact, where personal possessions have very little intrinsic value, expression and creativity are favored and so many items are artistically personalized (and actual hand-crafted items are rare and prized). Likewise, almost all equipment is designed with ergonomics and ease-of-use prioritized, so gear with soft curves, pleasing colors, and formfitting shapes are common. Many items of personal technology, such as flashlights or small tools, are made in the form of ovoids that fit comfortably in the user’s hand or in similar forms that can be easily worn or attached to clothing. To someone from the 20th century, many common devices look like oddly colored rocks or decorative pieces of plastic or ceramic (in fact, many such items are referred to as “blobjects” by older transhumans).

The materials used to create everyday items are also advanced, ranging from aerogel and graphene to Smart Materials (p. 298) and exotic metamaterials with unusual physical properties. In practice, this means that most items are light, durable (with both tensile strength and/or flexibility, as needed), waterproof, dirt-repellent, and self-cleaning. Most gear is also designed with zero-g or microgravity functionality in mind, and can easily be clipped, tethered, or stuck to a surface with grip pads.

Almost all gear in Eclipse Phase is also available in forms that are wearable/usable by uplifted animals and non-humanoid morphs, such as novacrabs, slitheroids, and so on. Even if such customized gear is not immediately available, it is usually not difficult to nanofabricate. Smart Materials (p. 298) also make interoperability between different morphs easy.
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Sticky Note
Interface
It is not uncommon for everyday devices to have no visible controls as they are designed to be operated via radio broadcasts from the user’s ecto or mesh inserts. Any items crafted for use in emergency, combat, survival, or exploration situations, however, will feature basic physical controls, just in case. Physical interfaces are typically controlled by touch pads that are nothing more than colored spots on the device’s surface, though some may also project a holographic interface display. Most equipment of this sort can can also be voice-activated and controlled. Almost all devices are loaded with a complete set of help files and tutorials. Most electronics are also mesh-capable and equipped with specialized AIs (see Meshed Gear, next page).


Seraniel
Sticky Note
Smart Materials
Many common items of technology are made from so-called smart materials. These devices contain—or sometimes consist entirely of—many small nanomachines that can both move and reshape themselves to alter the object’s shape, color, and texture. For example, smart clothing can transform from a suit of specialized cold weather clothing suitable for the Martian poles in winter to a fashionable suit in the latest style due to hundreds of thousands of tiny nanomachines in the clothing that shift and move to reshape the garment. Similarly, a tool made of smart materials can switch from a powered screwdriver to a wrench or a hammer, as the nanomachines move around and completely reshape the tool. Smart materials all contain specialized advanced nanomachine generators (p. 328) that keep them in perfect repair as long as they are regularly recharged.
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Sticky Note
Meshed Gear
Almost all technology in Eclipse Phase is designed to be operated via radio signals from the user’s basic implant, although models usable by characters without basic implants are also available. In addition all devices contain a nearly microscopic computer and radio link (known as a “voice”) that allows the user to easily locate the object and that reports on the condition of the object or device, how to properly use and care for it, as well as telling the user when it needs to be repaired and how. Most are discrete and highly useful, but cheaply made goods sometimes have overly annoying voices.

This means that almost all devices can be accessed via the mesh or directly if within radio range. This makes them vulnerable to hacking and intrusion attempts (p. 254) as well as radio jamming (p. 262). Many devices are, however, publicly accessible (see Spimes, p. 238). Meshed gear may also be tracked through the mesh (p. 251). For privacy and security, these devices are often slaved to other systems (see Slaving Devices, p. 248); devices worn/carried by characters are usually made part of the personal area
network and slaved to the character’s mesh inserts/ecto. For more info on meshed devices, see the Mesh
chapter, p. 234.

Many devices come equipped with AIs, who are equipped with skillsofts that enable them to operate the device on their own, as according to voiced instructions or commands issued through the net. AIs are described on p. 264 and p. 332.


Seraniel
Sticky Note
Radio and Sensor Ranges
In Eclipse Phase, almost all devices are equipped with small radios so that they may be meshed. Likewise, many pieces of gear are equipped with sensors such as cameras, microphones, or other detectors. The Radio and Sensor Ranges table notes what range these devices operate at.
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Sticky Note
Power
All of the powered devices in Eclipse Phase require electricity to function. With rare exceptions, most of them rely on solar cells, wireless energy transfers, or powerful batteries. Standard batteries are high-density, room-temperature superconductors with 25 times the capacity of the best batteries in common use in the early 21st century. Such batteries may also be constructed so that they are flexible, printed on devices, or woven into fabric. They are good for 100–500 hours of use and will alert the user when they run low.

More powerful radio-isotope nuclear batteries are also available, heavily shielded so they do not emit radiation and good for 3 years or more of use. Nuclear and standard batteries are often included together, with the former recharging the latter. 

In short, power should rarely be an issue in Eclipse Phase games, unless it happens to fit the plot. Power failure could also result from a critical failure roll.


Seraniel
Sticky Note
Personal Augmentation
Almost all citizens of the solar system, whether human, AI, or uplifted animal, use various forms of biological, cybernetic, or nanotechnological augmentation. The following is a list of the most common types.

Unless otherwise noted, any bonuses from personal augmentations are both compatible and cumulative with bonuses from other enhancements.


Seraniel
Sticky Note
Standard Augmentation
Most morphs produced in the solar system include the following augmentations.


Seraniel
Sticky Note
Basic Biomods
Almost universal in biomorphs, many habitats will not allow individuals to visit/immigrate if their biomorph does not possess these biomods in order to preserve public health. Basic biomods consists of a series of genetic tweaks, tailored viruses, and bacteria that speed healing, greatly increase disease resistance, and impede aging. A morph with basic biomods heals twice as fast as an early 21st century human, gradually regrows lost body parts, is immune to all normal diseases (from cancer to the flu), and is largely immune to aging. In addition, the morph requires no more than 3–4 hours of sleep per night, is immune to ill effects from long-term exposure to low or zero gravity, and does not naturally suffer from biological problems like depression, shock reactions after being injured, or allergies. [Moderate, but included for free in most biomorphs]

Basic Mesh Inserts
Mesh inserts are ubiquitous among modern morphs. This network of cybernetic brain implants is essential equipment for anyone who wants to stay connected and make full use of the wireless mesh. The interconnected components of this system include:

• Cranial Computer: This computer serves as the hub for the character’s personal area network and is home to their muse (p. 264). It has all of the functions of a smartphone and PDA, acting as a media player, meshbrowser, alarm clock calendar, positioning and map system, address book, advanced calculator, file storage system, search engine, social networking client, messaging program, and note pad. It manages the user’s augmented reality input and can run any software the character desires (see Software, p. 331). It also processes XP data, allowing the user to experience other people’s recorded memories, and also allowing the user to share their own XP sensory input with others in real-time. Facial/image recognition and encryption software (p. 331) are included by default.

• Radio Transceiver: This transceiver connects the user to the mesh and other characters/devices within range. It has an effective range of 20 kilometers in deep space or other locations far from radio interference and 1 kilometer in crowded habitats.

• Medical Sensors: This array of implants monitors the user’s medical status, including heart rate, respiration, blood pressure, temperature, neural activity, and much more. A sophisticated medical diagnostic system interprets the data and warns the user of any concerns or dangers.

Using any of these functions is as easy as thinking. [Moderate, but included for free in most morphs]


Seraniel
Sticky Note
Cortical Stack
A cortical stack is a tiny cyberware data storage unit protected within a synthdiamond case the size of a grape, implanted at the base of the skull where the brain stem and spinal cord connect. It contains a digital backup of that character’s ego. Part nanoware, the implant maintains a network of nanobots that monitor synaptic connections and brain architecture, noting any changes and updating the ego backup in real time, right up to the moment of death. If the character dies, the cortical stack can be recovered and they may be restored from the backup (see Resleeving, p. 270). Cortical stacks do not have external or wireless access (for security), they must be surgically removed (see Retrieving a Cortical Stack, p. 268). Cortical stacks are extremely durable, requiring special effort to damage or destroy. They are commonly recovered from bodies that have otherwise been pulped or mangled. Cortical stacks are intentionally isolated from mesh inserts and other implants, as a security measure to prevent hacking or external tampering. [Moderate, but included for free with most morphs]


Seraniel
Sticky Note
Cyberbrain
Cybernetic brains are where the ego (or controlling AI) resides in synthmorphs and pods. Modeled on biological brains, cyberbrains have a holistic architecture and serve as the command node and central processing point for sensory input and decision-making. Only one ego or AI may “inhabit” a cyberbrain at a time; to accommodate extras, mesh inserts (p. 300) or a ghostrider module (p. 307) must be used. Since cyberbrains store memories digitally, they have the equivalent of mnemonic augmentation (p. 307). They also have a built-in puppet sock (p. 307) and may be remote-controlled, though this option may be removed by those who value their security. Cyberbrains are vulnerable to cyberbrain hacking (p. 261) and other forms of electronic infiltration/attack. Cyberbrains come equipped with two or more pairs of external access jacks (p. 306), usually located at the base of the skull, which allow for direct wired connections. [Moderate, but included for free in all synthetic morphs and pods]


Seraniel
Sticky Note
Bioware
Bioware augmentations can be acquired either as a genemod when the morph is designed and grown or as a later modification to an existing morph, either by using nanomachines to modify the morph’s tissue or by externally growing the organ and implanting it. Bioware may be used to enhance biomorphs (including pods and uplifts), but not synthmorphs (see Synthmorphs and Bioware, p. 306).


Seraniel
Sticky Note
Enhanced Senses
The following are a list of the most common enhanced senses. Each is also available as a cybernetic implant, but bioware is much more common.


Seraniel
Sticky Note
Direction Sense: The character has an innate sense of direction and distance using advanced inertial navigation. The character can arbitrarily define any point as “north” and keep track of which direction that is, as well as knowing approximately how far they have come. Characters with this augmentation can always retrace any route they have taken, only experiencing difficulty with three-dimensional routes lacking navigational markers (such as deep space or undersea; apply a –30 modifier). Since positioning inside habitats by anyone with basic mesh inserts is an automatic affair, only characters venturing to remote locations require this augmentation. [Low]


Seraniel
Sticky Note
Echolocation: The character possesses sonar similar to that of a bat or dolphin. The character bounces brief ultrasonic pulses off their surroundings and uses them to form an image of these surroundings through the pattern of reflections of these pulses received by the character’s ears. For more details, see Using Enhanced Senses, p. 302. This augmentation works in both air and water and has a range of 20 meters in air and 100 meters in water. [Low]


Seraniel
Sticky Note
Enhanced Hearing: The morph’s ears are enhanced to hear both higher and lower frequency sounds—the range of sounds they can hear is twice that of normal human ears see Using Enhanced Senses, p. 302. In addition, their hearing is considerably more sensitive, allowing them to hear sounds as if they were five times closer than they are. A character with this augmentation can easily overhear even a softly spoken conversation at another table in a small restaurant. This augmentation provides a +20 modifier to all
Perception Tests involving hearing. [Low]


Seraniel
Sticky Note
Enhanced Smell: The morph’s sense of smell is equal to that of a bloodhound. The user can identify both chemicals and individuals by smell and can track people and chemically reactive objects by odor as long as the trail was made within the last several hours and has not been obscured. The character can also gain a general sense of the emotions and health of any character within 5 meters (+20 to Perception or Kinesics Tests to do so). [Low]


Seraniel
Sticky Note
Enhanced Vision: The morph’s eyes have tetrachromatic vision capable of exceptional color differentiation. These eyes can also see the electromagnetic spectrum from terahertz wave frequencies to gamma rays, enabling them to see a total of several dozen colors, instead of the seven ordinary human eyes can perceive. In addition, these eyes have a variable focus equivalent to 5 power magnifiers or binoculars. This augmentation provides a +20 modifier to all Perception Tests involving vision. For further applications, see Using Enhanced Senses, p. 302. [Low]




Info Field Short Desc. Cost 
 
 

Mental 
Augmentation 

Mental augmentations are extremely common. - 

 
 

Eidetic Memory The character can remember everything that ever happened to them, in detail, with no long term 
memory loss 

Low 

 
 

Hyper Linguist The morph’s brain maintains the linguistic flexibility of a small child, allowing the character to learn 
languages with great ease 

Low 

 
 

Math Boost This implant functions as the Math Wiz trait Low 

 
 

Multiple 
Personalities 

The character’s brain is intentionally partitioned to accommodate an extra personality High 

 
Info Field Short Desc. Cost 
 
 

Physical 
Augmentation 

Most physical bioware augmentations are derived from the capabilities of animals. - 

 
 

Adrenal Boost This adrenal gland enhancement supercharges the character’s adrenal response to situations that 
invoke stress, pain, or strong emotions 

Low 

 
 

Bioweave Armor Heavy bioweave armor involves lacing the morph’s skin with a denser and thicker network of the 
same fibers 

Mod. 

 
 

Carapace Armor Combines bioweave armor with hard but flexible plates of a chitinceramic hybrid material modeled 
on the microscopic structure and texture of arthropod exoskeletons 

Mod. 

 
 

Chameleon Skin he morph’s skin is augmented with complex chromatophores so that it changes color like the skin of 
a chameleon or an octopus 

Low 

 
 

Circadian 
Regulation 

The morph only requires 2 hours of sleep to maintain health and function at peak mental capacity Mod. 

 
 

Claws The morph has retractable claws like those of a cat Low 

 
 

Clean Metabolism The morph’s symbiotic bacteria, gut flora, and glands have been genetically engineered to keep the 
morph “clean.” 

Mod. 

 
 

Drug Glands The morph has specially tailored glands designed to produce specific hormones or chemicals and 
release them in the body 

Special 

 
 

Eelware Has electrical conductors that can emit electric shock Low 

 
 

Emotional 
Dampers 

Using this augmentation allows the user to lie and conceal their emotions in such as way as to fool 
the keenest observer 

Low 

 
 

Endocrine Control This augmentation modifies the morph’s endocrine system, giving the character fine control over 
their hormone output 

High 

 Enhanced 
Respiration 

By boosting both lung efficiency and the blood’s oxygen-carrying capacity, the character can live 
comfortably in both high and low pressure environments 

Low 

 
 

Gills The morph’s lung tissue has been adapted to function as gills, allowing the morph to breathe both air 
and water, 

Low 

 
 

Grip Pads The morph possesses specialized pads on its palms, lower arms, shins, and the bottoms of its feet. Low 

 
 

Hibernation The character can voluntarily reduce the morph’s metabolism to the point that the morph requires 
only 5% of the normal amount of food, water, and air. 

Low 

 
 

Muscle 
Augmentation 

The morph’s muscle mass has been enhanced and toned and myofibers strengthened High 

 
 

Neurachem This bioware modification enhances the character’s chemical synapses and juices their 
neurotransmitters, drastically speeding up neural connections. 

Special 

 
 

Poison Gland Similar to the drug gland, this morph has special glands that produce poisons, like the venom glands 
of a snake 

Special 

 
 

Prehensile Feet The morph’s feet and leg joints are altered so that its toes are longer and more dexterous and the big 
toe is transformed into an opposable thumb 

Low 

Seraniel
Sticky Note
Mental Augmentations
Mental augmentations are extremely common.


Seraniel
Sticky Note
Eidetic Memory: The character can remember everything that ever happened to them, in detail, with no long term memory loss. For example, they can recite a page they read in a book a month ago, recall a string of 200 random characters they viewed a year ago, or even tell you what they had for breakfast on a particular date a decade ago. However, they can only remember things to which they paid attention. The character will not remember the contents of a note on someone’s desk if they merely glanced at it; they must specifically have read it. No effort is required to use this augmentation, the character merely needs to attempt to remember a specific fact. [Low]


Seraniel
Sticky Note
Hyper Linguist: The morph’s brain maintains the linguistic flexibility of a small child, allowing the character to learn languages with great ease. This functions as the Hyper Linguist trait, p. 146. [Low]


Seraniel
Sticky Note
Math Boost: This implant functions as the Math Wiz trait, p. 146. [Low]


Seraniel
Sticky Note
Multiple Personalities: The character’s brain is intentionally partitioned to accommodate an extra personality. This multiplicity is not viewed as a disorder, but as a cognitive tool to help people deal with their hypercomplex environments. This extra personality can be an NPC run by the gamemaster, a separate character (in ego form only) made by the player, or the downloaded fork of another character. For all intents and purposes, the extra personality is treated as a separate ego (i.e., it may fork separately), except that both personalities are backed up in the same cortical stack and if downloaded they must be placed in separate morphs or in another morph with this implant.

Only one ego may be in control of the morph at a time. The other resides in the background, still active, but not on a surface level. Each ego is completely aware of what the other is doing, thinking, etc. If for some reason the subsumed personality wants to come to the fore, but the other personality won’t relinquish control, make an Opposed WIL × 3 Test. Each ego has its own Lucidity and Trauma Threshold, and they track stress and trauma separately. Any psi attacks or social/mental influences only affect the personality at the fore.

Having an extra ego in your head, working in the background, is helpful for multitasking. The character receives an extra Complex Action each turn that may only be used for mental or mesh actions. [High]


Seraniel
Sticky Note
Physical Augmentations
Most physical bioware augmentations are derived from the capabilities of animals.


Seraniel
Sticky Note
Adrenal Boost: This adrenal gland enhancement supercharges the character’s adrenal response to situations that invoke stress, pain, or strong emotions (fear, anger, lust, hate). When activated, the concentrated burst of norepinephrine accelerates heart rate and blood flow and burns carbohydrates. In game terms, this allows the character to ignore the modifiers from 1 wound and temporarily increases REF by +10 (also boosting REF-linked skills and Initiative). These modifiers apply until the character has calmed down (if the character also has endocrine control, p. 304, then adrenal boosts can be activated and deactivated at will, and the negated wounds are cumulative). [High]


Seraniel
Sticky Note
Bioweave Armor (Light): Bioweave armor involves lacing the morph’s skin with artificial spider silk biological fibers. This provides an Armor rating of 2/3 without changing the appearance, texture, or sensitivity of the morph’s skin. This armor is cumulative with worn armor, but not heavy bioweave or carapace. [Low]

Bioweave Armor (Heavy): Heavy bioweave armor involves lacing the morph’s skin with a denser and thicker network of the same fibers. The morph’s skin becomes thicker and somewhat less flexible except at the joints. The morph’s skin also has an unusually smooth look, and a distinctively smooth and toughfeeling texture. This provides an Armor rating of ¾ without decreasing the morph’s mobility. The character’s sense of touch, however, is significantly reduced (–20 modifier) except on their hands, feet, and face. This armor is cumulative with worn armor. [Moderate]


Seraniel
Sticky Note
Carapace Armor: Carapace armor combines bioweave armor with hard but flexible plates of a chitinceramic hybrid material modeled on the microscopic structure and texture of arthropod exoskeletons. This armor is obvious and has a somewhat crocodilian or insectoid appearance (character’s choice). The morph is completely hairless as well. This provides an Armor rating of 11/11. This armor is not cumulative with worn armor or bioweave. [Moderate]


Seraniel
Sticky Note
Chameleon Skin: The morph’s skin is augmented with complex chromatophores so that it changes color like the skin of a chameleon or an octopus. The morph can match the appearance of almost any color and most patterns. This provides a +20 modifier to Infiltration Tests to avoid being seen or noticed, as long as the character is stationary or not moving faster than a slow walk. The character must be nude or wearing smart clothing (p. 325) of the same color/pattern. If incompletely camouflaged, or if moving faster, reduce the modifier to +10. In addition to blending in, the character can also consciously change the color and pattern of their skin to deliberately stand out (+20 on Perception Tests to notice) or simply to produce attractive or interesting colors or patterns. [Low]


Seraniel
Sticky Note
Circadian Regulation: The morph only requires 2 hours of sleep to maintain health and function at peak mental capacity. The character dreams constantly while asleep and can both fall asleep and wake up almost instantly. In addition, the character can easily and with no ill-effects shift to a 2-day cycle, where they are awake for 44 hours and sleep for 4. [Moderate]


Seraniel
Sticky Note
Claws: The morph has retractable claws like those of a cat. These claws do not interfere with the character’s manual dexterity and are razor sharp. However, they are relatively small and only do 1d10 + 1 + (SOM ÷ 10) damage, with an AP of –1. As a result, they are legal in almost all habitats and are considered tools as much as weapons. [Low]


Seraniel
Sticky Note
Clean Metabolism: The morph’s symbiotic bacteria, gut flora, and glands have been genetically engineered to keep the morph “clean.” The morph also produces smart antibiotics that prevent the growth of any bacteria or yeasts in it or on its skin. As a result, the morph is completely immune to infections, dental cavities, and bad breath, its sweat has no scent, and the morph’s efficient digestion produces somewhat less solid waste and less odorous chemicals. [Moderate]


Seraniel
Sticky Note
Drug Glands: The morph has specially tailored glands designed to produce specific hormones or chemicals and release them in the body. The character has control over these glands and can release the chemicals at will. Each type of drug gland is considered a separate enhancement. For potential drugs and chemicals, see p. 317. [One Cost Category Higher Than Drug Cost]


Seraniel
Sticky Note
Eelware: Derived from electric eel genetics, a character can have eelware implanted so that it connects to a network of bioconductors in the hands and feet (or other limbs), allowing the character to generate stunning shocks with a touch. Eelware inflicts shock damage (p. 204) exactly like a pair of shock gloves. Eelware can also be used to power implants and specially designed handheld devices by touch. [Low]


Seraniel
Sticky Note
Emotional Dampers: This low-cost alternative to endocrine control (p. 304) allows the user to voluntarily damp their morph’s emotional responses and various non-verbal cues like pupil dilation, eye movement, or vocal tone. Using this augmentation allows the user to lie and conceal their emotions in such as way as to fool the keenest observer; apply a +30 modifier to Deception and Impersonation Tests. This modification does not affect methods of detecting lies and emotions that involve reading the character’s neural state, including psi-gamma sleights. However, this augmentation damps out all emotional responses and so causes the character to be less persuasive in real-time personal interactions, imposing a –10 modifier to other Social skill tests like Persuasion. Characters can turn this augmentation on or off at will. [Low]


Seraniel
Sticky Note
Endocrine Control: This augmentation modifies the morph’s endocrine system, giving the character fine control over their hormone output. This allows the character to completely control their appetite and emotions and to regulate pain. They receive a +30 modifier against the effects of hunger, fear, and any forms of emotional manipulation, such as the Drive Emotion sleight. This augmentation also allows character to lie with perfect conviction and to completely fool all methods of lie detection that do not rely on the target’s neural output; apply a +20 modifier to Deception Tests. It also allows the character to remain awake for 48 hours without penalty, but after this time the character begins experiencing normal fatigue. Finally, the ability to regulate pain reception allows the character to ignore the –10 modifier from 1 wound. [High]


Seraniel
Sticky Note
Enhanced Respiration: By boosting both lung efficiency and the blood’s oxygen-carrying capacity, the character can live comfortably in both high and low pressure environments, from 0.2 atmospheres to 5 atmospheres, with no dizziness or need for gradual decompression. In addition, the character can hold their breath for up to 30 minutes when performing minimal activity or for up to 10 minutes while performing highly strenuous activity. [Low]


Seraniel
Sticky Note
Gills: The morph’s lung tissue has been adapted to function as gills, allowing the morph to breathe both air and water, as long as the water is not toxic or too stagnant. Characters with this augmentation breathe in water and then expel the water through slits just underneath their lowest pair of ribs that seal when the character is not underwater. [Low]


Seraniel
Sticky Note
Grip Pads: The morph possesses specialized pads on its palms, lower arms, shins, and the bottoms of its feet. Designed to emulate the pads on gecko feet, characters can support themselves on a wall or ceiling by placing any two of these pads against any surface not made from a material specially designed to resist this augmentation. Characters can climb any surface and move easily across ceilings that can support their weight. Apply a +30 modifier to Climbing Tests. The pads must be free to touch the surface the character is climbing (no gloves). The nature of these pads is obvious to anyone looking at them, but they do not impair the character’s sense of touch or manual dexterity. If combined with the vacuum sealing augmentation, the character can even stick to surfaces in the vacuum of space. [Low]


Seraniel
Sticky Note
Hibernation: The character can voluntarily reduce the morph’s metabolism to the point that the morph requires only 5% of the normal amount of food, water, and air. The character appears to sink into a deep sleep, but can maintain a dim awareness of both touch and sound and so can be easily awakened. Entering or leaving this state requires 3 minutes where the character is relatively helpless. With sufficient air, characters can safely hibernate for up to 40 days without food or water. [Low]


Seraniel
Sticky Note
Muscle Augmentation: The morph’s muscle mass has been enhanced and toned and myofibers strengthened. Apply a +5 modifier to SOM. [High]


Seraniel
Sticky Note
Neurachem: This bioware modification enhances the character’s chemical synapses and juices their neurotransmitters, drastically speeding up neural connections. Neurachem can be mentally activated or triggered by charged emotions. Level 1 neurachem increases the Speed stat by +1, with no side effect. Level 2 raises the Speed stat by +2, but the character suffers a nervous system fatigue hangover for 1 hour after the boost wears off (–20 modifier to all actions). The speed boost lasts for 30 minutes, though it may be triggered again. Level 2 may be used as Level 1 if desired. [High (Level 1), Expensive (Level 2)]


Seraniel
Sticky Note
Poison Gland: Similar to the drug gland, this morph has special glands that produce poisons, like the venom glands of a snake. The morph has poison glands in its fingers and mouth, so that it can deliver either poison by scratching someone with a fingernail, biting them hard enough to draw blood, or even by sharing a beverage with someone or spitting into their drink. The morph is immune to the poisons it produces. These glands may not produce nanotoxins. [One Cost Category Higher Than Toxin Cost]


Seraniel
Sticky Note
Prehensile Feet: The morph’s feet and leg joints are altered so that its toes are longer and more dexterous and the big toe is transformed into an opposable thumb. Physically, the morph’s feet resemble a longer narrower hand or a human foot with finger (and thumb)-like toes. The character can walk normally but must wear specially designed shoes. However, this morph runs somewhat slower than a morph with unmodified feet (–1 meter per Action Turn). In addition, the morph’s hips are slightly modified to allow greater mobility. In a properly constructed chair, or when floating in zero-G, the character can use both their hands and their feet to manipulate the same object. Most morphs used by characters who live in zero-G possess this augmentation. [Low]




 
 

Prehensile Tail A long (1.5 meters) prehensile tail is added to the morph’s backside, extending out from the tailbone Low 

 
 

Sex Switch A complex suite of alterations allows the character to switch their physical sex to male, female, 
hermaphrodite, or neuter. 

Mod. 

 
 

Skin Pocket The morph has a pocket within its skin layer, capable of holding and providing concealment Trivial 

 
 

Temperature 
Tolerance 

he morph’s temperature regulation and circulation are both substantially enhanced allowing the 
character to survive in extreme temperatures 

Low 

 
 

Toxin Filters The morph gains an improved liver and kidneys and biological filters in its lungs Mod. 

 
 

Vacuum Sealing To possess this augmentation, the character must also possess some form of bioware armor or 
carapace armor. 

High 

 
Info Field Short Desc. Cost 
 
 

Cyberware Very little cyberware is physically implanted. Instead, the morph is placed in a healing vat (p. 327) 
and the vat’s nanobots construct the cyberware inside the biomorph’s body 

- 

 
 

Enhanced Senses In addition to being able to duplicate the affects of all bioware enhanced senses, there are a few 
enhanced senses that can only be produced using cyberware 

- 

 
 

Anti-Glare This visual mod eliminates penalties for glare Low 

 
 

Electrical Sense The character can sense electric fields Low 

 
 

Radiation Sense The character can sense the presence and approximate source of all forms of dangerous radiation Low 

 
 

T-Ray Emitter Mounted under the skin of the user’s forehead, this implant generates low-powered beams of 
terahertz radiation (T-rays) that allow the character to see using reflected T-rays 

Low 

 
Info Field Short Desc. Cost 
 
 

Mental 
Augmentations 

These cybernetic augmentations enhance the brain and mental functions. - 

 Access Jacks Usually located in the base of the skull or neck, this implant is an external socket with a direct neural 
interface 

Low 

 
 

Dead Switch If the morph is killed, the dead switch wipes and melts the cortical stack completely, so that the ego 
cannot be recovered. 

Low 

 
 

Emergency 
Farcaster 

The morph has an implanted quantum farcaster (p. 314) linked to a highly secure storage facility Exp. 

 
 

Ghostrider Module This implant allows the character to carry another infomorph inside their head Low 

 
 

Mnemonic 
Augmentation 

A character with this augmentation and a cortical stack can access digital recordings of all of the 
sensory data they have experienced in XP format 

Low 

 
 

Multi-Tasking The character has an advanced computer installed in their brain that uses the data in the cortical 
stack to create several short-term forks to handle various mental tasks 

High 

 
 

Puppet Sock This implanted computer allows the biomorph’s body (the “puppet”) to be controlled by another 
character (the “puppeteer”) 

Mod. 

 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Prehensile Tail: A long (1.5 meters) prehensile tail is added to the morph’s backside, extending out from the tailbone. This tail is prehensile and may be used to grab, hold, and even manipulate objects. The character can control the tail’s movements with concentration, but it otherwise tends to move on its own. The tail also improves the character’s balance; apply a +10 to any Physical skill tests where balance is a factor. [Low]


Seraniel
Sticky Note
Sex Switch: A complex suite of alterations allows the character to switch their physical sex to male, female, hermaphrodite, or neuter. This change is mentally triggered but takes approximately 1 week to complete. [Moderate]


Seraniel
Sticky Note
Skin Pocket: The morph has a pocket within its skin layer, capable of holding and providing concealment (+30) for small items. [Trivial]


Seraniel
Sticky Note
Temperature Tolerance: The morph’s temperature regulation and circulation are both substantially enhanced allowing the character to survive in temperatures as low as –30 degrees Celsius and as high as 60 degrees Celsius without discomfort or ill effects. [Low]


Seraniel
Sticky Note
Toxin Filters: The morph gains an improved liver and kidneys and biological filters in its lungs. Characters with this augmentation are immune to all chemical and biological toxins, including everything from recreational chemicals to nerve agents to spoiled food. In addition, the character can safely and comfortably breathe smoke and drink salt water. Unlike medichines, toxin immunity prevents the character from experiencing even brief harm or discomfort from a toxin (medichines merely rapidly repair damage caused by the toxin and then remove it from the morph). This augmentation provides no resistance to concentrated acid, nanotechnological attacks, or similar destructive agents. Some characters with this augmentation learn to enjoy the taste of various chemical toxins like cyanide or arsenic. [Moderate]


Seraniel
Sticky Note
Vacuum Sealing: To possess this augmentation, the character must also possess some form of bioware armor or carapace armor. The morph has been specially designed to survive the effects of vacuum. The character’s skin resists vacuum as well as protecting the wearer from temperatures from –75 to 100 C. In addition, the character’s mouth, nose, and other orifices can seal sufficiently well to resist vacuum, and the morph possesses a special membrane that extends over their eyes, allowing the character to see in vacuum without risking any eye damage. This augmentation is usually combined with either the enhanced respiration or oxygen storage augmentation, or both together. [High]


Seraniel
Sticky Note
Cyberware
Very little cyberware is physically implanted. Instead, the morph is placed in a healing vat (p. 327) and the vat’s nanobots construct the cyberware inside the biomorph’s body. Cyberware is rarely used for anything that can be accomplished using bioware.

Synthmorphs and bots may also also use cyberware.


Seraniel
Sticky Note
Enhanced Senses
In addition to being able to duplicate the affects of all bioware enhanced senses, there are a few enhanced senses that can only be produced using cyberware.


Seraniel
Sticky Note
Anti-Glare: This visual mod eliminates penalties for glare. [Low]


Seraniel
Sticky Note
Electrical Sense: The character can sense electric fields. Within 5 meters, the character can instantly tell if an electrical device is on or off and can see the precise location of electrical wiring behind a wall or inside a device. This sense gives the character a +10 modifier on any test involving analyzing, repairing, or modifying electrical equipment. [Low]


Seraniel
Sticky Note
Radiation Sense: The character can sense the presence and approximate source of all forms of dangerous radiation, including neutrons, charged particles, and cosmic rays. [Low]


Seraniel
Sticky Note
T-Ray Emitter: Mounted under the skin of the user’s forehead, this implant generates low-powered beams of terahertz radiation (T-rays) that allow the character to see using reflected T-rays. As discussed in Using Enhanced Senses, p. 302, this implant combined with the enhanced vision enhancement (or a terahertz sensor) allows the user to effectively see through cloth, plastic, wood, masonry, composites, and ceramics as well as being able to determine the composition of various materials. This implant allows the user to see using reflected T-rays for 20 meters in a normal atmosphere and for 100 meters in vacuum. [Low]


Seraniel
Sticky Note
Mental Augmentations
These cybernetic augmentations enhance the brain and mental functions.


Seraniel
Sticky Note
Access Jacks: Usually located in the base of the skull or neck, this implant is an external socket with a direct neural interface. It allows the character to establish a direct wired connection using a fiberoptic cable to external devices or other characters, which can be useful in places where wireless links are unreliable or complete privacy is required. Two characters linked via access jack can “speak” mind-to-mind and transfer information between their mesh inserts and other implants. All synthmorphs have these by default. [Low]


Seraniel
Sticky Note
Dead Switch: This cortical stack (p. 300) accessory is designed to keep the stack from falling into the wrong hands. If the morph is killed, the dead switch wipes and melts the cortical stack completely, so that the ego cannot be recovered. This option is generally only used by covert operatives with recent backups. [Low]


Seraniel
Sticky Note
Emergency Farcaster: Only characters with cortical stacks can possess this augmentation. The morph has an implanted quantum farcaster (p. 314) linked to a highly secure storage facility. The high cost of this implant also covers the cost of this storage. Using standard radio and quantum encryption, the farcaster broadcasts full backups of the character’s ego (pulled from the cortical stack) once every 48 hours. At the gamemaster’s discretion, the backup interval may be scheduled more or less frequently, keeping in mind that ego broadcasts are generally limited for security purposes and because they hog bandwidth. These broadcasts only work when the character is in radio contact with the storage facility and is typically only used inside a habitat to broadcast backups back to a nearby space ship. If the radio broadcasts are blocked or jammed, this device cannot make backups.

In the event of a farcaster failure, this augmentation also includes a single-use emergency neutrino broadcaster (p. 314) as well. This broadcaster contains approximately 10 nanograms of antimatter stored in an orange-sized triply redundant magnetic containment vessel. If the character is dying or urgently wishes to depart the morph, this tiny amount of antimatter is brought into contact with a similarly tiny amount of matter in a controlled fashion that generates a single brief and carefully coded neutrino pulse of the ego’s most recent backup. However, the heat generated by this process literally cooks the entire morph, killing it and destroying all implants and electronics in or on it.

This entire process takes less than 0.1 second and the broadcast can be received as long as the neutrino receiver is within 100 astronomical units of the character. Within the solar system, this implant effectively guarantees the character’s backup. It is less
useful on exoplanets where the character is out of neutrino range of their backup facility. The amount of antimatter carried by this implant is sufficiently small enough that it does not produce an explosion and will not damage any surrounding objects. Most habitats carefully scan all visitors to determine if they have this implant and if the amounts of antimatter involved are sufficiently low as not to pose a danger to the habitat and its inhabitants, and some ban this implant entirely. [Expensive]


Seraniel
Sticky Note
Ghostrider Module: This implant allows the character to carry another infomorph inside their head. This infomorph could be another muse, an AI, a backed-up ego, or a fork. The module is linked to the character’s mesh inserts, so the ghost-rider can access the mesh. The character may limit the ghostrider’s access, or may allow them direct access to their sensory information, thoughts, communications, and other implants. [Low] 


Seraniel
Sticky Note
Mnemonic Augmentation: A character with this augmentation and a cortical stack can access digital recordings of all of the sensory data they have experienced in XP format (and they may share these recordings with others). Mnemonic augmentation differs from the eidetic memory bioware because it allows characters to digitally share all of their sensory data with others. It also allows them to closely examine sensory data they did not initially look at. For example, If the character glanced at a note but did not read it, they can later use image enhancement software to enhance this image and in most cases actually read what the note said. Mnemonic augmentation allows the character to clearly hear all background noises, like a conversation at a nearby table that the character only initially heard a few words of. Using mnemonic augmentation to retrieve a specific piece of information is quite easy, but usually requires between 2 and 20 minutes of concentration. [Low]


Seraniel
Sticky Note
Multi-Tasking: Only characters with cortical stacks can possess this augmentation. The character has an advanced computer installed in their brain that uses the data in the cortical stack to create several simultaneous short-term forks to handle various mental tasks. By design, this computer automatically reintegrates all of these forks into the character’s core personality after a maximum of 4 hours, earlier if desired. This augmentation allows the character to both plan a speech and engage in intensive meshbrowsing while simultaneously fighting a gun battle or running from pursuit, since each of the forks operates independently. However, these forks can only perform purely mental or on-line interactions. This augmentation can produce a maximum of two forks at a time, giving the character an extra two Complex Actions on every Action Phase for mental or on-line actions. This implant cannot be used simultaneously with any other augmentation that allows for extra actions, or with the mental speed augmentation (p. 308). [High]


Seraniel
Sticky Note
Puppet Sock: This implanted computer allows the biomorph’s body (the “puppet”) to be controlled by another character (the “puppeteer”). While active, the puppet has no control over their body and is simply along for the ride (at the gamemaster’s discretion, puppets who are tormented by repeated or extensive loss of control may suffer mental stress). The puppeteer may directly “jam” the puppet or remote control it in the same way that robots and pods are teleoperated (p. 196). The puppeteer must either be ghostriding the puppet (see the Ghostrider Module, p. 307) or have a direct communications link (via mesh, radio, laser, etc.). [Moderate]




Info Field Short Desc. Cost 
 
 

Physical 
Augmentations 

This implants enhance the morph’s physical body. - 

 
 

Cyberclaws The bones on the back of the morph’s hand are bonded to smart material claws Low 

 
 

Cyberlimb Prosthetic limb Mod. 

 
 

Cyberlimb Plus More extravagant prosthetic limbs High 

 
 

Hand Laser The morph has a weapon-grade laser implanted in its forearm, with a flexible waveguide leading to a 
lens located between the first two knuckles on the morph’s dominant hand 

Mod. 

 
Info Field Short Desc. Cost 
 
 

Hardened Skeleton The morph’s skeleton has been laced with strengthening materials. High 

 
 

Oxygen Reserve The morph has a miniature oxygen tank and rebreather installed in its torso Low 

 
 

Reflex Boosters The morph’s spinal column and nervous system is rewired with superconducting materials, boosting 
transmission speed 

 

 
Info Field Short Desc. Cost 
 
 

Nanoware All augmentation nanoware is advanced nanotechnology (p. 328), consisting of a grape-sized 
nanobot generator that produces specialized nanomachines. 

- 

 
 

Implanted 
Nanotoxins 

The morph has an implanted nanobot hive that produces nanotoxins Special 

 
 

Medichines These nanobots monitor the user’s body at a cellular level and fix any problems that arise. Low 

 
 

Mental Speed With this nanoware system, nanobots alter the character’s neural architecture and augment the 
functioning of their neurons 

High 

 
 

Nanophages These nanobots patrol the body, alert for signs of intrusive nanodrugs or toxins and destroying them 
before they have more than a minor effect 

Mod. 

 
 

Oracles Neural macrosensing nanobots pay attention to the sensory input on which the character is not 
focusing, alerting them about important things they might otherwise overlook 

Mod. 

 
 

Respirocytes These nanobots act as highly efficient artificial red blood cells, increasing the ability to transfer 
oxygen and carbon dioxide 

Mod. 

 
 

Skillware The morph’s brain is laced with a network of artificial neurons that may be formatted with 
downloaded information 

High 

 
 

Skinflex This disguise implant allows the user to restructure their facial features and musculature and alter 
skin tone and hair color. 

Mod. 

 
 

Skinlink Skinlink nanobots live on the morph’s external skin or shell, automatically swarming over and 
creating a physical connection with any electronics the user touches 

Mod. 

 
 

Wrist-Mounted 
Tools: 

The morph has a 6 centimeter- wide metal band containing nanobot generators implanted around 
each wrist. 

Mod. 

 
 
 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Physical Augmentations
This implants enhance the morph’s physical body.


Seraniel
Sticky Note
Cyberclaws: The bones on the back of the morph’s hand are bonded to smart material claws. These claws can extend through concealed ports in the morph’s skin and extend 6 inches past the morph’s knuckles. These razor-sharp weapons inflict 1d10 + 3 + (SOM ÷ 10) damage and have an AP of –2. If combined with eelware (p. 304), they can also inflict electric shocks. Likewise, cyberclaws can also deliver poison or nanotoxins secreted from a poison gland (p. 305) or implanted nanotoxins. [Low]


Seraniel
Sticky Note
Cyberlimb: In an age when arms and legs can easily be regrown, many people consider cybernetic prostheses to be vulgar and distasteful. The Scum and others, however, treat them as iconic symbols of self-expression. Standard replacement cyberlimbs function the same as their biological equivalents, though that particular limb receives a +3/+3 Armor bonus when targeted specifically (this bonus does not apply to synthmorphs). Cyberlimbs may be masked to look real (see Synthetic Mask, p. 311), and may also feature small compartments for hiding/storing small objects. [Moderate]


Seraniel
Sticky Note
Cyberlimb Plus: More extravagant cyberlimb models are also available, though they require more severe body alteration to accommodate. These limbs apply a +5 SOM bonus per limb (maximum +10). They may be replacement limbs or “extra” limbs anchored in the body’s skeletal frame. These cyberlimbs may not be masked. [High]


Seraniel
Sticky Note
Hand Laser: The morph has a weapon-grade laser implanted in its forearm, with a flexible waveguide leading to a lens located between the first two knuckles on the morph’s dominant hand. The laser fires from this waveguide, inflicting 2d10 damage with 0 AP. The laser is powered by a small nuclear battery located in the morph’s torso, good for 50 shots before it must be recharged like other beam weapon batteries (p. 339). [Moderate]


Seraniel
Sticky Note
Hardened Skeleton: The morph’s skeleton has been laced with strengthening materials. Apply a +5 DUR and +5 SOM bonus. [High]


Seraniel
Sticky Note
Oxygen Reserve: The morph has a miniature oxygen tank and rebreather installed in its torso. This implant provides the equivalent of the life support system in a light vacsuit (p. 333), allowing the character to breathe comfortably for up to 3 hours. It feeds oxygen directly to the morph’s blood stream, avoiding problems with pressure changes. Implanted sensors automatically cause the character to use the stored oxygen if they detect poisonous or insufficient atmosphere. Without vacuum sealing, the character can only survive in vacuum for 5 minutes, but remains conscious and active for the entire time, giving them far more time to find shelter or a vacsuit than characters without this implant. For every hour the character is in a breathable atmosphere, this implant recovers one hour of oxygen storage. The implant can be fully recharged within 15 minutes if the character is in a high-pressure mostly oxygen atmosphere. [Low]


Seraniel
Sticky Note
Reflex Boosters: The morph’s spinal column and nervous system is rewired with superconducting materials, boosting transmission speed. This raises the character’s REF by +10 and improves Speed by +1. [Expensive]


Seraniel
Sticky Note
Nanoware
All augmentation nanoware is advanced nanotechnology (p. 328), consisting of a grape-sized nanobot generator that produces specialized nanomachines. Nanoware is available for synthmorphs and bots in addition to biomorphs.


Seraniel
Sticky Note
Implanted Nanotoxins: The morph has an implanted nanobot hive that produces nanotoxins (p. 324). This implant is designed so that the character can deploy these nanobots instantly via a scratch with claws, spraying with saliva, or simply making continuous bare-skin contact. Characters can choose whether or not to deploy these nanobots. Each nanotoxin generator only produces a single variety of nanobots, with the most common types being ones designed to kill or incapacitate almost any living target or ones designed to destroy delicate machinery. Characters are immune to their own nanotoxins. Nanotoxins are highly restricted and many habitats will not allow anyone with this implant on board. [One Cost Category Higher Than Toxin Cost]


Seraniel
Sticky Note
Medichines: This is the most common form of nanoware. These nanobots monitor the user’s body at a cellular level and fix any problems that arise.

Medichines eliminate most diseases, drugs, and toxins (but not nanodrugs or nanotoxins) before they can do more than minor harm to the host (see Drug Effects, p. 318). If desired, the user can temporarily override this protection to permit intoxication or other effects, but unless the character activates a second specially labeled override, medichines prevent the toxins from accumulating to lethal or permanently harmful levels. In this case, they can also be activated at a later point to reduce a drug or toxin’s remaining duration by half.

Medichines allow the character to ignore the effects of 1 wound. They also speed normal healing as noted under see Biomorph Healing, p. 208. If the user suffers 5 or more wounds at once, or more than 6 wounds in an hour, the damage has exceeded the medichines’ ability to repair. In this case, the medichines place the character into a medical stasis, where their mind and body are perfectly preserved, but where the character cannot act in any way. Under these circumstances the medichines also send out a priority call for emergency services via the character’s mesh inserts. Medichines for synthmorphs and bots consist of nanobots that monitor and repair the shell’s integrity and internal system functions. Note that the synthmorph version of medichines allows the synthmorph to self-repair in the same manner by which a biomorph with medichines would naturally heal (p. 208). [Low]


Seraniel
Sticky Note
Mental Speed: With this nanoware system, nanobots alter the character’s neural architecture and augment the functioning of their neurons. The character can deliberately speed up their mind to think and also receive and process sensory information far faster than ordinary humans. Time seems to subjectively slow down for the character, allowing them to carefully plan their next action, even if they only have a split second to do so. With this system active, the character can discern things occurring too fast for a normal human to perceive, such as the individual frames of an old analog film or understanding sounds that were accelerated to many times their normal speed. The character can also read 10 times faster than normal and can track the paths of bullets and similar fastmoving objects with a successful Perception Test.

When using this augmentation, the character gains two extra Complex Actions during each Action Phase that may only be used for mental actions. The character also receives a +3 Initiative bonus. The character thinks at normal speed whenever this nanoware is inactive. This nanoware is incompatible with any other augmentation that provides any form of extra actions, such as multi-tasking. This augmentation can be used as often as desired, but actively using it renders ordinary conversation and social interactions difficult and requires concentration to maintain. [High]


Seraniel
Sticky Note
Nanophages: These nanobots patrol the body, alert for signs of intrusive nanodrugs or -toxins and destroying them before they have more than a minor effect. Nanophages provide automatic immunity against nanodrugs and nanotoxins unless they are specifically commanded to stand down by the user, via their mesh implants. [Moderate]


Seraniel
Sticky Note
Oracles: These neural macrosensing nanobots pay attention to the sensory input on which the character is not focusing, alerting them about important things they might otherwise overlook. Oracles also act as a sort of memory buffer and search aid, extending short term memory, helping the character recall memories and details, and crosschecking them with other memories. Oracles negate Perception modifiers for distraction, apply a +10 modifier to Investigation Tests, and add a +30 bonus to memory-related tests. [Moderate]


Seraniel
Sticky Note
Respirocytes: These nanobots act as highly efficient artificial red blood cells, increasing the ability to transfer oxygen and carbon dioxide. This increases the morph’s ability to hold their breath to 4 hours and increases DUR by +5. [Moderate]


Seraniel
Sticky Note
Skillware: The morph’s brain is laced with a network of artificial neurons that may be formatted with downloaded information. This allows the user to download skillsofts (p. 332) into their brains, gaining the use of those programmed skills until the skillsoft is erased or replaced. Skillware systems are only capable of handling 100 total skill points worth of skillsofts at a time. [High]


Seraniel
Sticky Note
Skinflex: This disguise implant allows the user to restructure their facial features and musculature and alter skin tone and hair color. The entire process takes a mere 20 minutes. Skinflex adds +30 to Disguise Tests. [Moderate]


Seraniel
Sticky Note
Skinlink: Skinlink nanobots live on the morph’s external skin or shell, automatically swarming over and creating a physical connection with any electronics the user touches. They also take advantage of the electrical field in a biomorph’s skin for communication. They allow the user to communicate and mesh with any devices merely by touching them. This is considered a wired link, and so is not subject to wireless interception or interference. Two skinlinked characters can also communicate and mesh simply by touching. [Moderate]


Seraniel
Sticky Note
Wrist-Mounted Tools: The morph has a 6 centimeter- wide metal band containing nanobot generators implanted around each wrist. These nanobots link together to duplicate the function of a utilitool (p. 326), creating narrow, highly flexible arms that each ends in a specialized tool. These nanobots can also produce tiny fiber optics to allow the character to see through small openings, as well as being able to create small weapons equal to bioware claws. The fact that these tool are mentally controlled gives the character a +20 modifier to skills involving repairing or modifying devices with mechanical parts, opening locks or disarming alarm systems, or performing first aid. [Moderate]




Info Field Short Desc. Cost 
 
 

Cosmetic Mods In an age of universal beauty, artistic cosmetic modification of your body is commonly pursued by 
many transhumans 

- 

 
 

Bodysculpting If your morph’s enhanced physique isn’t enough, you can take it further with custom bodysculpting Low 

 
 

Nanotats Tattoos created with nanobots can move around the body, change shape/color/brightness, texture, 
alternate text and images 

Low 

 
 

Piercings Name any part of the body and someone’s figured out a way to pierce it, probably multiple times Trivial 

 
 

Scarification Given modern medical abilities, scars of any sort are purely an affectation. Trivial 

 
 

Scent Alteration Minor changes to a body’s biochemistry can alter a character’s natural smell or constantly perfume 
them 

Low 

 
 

Skindyes Dye jobs are available in all conceivable colors and patterns Trivial 

 
 

Subdermal 
Implants 

Adding small implants under the skin can create bumps, ridges, piercing anchors, and similar 
textures and alterations 

Trivial 

 
Info Field Short Desc. Cost 
 
 

Robotic 
Enhancements 

The following modifications are only available to synthmorphs/robots. - 

 
 

Armor These armor modifications add to the synthmorph’s built-in Armor rating. They are not compatible 
with worn armor. 

- 

 
 

Heavy Combat 
Armor 

The synthmorph’s frame is loaded with armor that offers protection from heavy weapons for serious 
combat operations 

High 

 
 

Industrial Armor The shell is equipped with protection against collisions, extreme weather, industrial accidents, and 
similar wear-and-tear 

Mod. 

 
 

Light Combat 
Armor 

The synthmorph’s frame is protected by armor designed for policing and security duties Mod. 

 
 

Mobility Systems Shells are designed with a wide-range of propulsion systems, and are sometimes built for a specific 
environment/gravity. Some synthmorphs may have multiple mobility systems 

- 

 
 

Hopper Hoppers have two or more legs designed to propel the morph forward or up, much like a frog or 
grasshopper 

Mod. 

 Hovercraft The shell uses an impeller to blast a cushion of high-pressure air off the surface below, repelling the 
frame off the ground 

Low 

 
 

Ionic The shell uses principles of magnetohydrodynamics to levitate and fly, by ionizing surrounding air 
into plasma to create lift and momentum 

High 

 
 

Microlight Popular in low-grav and microgravity environments, microlights encompass several types of 
ultralight or lighter-than-air systems 

Low 

 
 

Roller Only for circular shells, this system allows the synthmorph to roll like a ball Mod. 

 
 

Rotorcraft Rotating blades create lift, allowing the shell to move and hover like a helicopter Low 

 
 

Snake Commonly used by slitheroids, these shells use lateral undulation, flexing their body from left to 
right and waving their frame forward. 

Mod. 

 
 

Submarine Designed for undersea mobility, submarine shells use propellers or pumpjets to push through water Mod. 

 
 

Tracked Tracked shells use smart rotating treads to work their way across surfaces that would bog down 
other ground vehicles 

Low 

 
 

Thrust Vector These shells use either turbofans or turbojets to create atmospheric lift with a set of wings Mod. 

 
 

Walker Walkers use two or more limbs to walk or crawl across a surface Low 

 
 

Wheeled Most wheeled shells feature smart spokes that allow the wheels to conform their shape to obstacles 
and even climb stairs 

Low 

 
 

Winged Primarily used by smaller shells, this system of four independently controlled wings allows the shell 
to hover or move rapidly in any direction 

Low 

Seraniel
Sticky Note
Cosmetic Mods
In an age of universal beauty, artistic cosmetic modification of your body is commonly pursued by many transhumans. Body mods once considered dangerous or edgy are now safe and commonplace, especially among factions like the anarchists, scum, or brinkers.


Seraniel
Sticky Note
Bodysculpting: If your morph’s enhanced physique isn’t enough, you can take it further with custom bodysculpting such as as elongated ears or fingers, nose alteration, hair addition/removal, feathers, exotic eyes, snakeskin, endowed genitalia, and more unusual physical alterations. [Low]


Seraniel
Sticky Note
Nanotats: Tattoos created with nanobots can move around the body, change shape/color/brightness, texture, alternate text and images, and/or even create minor holographic effects on the skin’s surface, all controllable via mesh inserts. [Low]


Seraniel
Sticky Note
Piercings: Name any part of the body and someone’s figured out a way to pierce it, probably multiple times. Hoops, barbells, plugs, and chains are extremely common, often made of shapechanging smart materials. [Trivial]


Seraniel
Sticky Note
Scarification: Given modern medical abilities, scars of any sort are purely an affectation. [Trivial]


Seraniel
Sticky Note
Scent Alteration: Minor changes to a body’s biochemistry can alter a character’s natural smell or constantly perfume them. [Low]


Seraniel
Sticky Note
Skindyes: Dye jobs are available in all conceivable colors and patterns. [Trivial]


Seraniel
Sticky Note
Subdermal Implants: Adding small implants under the skin can create bumps, ridges, piercing anchors, and similar textures and alterations. [Trivial]


Seraniel
Sticky Note
Robotic Enhancements
The following modifications are only available to synthmorphs/robots.


Seraniel
Sticky Note
Armor
These armor modifications add to the synthmorph’s built-in Armor rating. They are not compatible with worn armor.


Seraniel
Sticky Note
Heavy Combat Armor: The synthmorph’s frame is loaded with armor that offers protection from heavy weapons for serious combat operations. This modification is bulky and noticeable; the bot frame is encased in a heavy-duty carapace. It increases the bot’s built-in Armor by +16/+16. The shell’s mobility systems and power output are also enhanced to deal with the extra load. [High]


Seraniel
Sticky Note
Industrial Armor: The shell is equipped with protection against collisions, extreme weather, industrial accidents, and similar wear-and-tear. Increase the bot’s built-in Armor rating by +10/+10. [Moderate]


Seraniel
Sticky Note
Light Combat Armor: The synthmorph’s frame is protected by armor designed for policing and security duties. This increases the bot’s built-in Armor by +14/+12. [Moderate]


Seraniel
Sticky Note
Mobility Systems
Shells are designed with a wide-range of propulsion systems, and are sometimes built for a specific environment/gravity. Some synthmorphs may have multiple mobility systems. Many such systems are retractable, meaning they can be folded away into the shell’s frame.


Seraniel
Sticky Note
Hopper: Hoppers have two or more legs designed to propel the morph forward or up, much like a frog or grasshopper. [Moderate]


Seraniel
Sticky Note
Hovercraft: The shell uses an impeller to blast a cushion of high-pressure air off the surface below, repelling the frame off the ground (modern hovercraft do not use rubber skirts). Most hovercraft travel a meter or so above the ground, but can temporarily levitate themselves higher for short periods. [Low]


Seraniel
Sticky Note
Ionic: The shell uses principles of magnetohydrodynamics to levitate and fly, by ionizing surrounding air into plasma to create lift and momentum. The shell is also spun for stability. This system does not work in vacuum, but an underwater version uses the same mechanics for propulsion in liquid environments. [High]


Seraniel
Sticky Note
Microlight: Popular in low-grav and microgravity environments, microlights encompass several types of ultralight or lighter-than-air systems, such as powered paragliders, autogyros, balloons, aerostats, and blimps. These systems do not work in vacuum. [Low]


Seraniel
Sticky Note
Roller: Only for circular shells, this system allows the synthmorph to roll like a ball. The shell rolls around an interior axle, propelled by a motor-driven pendulum. [Moderate]


Seraniel
Sticky Note
Rotorcraft: Rotating blades create lift, allowing the shell to move and hover like a helicopter. Most models use tilt-rotors or tilt-wings so that the rotorblades may be moved forward (for faster propellerlike propulsion) and for better maneuverability in zero-G. This system does not work in vacuum. [Low]


Seraniel
Sticky Note
Snake: Commonly used by slitheroids, these shells use lateral undulation, flexing their body from left to right and waving their frame forward. Such shells may also use sidewinding or a concertina motion (straightening forward, then retracting the rear) to move. They also featured gyroscope stabilization so that they may circle into a hoop and roll like a wheel. [Moderate]


Seraniel
Sticky Note
Submarine: Designed for undersea mobility, submarine shells use propellers or pumpjets to push through water. [Moderate]


Seraniel
Sticky Note
Tracked: Tracked shells use smart rotating treads to work their way across surfaces that would bog down other ground vehicles. They can prop themselves up in order to overcome taller obstacles or to lay themselves down to bridge across a ditch or crevice. [Low]


Seraniel
Sticky Note
Thrust Vector: These shells use either turbofans or turbojets to create atmospheric lift with a set of wings. The engines may be maneuvered to point and generate thrust in different directions for vertical takeoffs/landings and better maneuverability in zero-G. [Moderate]


Seraniel
Sticky Note
Walker: Walkers use two or more limbs to walk or crawl across a surface. Many use grip pads (p. 305) or magnetic systems (p. 311) to stick to surfaces. [Low]


Seraniel
Sticky Note
Wheeled: Most wheeled shells feature smart spokes that allow the wheels to conform their shape to obstacles and even climb stairs. Some low-grav shells feature puncture-resistant and self-repairing compressed-gas tires. [Low]


Seraniel
Sticky Note
Winged: Primarily used by smaller shells, this system of four independently controlled wings allows the shell to hover or move rapidly in any direction. [Low]




Info Field Short Desc. Cost 
 
 

Physical 
Modifications 

These mods are applied to the shell’s physical frame. - 

 
 

Extra Limbs The shell is equipped with one or more extra limbs Low 

 
 

Fractal Digits he synthmorph has “bush robot” digits that are capable of splitting into smaller digits, and those 
smaller digits into micro digits, and so on down to the micrometer scale 

Mod. 

 
 

Hidden 
Compartment 

The shell has a concealed aperture for a shielded interior compartment, ideal for storing valuables 
or smuggling contraband. 

Low 

 
 

Magnetic System A magnetic system allows the shell to cling to most ferrous materials Low 

 
 

Modular Design This shell is designed to lock together with similar modular morphs in different architectural 
patterns to create larger gestalt forms 

High 

 
 

Pneumatic Limbs The limbs are equipped with pneumatic cylinder systems that can generate up to 7,000 newtons of 
force 

Low 

 
 

RetractingTelescoping 
Limbs 

The shell’s limbs can either be retracted completely inside it’s frame and/or extended for extra 
length 

Low 

 
 

Shape Adjusting This shell is made from smart materials that allow it to alter its shape, altering its height, width, 
circumference, and external features, while retaining the same mass. 

High 

 
 

Structural 
Enhancement 

his modification bolsters the shell’s structural integrity, boosting its ability to take damage Mod. 

 
 

Swarm Composition The shell is not a single unit but a swarm of hundreds of insect-sized robotic microdrones High 

 
 

Synthetic Mask he synthmorph is equipped with a realistic outer casing of faux-skin and carefully sculpted to pass 
as a biomorph 

Mod. 

 
 

Weapon Mount The shell carries a built-in (or builton) weapon. This weapon mount may be either internal 
(concealed, only weapons small in relation to the shell may fit 

Special 

 
Info Field Short Desc. Cost 
 
 

Sensors Sensors built for scanning under specific conditions - 

 
 

Chemical Sniffer This sensor detects molecules in the air and analyzes their chemical composition Mod. 

 
 

Lidar This sensor emits laser light and measures the reflections to judge range, speed, and image the 
target 

Low 

 
 

Nanoscopic Vision The shell’s visual sensors can focus like a microscope, using advanced superlens techniques to beat 
the optical diffraction limit and image objects 

Mod. 

 
 

Radar This sensor system bounces radio or microwaves off targets and measures the reflected waves to 
judge size, composition, and motion. 

Low 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Physical Modifications
These mods are applied to the shell’s physical frame.


Seraniel
Sticky Note
Extra Limbs: The shell is equipped with one or more extra limbs. A character using these limbs suffers an off-hand modifier (see Wielding Two or More Weapons, p. 206. These limbs may be arms (with hand/grippers/etc.), legs, tentacle-like, or otherwise articulated and/or prehensile. Some shells have rotational frames that allow them to move limbs around their body. [Low]


Seraniel
Sticky Note
Fractal Digits: The synthmorph has “bush robot” digits that are capable of splitting into smaller digits, and those smaller digits into micro digits, and so on down to the micrometer scale, allowing for ultra-fine manipulation. Apply a +20 COO modifier where such fine manipulation is a factor (such as detailed repair work). The bot must have functioning nanoscopic vision (p. 311) to get this bonus. [Moderate]


Seraniel
Sticky Note
Hidden Compartment: The shell has a concealed aperture for a shielded interior compartment, ideal for storing valuables or smuggling contraband. Apply a –30 modifier to detect this compartment either manually or with sensor scans. [Low]


Seraniel
Sticky Note
Magnetic System: A magnetic system allows the shell to cling to most ferrous materials. This enables the character to walk in zero-G situations by magnetically adhering surfaces, hang upside down, and hold onto devices without letting them drop or drift away. The shell receives a +30 modifier whenever maintaining a magnetic hold on something. [Low]


Seraniel
Sticky Note
Modular Design: This shell is designed to lock together with similar modular morphs in different architectural patterns to create larger gestalt forms. When united with other modules, the group is treated as a single unit/morph, with shared capabilities. If damaged and then separated, damage and wounds are distributed evenly between modules; uneven amounts are allocated randomly. The exact capabilities of different shapes depends on the composition, and is largely left in the gamemaster’s hands. [High]


Seraniel
Sticky Note
Pneumatic Limbs: The limbs are equipped with pneumatic cylinder systems that can generate up to 7,000 newtons of force. This allows the shell to push off and make impressive jumps (a synth of human size/weight can leap over 2 meters up). Apply a +20 to Freerunning Tests. A pneumatic limb used to strike an opponent in unarmed combat inflicts an extra 1d10 damage. [Low]


Seraniel
Sticky Note
Retracting/Telescoping Limbs: The shell’s limbs can either be retracted completely inside it’s frame and/or extended for extra length (usually up to 1 or 2 meters extra). Telescoping limbs may give the shell a reach advantage in melee combat (p. 204). [Low]


Seraniel
Sticky Note
Shape Adjusting: This shell is made from smart materials that allow it to alter its shape, altering its height, width, circumference, and external features, while retaining the same mass. This modification is typically employed to reshape the morph into special configurations adapted to specific tasks (for example, lengthening to crawl through a tunnel, widening its base for stability, expanding to reach out and attach to multiple access point simultaneously, and so on). This mod also allows the morph to change its features for disguise purposes; apply a +30 modifier to Disguise Tests. [High]


Seraniel
Sticky Note
Structural Enhancement: This modification bolsters the shell’s structural integrity, boosting its ability to take damage. Increase Durability by 10 and Wound Threshold by 2. [Moderate]


Seraniel
Sticky Note
Swarm Composition: The shell is not a single unit but a swarm of hundreds of insect-sized robotic microdrones. Each individual “bug” is capable of crawling, rolling, hopping several meters, or using nanocopter fan blades for airlift. The cyberbrain, sensor systems, and implants are distributed throughout the swarm. Though the swarm can “meld” together into a roughly child-sized shape, the swarm is incapable of tackling physical tasks like grabbing, lifting, or holding as a unit. Individual bugs, however, are quite capable of interfacing with electronics. Swarms cannot carry most gear or wear armor, and may not make strength-based SOM-linked skill tests. For combat purposes, use the same rules as given for nanoswarms (p. 328). Damage and wounds are reflected as damaged/massacred bugs. The swarm may be “healed” by manufacturing more bugs. [High]


Seraniel
Sticky Note
Synthetic Mask: The synthmorph is equipped with a realistic outer casing of faux-skin and carefully sculpted to pass as a biomorph (perhaps even a particular person). The morph can cry, spit, have sex, and will even bleed if cut. Only a detailed physical examination or a radar, terahertz, or x-ray scan will detect the synthmorph’s true nature, and even then such exams/scans suffer a –30 modifier. [Moderate]


Seraniel
Sticky Note
Weapon Mount: The shell carries a built-in (or builton) weapon. This weapon mount may be either internal (concealed, only weapons small in relation to the shell may fit, –30 to Perception Tests to detect) or external (visible). It may be fixed (one direction only), swiveling (limited field of fire), or on an articulated mount (all directions). [Low; Moderate for concealed/articulated]


Seraniel
Sticky Note
Sensors
360° Vision: The shell’s visual sensors are situated for a 360-degree field of vision. [Low]


Seraniel
Sticky Note
Chemical Sniffer: This sensor detects molecules in the air and analyzes their chemical composition. It enables Chemistry Tests to determine the presence of gases, including toxins and other fumes. It can also detect the presence of explosives and firearms. [Moderate]


Seraniel
Sticky Note
Lidar: This sensor emits laser light and measures the reflections to judge range, speed, and image the target. See Using Enhanced Senses, p. 302. [Low]


Seraniel
Sticky Note
Nanoscopic Vision: The shell’s visual sensors can focus like a microscope, using advanced superlens techniques to beat the optical diffraction limit and image objects as small as a nanometer. This allows the character to view and analyze objects as small as blood cells and even individual nanobots. The synthmorph must stay relatively steady to view objects at this scale. [Moderate]


Seraniel
Sticky Note
Radar: This sensor system bounces radio or microwaves off targets and measures the reflected waves to judge size, composition, and motion. See Using Enhanced Senses, p. 302. [Low]




Info Field Short Desc. Cost 
 
 

Armor Gear that is meant to be protective to the wearer - 

 
 

Armor Clothing Extra-resilient organoweave fibers and fullerene materials that offer basic protection against kinetic 
and energy weapons 

Trivial 

 
 

Armor Vest Armor vests provide more thorough protection to a body’s vital areas Low 

 
 

Body Armor 
(Light) 

These high performance armor outfits protect the wearer from head to toe Low 

 
 

Body Armor 
(Heavy) 

Similar to light body armor, but with extra protective layers Mod. 

 
 

Crash Suit Designed for both industrial worksite safety and protection from accidental zero-G collisions Low 

 
 

Helmet This armor accessory is usually worn with body armor Trivial 

 
 

Riot Shield Used for mob suppression Low 

 
 

Second Skin This lightweight bodysuit, woven from spider silks and fullerenes, is typically worn as an underlayer, 
though some athletes use it as a uniform 

Low 

 
 

Smart Skin Smart skin is an advanced nanofluid that covers the wearer’s skin. It resembles liquid mercury but 
retains the texture and flexibility of normal skin until activated 

Low 

 
 

Spray Armor This fast armor application comes in a spray can and disperses a smart chemical polymer that sticks 
to bare flesh 

Low 

 
Info Field Short Desc. Cost 
 
 

Armor Mods Armor modifications add extra materials or coatings that either enhance the armor’s resistance to 
certain dangers or provide other effects 

- 

 
 

Ablative Patches These thin and light slap-on patches of stick to armor and are designed to absorb heat and energy 
from beams and explosions 

Trivial 

 
 

Chameleon 
Coating 

This provides the armor with the same effect as the chameleon cloak Trivial 

 
 

Fireproofing Fireproofing includes the addition of heat-resistant ceramic or fire-resistant layers, both capable of 
withstanding extremely high temperatures 

Trivial 

 
 

Immunogenic 
System 

The immunogenic mod adds an active nanobot swarm, maintained by a specialized hive, that coats 
the outer layer of armor and also the non-armored parts of the wearer’s morph 

Low 

 
 

Lotus Coating The armor has been impregnated with a superhydrophic coating (contact angle of around 170°) that 
repels all water-like liquids 

Trivial 

 
 

Offensive Armor When activated, the outer layer of this armor is rigged to shock anyone or anything that contacts it 
with electricity. Treat as a shock attack 

Low 

 
 

Reactive Coating A thick layer of advanced nanotech is applied to the armor, protecting it with a colony of nanobots 
designed to sense incoming attacks 

Mod. 

 
 

Refractive Glazing A combination of reflectors, refractive metamaterials, and an energy transfer system with heat 
radiators provides extra protection against energy weapons 

Low 

 
 

Self-Healing The armor is equipped with a nanohive that acts like repair spray Mod. 

 
 

Shock Proof Shock proof armor is electronically insulated to discharge and reduce the effect of shock weapons Low 

 
 

Thermal 
Dampening 

Thermal dampening obfuscates heat signatures by converting body heat into electric energy Mod. 

 
 
 
 
 
 
 

Seraniel
Sticky Note
Armor
Modern personal armor systems have advanced from the high-modulus polyethylene thermoplastics and aramid fabrics of the early 21st century. Armor in Eclipse Phase is derived from biotech, in the form of organoweave fibers and crystalline-grown plates, and nanotech, in the form of shock-absorbing fullerene (p. 298) materials. Occasionally other materials are used, such as metallic glass plates or shear-resistant fluids that harden against impacts. Such armor protects against (armor-piercing) bullets and kinetic impacts as well as bladed weapons and piercing sharp objects. They also insulate against both the explosive heating of energy weapons and electrical shocks. While such armor protects against bullets, the layers of material catch the bullet and redistribute its kinetic energy across the body, which can still result in severe blunt force trauma.


Seraniel
Sticky Note
Armor Clothing: The extra-resilient organoweave fibers and fullerene materials that offer basic protection against kinetic and energy weapons can be woven in with normal smart materials to create a wide range of discreet armor clothing that provides a subtle level of security. Such protective garments are indistinguishable from regular clothing and come in all styles and designs. Armor clothing provides an Armor Value of 3/4. [Trivial]


Seraniel
Sticky Note
Armor Vest: Armor vests provide more thorough protection to a body’s vital areas, covering the abdomen and torso completely, protecting the neck with a rigid collar, and even providing wrap-under protection for the groin. Though armor vests are not bulky, they are obvious as armor. Armor vests may be worn with armor clothing without penalty. Armor vests provide an Armor Value of 6/6. [Low]


Seraniel
Sticky Note
Body Armor (Light): These high performance armor outfits protect the wearer from head to toe. An integrated armor vest is supplemented with increased protection on the limbs and joints, while still managing to be flexible and non-restrictive. Body armor is typically worn by security and police forces, and supplemented with a helmet. It provides an Armor Value of 10/10. [Low]


Seraniel
Sticky Note
Body Armor (Heavy): Similar to light body armor, but with extra protective layers, often ergonomically manufactured to conform to a specific character’s body, and an environmental seal with climate control to protect the wearer from hostile environments. It provides an Armor Value of 13/13. [Moderate]


Seraniel
Sticky Note
Crash Suit: Designed for both industrial worksite safety and protection from accidental zero-G collisions, crash suits are also favored by sports enthusiasts and explorers. The basic jumpsuit offers comfortable protection equal to that of armor clothing. When activated with an electronic signal, however, elastic polymers within the suit stiffen and form rigid impact protection for vital areas. Crash suits provide an Armor Value of 3/4 when inactive and 4/6 when activated. [Low]


Seraniel
Sticky Note
Helmet: This armor accessory is usually worn with body armor. Light helmets are open, whereas full helmets latch on and provide an environmental seal with a 12 hour supply of air. Light helmets provide an Armor Value bonus of +2/+2, whereas full helmets add +3/+3. Helmets are often equipped with an ecto (p. 325), a radio booster (p. 314), and sensors equal to specs (p. 326). [Trivial]


Seraniel
Sticky Note
Riot Shield: Used for mob suppression, riots shields are light-weight, tough, and may be set to electrify on command, stunning anyone who comes into contact with the outer surface (treat as a see shock attack, p. 204). Riot shields provide an Armor Value bonus of +3/+2. [Low]


Seraniel
Sticky Note
Second Skin: This lightweight bodysuit, woven from spider silks and fullerenes, is typically worn as an underlayer, though some athletes use it as a uniform. It provides minimal protection, but may be worn with other armor without penalty. It provides an Armor Value of 1/3. [Low]


Seraniel
Sticky Note
Smart Skin: Smart skin is an advanced nanofluid that covers the wearer’s skin. It resembles liquid mercury but retains the texture and flexibility of normal skin until activated, at which point the material becomes rigid enough to protect the wearer and distribute the kinetic energy (though still flexible enough at the joints not to impede movement). A specialized hive, worn by the character, replenishes the nanobots and stores them when not in use. Deploying the nanobots across the body takes a full Action Turn. Smart skin has an Armor Value of 3/2, and may be worn with other armor without penalty. [Low]


Seraniel
Sticky Note
Spray Armor: This fast armor application comes in a spray can and disperses a smart chemical polymer that sticks to bare flesh (but does not adhere to hair and eyes). The polymer solidifies into a form fitting body armor fabric when exposed to body temperature with the look and feel of a latex suit. Spray armor does not work on synthetic morphs or on clothing or other armor. The color and feel of the armor can be adjusted with electric currents and additional polymers, making it popular among some socialite and nightlife scenes. The spray-on armor does not wash off, but degrades 1 point of armor (both energy and kinetic) every 12 hours. It may be removed with a special nanotech solvent. Spray armor has an Armor Value of 2/2. [Low]


Seraniel
Sticky Note
Armor Mods
Armor modifications add extra materials or coatings that either enhance the armor’s resistance to certain dangers or provide other effects. Armor mods may be easily added or removed with the appropriate nanobot applicators.


Seraniel
Sticky Note
Ablative Patches: These thin and light slap-on patches of stick to armor and are designed to absorb heat and energy from beams and explosions, safely vaporizing and blowing hot gas away. Ablative patches increases the Armor Value by +4/+2, but each hit reduces both the energy and kinetic value of the ablative armor by 1. [Trivial]


Seraniel
Sticky Note
Chameleon Coating: This provides the armor with the same effect as the chameleon cloak (p. 315). [Trivial]


Seraniel
Sticky Note
Fireproofing: Fireproofing includes the addition of heat-resistant ceramic or fire-resistant layers, both capable of withstanding extremely high temperatures. Fireproofing increases the Armor Value by +2/+0, and provides an additional 10 points of armor against heat or fire specifically. [Trivial]


Seraniel
Sticky Note
Immunogenic System: The immunogenic mod adds an active nanobot swarm, maintained by a specialized hive, that coats the outer layer of armor and also the non-armored parts of the wearer’s morph. It acts as an outer immune system designed to neutralize toxic agents and nanotoxins with which it comes into contact. This provides immunity to drugs, toxins, and nanotoxins applied dermally, such as with a slap patch or splash grenade. It has no effect on inhaled, oral, or injected drugs (including coated weapons). [Low]


Seraniel
Sticky Note
Lotus Coating: The armor has been impregnated with a superhydrophic coating (contact angle of around 170°) that repels all water-like liquids. If the armor is splashed by liquid toxins or chemicals, the effect is reduced since the liquids starts to roll off the armor. Apply a +30 modifier when defending against liquid-based attacks. [Trivial]


Seraniel
Sticky Note
Offensive Armor: When activated, the outer layer of this armor is rigged to shock anyone or anything that contacts it with electricity. Treat as a shock attack, p. 204. [Low]


Seraniel
Sticky Note
Reactive Coating: A thick layer of advanced nanotech is applied to the armor, protecting it with a colony of nanobots designed to sense incoming attacks. When an attack strikes the coating, it detonates to disrupt the attack. Bursts and full autofire are treated as a single attack. A reactive coating increases the Armor Value by +5/+5, but each detonation automatically inflicts 1 point of damage on the wearer. Reactive armor also works against melee attacks, but the attacker also suffers 1d10 ÷ 2 (round up) points of damage per attack (armor protects) from the microexplosion. Reactive coating only works against 5 attacks, after which the specialized nanobot hive replenishes the coating at the rate of 1 use per hour. [Moderate]


Seraniel
Sticky Note
Refractive Glazing: A combination of reflectors, refractive metamaterials, and an energy transfer system with heat radiators provides extra protection against energy weapons. Increase the Armor Value by +3/+0. [Low]


Seraniel
Sticky Note
Self-Healing: The armor is equipped with a nanohive that acts like repair spray (p. 333). [Moderate]


Seraniel
Sticky Note
Shock Proof: Shock proof armor is electronically insulated to discharge and reduce the effect of shock weapons. Apply an additional +10 modifier when resisting the effects of shock batons (p. 335). [Low]


Seraniel
Sticky Note
Thermal Dampening: Thermal dampening obfuscates heat signatures by converting body heat into electric energy. It makes the target more difficult to spot with thermal sensors; apply a –30 modifier for Perception Tests. [Moderate]




Armor Values   
Armor Energy Kinetic 
Armor Clothing 3 4 
Armor Vest 6 6 
Battlesuit Powered Exoskeleton 21 21 
Bioweave Armor (Light) 2 3 
Bioweave Armor (Heavy) 3 4 
Body Armor (Light) 10 10 
Body Armor (Heavy) 13 13 
Carapace Armor 11 11 
Crash Suit (Inactive) 3 4 
Crash Suit (Active) 4 6 
Exowalker 2 4 
Hardsuit 15 15 
Helmet (Light) +2 +2 
Helmet (Full) +3 +3 
Hyperdense Exoskeleton 6 12 
Riot Shield +3 +2 
Second Skin 1 3 
Smart Skin 3 2 
Smart Vac Clothing 2 4 
Spray Armor 2 2 
Synthmorph industrial Armor 10 10 
Synthmorph Combat Armor (Light) 14 12 
Synthmorph Combat Armor (Heavy) 16 16 
Transporter Exoskeleton 2 4 
Trike Exoskeleton 2 4 
Vacsuit (Light) 5 5 
Vacsuit (Standard) 7 7 

 
Info Field Short Desc. Cost 
 
 

Communications Basics on communication gear - 

 
 

Fiberoptic Cable Fiberoptic cables are used to establish wired connections between two devices Trivial 

 
 

Laser/Microwave 
Link 

These portable devices are used to establish a tight-beam, line-of-sight communications channel 
with another laser or microwave link 

Mod. 

 
 

Radio Booster This device boosts the range and sensitivity of short-range radios, like those from implants, ectos, or 
microbugs 

Low 

 
 

Neutrino 
Communication 

Neutrinos are particles that can pass through any solid matter with ease and are impossible to block - 

 
 

Neutrino 
Transceiver 

This transceiver is capable of generating and receiving neutrino signals at a range of at least 100 
astronomical units 

Exp. 

 
 

Quantum Farcaster Quantum farcasters are special computers designed to protect a communications channel (such as 
fiberoptic, radio, laser/microwave, or neutrino) with unbreakable encryption 

- 

 
 

Miniature Radio 
Farcaster 

Miniature farcasters communicate with each other using standard radio transceivers Low 

 
 

Quantum 
Entangled 
Communication 

The rarest form of communications is quantum entangled (QE) communication. QE 
communication is instantaneous and works over any distance, but is also very limited. 

- 

 
 

Portable QE 
Comm 

This is a handheld FTL communications device Low 

 
 

Low-Capacity 
Qubit Reservoir 

Low-capacity qubit reservoirs can be used for 10 hours of high-resolution video conferencing or 
meshbrowsing and 100 hours of voice or text only communications. 

High 

Seraniel
Sticky Note
Communications
The oldest and most widespread communications technology still in regular use is radio. Every habitat and world inhabited by transhumanity is awash in radio traffic, with humans, machines, and uplifts all constantly communicating with one another. The smallest radios are no larger than a speck of dust and have a range of no more than 20 meters, while the largest are the size of a truck and have a range of many thousands of miles. Radios large and small are ubiquitous and almost all devices contain at least short-range radios so they may interact with the mesh. Most morphs are equipped with basic mesh inserts (p. 300) that include an implanted radio. For radio ranges, see p. 299.



Seraniel
Sticky Note
Fiberoptic Cable: Fiberoptic cables are used to establish wired connections between two devices. Given the ubiquity of radios and the tangled mess wires cause, they are typically only used for privacy (unlike radio communication, fiberoptic signals may not be intercepted) or in areas with heavy radio interference. [Trivial]


Seraniel
Sticky Note
Laser/Microwave Link: These portable devices are used to establish a tight-beam, line-of-sight communications channel with another laser or microwave link. The range of these transceivers varies widely with environmental factors, but approximates 50 kilometers in atmosphere and 500 kilometers in space (though horizon limits must be kept in mind, being 5 kilometers at ground level on Earth and less on smaller bodies). Lasers are subject to interference from fog, dirt, smoke, and similar visual chaff, while microwaves may be hindered by metallic obstructions. These links may only be intercepted by getting directly in between the beams. Some teams carry a micro version of this system, worn on their person, allowing line of sight intra-team communications that cannot be intercepted like radio. [Moderate]


Seraniel
Sticky Note
Radio Booster: This device boosts the range and sensitivity of short-range radios, like those from implants, ectos, or microbugs. The booster must be with the shorter-ranged device’s range (or directly linked via fiberoptic cable). It will repeat any transmissions received from that device, but at its extended range of 25 kilometers in urban areas (250 kilometers remote areas). Broadcasts from a radio booster are easy to receive by anyone looking for broadcasts (see Wireless Scanning, p. 251), though transmissions may be stealthed (p. 252). Boosters are commonly used by characters traveling far from habitats or other civilized regions. [Low]


Seraniel
Sticky Note
Neutrino Communications
Neutrinos are particles that can pass through any solid matter with ease and are impossible to block. As a result, they make an ideal medium for communications. Unfortunately, they are also easy to intercept. Even a tight beam of neutrinos sent between two locations can be intercepted simply by placing another receiver behind the location the broadcaster is sending to. Neutrino communicators require a large power plant to power the high energy particle interactions required to generate the neutrino broadcast. Neutrino receivers are also relatively large, with the smallest occupying 100 cubic meters. In most cases, neutrino communicators are designed to broadcast neutrinos in all directions, though tight-beam transmissions are also possible. Quite often neutrino communications take advantage of quantum farcasting for security.


Seraniel
Sticky Note
Neutrino Transceiver: This transceiver is capable of generating and receiving neutrino signals at a range of at least 100 astronomical units. It is large, with a size of 8 cubic meters (in a cube 2 meters on a side), but they can be loaded onto large vehicles. To function, it must be connected to a large power plant, such as one found in habitats or large spacecraft. The cost and size of this device includes the computer necessary for quantum farcasting. [Expensive]


Seraniel
Sticky Note
Quantum Farcaster
Quantum farcasters are special computers designed to protect a communications channel (such as fiberoptic, radio, laser/microwave, or neutrino) with unbreakable encryption. To function, two or more quantum farcaster computers must first be entangled together (on a quantum level) in the same physical location. The farcasters may then be separated, at which point they may continue to exchange encrypted data via quantum teleportation. This data exchange requires a standard communications link (fiberoptic, radio, laser/microwave, or neutrino), and so is limited by the speed of light, but it is a high bandwidth form of communications. The quantum encryption used by these entangled farcasters is unbreakable, and any attempted interception is immediately detected and neutralized. A quantum farcaster may not be used to securely communicate with any farcasters other than the ones it is entangled with.

Because it is exceptionally safe and secure, quantum farcasting via neutrino communications is the primary means of both long-distance communication between habitats and egocasting (p. 275). The neutrino signal cannot be blocked and it can only be decrypted if a character has access to the computer that is sending or receiving the signal.


Seraniel
Sticky Note
Miniature Radio Farcaster: Miniature farcasters communicate with each other using standard radio transceivers. As noted above, they may only securely communicate with the other farcasters with which they are entangled. Most miniature farcasters are worn as jewelry or fitted into clothing or other equipment. [Low]


Seraniel
Sticky Note
Quantum Entangled Communication
The rarest form of communications is quantum entangled (QE) communication. QE communication is instantaneous and works over any distance, but is also very limited. QE communication requires pairs of entangled particles known as qubits. To use QE, large number of pairs of qubits are created and then separated from each other. Millions of these separated pairs of particles are stored in special containers known as qubit reservoirs. If two QE communicators each have a qubit reservoir containing qubits that are each entangled with qubits in the other communicator’s qubit reservoir, then characters can use the two QE communicators to commutate with one another instantaneously. Characters can use QE to instantly communicate between any two locations, even if one character is in the solar system and the other has passed through a Pandora gate and is standing on a planet 500 light years away.

Each bit of data transmitted between these two QE comms uses up one qubit. Once all of the qubits are used up, the two QE comms can no longer communicate with each other until they each get a new batch of entangled qubits. Qubits are expensive to produce, contain, and transport, making this an exceedingly expensive form of communication. As a result, extremely high bandwidth communications like full sensory AR and egocasting cannot be performed using QE communication.


Seraniel
Sticky Note
Portable QE Comm: This is a handheld FTL communications device. The actual communications unit can be made as small as desired, but must be large enough to connect to or hold a qubit reservoir. Because qubit reservoirs are relatively large and must be replaced, they are rarely implanted. Some miniature farcasters are designed so that users can also attach qubit reservoirs to enable them to be used for both light speed and FTL communication. [Low]


Seraniel
Sticky Note
Low-Capacity Qubit Reservoir: Low-capacity qubit reservoirs can be used for 10 hours of high-resolution video conferencing or meshbrowsing and 100 hours of voice or text only communications. [High]




 
 

High-Capacity 
Qubit Reservoir 

High-capacity qubit reservoirs can be used for 100 hours of high-resolution video conferencing or 
meshbrowsing and 1,000 hours of voice or text only communications 

Exp. 

 
Info Field Short Desc. Cost 
 
 

Covert and 
Espionage Tech 

These technologies allow characters to acquire protected information and to gain access to places 
that others try to keep them out of 

= 

 
 

Chameleon Cloak This loose, poncho-like cloak contains a network of sensors that perceive wavelengths from 
microwave to ultra-violet 

Low 

 
 

Covert Operations 
Tool  

This handheld device is the ultimate in infiltration technology High 

 
 

Cuffband This smart plastic loop restricts around a prisoner’s limbs when activated Low 

 
 

Dazzler The dazzler is a tiny laser system set on a rotating ball. When activated, it consistently spins and 
emits laser pulses in all directions 

Mod. 

 
 

Disabler This handy device emits an overloading surge that completely incapacitates and disables a synthetic 
morph or pod (anything with a cyberbrain) when it is plugged into an access jack  

High 

 
 

Fiber Eye This is a flexible and electronically controllable length of fiberoptic cable and viewer Low 

 
 

Invisibility Cloak This cloak is made of metamaterials with a negative refractive index, so that light actually bends 
around it, making it and anything it covers invisible 

High 

 
 

Microbug This device is a tiny camera and microphone 1 millimeter across. It has the visual capabilities of a set 
of specs 

Special 

 
 

Prisoner Mask This hood tightens around the head of a prisoner, blocks all vision frequencies, and engages in low-
level jamming 

Mod. 

 
 

Psi Jammer This device jams frequencies used by brainwaves within a 20-meter radius Mod. 

 
 

Quantum 
Computer 

These advanced devices make use of quantum computation, allowing them to handle extremely large 
numbers with ease 

Exp. 

 
 

Smart Dust This device is a walnut-sized specialized nanobot generator that creates tiny sensor nanobots, each 
one of which is a tiny sphere the diameter of a human hair 

Mod. 

 
 

Traction Pads This set of specialized fingerless gloves, shoes, and kneepads is designed to emulate the pads on 
geckos’ feet 

Low 

 
 

White Noise 
Machine 

This small and wearable device generates masking sounds that protect a conversation from being 
audibly recorded or overheard by anyone not in the immediate vicinity 

Trivial 

 
 

X-Ray Emitter This device is designed to be used with either the enhanced vision augmentation (p. 301) or specs (p. 
326) 

Low 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
High-Capacity Qubit Reservoir: High-capacity qubit reservoirs can be used for 100 hours of high-resolution video conferencing or meshbrowsing and 1,000 hours of voice or text only communications. [Expensive]


Seraniel
Sticky Note
Covert and Espionage Tech
These technologies allow characters to acquire protected information and to gain access to places that others try to keep them out of. Many of these devices are mesh-capable and equipped with radios, see p. 299 for radio ranges.


Seraniel
Sticky Note
Chameleon Cloak: This loose, poncho-like cloak contains a network of sensors that perceive wavelengths from microwave to ultra-violet. A similar network of miniature emitters precisely replicate the information its sensors receive, making the wearer seem transparent to those wavelengths. A chameleon cloak allows a character to effectively become invisible as long as they are stationary or not moving faster than a slow walk. When worn by someone moving faster, the cloak still provides a +30 modifier to Infiltration Tests to avoid being seen or noticed.

Chameleon cloaks are not effective against radar, x-ray, or gamma-ray sensors. They do hide the character from thermal infrared, however, by absorbing the character’s body heat into its heat sink. The cloak can only absorb a character’s body heat for one hour before it must emit this heat. Heat emission also requires one hour, during which time the character is easily visible in the thermal infrared spectrum. [Low]


Seraniel
Sticky Note
Covert Operations Tool (COT): This handheld device is the ultimate in infiltration technology. It contains both smart matter micromanipulators, cutting tools, and an advanced nanotechnology generator capable of producing nanobots that can bore or cut
through almost any material and disable or open almost any electronic lock.

Cutting out a lock or boring a 1-millimeter hole in a wall with a COT requires ((Durability + Armor) ÷ 10) seconds. Cutting out a 1-meter diameter hole in a wall requires ((Durability + Armor) ÷ 10) minutes. These same nanobots can later be used to repair this damage so that it is invisible to any but the most careful and detailed examination.

A COT can easily open any old-fashioned mechanical lock simply by analyzing it and shaping an appropriate key, though this takes a full Action Turn. It can also open electronic locks by infiltrating them with nanobots that influence the lock’s electronics, no matter what authentication system the lock uses. Opening electronic locks takes a full Action Turn, but success is practically guaranteed. Opening an electronic lock in this manner will, however, trigger an alarm and/or be logged as an event. For more details, see Electronic Locks, p. 291. [High]


Seraniel
Sticky Note
Cuffband: This smart plastic loop restricts around a prisoner’s limbs when activated. If the prisoner struggles, it will tighten more. Cuffbands will inform the user if they are cut or loosened and are electronically controlled, so the user can release the prisoner remotely. Some cuffband variants including a shock system (treat as a shock attack, p. 204.) to zap and restrain unruly prisoners. [Low]


Seraniel
Sticky Note
Dazzler: The dazzler is a tiny laser system set on a rotating ball. When activated, it consistently spins and emits laser pulses in all directions. These laser pulses are not dangerous, but they detect the lenses of camera systems (including specs, viewers, and bot/synthmorph sensors) and repeatedly zap them with laser pulses of varying strength to overload and dazzle them. For as long as a dazzler is active, any camera system (visual, infrared, and ultraviolet) within line of sight and within 200 meters is blinded. [Moderate]


Seraniel
Sticky Note
Disabler: This handy device emits an overloading surge that completely incapacitates and disables a synthetic morph or pod (anything with a cyberbrain) when it is plugged into an access jack and activated. The affected cyberbrain will be unable to function until the signal is deactivated, effectively shutting down the ego (or AI). In order to plug a disabler into an unwilling target, the target must first be grappled or a called shot must be successfully made in melee combat. This device does not work on larger synthetic morphs (like vehicles) or on cyberbrainless robots.[High]


Seraniel
Sticky Note
Fiber Eye: This is a flexible and electronically controllable length of fiberoptic cable and viewer, which can be worked through cracks, under doors, and around corners to peep unobtrusively. [Low]


Seraniel
Sticky Note
Invisibility Cloak: This cloak is made of metamaterials with a negative refractive index, so that light actually bends around it, making it and anything it covers invisible. This invisibility works from the microwave to ultraviolet spectrums, but not against radar or x-rays. The drawback is that anything concealed within the cloak can’t see out. This is easily overcome by using external sensor feeds (if available) and entoptics to navigate. Alternately, a small piece of anti-cloak, which cancels the cloak’s invisibility properties when touched together, can be used to create a small window to peep out of, though this increases the chance of being spotted. Noticing such a window requires a Perception Test with a –30 modifier. [High]


Seraniel
Sticky Note
Microbug: This device is a tiny camera and microphone 1 millimeter across. It has the visual capabilities of a set of specs (p. 326). It can hear everything within 20 meters and see everything within the same range that is in its line of sight. A microbug can record up to 100 hours of information. Microbugs can be set to broadcast continuously, at set intervals, or only when they receive a special signal. If desired, they can also be set to only record if there is movement or voices in the room they are in. Microbugs have adhesive backs and can stick to almost any surface. Microbugs can also establish their location via mesh positioning or GPS, and so double as tracking devices. To avoid being detected by their radio transmissions, some microbugs are attached to miniature quantum farcasters (p. 315). These microbugs are much larger (1 centimeter) and easy to see, but their transmissions cannot be detected or blocked. [Trivial, Low for quantum farcaster bugs]


Seraniel
Sticky Note
Prisoner Mask: This hood tightens around the head of a prisoner, blocks all vision frequencies, and engages in low-level jamming in order to prevent any wireless communication via mesh inserts. [Moderate]


Seraniel
Sticky Note
Psi Jammer: This device jams frequencies used by brainwaves within a 20-meter radius. This has no effect on brain functions, but it does prevent any ranged used of psi sleights within this area of effect. [Moderate]


Seraniel
Sticky Note
Quantum Computer: These advanced devices make use of quantum computation, allowing them to handle extremely large numbers with ease. This makes them especially useful for codebreaking, as noted on p. 254. [Expensive]


Seraniel
Sticky Note
Smart Dust: This device is a walnut-sized specialized nanobot generator that creates tiny sensor nanobots, each one of which is a tiny sphere the diameter of a human hair. A packet of smart dust nanobots is sufficient to perform detailed surveillance on a large room like an auditorium has a volume of 1 cubic centimeter and contains 3 million nanobots. Each nanobot contains tiny cameras, microphones, a tiny computer, a radio, and chemical sensors, as well as short legs that allow them to walk and climb at a rate of 5 cm per second.

When a character dumps a packet of smart dust in a room, it will cover every surface in the room within 20 minutes, including all furniture and the insides of every drawer and other space that is not airtight. At this point, the smart dust has recorded all data about the room that can be obtained by exceedingly detailed observation, including the DNA of everyone who has visited the room in the last week or two. The smart dust can then either broadcast a brief, highly compressed signal, or it can send all of its information to a few hundred nanobots that then walk to a prearranged destination for pickup and downloading by their user. The user need only find a single nanobot with a nanodetector to acquire the information obtained by the smart dust. If ordered to do so, the remaining nanobots can either power down and await further orders or self-destruct in a fashion that turns them into a tiny amount of dust made mostly of metal and silicon. [Moderate]


Seraniel
Sticky Note
Traction Pads: This set of specialized fingerless gloves, shoes, and kneepads is designed to emulate the pads on geckos’ feet. Characters can support themselves on a wall or ceiling by placing any two of these pads against any surface not made from a material specially designed to resist such devices. Characters can climb any surface and move easily across walls and ceilings that can support their weight (+30 to Climbing Tests). In addition to climbing, these devices are also very popular in zero-g environments. Wearing this item does not impair the user’s agility or manual dexterity. [Low]


Seraniel
Sticky Note
White Noise Machine: This small and wearable device generates masking sounds that protect a conversation from being audibly recorded or overheard by anyone not in the immediate vicinity. [Trivial]


Seraniel
Sticky Note
X-Ray Emitter: This device is designed to be used with either the enhanced vision augmentation (p. 301) or specs (p. 326). It emits a focused beam of lowpowered x-rays that allows the user of either device to both see and see through most objects using backscatter x-ray radiation (p. 303). This allows the character to literally see through walls and into containers, including ones made of metal. [Low]




Info Field Short Desc. Cost 
 
 

Drugs, Chems, and 
Toxins 

Common drugs and their uses - 

 
 

Chemicals These are pharmacologically active small chemical compounds (toxins, pharmaceuticals, chemical 
drugs) that have been produced by chemical synthesis 

- 

 
 

Biologicals These include peptides, hormones, and biologically based substances like biotoxins, bacteria, and 
viral organisms 

- 

 
 

Nanodrugs These are temporary nanobot colonies programmed to create a certain effect - 

 
 

Electronics Electronic drugs include software and technology that affect the brain directly, such as manipulative 
XP programs or retro-tech like transcranial magnetic stimulation or cranial electrotherapy 

- 

 
 

Application 
Methods 

There are number of vectors by which a substance may be applied to a morph. Dermal, Inhalation, 
Injected, and Oral. 

- 

 
 

Dermal (D) This drug or toxin is absorbed via the skin (or exterior hull with some nanotoxins) as either a gas, 
liquid, or solid (e.g., paste) 

- 

 
 

Inhalation (INH) This is a gas that is breathed into the lungs or snorted nasally - 

 
 

Injected (INJ) This liquid is applied via either an intramuscular or intravenous injection - 

 
 

Oral (O) This is a liquid or solid that is absorbed through the stomach or oral cavity (eating or drinking) - 

 
 

Drug Effects If a character is exposed to a drug via its method of application then they are subject to the drug’s 
effects 

- 

 
 

Addiction and 
Substance Abuse 

Some drugs are addictive, either physically (affecting the morph) or mentally (affecting the ego) —
and sometimes both 

- 

 
Info Field Short Desc. Cost 
 
 

Cognitive Drugs Nootropics and similar drugs are intended to boost the user’s mental faculties. - 

 
 

Drive This nootropic speeds up left-right brain hemisphere communication, stimulates idea production, 
and improves concentration, with no usual side effects 

Low 

 
 

Klar Klar boosts alertness and enhances clarity and perception. Users report a feeling of being “elevated” 
to a higher level 

Low 

 
 

Neem Neem is a mnemonic drug that works by “tagging” experiences and mental input with a set of unique 
sensations that contribute to the formation of state-based memories 

Mod. 

 
Info Field Short Desc. Cost 
 
 

Combat Drugs Combat drugs are an easy way of evening the odds in a fight. - 

 
 

BringIt In some respects more a social than a combat drug, BringIt stimulates massive bursts of aggression 
pheromones designed to make the user the center of attention in a fight 

Low 

 
 

Grin An effective opiate and pain suppressant. Users may ignore the modifiers from 2 wounds (not 
cumulative with similar effects) and in fact may not even be aware they are injured 

Low 

 
 

Kick Kick is a strong stimulant that increases the user’s response time and puts them on edge Mod. 

 
 

MRDR MRDR is a straightforward and brutal combat drug. It increases pain tolerance, speed, and strength. Low 

 
 

Phlo Phlo increases alertness and coordination, making the user more graceful and nimble in a fray Mod. 

 
 
 
 
 
 
 

Seraniel
Sticky Note
Drugs, Chemicals, and Toxins
In Eclipse Phase, the transhuman desire to enhance the body and mind—especially with chemicals— merges right into humanity’s popular pastime of recreational substance abuse. Drugs of all kinds, whether they be chemical, nano-based, or electronic, are not only popular but widespread. While advances in biotechnology have eliminated many of the side effects that once plagued drug users, transhuman bodies remain complicated environments, and so side effects (especially with long-term use) are still a factor. Additionally, addiction is always a consideration for anyone who gets comfortable with popping the same pills too often, though there are also drugs for addiction of course.

Drug descriptions include benefits, side effects, noticeable signs that a person is using the drug, addictiveness, and effects from long-term use). Descriptions also include the drug’s Duration and its Addiction Modifier (see Addiction and Substance Abuse).


Seraniel
Sticky Note
Chemicals: These are pharmacologically active small chemical compounds (toxins, pharmaceuticals, chemical drugs) that have been produced by chemical synthesis, nanotech fabrication, or enzymatic biosynthesis in (transgenic) organisms. They include naturally occurring drugs from known species of (exo-)flora and fauna, endotoxins produced by biological organisms, enhancements of endogenic substances (designer drugs), and de novo developments designed for a specific medical or recreational application. Chemical drugs affect only biological morphs and pods.


Seraniel
Sticky Note
Biologicals: These include peptides, hormones, and biologically based substances like biotoxins, bacteria, and viral organisms—drugs devised or based on naturally occurring endogenic biological substances. This category also includes infectious biological organisms that can produce drug-like effects, like viruses and bacteria. Biologicals affect biomorphs and pods but not synthetic morphs or infomorphs.


Seraniel
Sticky Note
Nanodrugs: These are temporary nanobot colonies programmed to create a certain effect. While nanobots are generally able to target or infect all morph types except infomorphs, exactly which morphs are affected usually depends on the pre-programmed effect (i.e., whether it targets a biological or mechanical mechanism).


Seraniel
Sticky Note
Electronic: Electronic drugs include software and technology that affect the brain directly, such as manipulative XP programs or retro-tech like transcranial magnetic stimulation or cranial electrotherapy. It also includes narcoalgorithms—programs that reproduce drug-like effects for AIs, infomorphs, and egos residing in cyberbrains.


Seraniel
Sticky Note
Application Methods
There are number of vectors by which a substance may be applied to a morph.


Seraniel
Sticky Note
Dermal (D): This drug or toxin is absorbed via the skin (or exterior hull with some nanotoxins) as either a gas, liquid, or solid (e.g., paste). Slap patches and slap bands are commonly used, loaded with the chemical DMSO, which transfers the drug through the skin.

Seraniel
Sticky Note
Inhalation (INH): This is a gas that is breathed into the lungs or snorted nasally. Used for inhalers, aerosols, powders, and gas grenades/seekers.

Seraniel
Sticky Note
Injected (INJ): This liquid is applied via either an intramuscular or intravenous injection. Used for needles and piercing weapons.

Seraniel
Sticky Note
Oral (O): This is a liquid or solid that is absorbed through the stomach or oral cavity (eating or drinking). Used with pills and liquids.


Seraniel
Sticky Note
Drug Effects
If a character is exposed to a drug via its method of application—for example, they pop a pill, slap on a dermal patch, are soaked with a splash grenade, breathe in gas, or get stabbed with a coated weapon— then they are subject to the drug’s effects. The onset time determines how long these effects take to kick in, and the duration determines how long they last.

While there is no resistance test to ignore a drug or toxin’s effects once exposed, in some cases (especially toxins) a test might be called for to determine the severity of the effects.

Unless otherwise noted or specifically overridden, medichines (p. 308) will protect a character from drug/toxin effects (but not nanodrugs/nanotoxins). Enhancements like toxin filters (p. 305) may also impede a drug’s effect or provide complete resistance. If an antidote is taken in advance or before the effects kick in, the drug will not work.


Seraniel
Sticky Note
Addiction and Substance Abuse
Some drugs are addictive, either physically (affecting the morph) or mentally (affecting the ego)—and sometimes both. Every time a character uses the drug (or after an appropriate amount of use, as determined by the gamemaster), they must make a WIL × 3 Test to avoid addiction. Each drug has an Addiction Modifier that will modify this test.

Failure indicates that the character has become addicted—they immediately acquire the Addiction negative trait (p. 148). Addiction is measured in three levels: Minor, Moderate, and Major. The severity determines how often an addicted character needs the drug and what the negative effects of not using the drug are.

An addicted character must continue to make WIL × 3 Tests as they use the drug, as determined by the gamemaster. Failure indicates the character’s addiction severity increases.

Addiction is of indefinite duration. To clean up, the character must stay off the drug for 1 week for each level of addiction. Resisting this craving is difficult, and should at least require another WIL × 3 Test, modified by the drug’s Addiction modifier. Players and gamemasters are encouraged to roleplay an attempt to kick a habit. Each week the character is off the drug, the addiction drops by one level. When it reaches 0, the character is clean … though there is always danger of a relapse.

Physical addictions do not carry over to a new morph if the character resleeves, but mental addictions do. If the character uploads and resleeves, the mental addictions persist, and the morph the character leaves behind remains physically addicted. This means that poor or unlucky characters may occasionally find themselves resleeved into a morph that has a physical addiction. In this case, the character
is subject to the physical addictiveness of the drug but not the mental addiction, although if they break down and indulge in the drug, they may themselves become physically addicted.

Characters who resleeve as infomorphs can remain mentally addicted to a substance despite no longer having a body. The market is always happy to provide, though; a wide variety of narcoalgorithms mirroring the effects of most of the drugs described below are available for infomorphs and AIs. For the infomorph-ported narcoalgorithm version of any physically addictive drug described below, consider the Addictiveness to be effectively mentally.


Seraniel
Sticky Note
Cognitive Drugs
Nootropics and similar drugs are intended to boost the user’s mental faculties.


Seraniel
Sticky Note
Drive: This nootropic speeds up left-right brain hemisphere communication, stimulates idea production, and improves concentration, with no usual side effects. Users receive a +5 bonus to COG while the drug lasts. [Low]


Seraniel
Sticky Note
Klar: Klar boosts alertness and enhances clarity and perception. Users report a feeling of being “elevated” to a higher level. They receive +5 INT while the drug lasts. [Low]


Seraniel
Sticky Note
Neem: Neem is a mnemonic drug that works by “tagging” experiences and mental input with a set of unique sensations that contribute to the formation of state-based memories. Neem gummy chews come in a variety of fruit flavors shaped like extinct old Earth animals. Neem gives characters a +20 bonus on COG Tests to recall information they learned while on Neem (see Memorizing and Remembering, p. 175). The drawback to Neem is that memories they accumulate while under the drug’s influence have no emotional association. For example, a character who witnessed something horrible happening to a friend or who had a fight with a romantic partner while on Neem would feel no emotional connection whatsoever to what happened. [Moderate]


Seraniel
Sticky Note
Combat Drugs
Combat drugs are an easy way of evening the odds in a fight.


Seraniel
Sticky Note
BringIt: In some respects more a social than a combat drug, BringIt stimulates massive bursts of aggression pheromones designed to make the user the center of attention in a fight. In combat, opponents within 3 meters of the character not already in unarmed or melee combat with another character must pass a WIL × 3 Test or attack the character using BringIt. The nature of airborne pheromones is imprecise, however, so if the character using BringIt is within 1 meter of another character hostile to the character affected, the affected character may opt to attack the proximate character instead of the BringIt user. Characters using this drug suffer a –20 modifier on social skill tests. [Low]


Seraniel
Sticky Note
Grin: Grin is an effective opiate and pain suppressant. Users may ignore the modifiers from 2 wounds (not cumulative with similar effects) and in fact may not even be aware they are injured. Grin users suffer from tunnel vision, however, and so suffer a –10 modifier on Perception Tests. [Low]


Seraniel
Sticky Note
Kick: Kick is a strong stimulant that increases the user’s response time and puts them on edge. The character gains +10 REF and +1 Speed for the duration of the drug. Characters under the influence of Kick are twitchy, however, reacting in a jumpy, catlike fashion to sudden or unexpected stimuli. At the gamemaster’s discretion, they must make a WIL × 2 Test or react without thinking towards unexpected noises or other surprises. Long-term users suffer –5 COO. [Moderate]


Seraniel
Sticky Note
MRDR: MRDR is a straightforward and brutal combat drug. It increases pain tolerance, speed, and strength. The character receives +10 SOM, +1 Speed, +10 Durability, and may ignore the modifier from one wound. Any damage incurred while under the effects of the drug is taken from the bonus Durability first. MRDR users are easily identifiable by the broken blood vessels in their eyes, tense posture, and visible tension in the muscles of the face, arms, and legs. Long-term users suffer –5 SOM. [Low]


Seraniel
Sticky Note
Phlo: Phlo increases alertness and coordination, making the user more graceful and nimble in a fray. The character gains +5 COO and +10 on Perception Tests for the duration of the drug. Everything feels possible to a character on Phlo, and so they are vulnerable to being goaded into actions that might be foolish or dangerous (apply a –10 modifier to appropriate Social Skill Tests). [Moderate]




Info Field Short Desc. Cost 
 
 

Health Drug Pharma-foods that boost the consumer’s health and physical state are common. - 

 
 

Bananas Furiosas This drug reverses some of the effects of de-ionizing radiation on the cells of the body Low 

 
 

Comfurt This tasty yogurt treat blocks stress hormones, stabilizes mood, and relieves anxiety Low 

 
Info Field Short Desc. Cost 
 
 

Recreational Drugs These drugs compete with petals and black market XP for wasting people’s time and lives away. - 

 
 

Buzz This gene-modified variant of BZ is an odorless, invisible, extremely powerful hallucinogen Mod. 

 
 

Mono No Aware Taken from the Japanese term for sadness at the ephemerality of worldly things, this drug, typically 
ingested as a tea, is a depressant that induces a meditative state 

Low 

 
 

Orbital Hash Good ol’ reefer—but grown in space using powerful lighting and post-singularity hydroponics Low 

 
Info Field Short Desc. Cost 
 
 

Social Drugs These social lubricants affect the user’s interactions with others. - 

 
 

Alpha Alpha is a more subtle version of BringIt, popular with hypercorp execs, street thugs, and anyone 
else who wants to come across as a domineering asshole 

High 

 
 

Hither Want to ooze sexy like a pleasure morph on a hot tin roof? For those desiring that slinky je-ne-sais-
quoi, Hither is the tool. 

Low 

 
 

Juice This potent anti-depressant makes it almost impossible to have bad feelings or negative thoughts Low 

 
Info Field Short Desc. Cost 
 
 

Nanodrugs Nanodrugs are temporary nanobot infestations that apply a specific effect. - 

 
 

Frequency Frequency (or Freeq) is a nanodrug designed as a tool for scientific visualization Mod. 

 
 

Gravy Gravy assists characters in acclimating to high gravity environments Low 

 
 

Schizo Schizo is a nanodrug that mirrors the effects of paranoid schizophrenia. It is popular in some 
hyperelite social circles as a truly daring and intriguing experience 

Low 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Health Drugs
Pharma-foods that boost the consumer’s health and physical state are common.


Seraniel
Sticky Note
Bananas Furiosas: This drug reverses some of the effects of de-ionizing radiation on the cells of the body. Although a pill form is available, it most commonly comes in large bunches of bright orange-red bananas. Bananas reduce the severity of a radiation dosage (gamemaster determines effect). [Low]


Seraniel
Sticky Note
Comfurt: This tasty yogurt treat blocks stress hormones, stabilizes mood, and relieves anxiety, allowing them to ignore the effect of 1 trauma and temporarily boosting Lucidity by +5. Any stress suffered while the drug is in effect is taken from the bonus Lucidity first. Comfurt also provides a +10 bonus when resisting attempts to manipulate the user’s emotions. Excessive use of Comfurt can lead to chronic itchiness caused by histamine release. [Low]


Seraniel
Sticky Note
Recreational Drugs
These drugs compete with petals (p. 322) and black market XP for wasting people’s time and lives away.


Seraniel
Sticky Note
Buzz: This gene-modified variant of BZ is an odorless, invisible, extremely powerful hallucinogen. Users or affected characters will undergo extremely realistic hallucinations for the duration, and may even “share” hallucinations with other affected characters. Characters will suffer a –30 modifier to any tests to remember what occurred while under the influence. [Moderate]


Seraniel
Sticky Note
Mono No Aware: Taken from the Japanese term for sadness at the ephemerality of worldly things, this drug, typically ingested as a tea, is a depressant that induces a meditative state. Mono No Aware gives the character a +10 bonus on Art and Sense Tests. With frequent use, Mono No Aware reacts with pigments in the skin to create a pallor with a slight bluish tinge, even in darker-skinned morphs. [Low]


Seraniel
Sticky Note
Orbital Hash: Good ol’ reefer—but grown in space using powerful lighting and post-singularity hydroponics. Because space is at a premium in habitats and scum barges, blocks of hashish are the preferred mode of transport and delivery. However, for the wealthy and on planets, buds in leaf form are not uncommon. Hash allows the character to ignore the effects of 1 trauma, but inflicts a –10 penalty on all memoryrelated tests and Knowledge Skill Tests. Hash users exhibit bloodshot eyes, lethargic behaviors, and the
munchies. [Low]


Seraniel
Sticky Note
Social Drugs
These social lubricants affect the user’s interactions with others.


Seraniel
Sticky Note
Alpha: Alpha is a more subtle version of BringIt, popular with hypercorp execs, street thugs, and anyone else who wants to come across as a domineering asshole. The pharm designer who invented it had a retro sensibility (and maybe a sick sense of humor); Alpha is typically synthesized as a sparkling white powder designed to be snorted. Alpha stimulates production of threat pheromones, but less bluntly than BringIt. Alpha imparts confidence, a feeling of power, and alertness. Users can function without sleep for 4 days, after which point they need to catch up with at least 4 hours of sleep (remember morphs with basic biomods require less sleep). Dosed characters receive a +20 modifier on Intimidation Tests and +10 on Persuasion and Networking Tests where attitude is a factor (gamemaster discretion). These bonuses only apply to characters within 2 meters of the Alpha user.

On the downside, alpha users are impatient, unfocused assholes. At the gamemaster’s discretion, Social skill modifiers may be reversed to penalties with certain types of people. Additionally, Alpha users suffer –10 on all COG skill tests related to memory and coherent or logical thinking. Long-term users may suffer the COG penalty even when not on the drug; on it, they may be worse. [High]


Seraniel
Sticky Note
Hither: Want to ooze sexy like a pleasure morph on a hot tin roof? For those desiring that slinky je-ne-sais-quoi, Hither is the tool. Hither is a clear, slippery gel, sometimes with a faint, musky, floral scent. Hither is applied to parts of the body with large concentrations of sweat glands, where the skin quickly absorbs it. Hither is a mild euphoriant, imparting a feeling of confidence and you-know-youwant-it-ness to the user. It also stimulates abundant production of lust pheromones. The character gains a +10 bonus on Persuasion Tests against targets who are possible to seduce. At the gamemaster’s discretion, this extends to Deception, Impersonate, and Networking Tests. [Low]


Seraniel
Sticky Note
Juice: This potent anti-depressant makes it almost impossible to have bad feelings or negative thoughts. The character is unnaturally happy—often irritatingly or strangely so. The character receives a +30 bonus against fear or attempts to manipulate their emotions in a negative direction, but is also likely to act inappropriately, like giggling over the massive amount of spilled blood or cheerfully changing the subject to inane topics when someone else is freaking out. [Low]


Seraniel
Sticky Note
Nanodrugs
Nanodrugs are temporary nanobot infestations that apply a specific effect.


Seraniel
Sticky Note
Frequency: Frequency (or Freeq) is a nanodrug designed as a tool for scientific visualization. It releases a small swarm of nanobots into the character’s bloodstream that settle in the epidermis, where they act as sensors of electromagnetic radiation. This sensory input is then injected into the character’s visual and tactile sensoria, hitting the user with a sequence of novel stimuli, typically a light show or weird tactile sensations. Aside from its recreational uses, Frequency is good at picking up on localized field radiation with a standard Perception Test. A character can take advantage of this to spot sensors and hidden electronics. Similar to now-obsolete 20th-century hallucinogens like LSD and psilocybin, however, a Frequency trip can be disorienting and upsetting (the gamemaster should apply any modifiers, mental stress, or even trauma as they feel appropriate). Characters typically experience a period about 1/3 of the way through their trip in which sensory input is extremely intense; during this period, which usually lasts about 2 hours, they are unable to read. [Moderate]


Seraniel
Sticky Note
Gravy: Gravy assists characters in acclimating to high gravity environments. It comes in a variety of flavors and is often added as a sauce to food. For Gravy to be 100% effective, the character must begin using it in advance. Reduce penalties for high-gravity acclimation by 20. [Low]


Seraniel
Sticky Note
Schizo: Schizo is a nanodrug that mirrors the effects of paranoid schizophrenia. It is popular in some hyperelite social circles as a truly daring and intriguing experience. A dose of schizo looks like a disposable antique razor blade. Making an incision in the skin releases a swarm of nanobots that travel to the central nervous system and induce the effects of the drug. While in effect, the character is severely paranoid and hears voices. How this plays out is at the discretion of the gamemaster, but should include irrational fears, unusual compulsions based on the instructions of the voice or voices, and a strong possibility that the character will behave in a violent or destructive fashion. The character may make WIL × 3 Tests to avoid violent acts against objects or strangers. Friends and trusted acquaintances are probably less likely to be targets of violence (+30 modifier to avoid hurting people the character cares about or destroying important possessions). Note that the character’s muse is unaffected by Schizo and can make efforts to babysit the character. Characters who take Schizo suffer 1d10 mental stress. [Low]




Drugs       
 Type Application Onset Time Duration Addiction Modifier Addicition Type 
Cognitive Drugs       
Drive Chem O 20 minutes 8 hours - Mental 
Klar Chem O 20 minutes 8 hours - Mental 
Neem Chem O 20 minute 12 hours - Mental 
Combat Drugs       
BringIt Bio Inh, InJ, O 1 minute 15 minutes +10 Physical 
Grin Chem Inh, InJ, O 3 Action Turns 3 hours -10 Physical 
Kick Chem Inh, InJ, O 3 Action Turns 2 hours -10 Physical 
MRDR Chem O 20 minutes 1 hour -10 Physical 
Phlo Chem O 20 minutes 1 hour -10 Physical 
Health Drugs       
Bananas Furiosas Chem O 20 minutes 1 day - - 
Comfurt Bio O 20 minutes 12 hours -10 Mental 
Recreational Drugs       
Buzz Chem Inh, O 1 hour 36 hours - Mental 
Mono No Aware Chem O 20 minutes 8 hours -10 Mental 
Orbital Hash Chem Inh 3 minutes 3 hours - Mental 
Social Drug       
Alpha Bio Inh 1 minute 2 hours -10 Mental 
Hither Bio D 1 minute 6 hours -10 Physical 
Juice Chem O, Inh 20 minutes 8 hours - Mental 
Nanodrugs Type Application Duration Addiction Modifier Addiction Type 
Frequency Nano Inj, O 8 hours -10 Mental 
Gravy Nano Inj, O Special - - 
Petals Nano O 2 hours – 1 day +10 to -20 Mental 
Schizo Nano Inj 1 day - Mental 

 
Info Field Short Desc. Cost 
 
 

Petals Petals is a term for a type of narrative hallucinogen, a nanodrug that hijacks the senses and takes the 
user on a game-like, highly immersive trip 

Special 

 
Info Field Short Desc. Cost 
 
 

Narcoalgorithms Narcoalgorithms are software programs that simulate the effects of drugs on biological bodies - 

 
 

DDR Originally crafted by prankster hackers and distributed as a virus, DDR (for “Dance Dance Robot”) 
triggers impulses in the target’s motor control circuits 

Low 

 
 

Linkstate This software actually connects the user to a peer-to-peer network, where it randomly connects to 
other linkstate users and samples a bit of their XP feed and randomly accessed memories 

Low 

 
Info Field Short Desc. Cost 
 
 

Chemicals Chemicals whether they are common or synthetic - 

 Atropine Though poisonous in large doses, atropine is an effective antidote against nerve agents like BTX2 
and Nervex 

Trivial 

 
 

DMSO This chemical acts as a carrier, allowing other chemicals to be absorbed through the skin Trivial 

 
 

Liquid Thermite Similar to scrapper’s gel, liquid thermite comes in a gel form that is easily applied under all 
environmental conditions 

Mod. 

 
 

NotWater NotWater is an effective liquid fire retardant that does not get objects wet, no matter how absorbent 
they are 

Trivial 

 
 

Scrapper’s Gel This goo turns into a potent acid when given an electrical charge. Low 

Seraniel
Sticky Note
Petals
Petals is a term for a type of narrative hallucinogen, a nanodrug that hijacks the senses and takes the user on a game-like, highly immersive trip. Known by a myriad of intriguing names—Forgotten Hand, Darkly Selving, Inquisitive Green, to name a few—Petals are post-Fall society’s heroin—the drug of choice for the desperate and fucked. Petals almost always appear as nanopharmaceutical flowers, potted or with a nutrient pack attached to the stem. Plucking and swallowing the petals from the flower triggers the effects immediately. Flowers have 5–10 petals. Multiple users may share the experience if they take the Petals within 1 minute of the first one being plucked; after this all petals remaining on the flower fade to translucent white and become inert.

Petal experiences are like entire scenarios in and of themselves. Some take place entirely in the user’s mesh inserts (the user must cede control of their implants voluntarily; if they do not, the drug has no effect other than producing very low-intensity LSD-like visual hallucinations), taking control of the character’s entoptic displays, linking to secretive mesh servers and other trippers, and invading the character’s sensorium with AR “hallucinations.” Others put the character into a near-comatose state during which they go on a head trip. Normally there is some kind of well-developed theme or plot to a Petal experience, although in some cases they just experience a stream of images.

Though most societies seek to suppress Petals, new ones appear constantly, fueled by a persistent subculture of crafters and users. Petalcrafters view their work as an art form (or at least as really good entertainment), and the better Petals are lovingly crafted, hauntingly beautiful experiences—even if they’re also terrifying. The subculture of Petal use ranges from casual users who occasionally do an easy, short-duration flower to hardcore addicts who spend much of their time not on Petals trying to hunt down the most intense and esoteric varieties. From this subculture comes a lot of information on what various Petals look like and their effects. Because Petals combine custom nanobots with tailored chemical payloads and sometimes connections to mesh servers, duplicating them using fabricators is impossible, leading to an active market of crafters, dealers, and traders.

Petals sometimes contain easter eggs and rewards, called “sweets” by petal users. Getting the sweets usually requires fulfilling certain conditions within the trip, such as correctly answering questions or fulfilling goals. Typical sweets include skillsofts, new clothing or product designs, and custom infomorph sleeves.

On the negative side, some Petal trips go bad, inflicting 1d10 mental stress or more on the user. Perhaps worse, some Petals are loaded with malware that takes over the user’s mesh inserts and worse— some sentinels even whisper of Petals carrying strains of the exsurgent virus. [Trivial to High]


Seraniel
Sticky Note
Narcoalgorithms
Narcoalgorithms are software programs that simulate the effects of drugs on biological bodies. Almost all bio, chemical, and nano drugs can be replicated as narcoalgorithms, with corresponding effect (gamemaster discretion). Standard duration is 3 hours. Addiction to narcoalgorithms is considered mental. Narcoalgorithms may be run by infomorphs, egos encased in cyberbrains (pods and synthmorphs), simulmorphs, and even AIs.


Seraniel
Sticky Note
DDR: Originally crafted by prankster hackers and distributed as a virus, DDR (for “Dance Dance Robot”) triggers impulses in the target’s motor control circuits. Primary targeting robot AIs, the effect is that targets “dance” in jerky, automated movements. Pleasure receptors are also activated so that dancing—and movement of any kind—feels good. Different software variants invoke different motions and styles. The target suffers a –20 modifier on other actions while dancing, but the dancing may be overridden with a WIL × 3 Test. [Low]


Seraniel
Sticky Note
Linkstate: This software actually connects the user to a peer-to-peer network, where it randomly connects to other linkstate users and samples a bit of their XP feed and randomly accessed memories—typically just enough to provide context, but not enough to acquire private personal details. These inputs are spliced together, their emotional inputs amplified, and then the entire package is spiked with some hormonal circuit triggers and artificial synaesthesia. The effect is a mind-blowing mixed sampling of people’s lives, mashed together in a sensory soup, that hits the mind with a euphoric rush. Linkstate users are catatonic while under the effects (typical sessions run 3–4 hours), but afterwards they often report that they have flashbacks of events in other people’s lives. [Low]


Seraniel
Sticky Note
Chemicals whether they are common or synthetic

Seraniel
Sticky Note
Atropine: Though poisonous in large doses, atropine is an effective antidote against nerve agents like BTX2 and Nervex. Easily synthesized in a maker, atropine will avert the effect whether taken soon before or after dosage by a nerve agent. [Trivial]


Seraniel
Sticky Note
DMSO: This chemical acts as a carrier, allowing other chemicals to be absorbed through the skin. It allows any chemical agent to be applied dermally. [Trivial]


Seraniel
Sticky Note
Liquid Thermite: Similar to scrapper’s gel, liquid thermite comes in a gel form that is easily applied under all environmental conditions (by the nature of its chemical reaction, thermite is oxygenated and will burn underwater or in space). It is ignited with an electric charge, burning at temperatures exceeding 2,500 degrees Celsius and melting through whatever it is touching. Liquid thermite inflicts 3d10 + 5 DV per Action Turn to whatever it is touching for 3 turns. Armor will also be burnt through, offering no protection once the full Armor rating has been reached. [Moderate]


Seraniel
Sticky Note
NotWater: NotWater is an effective liquid fire retardant that does not get objects wet, no matter how absorbent they are—it simply beads up and slides right off. [Trivial]


Seraniel
Sticky Note
Scrapper’s Gel: This goo turns into a potent acid when given an electrical charge. It comes in a gel-like state and may be smeared like jelly, and may even be used in space. In acid form, scrapper’s gel does 1d10 + 5 DV per Action Turn to anything it touches for 3 turns, unless the material has been treated against acid. Armor will protect against this acid at first, but the acid will eat through the armor, so that it will no longer protect after its full armor value has been reached. [Low]




 
 

Slip This liquid is almost entirely frictionless Low 

 
 

Tracker Dye This liquid is colorless at normal light but becomes recognizable under pre-specified different 
wavelengths 

Trivial 

 
Info Field Short Desc. Cost 
 
 

Toxins Chemical warfare substances - 

 
 

BTX2 BTX-squared (also called Frog Bite) is a genetically enhanced variant of the extremely potent 
cardiotoxic and neurotoxic batrachotoxin 

High 

 
 

CR Gas This potent incapacitating agent causes eye twitching and temporary blindness, severe coughing and 
breathing difficulty, skin irritation, and panic 

Low 

 
 

Flight This drug is derived from human pheromones released due to fear, and is intended to instill alarm or 
even terror in the character 

Low 

 
 

Nervex Derived from deadly nerve agents like cyclosarin, VX, and novichok High 

 
 

Oxytocin-A A genetically improved variant of oxytocin, this drug induces trust in the recipient Low 

 
 

Twitch Twitch is a convulsive agent, a nonlethal nerve gas Low 

 
Info Field Short Desc. Cost 
 
 

Nanotoxins Toxins in microscopic nano form - 

 
 

Disruption This nanotoxin attacks the myelin sheath on nerves, disrupting nerve impulses and inflicting 
symptoms of multiple sclerosis 

Mod. 

 
 

Necrosis Necrosis nanobots attack the walls of cells inside the body, killing tissue Mod. 

 
 

Neuropath These nanobots are designed to stimulate the pain receptors of a morph on a systemic level to cause 
agony and impairment 

Mod. 

 
 

Nutcracker Nutcrackers are nanobots designed to locate, migrate, and decompose the synthdiamond case of a 
cortical stack within a morph by attacking its crystal lattice 

High 

 
Info Field Short Desc. Cost 
 
 

Pathogens A pathogen is an infectious biological agent that causes disease or illness to its host - 

 
 

Degen Pathogen that causes severe memory defects over time Exp. 

 
 

Trigger Trigger is a designer virus that selectively targets and infects mast cells to trigger a hyper-allergic 
reaction 

Exp, 

 
Info Field Short Desc. Cost 
 
 

Psi Drugs Psi impacting drugs - 

 
 

Inhibitor Inhibitor is a cocktail of neurochemicals that block some brain receptor and transmitter functions in 
an attempt to reduce psi-waves and block or impair sleights 

High 

 
 

Psi-Opener Psi-opener temporarily imbues the user with the ability to use one particular sleight, regardless of 
whether or not they have the Psi trait 

Exp. 

 
 

Psike-Out Psike-out bolsters an async’s psi abilities Exp, 

 
 
 
 
 
 

Seraniel
Sticky Note
Slip: This liquid is almost entirely frictionless. When spread around an area (commonly used in splash grenades), anyone attempting to walk or run on the affected surface must make a COO Test or fall down. Likewise, any coated surface becomes extremely hard to grip onto, requiring a SOM Test to hang on. Anyone attempting to grapple a slip-soaked character suffers a –30 modifier. [Low]


Seraniel
Sticky Note
Tracker Dye: This liquid is colorless at normal light but becomes recognizable under pre-specified different wavelengths (such as infrared or ultraviolet). [Trivial]


Seraniel
Sticky Note
Toxins
Chemical warfare involves using the toxic properties of biological and chemical substances to kill, injure, or incapacitate an enemy. Note that an antidote can be constructed for most toxins if a sample is acquired and an appropriate Medicine or Academics Test is made. This is considered a Task Action with a timeframe of 1 hour. These toxins only affect biomorphs; synthmorphs are immune.


Seraniel
Sticky Note
BTX2: BTX-squared (also called Frog Bite) is a genetically enhanced variant of the extremely potent cardiotoxic and neurotoxic batrachotoxin. It leads to fast paralysis and cardiac arrest that usually kills the target within a few Action Turns. Affected characters suffer 2d10 + 10 damage a turn for 3 Action Turns; medichines reduce this damage by half. They must also make a SOM × 2 Test (+30 with medichines) or be paralyzed for 1 hour. [High]


Seraniel
Sticky Note
CR Gas: This potent incapacitating agent causes eye twitching and temporary blindness, severe coughing and breathing difficulty, skin irritation, and panic. Affected characters suffer 1d10 ÷ 2 damage, a –30 modifier to sight-based Perception Tests, and a –20 modifier to all other actions for 20 minutes (5 minutes if the character has medichines). [Low]


Seraniel
Sticky Note
Flight: This drug is derived from human pheromones released due to fear, and is intended to instill alarm or even terror in the character. Affected characters must make a WIL × 3 Test (+30 with medichines) or suffer a panic attack, inflicting 1d10 stress. Dosed characters also suffer a –30 modifier for resisting intimidation or fear-based emotional manipulations. Flight affects last for 1 hour (5 minutes with medichines). [Low]


Seraniel
Sticky Note
Nervex: Derived from deadly nerve agents like cyclosarin, VX, and novichok, this genetically modified toxin is deployed as a colorless, odorless gas that turns safely inert 10 minutes after deployment. It causes involuntary contraction of the muscles, seizures, and death by respiratory failure. One minute after exposure, the character must make a SOM Test or be incapacitated by seizures, paralysis, or nausea and vomiting; unaffected characters still suffer a –20 modifier to all actions. After 10 minutes, the character will die unless an antidote (such as atropine, p. 323) is applied. Characters with medichines suffer the initial effects, but recover after 5 minutes. [High]


Seraniel
Sticky Note
Oxytocin-A: A genetically improved variant of oxytocin, this drug induces trust in the recipient. Drugged characters suffer a –30 modifier on all WIL and Kinesics Tests where trust is a factor. Medichines provide immunity. [Low]


Seraniel
Sticky Note
Twitch: Twitch is a convulsive agent, a nonlethal nerve gas. Affected characters must succeed in a SOM Test (+30 with medichines) or become incapacitated with severe muscle tremors. Unaffected characters still suffer a –20 on all actions. The effects of Twitch last for 10 minutes, 5 if the character has medichines. [Low]


Seraniel
Sticky Note
Nantoxins
Toxins in microscopic nano form   


Seraniel
Sticky Note
Disruption: This nanotoxin attacks the myelin sheath on nerves, disrupting nerve impulses and inflicting symptoms of multiple sclerosis. Every hour the morph suffers a –5 modifier to COO, REF, and COG. If any aptitudes are reduced to zero,the morph is effectively paralyzed and catatonic. [Moderate]


Seraniel
Sticky Note
Necrosis: Necrosis nanobots attack the walls of cells inside the body, killing tissue. This nanotoxin inflicts 1d10 ÷ 2 damage per Action Turn for one minute, after which the nanobots disable and flush from the body. Necrosis only affects biomorphs. [Moderate]


Seraniel
Sticky Note
Neuropath: These nanobots are designed to stimulate the pain receptors of a morph on a systemic level to cause agony and impairment. While most neuropaths target biological receptors, variants are available that induce comparable (phantom) pain stimulations in the cyberbrains of synthmorphs to create an equivalent effect. The affected character must succeed in a WIL × 3 Test or become incapacitated. Even if they succeed, they suffer –30 from the inflicted agony. Any form of pain resistance that allows a character to ignore wound modifiers will negate the neuropath pain modifier by an appropriate amount. [Moderate]


Seraniel
Sticky Note
Nutcracker: Nutcrackers are nanobots designed to locate, migrate, and decompose the synthdiamond case of a cortical stack within a morph by attacking its crystal lattice. This process takes approximately 6 hours, after which the cortical stack is destroyed. These nanobots also attack the cortical stack’s connections to the (cyber)brain and brain-mapping nanobots. After 1 hour, the victim will be aware that their cortical stack is threatened. After 3 hours, all connections will be severed and the cortical stack will no longer be able to back up the character. [High]


Seraniel
Sticky Note
Pathogens
A pathogen is an infectious biological agent that causes disease or illness to its host. While natural pathogens rarely strive to kill their hosts, germ warfare programs revived during the Fall—or instigated by the TITANs—sought to modify and use pathogens as a weapon of war. The ideal characteristics of lethal biological agents are high infectivity, high potency, availability of vaccines, and delivery as an aerosol. Most biomorphs are immune to standard pathogens thanks to their basic biomods, and medichines will protect against most others. However, even these defenses may not protect against diseases left by the TITANs or a new terrorist cell’s biowar bug. It is largely recommended that pathogens be handled as a plot device, rather than an active threat to the characters. Pathogens have no effect on synthmorphs.


Seraniel
Sticky Note
Degen: Characters exposed to this degenerative neurological disease must make a DUR × 2 Test or become infected. Medichines will defeat the disease, but others will not show signs of infection for 1 week, when the symptoms of a rapidly progressing dementia will become clear: memory loss, personality changes, and hallucinations. If untreated, Degen will progress for another week with more serious symptoms, including speech impediments, jerky movements, loss of balance and coordination, and even seizures. This is reflected by a 5 point loss in all aptitudes per day (after the first week). When any aptitude reaches 0, the character dies. Degen is notorious for its effect in corrupting cortical stack backups before infection symptoms manifest. [Expensive]


Seraniel
Sticky Note
Trigger: Trigger is a designer virus that selectively targets and infects mast cells to trigger a hyper-allergic reaction. The resulting anaphylactic shock due to systemic vasodilatation (associated with a sudden drop in blood pressure) and bronchial swelling (resulting in constriction and difficulty breathing) usually leads to death in a matter of minutes after onset, if not treated. Infected characters must succeed in a DUR Test (using their current Durability score minus damage) or die quickly. Even medichines have difficulty reacting in time against this virus; characters with medichines must make a DUR × 2 Test to survive. [Expensive]


Seraniel
Sticky Note
Psi Drugs
Research into the Watts-MacLeod strain has resulted in several exceptional breakthroughs involving the creation of psi-impacting drugs. Each of these drugs is in the experimental stage, but they are already finding some use among Firewall and similar secretive groupings.


Seraniel
Sticky Note
Inhibitor: Inhibitor is a cocktail of neurochemicals that block some brain receptor and transmitter functions in an attempt to reduce psi-waves and block or impair sleights. This drug is commonly used to restrain async prisoners from using their abilities. A drugged character must make a WIL × 2 Test. If they fail, they lose all psi abilities for the drug’s duration. If they succeed, they suffer a –30 impairment on Psi skills and all strain is doubled. Inhibitor has an unfortunate side effect of doping the character down, however; apply a –10 modifier to their COG. Inhibitor-influenced characters tend to have a glazed, dopey expression and have difficulty getting excited or emotional. [High]


Seraniel
Sticky Note
Psi-Opener: Psi-opener drugs are variants of the Watts-MacLeod strain with a temporary effect and which do not permanently alter the user’s brain. Psiopener temporarily imbues the user with the ability to use one particular sleight, regardless of whether or not they have the Psi trait. Each type of Psi-opener is customized for a particular sleight. While primarily intended for non-asyncs, non-asyncs may not possess Psi skills, so they must default to WIL. For this reason, Psi-Opener is often doubled up with Psike-out.

Using Psi-opener is a mind-wrenching experience. Users are occasionally subject to hallucinations (gamemaster discretion). When the drug wears off, it inflicts 1d10 points of mental stress, +2 if the drug imbues a psi-gamma sleight. [Expensive]


Seraniel
Sticky Note
Psike-Out: Psike-out bolsters an async’s psi abilities. Apply a +20 modifier to the async’s Psi skill tests for the drug’s duration. However, also apply +2 to all strain DVs for the drug’s duration. Psike-out is mentally addictive, with an Addiction Modifier of –10. [Expensive]




Toxins     
 Type Application Onset Time Duration 
Chemical Toxins     
BTX2 Chem D, Inj, O 1 Action Turn 3 Action Turns/1 hour 
CR Gas Chem D, Inh 1 Action Turn 20 minutes 
Flight Bio Inh 3 Action Turns 1 hour 
Nervex Chem D, Inh, Inj, O 1 minute Death 
Oxytocin-A Bio Inh, Inj 3 minutes 2 hours 
Twitch Chem D, Inh, Inj, O 3 Action Turns 10 minutes 
Nanotoxins     
Degen Nano Inj, O Immediate 8 hours 
Necrosis Nano Inj, O 3 Action Turns 1 minute 
Neuropath Nano D, Inj, O 3 Action Turns 8 hours 
Nutcracker Nano Inj, O Immediate 6 hours 
Psi Drugs     
Inhibitor Chem Inj, O 3 Action Turns 6 hours 
Psi-Opener Bio Inj, O 20 minutes 1 hour 
Psike-Out Chem Inj, O 1 minute 1 hour 

 
Info Field Short Desc. Cost 
 
 

Everyday 
Technology 

Almost everyone in Eclipse Phase either owns these devices or knows several people who do - 

 
 

Ecto Ectos are the external version of basic mesh inserts (p. 300), minus the medical sensors. These 
colorful devices serve as a wearable mesh terminal, PDA, locator, and camera-phone 

Low 

 
 

Holographic 
Projector 

These devices are capable of projecting high-definition, ultra-realistic threedimensional images and 
movies. From a distance 

Low 

 
 

Micrograv Shoes hese shoes are equipped with velcro and/or a magnetic system, allowing the wearer to walk normally 
on appropriate surfaces in micrograv and zero-G environments 

Trivial 

 
 

Portable Sensor This is a small portable (possibly even wearable) sensor system Mod. 

 
 

Smart Clothing Smart clothing can change its color, texture, and even its cut, taking only a minute or two to 
transform 

Low 

 
 

Smart Vac 
Clothing 

Like regular smart clothing, this outfit can also transform into a light vacsuit Mod. 

 
 

Specs Specs are vision-enhancing glasses. They deliver sensory data directly into the wearer’s visual cortex 
by connecting with their basic mesh inserts 

Low 

 
 

Tools Tools come in kits (portable), shops (can fit into a large vehicle), and facilities (large, non-mobile) Special 

 
 

Utilitool This hand tool includes a specialized small nanobot generator Low 

 
 

Viewers These small and highly advanced binoculars possess all the visual enhancement of specs, but also 
provide 50x magnification 

Low 

 
Info Field Short Desc. 
 
 

Nanotechnology Nanotechnology is the precise manipulation of matter at the atomic level 

 
 

Basic Nanotechnology Basic nanotechnology is exceedingly widespread and used throughout the solar system, serving as the 
primary method of manufacturing for decades 

 
 

Healing Vats Used for rest and enhanced healing 

 
 
 
 
 

Seraniel
Sticky Note
Everyday Technology
The following devices are all exceptionally common and can be acquired in almost any habitat. Almost everyone in Eclipse Phase either owns these devices or knows several people who do.



Seraniel
Sticky Note
Ecto: Ectos are the external version of basic mesh inserts (p. 300), minus the medical sensors. These colorful devices serve as a wearable mesh terminal, PDA, locator, and camera-phone. The devices are flexible (often worn as bracelets), dirt-resistant, self-cleaning, and may be stretched out to increase screen size. They may project holographic displays and are typically equipped with wireless-enabled glasses or contact lenses and decorative earpieces or earrings so that the user may access augmented reality. Given the ubiquity of mesh inserts, ectos are growing less common, but they are still used by bioconservatives, others without implants, and those who prefer to access the mesh via an external device for security concerns. [Low]


Seraniel
Sticky Note
Holographic Projectors: These devices are capable of projecting high-definition, ultra-realistic threedimensional images and movies. From a distance (20+ meters), such holograms can be difficult to distinguish as fake, but up close they are easier to see for what they are (+20 Perception Test modifier). Holograms do not appear in wavelengths other than visual light, and so are easily identified by anyone with enhanced vision. [Low]


Seraniel
Sticky Note
Micrograv Shoes: These shoes are equipped with velcro and/or a magnetic system, allowing the wearer to walk normally on appropriate surfaces in micrograv and zero-G environments, rather than floating or bouncing. [Trivial]


Seraniel
Sticky Note
Portable Sensor: This is a small portable (possibly even wearable) sensor system. The type of sensor must be chosen (for example: infrared, lidar, radar, x-ray). Combined sensor systems are also available, at a cumulative cost. See Radio and Sensor Ranges, p. 299. and Using Enhanced Senses, p. 302. [Moderate]


Seraniel
Sticky Note
Smart Clothing: Smart clothing can change its color, texture, and even its cut, taking only a minute or two to transform from a solid color jumpsuit to a plaid party dress or a replica of a pinstriped, late 20th century business suit. It can also camouflage the wearer, providing a +20 bonus to Infiltration Tests to avoid being seen, as long as the wearer is stationary or not moving faster than a slow walk, and as long as the wearer is completely covered or also using chameleon skin (p. 303) of the same color/pattern. If incompletely camouflaged, or if moving faster, reduce the modifier to +10. Smart clothing also keeps the character warm or cool, allowing the character to exist comfortably in environments from –40 to 70 C. [Low]


Seraniel
Sticky Note
Smart Vac Clothing: Like regular smart clothing, this outfit can also transform into a light vacsuit (p. 333). It also functions as armor, rating 2/4. [Moderate]


Seraniel
Sticky Note
Specs: Specs are vision-enhancing glasses. They deliver sensory data directly into the wearer’s visual cortex by connecting with their basic mesh inserts (p. 300), though visual displays are available for bioconservatives and other characters without implants. Specs extend the range of the wearer’s vision from terahertz waves to gamma rays (p. 303). Specs include a t-ray emitter (p. 306), however, using x-rays, or gamma rays for visual purposes requires a separate emitter, since neither of these sorts of radiation are common inside habitats, or in any safe environments. Specs have a variable focus equivalent to 5 power magnifiers and provide the wearer with a +10 bonus to all Perception Tests involving vision. [Low]


Seraniel
Sticky Note
Tools: Tools come in kits (portable), shops (can fit into a large vehicle), and facilities (large, non-mobile). Each set of tools applies to a particular skill, such as Hardware: Electronics or Hardware: Groundraft. [Low (Kit), High (Shop), Expensive (Facility)]


Seraniel
Sticky Note
Utilitool: This hand tool includes a specialized small nanobot generator. In its basic form, a utilitool is the size and shape of a large fountain pen. It can transform into almost any tool, however, from a wrench, knife, or powered screwdriver to a rotary grinder or pair of pliers. Some inexpensive utilitools are optimized for specialized tasks, like cooking or wilderness survival, but more expensive models become almost any imaginable hand tool. Utilitools are normally mentally controlled using the character’s basic mesh inserts. Characters without such implants can control the tool via voice commands and touch controls. Characters using a utilitool gain a +10 modifier to skills involving repairing or modifying devices with mechanical parts, opening locks, disarming alarm systems, or performing first aid. [Low]


Seraniel
Sticky Note
Viewers: These small and highly advanced binoculars possess all the visual enhancement of specs (p. 326), but also provide 50x magnification. They also include a directional microphone that magnifies sound from the direction the viewers are pointed by a factor of 50. Viewers provide the user with a +30 bonus to all Perception Tests involving vision or hearing for the target they are aimed at. This bonus is not cumulative with bonuses from any other device or augmentation. [Low]


Seraniel
Sticky Note
Nanotechnology
Nanotechnology is the precise manipulation of matter at the atomic level, typically using millions of microscale nanomachines. Nanotechnology transformed manufacturing, enabling new techniques and materials. The advent of nanofabrication—building objects from the molecular level up—transformed economies, allowing people to simply manufacture whatever they needed from raw materials. Nanotechnology is still a growing field, however, and has its limitations. While the TITANs unleashed self-replicating nanoswarms with the ability to transform or destroy anything through the power of geometric growth, such technology remains far beyond transhumanity’s grasp.


Seraniel
Sticky Note
Basic Nanotechnology
Basic nanotechnology is exceedingly widespread and used throughout the solar system, serving as the primary method of manufacturing for decades. The nanobots of basic nanotech are confined to delicate and specially maintained environments like the insides of cornucopia machines or healing vats and cannot operate elsewhere.


Seraniel
Sticky Note
Healing Vats
Healing vats were the first type of nanotech medicine developed and remain the most powerful medical devices in common use. With the exception of a few exceptionally deadly nanoplagues, a healing vat can cure any disease and heal any injury. As long as the patient is alive when they are place in the healing vat, they will not only survive, but emerge without a scratch. A healing vat can even take a severed head (as long as it has been stabilized by medichines or nanotech first aid) and regrow an entire body based on the head’s genetics. If the patient’s body or medical records contain information about their implants, bioware, or advanced nanotechnology, all of these modifications are also fully restored.

Few people suffer injuries serious enough to require a healing vat. Most are used as a safe and easy way to perform bodysculpting or to install implants or bioware. Healing vats use specialized nanomachines to either alter the patient’s body or integrate implants or bioware. One advantage of using a healing vat is that no additional healing time is needed, the patient leaves the vat fully recovered from the augmentation and ready to go. Every hospital, clinic, bodyshop, and augmentation parlor has several healing vats. The time required by a healing vat varies with the severity of the damage it is healing or the extent of the modification being made, as noted on the Healing Vat table, (above). [High]




Healing Vat  
Injury Healing Time 
Healing normal damage to a character who has taken 3 or fewer wounds. 2 hours per wound (min. 1 hour for 0 wounds) 
Restoring major lost body parts like arms or legs, or healing dying or nearly dead 
character who has taken 4 wounds. 

12 hours per wound 

Restoring recently dead character who was placed in medical stasis to avoid death, but 
who is mostly intact. 

1 day per wound 

Restoring recently dead character who is placed in medical stasis to avoid death, and who 
is missing most of their body. 

3 days per wound 

Augmentation  
Minor implants and bioware, minor cosmetic changes like alterations in skin color, eye 
color or shape, or hair color, texture or distribution, minor alterations to face shape or 
body fat distribution. 

1 hour 

Major brain and neural implants, nanoware or bioware, sex changes, changing height by 
no more than 5% or weight by no more than 20%. 

12 hours 

Major physical modifications like adding limbs or radical changes to height and weight. 3 days 
 

Info Field Short Desc. Cost 
 
 

Nanodetectors Nanodetectors are small devices that suck in air and micro debris in order to scan for and detect 
nanobots 

Low 

 
 

Nanofabricators Nanofabrication machines are universal assemblers that perform almost all of the manufacturing in 
the solar system 

- 

 
 

Desktop 
Cornucopia 
Machine 

Cornucopia machines (CMs) are general-purpose nanofabricators Exp. 

 
 

Fabber Fabbers are specialized nanofabricators, portable and considerably smaller than CMs Mod. 

 
 

Maker Makers are specially designed to produce food and drink for the user Special 

 
 

Blueprints If you want a nanofabricator to make something, you need to instruct the device how to create it 
from the molecular level up 

Special 

 
 

Advanced 
Nanotech 

Examples of advanced nanotech include COTs, medichines, smart dust, and repair spray, among 
others. 

- 

 
 

General Hive General hives are capable of producing any conceivable type of nanobot with the right blueprints 
and/or programming. 

Exp. 

 
 

Specialized Hive Specialized hives are far more common than general hives, though they can produce only one type of 
nanomachines 

Special 

 
 

Ego Bridges Ego bridges are vat devices used for uploading and downloading minds Exp. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Nanodetectors
Nanodetectors are small devices that suck in air and micro debris in order to scan for and detect nanobots. Given that nanobots are so small, the density of nanobots in the area has a large impact on its success. The nanodetector has a base skill of 30 for detecting nanobots, modified by +30 if an active nanoswarm or hive is present, +0 if a nanoswarm or hive was active recently, and –10 for the presence of nanobots outside of a swarm or hive. Once a nanobot is detected it may be analyzed either by the user or the nanodetector’s AI, using Academics: Nanotechnology 30 skill. Nanodetectors are often worn and left on, set to alert the user if a hostile nanoswarm is detected. [Low]


Seraniel
Sticky Note
Nanofabricators
Nanofabrication machines are universal assemblers that perform almost all of the manufacturing in the solar system. The user loads in raw materials and electronic plans and it can produce literally any manufactured good, from a weapon to an ultralight plane to a hot and delicious dinner. Many nanofabricators come equipped with a library of common-use blueprints (basic foods, standard clothing, common tools, etc.). Other blueprints must either be purchased online, self-programmed, or acquired through some other method (see Nanofabrication, p. 284). The largest nanofabrication units are more than 10 meters on a side and are used to produce small consumer goods in bulk as well as building large devices like orbital transfer vehicles.

The availability and legality of nanofabricators varies widely throughout the system. In the inner system and Jovian Republic, cornucopia machines are commonly restricted and sometimes illegal, with licenses only available to hypercorps, military units, and other officials and elites. In these habitats, only more limited fabbers are available to the general populace. Additionally, blueprints are licensed and protected by copyright laws, and many nanofabricators feature pre-programmed restrictions that prevent them from using unlicensed blueprints as well as from manufacturing weapons, explosives, or other restricted items. Among the autonomists of the outer system, however, nanofabricators are commonly accessible, shared by everyone, and unrestricted.


Seraniel
Sticky Note
Desktop Cornucopia Machine: Cornucopia machines (CMs) are general-purpose nanofabricators. The smallest CMs are desk-sized cubes approximately half a meter on a side with a volume of at least 40 liters. They can produce any small object, from tools to well-folded suits of clothing to handguns or a bowl of cereal. It is sometimes possible to assemble larger items, but they must be manufactured in smaller pieces and then assembled (likely requiring an appropriate Hardware Test).

While users can purchase bulk raw materials, CMs also come equipped with a disassembler. The user loads garbage and other objects into the disassembler so that they can be turned into raw materials for the CM. All legally available disassemblers only deconstruct non-living material. [Expensive]


Seraniel
Sticky Note
Fabber: Fabbers are specialized nanofabricators, portable and considerably smaller than CMs. There are a wide variety of portable fabbers, including ones that can make any hand tool or small piece of personal electronics, ones that can turn any organic material into food and drink, and ones that can create any drug or medicine as well as bandages and specialized dressings. The most common fabbers have a volume of 4 liters. Larger hand tools and devices are produced as 2 or 3 separate parts that must be fitted together. Like CMs, fabbers also contain miniature disposal units. [Moderate]


Seraniel
Sticky Note
Maker: Makers are specially designed to produce food and drink for the user. Raw materials can be provided by the addition of any water-containing liquid and collected biomass like leftover food, grass, dirt, dead animals, or transhuman waste. Some models are built into standard vacsuits. Makers can produce water and various flavored beverages, as well as ration bars or thick pudding-like edible gels. With adequate raw material, a maker can indefinitely provide food and drink for up to three transhumans. Most units, however, have a very limited range of flavors and textures that are widely considered to be fairly bad. Models with a wider and better range of flavors and textures are more expensive, but produce food that is considered adequate or occasionally good. [Low to Moderate]


Seraniel
Sticky Note
Blueprints: If you want a nanofabricator to make something, you need to instruct the device how to create it from the molecular level up. Such blueprints are available for almost every conceivable item out there. The cost of such blueprints typically exceeds the cost of purchasing the item, though factors like legality and quality may affect the cost as usual (see Acquiring Gear, p. 296). [One Cost Category Higher Than Item Cost]


Seraniel
Sticky Note
Advanced Nanotechnology
Advanced nanotechnology includes more recent developments. Like basic nanotech, advanced nanotechnology cannot self-replicate but the nanobots can function normally in most environments and are highly resistant to bacterial attacks and other environmental problems. Typical advanced nanotech consists of a generator—known as a “hive”—that produces nanobots as long as it is supplied with raw materials. Every such hive also includes a miniature disassembly unit and/or specialized nanomachines that collect raw materials for the generator. These hives produce nanobot swarms that are set loose to perform some function in the world.

Examples of advanced nanotech include COTs, medichines , smart dust, and repair spray, among others.


Seraniel
Sticky Note
General Hive: General hives are capable of producing any conceivable type of nanobot with the right blueprints and/or programming. Even at their smallest size they are not really portable, with a minimum size being cubes 30 centimeters on a side and a volume of 25 liters. [Expensive]


Seraniel
Sticky Note
Specialized Hive: Specialized hives are far more common than general hives, though they can produce only one type of nanomachines (i.e., choose one type of nanoswarm per hive). The smallest specialized hives are approximately the size of a 12-gauge shotgun shell or a large cherry tomato. [Moderate, plus Cost of Programmed Nanoswarm]


Seraniel
Sticky Note
Ego Bridges
Ego bridges are vat devices used for uploading and downloading minds. see Backups and Uploading, p. 268, and Resleeving, p. 270. [Expensive]




Info Field Short Desc. Cost 
 
 

Nanoswarms and 
Microswarms 

Swarms are colonies of nanobots or larger microbots created in a hive, programmed with specific 
instructions, and then set free to perform a set task 

- 

 
 

Cleaners This nanoswarm cleans, polishes, and removes dirt and stains Low 

 
 

Disassemblers Also known as smart corrosives, these nanobots break down any matter High 

 
 

Engineers Engineer microswarms are used for various construction purposes Mod. 

 
 

Fixers This is the nanoswarm version of repair spray Mod. 

 
 

Injectors Injector microswarms are equipped with tiny needles and a drug payload Mod. 

 
 

Gardeners This microswarm is useful for a number of agricultural purposes Mod. 

 
 

Guardians Guardians watch for and attack other unauthorized swarms Mod. 

 
 

Proteans This nanoswarm is designed to disassemble other materials and objects and to create a single 
specific, pre-programmed device from the components 

High 

 Saboteurs 
 

Sab nanobots are designed to infiltrate electronics or machinery and sabotage them in small but 
difficult to discern ways 

High 

 
 

Scouts A scout nanoswarm will systematically map and explore an area, collecting samples of all materials 
and substances it encounters 

High 

 
 

Taggants Taggants seek to lodge themselves onto everything in their area of dispersal Low 

 
Info Field Short Desc. Cost 
 
 

Pets These partially uplifted and bioengineered animals have rudimentary intelligence and limited 
communication skills 

- 

 
 

Fur-Coat A so-called “fur coat” is outerwear made from a living primitive organism Low 

 
 

Smart Dogs Commonly used as discriminatory guardians, smart dogs are sometimes enhanced with combative 
bioware or cybernetics 

Mod. 

 
 

Smart Monkey Commonly used by criminal groups for minor larceny such as pickpocketing, smart monkeys can be 
useful and intelligent aides 

Mod. 

 
 

Smart Rats These upgrades of the common Norwegian rat are clever and dexterous, and they easily fit into a 
pocket or hood 

Low 

 Space Roach Grown to the size of a small dog, these insects are often biosculpted for bright colors and patterns. 
They are useful for minor janitorial duties 

Low 

 
Creature COG COO INT REF SAV SOM WIL INIT SPD DUR WT LUC TT Skills 
Fur Coat 1 1 1 5 1 5 1 12 1 15 3 2 1 - 
Smart Dog 5 10 15 15 5 15 10 60 1 25 5 20 4 Fray 30, Freerunning 30, 

Intimidation 30, Perception 
30, Scrounging 30, Unarmed 
Combat 40 

Smart Monkey 5 15 15 15 5 10 10 60 1 20 4 20 4 Climbing 50, Fray 30, Freerunning 
30, Infiltration 
30, Perception 30, Scrounging 30, 
Unarmed Combat 30 

Smart Rat 5 15 15 15 5 5 10 60 2 5 1 20 4 Climbing 40, Fray 40, Freerunning 
30, Infiltration 
50, Perception 20, Scrounging 50 

Space Roach 1 10 10 15 5 5 5 50 1 5 1 10 2 Fray 30, Free Fall 30, Infiltration 
50, Perception 20, 
Scrounging 50 

Seraniel
Sticky Note
Nanoswarms and Microswarms
Swarms are colonies of nanobots or larger microbots created in a hive, programmed with specific instructions, and then set free to perform a set task. Each swarm is composed of hundreds or thousands of nanobots or microbots, ranging in size from a microbe to a small insect. Nanobots are typically invisible to the naked eye, though they can be detected with a nanodetector (p. 327) or nanoscopic vision (p. 311). Microbots are more noticeable but still quite small, usually the size of a grain of sand or a dust mote, or occasionally as big as a flea. Individual bots in a swarm are directed by nanocomputers, with behavioral routines modeled on biological insect and animal swarms. These swarms stick together and work as a whole, communicating with nanoradios, nanolasers, or chemical cues, and sharing information between each bot in the swarm. Note that nanoswarms don’t invade inside living bodies (though they may attack externally)—internal nano is handled by nanowire (p. 308), nanodrugs (p. 321), and nanotoxins (p. 324).

Nanobots and microbots may be designed with all manner of miniaturized propulsion systems (see Mobility Systems, p. 310), with the exception of ionic drives. They are powered by tiny batteries or solar cells. Their tiny sensors are very effective at allowing them to identify materials and objects, and so to target discriminatingly. Nanobots or microbots could, for example, be programmed to ignore metal objects, certain types of plants, specific morphs, females, or specific individuals. Swarms may either be released directly from a hive or from pre-packaged programmable canisters.

Swarms must be programmed before they are released. The programming first determines how long the swarm is active. This timeframe is open-ended, though most swarms deteriorate into ineffectiveness after 2 weeks unless they are replenished by a hive. The programming then sets what area the swarm is to occupy. This is also open to interpretation and can vary from “coat this person” to “spread out to a diameter of 20 meters” to “find the nearest chemical traces and track them to their source.” Finally, programming sets any other parameters for the swarm’s mission—for example, if it should ignore certain materials, if it should send a report at a predetermined time, or if it should self-destruct into harmless dust when it has completed a certain task.

Programming is generally handled as a Simple Success Test using Programming (Nanoswarm) skill. Failure simply infers that the programming is imperfect, and so the swarm may not operate completely as planned. An actual Programming (Nanoswarm) Success Test is only called for if the swarm’s programming is substantially complex or if the character seeks to have the swarm act outside of its usual set functions. The bots in each swarm are specially equipped for the task they are designed for, however, so attempting to drastically repurpose a swarm may be difficult or pointless at the gamemaster’s discretion.

Swarms may also be teleoperated, controlled, and/or (re)programmed once they are released, via radio or laser link.

Swarms are treated as a whole. The standard swarm size is enough to cover a 10 × 10 × 10 meter cube, and this is the standard “unit” of swarm released by a canister or hive. Swarms may be larger, but they are treated as individual swarm units. Each swarm has a Durability of 50 and is immune to wounds. Most attacks against a swarm simply inflict 1 point of damage. Area-effect weapons, plasma rifles, and fire inflict 1d10 damage, plasma grenades do full damage. EMP weapons (p. 341) are very effective against swarms, inflicting 2d10 + 5 damage and a –10 modifier to all tests due to their damaging effects on the swarm’s communication abilities until repaired. Swarms are not affected by vacuum.


Seraniel
Sticky Note
Cleaners: This nanoswarm cleans, polishes, and removes dirt and stains. It may be used on an area, specific objects, or people. Some facilities employ permanent cleaner swarms to keep their area spotless. Cleaners may also be programmed to remove specific toxins, chemicals, or other hazardous substances in order to decontaminate an area. Covert operatives and criminals sometimes use cleaners to eliminate any evidence they may have left at a scene usable for forensics purposes, such as blood, hair, or anything that could be DNA-typed. [Low]


Seraniel
Sticky Note
Disassemblers: Also known as smart corrosives, these nanobots break down any matter. Their advantage over common acids is that not only are they able to break down any material by using energy to disrupt chemical bonds, but that they can be programmed to take apart certain components while ignoring others, leaving them intact. Disassemblers are a common weapon used against synthmorphs, eating away their components without having to worry about accidentally splashing biomorphs. Upon contact, these nanobots inflict 1d10 ÷ 2 damage (round up) per Action Turn. Accumulated damage counts as a wound when the Wound Threshold is reached. Both Energy and Kinetic armor protect against this damage, but these armors are eaten away as well, so the Armor Value is reduced by the soaked DV. [High]


Seraniel
Sticky Note
Engineers: Engineer microswarms are used for various construction purposes: erecting walls, digging tunnels, sealing holes, reinforcing foundations, and so on. [Moderate]


Seraniel
Sticky Note
Fixers: This is the nanoswarm version of repair spray (p. 333) . [Moderate]


Seraniel
Sticky Note
Injectors: Injector microswarms are equipped with tiny needles and a drug payload. A biological target affected by an injector swarm suffers 1 point of damage and the effects of the carried drug, chemical, or toxin. [Moderate]


Seraniel
Sticky Note
Gardeners: This microswarm is useful for a number of agricultural purposes: killing weeds, planting seeds, trimming plants, pollinating, and even harvesting small items. It may also be programmed to simply defoliate an area. [Moderate]


Seraniel
Sticky Note
Guardians: Guardians watch for and attack other unauthorized swarms. Guardians inflict 1d10 ÷ 2 damage (round up) on other swarms they come into contact with per Action Turn. [Moderate]


Seraniel
Sticky Note
Proteans: This nanoswarm is designed to disassemble other materials and objects and to create a single specific, pre-programmed device from the components (much like a specialized nanofabricator). The proteans must be able to scavenge appropriate raw materials (for example, to create a metallic device the nanobots must transform something else made of metal). The construction time takes 1 hour per cost category of the item (1 hour for a Trivial cost item, 2 hours for Low, etc.). [High]


Seraniel
Sticky Note
Saboteurs: Sab nanobots are designed to infiltrate electronics or machinery and sabotage them in small but difficult to discern ways: severing connections, disabling components, gumming up moving parts, etc. Saboteurs inflict damage on devices similar to disassemblers, but the target is not destroyed and such damage is not immediately obvious. They inflict 1d10 ÷ 2 points of damage to synthmorphs, bots, and other devices every Action Turn. Armor has no effect, but accumulated damage counts as a wound when the Wound Threshold is reached. [High]


Seraniel
Sticky Note
Scouts: A scout nanoswarm will systematically map and explore an area, collecting samples of all materials and substances it encounters. The samples are carried back to the hive or canister and chemically analyzed. Scouts can also be used for forensic purposes, collecting DNA samples, analyzing chemical residues, and examining other evidence. [High]


Seraniel
Sticky Note
Taggants: Taggants seek to lodge themselves onto everything in their area of dispersal. Each carries a unique identifier, so that if it is found later, the tagged person or object can be linked back to the point they were tagged. Taggants can be programmed to remain silent, only responding to query broadcasts made with the proper crypto codes, or they can be programmed to broadcast their location back to the deployer via the mesh. [Low]


Seraniel
Sticky Note
Pets
These partially uplifted and bioengineered animals have rudimentary intelligence and limited communication skills. They make for fine companions and helpers.


Seraniel
Sticky Note
Fur Coat: A so-called “fur coat” is outerwear made from a living primitive organism. The creature’s skin, fur, or scales are real. The organism is cultivated from transgenic stocks and grown around molds into clothing shapes, often with actual usefulness: polar bear parkas, seal diving suits, porcupine coats, etc. Fur coats are modified with wireless controls and haptic systems, so they can be made to move, shiver, massage, or prickle up on command. [Low]


Seraniel
Sticky Note
Smart Dogs: Commonly used as discriminatory guardians, smart dogs are sometimes enhanced with combative bioware or cybernetics. [Moderate]


Seraniel
Sticky Note
Smart Monkey: Commonly used by criminal groups for minor larceny such as pickpocketing, smart monkeys can be useful and intelligent aides. [Moderate]


Seraniel
Sticky Note
Smart Rats: These upgrades of the common Norwegian rat are clever and dexterous, and they easily fit into a pocket or hood. [Low]


Seraniel
Sticky Note
Space Roach: Grown to the size of a small dog, these insects are often biosculpted for bright colors and patterns. They are useful for minor janitorial duties. [Low]




Info Field Short Desc. Cost 
 
 

Scavenger Tech This technology is often employed by gatecrashers, space scavengers, and Firewall teams during 
missions. 

- 

 
 

Disassembly Tools These tools are useful for salvage ops, breaking down wrecks, or dissembling anything from a habitat 
room to a vehicle or synthmorph 

High 

 
 

Mobile Lab The mobile lab is a handheld device that contains all different types of sensors to investigate organic 
and inorganic liquid, gaseous, and solid components 

Mod. 

 
 

Specimen 
Container 

This capsule container is designed to hold samples of any sort (chemical, biological, etc.) in near 
stasis 

Low 

 
 

Superthermite 
Charges 

These powerful and highly stable demolition charges are made from a combination of nanometals 
and metal oxides 

Mod. 

 
 
 

Info Field Short Desc. Cost 
 
 

Services Commonly offered services - 

 
 

Anonymous 
Accounts 

These accounts are crucial for anyone who wants to be discreet with their online transactions Mod. 

 
 

Backup A single, one-time backup without insurance is sometimes all the poor can afford Mod, 

 
 

Backup Insurance In the event of verifiable death, or after a set period of being missing, backup insurance will arrange 
for your cortical stack to be retrieved and your ego downloaded into another morph 

Special 

 
 

Body Bank People who are egocasting to another station but whom hope to download back into the same body 
they have before when they return may put the morph on ice for the duration of their absence 

Mod. 

 
 

Bot/Pod Rental When you need a helping hand or a personal companion for a day or two, renting a bot or pod is 
often the way to go 

Mod. 

 
 

Egocasting This is the use of a farcaster to transmit an ego/infomorph Exp. 

 
 

Fake Ego ID This forged ID will pass in most inner system and Jovian Republic habitats, and sometimes others High 

 
 

Morph Brokerage Acquiring a new morph is not always easy and is affected by factors such as the type of morph, 
sought-after enhancements/customizations, and local availability 

Special 

 
 

Psychosurgery A character can purchase time in an immersive high-fidelity simulspace with expert care from 
psychosurgeons and AIs 

Mod. 

 
 

Simulspace 
Subscription 

This will buy you access to the simulspace of your choice, whether you want it for a private 
meeting/vacation or to play the latest and hottest VR game 

Special 

 
 

Space Travel Space transport cost depends on a number of factors like distance, quality of lodgings, and how 
much cargo you’re bringing with 

Exp. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Scavenger Tech
This technology is often employed by gatecrashers, space scavengers, and Firewall teams during missions.

Seraniel
Sticky Note
Disassembly Tools: These tools are useful for salvage ops, breaking down wrecks, or dissembling anything from a habitat room to a vehicle or synthmorph. They include plasma torches, laser cutters, pneumatic jaws, and smart tools like spanners and wrenches that can be adapted to a wide array of connections and fittings. [High]


Seraniel
Sticky Note
Mobile Lab: The mobile lab is a handheld device that contains all different types of sensors to investigate organic and inorganic liquid, gaseous, and solid components (from soil to tissue samples) and compositions. It performs material analysis using different methods of spectrometry and biochemical testing, comparing results to a built-in database of element and compound spectra. Its built in AI comes equipped with Academic: Chemistry 30. [Moderate]


Seraniel
Sticky Note
Specimen Container: This capsule container is designed to hold samples of any sort (chemical, biological, etc.) in near stasis. It can be programmed to reproduce whatever conditions the user specifies, from cryogenic freezing to extreme heat, or even vacuum or high-pressure atmosphere. [Low]


Seraniel
Sticky Note
Superthermite Charges: These powerful and highly stable demolition charges are made from a combination of nanometals and metal oxides. A single charge can be used to create an explosive blast inflicting 2d10+5 damage. This charge can be shaped with a successful Demolitions Test, focusing the blast in a particular 90-degree direction (for example, to blow through a door). This triples the damage of the blast in the focused direction; in all other directions, the damage is reduced to 1/3rd (round down). Multiple charges apply a cumulative effect. [Moderate]


Seraniel
Sticky Note
Anonymous Accounts: These accounts are crucial for anyone who wants to be discreet with their online transactions. See Anonymous Account Services, p. 253. [Moderate]


Seraniel
Sticky Note

Seraniel
Sticky Note
Backup: A single, one-time backup without insurance is sometimes all the poor can afford, hoping that they can buy backup insurance later or that someone that cared about them will see to a resleeving. [Moderate]


Seraniel
Sticky Note
Backup Insurance: In the event of verifiable death, or after a set period of being missing, backup insurance will arrange for your cortical stack to be retrieved and your ego downloaded into another morph. If the cortical stack cannot be retrieved, your most recent backup is used. Most policies require that the holder provide a backup to be uploaded into secure storage at least twice a year. This industry works in a manner similar to insurance underwriting in terms of cost and individuals engaged in high risk professions can expect to pay a premium for the service. Additionally, attempts to retrieve a cortical stack are minimal unless one wants to pay for some extra effort (a thriving industry of paramilitary ego-repo operatives exists for this purpose). [Low to Moderate per month]


Seraniel
Sticky Note
Body Bank: People who are egocasting to another station but whom hope to download back into the same body they have before when they return may put the morph on ice for the duration of their absence. [Moderate per month]


Seraniel
Sticky Note
Bot/Pod Rental: When you need a helping hand or a personal companion for a day or two, renting a bot or pod is often the way to go. [Moderate per day]


Seraniel
Sticky Note
Egocasting: This is the use of a farcaster to transmit an ego/infomorph. Farcasting is not cheap, and the cost is impacted by factors such as distance to receiver station and priority service (paying extra to get bumped ahead in line). [Expensive]


Seraniel
Sticky Note
Fake Ego ID: This forged ID will pass in most inner system and Jovian Republic habitats, and sometimes others. [High]


Seraniel
Sticky Note
Morph Brokerage: Acquiring a new morph is not always easy and is affected by factors such as the type of morph, sought-after enhancements/customizations, and local availability. Numerous brokerage services exist to find you what you need, or close to it. With enough lead-time, it may be possible to grow a pod that closely imitates your morph of choice. A willingness to accept used/traded-in morphs helps to reduce costs. For more details, see Morph Brokerage, p. 276.


Seraniel
Sticky Note
Psychosurgery: A character can purchase time in an immersive high-fidelity simulspace with expert care from psychosurgeons and AIs in order to cope with derangements and disorders that build up as a result of existing in a transhuman universe. For an additional price the procedure can be time shifted to speed up the relative time within the simulspace. For more details, see Mental Healing and Psychotherapy, p. 215, and Psychosurgery, p. 229. [Moderate per month]


Seraniel
Sticky Note
Simulspace Subscription: This will buy you access to the simulspace of your choice, whether you want it for a private meeting/vacation or to play the latest and hottest VR game. [Low (single use/1 day) to Moderate (monthly subscription)]


Seraniel
Sticky Note
Space Travel: Space transport cost depends on a number of factors like distance, quality of lodgings, and how much cargo you’re bringing with. At the low end, an intra-habitat shuttle trip within the same cluster, or a trip to or from a planetary body’s surface and orbit, is not cheap but affordable [High]. Just about anything else is progressively more costly. [Expensive]




Software 
Info Field Short Desc. Cost 
 
 

Programs These programs can be run on any computerized device. - 

 
 

AR Illusions These databases of AR clips can be used to create realistic illusions in someone’s entoptic display Mod. 

 
 

Encryption These databases of AR clips can be used to create realistic illusions in someone’s entoptic display Low 

 
 

Exploit Exploits are hacker tools that take advantage of known vulnerabilities in other software High 

 
 

Facial/Image 
Recognition 

This program can be used to take an image and run a pattern-matching search among public 
archives 

Low 

 
 

Firewall This program protects a device from hostile intrusion. Every system comes with a standard version 
of this software by default 

Low 

 
 

Sniffer Sniffer programs collect all of the transmission that pass to, from, or through the device they are 
running on 

Mod. 

 
 

Spoof Spoof is a hacker tool used to fake commands and transmissions, making them seem as if they came 
from another source. 

Mod. 

 
 

Tactical Networks These programs allow people in the same squad to share tactical data in real-time Mod. 

 
 

Tracking This software is used to track people by their presence online Mod. 

 
 

XP Experience playback recordings are clips of someone else’s experiences Special 

 
Info Field Short Desc. Cost 
 
 

AI and Muse Every character starts with a personal muse for free. Many devices also come with pre-installed AIs, 
capable of helping the user 

- 

 
 

Bot/Vehicle AI These AIs are designed to be capable of piloting the robot/vehicle without transhuman assistance High 

 
 

Device AI These AIs are designed to operate a particular device without transhuman assistance Mod. 

 
 

Kaos AI Kaos AIs are used by hackers and covert ops teams to create distractions and sabotage systems Exp. 

 
 

Security AI Security AIs provide overwatch for electronic systems High 

 
 

Standard Muse: Muses are digital entities that have been designed as personal assistants and lifelong companions for 
transhumans 

High 

 
Info Field Short Desc. Cost 
 
 

Scorcher Scorchers are damaging neurofeedback programs used to torment hacked cyberbrains - 

 
 

Bedlam Bedlam programs assault the ego with traumatic mental input, inflicting mental stress High 

 
 

Cauterizer This scorch program rips into the ego with destructive neurofeedback routines High 

 
 

Nightmare Nightmare programs trigger anxiety and panic attacks within the victim by stimulating the neural 
circuitry representing the amygdala and hippocampus 

High 

 
 

Shutter Shutters target the victim’s sensory cortices High 

 
 

Spasm Spasm programs are design to incapacitate the ego with excruciating pain High 

 
 
 
 

Seraniel
Sticky Note
Programs
These programs can be run on any computerized device.


Seraniel
Sticky Note
AR Illusions: These databases of AR clips can be used to create realistic illusions in someone’s entoptic display. see Augmented Reality Illusions, p. 259. [Moderate]


Seraniel
Sticky Note
Encryption: Crypto software generates key pairs, encrypts messages using public keys, and decrypts with secret keys. See Encryption, p. 253 [Low]


Seraniel
Sticky Note
Exploit: Exploits are hacker tools that take advantage of known vulnerabilities in other software. They are required for intrusion attempts (p. 254). [High]


Seraniel
Sticky Note
Facial/Image Recognition: This program can be used to take an image and run a pattern-matching search among public archives. Similar version of this program exist for other biometrics: gait recognition, vocal recognition, etc. [Low]


Seraniel
Sticky Note
Firewall: This program protects a device from hostile intrusion. Every system comes with a standard version of this software by default. [Low]


Seraniel
Sticky Note
Sniffer: Sniffer programs collect all of the transmission that pass to, from, or through the device they are running on. See Sniffing, p. 252. [Moderate]


Seraniel
Sticky Note
Spoof: Spoof is a hacker tool used to fake commands and transmissions, making them seem as if they came from another source. See Spoofing Authentication, p. 255. [Moderate]


Seraniel
Sticky Note
Tactical Networks: These programs allow people in the same squad to share tactical data in real-time. See Tactical Networks, p. 205. [Moderate]


Seraniel
Sticky Note
Tracking: This software is used to track people by their presence online. See Scanning, Tracking, and Monitoring, p. 251. [Moderate] 


Seraniel
Sticky Note
XP: Experience playback recordings are clips of someone else’s experiences. Depending on the content, some XP (porn, snuff, crime, etc.) may be restricted in certain jurisdictions. Some XP clips are intentionally modified so that their emotive tracks are more intense, giving the viewer a greater thrill. [Low to High]


Seraniel
Sticky Note
AIs and Muse
Every character starts with a personal muse for free. Many devices also come with pre-installed AIs, capable of helping the user, responding to commands, or even operating the device on their own. Rules for AIs can be found on p. 264.

Below are some commonly available AI programs. Unless otherwise noted, these AIs have aptitudes of 10 and one Language skill at 80. These AIs may also be equipped with skillsofts (p. 332).


Seraniel
Sticky Note
Bot/Vehicle AI: These AIs are designed to be capable of piloting the robot/vehicle without transhuman assistance. REF 20. Skills: Hardware: Electronics 20, Infosec 20, Interests: [Bot/Vehicle] Specs 80, Interface 40, Research 20, Perception 40, Pilot: [appropriate field] 40. [High]


Seraniel
Sticky Note
Device AI: These AIs are designed to operate a particular device without transhuman assistance. Skills: Infosec 20, Interests: [Device] Specs 80, Interface 30 (Device Specialization), Programming 20, Research 20, Perception 20. [Moderate]


Seraniel
Sticky Note
Kaos AI: Kaos AIs are used by hackers and covert ops teams to create distractions and sabotage systems. REF 20. Skills: Hardware: Electronics 40, Infosec 40, Interface 40, Professional: Security Systems 80, Programming 40, Research 20, Perception 30, plus one weapon skill at 40. [Expensive]


Seraniel
Sticky Note
Security AI: Security AIs provide overwatch for electronic systems. Skills: Hardware: Electronics 30, Infosec 40, Interface 40, Professional: Security Systems 80, Programming 40, Research 20, Perception 30, plus one weapon skill at 40. [High] 


Seraniel
Sticky Note
Standard Muse: Muses are digital entities that have been designed as personal assistants and lifelong companions for transhumans (see AIs and Muses, p. 264). INT 20. Skills: Academics: Psychology 60, Hardware: Electronics 30, Infosec 30, Interfacing 40, Professional: Accounting 60, Programming 20, Research 30, Perception 30, plus three other Knowledge skills at 40. [High]


Seraniel
Sticky Note
Scorchers
Scorchers are damaging neurofeedback programs used to torment hacked cyberbrains (p. 261).


Seraniel
Sticky Note
Bedlam: Bedlam programs assault the ego with traumatic mental input, inflicting mental stress. Victims are overwhelmed with horrific, monstrous, sanity-ripping sensory and emotional input. Each attack inflicts 1d10 SV. [High]


Seraniel
Sticky Note
Cauterizer: This scorch program rips into the ego with destructive neurofeedback routines. Each attack with a cauterizer inflicts 1d10 + 5 DV on the target ego. This damage is reflected as digitized neurological damage. [High]


Seraniel
Sticky Note
Nightmare: Nightmare programs trigger anxiety and panic attacks within the victim by stimulating the neural circuitry representing the amygdala and hippocampus. The target ego must make a WIL × 2 Test. If they succeed, they are shaken but otherwise unaffected, suffering a –10 modifier to all actions until the end of the next Action Turn. If they fail, they suffers 1d10 ÷ 2 stress damage and are overcome with panic. This causes them either to blindly flee, have a nervous breakdown, or cower in frozen shock (gamemaster’s discretion). This panic episode lasts for 1 Action Turn per 10 points of MoF. [High]


Seraniel
Sticky Note
Shutter: Shutters target the victim’s sensory cortices, inflicting a –30 modifier to one chosen sense. Double this modifier if the attacking hacker scored an Excellent Success. This modifier reduces at the rate of 10 points per Action Turn. [High]


Seraniel
Sticky Note
Spasm: Spasm programs are design to incapacitate the ego with excruciating pain. Affected targets must immediately make a WIL × 2 Test. If they fail, they immediately convulse, are disabled, and writhe in agony for 1 Action Turns per 10 full points of MoF. If they succeed, they still suffer a –30 modifier to all actions, which reduces at the rate of 10 points per Action Turn. Due to the nature of the delivery, pain tolerance of any sort has no effect. [High]




Info Field Short Desc. Cost 
 
 

Skillshots Skillsofts are used with skillware implants. - 

 
 

Standard Skillsoft These programs provide the character with a rating of up to 40 in a single Active skill. High 

 
Info Field Short Desc. Cost 
 
 

Survival Gear Often critical to the survival of soldiers, spies, criminals, gatecrashers, emergency service personnel, 
and others who regularly venture into unsafe or unfamiliar regions 

- 

 
 

Breadcrumb 
Positioning System 

This worn device leaves micro “breadcrumbs” behind as the character moves Low 

 
 

Electrogravitics 
Net 

Also called a safety net, this failsafe system uses electric fields to counter gravity when falling Mod. 

 
 

Electronic Rope The fibers in this rope can be controlled electronically, making it move in a snakelike fashion, stiffen 
up, and even wrap around objects 

Low 

 
 

Emergency Bubble Commonly used as a last resort “life raft” on spaceships Mod. 

 
 

Emergency 
Distress Beacon 

This small but powerful transmitter is powered by a nuclear battery and will broadcast any 
programmed distress call for years 

Mod. 

 
 

Flashlight These handheld, wearable, or portable lights can display light in the normal visual spectrum, 
infrared, or ultraviolet, as desired. 

Trivial 

 
 

Nanobandage A plum-sized advanced nanotechnology generator built into a reusable, self-sterilizing bandage Trivial 

 
 

Repair Spray This nanobot generator creates nanobots designed to repair synthmorphs, vehicles, and other 
common objects 

Low 

 
 

Shelter Dome A variant of the emergency bubble Mod. 

 
 

Spindle A spindle is an advanced nanotechnology generator that produces a super-strong cable Mod. 

 
 

Spindle Climber This device attaches to a spindle and transforms it into a highly effective climbing device Low 

 
Info Field Short Desc. Cost 
 
 

Vacuum Suits Most vacuum suits are skin-tight garments that use the pressure of their advanced smartfabrics on 
the wearer’s body to resist vacuum 

- 

 
 

Light Vacsuit Everyone living in a sealed habitat owns at least one of these suits. Special 

 
 

Standard Vacsuit These suits resemble light vacsuits made from thicker and more durable materials that resist tearing 
and provides the wearer with light armor 

Special 

 
 

Hardsuit This heavy-duty suit can almost be considered a miniature spaceship High 

 
Info Field Short Desc. Cost 
 
 

Blade Weapons These weapons are wielded with Blades skill. - 

 
 

Diamond Axe: Commonly found on many habitats for fire and emergency purposes, axes require two hands to 
wield 

Low 

 
 

Flex Cutter: The blade of this machete-like weapon is made of a memory polymer Low 

 
 

Knife A standard cutting implement, still carried by many. Trivial 

 Monofilament 
Sword 

A few eccentrics take advantage of modern versions with a self-sharpening near-monomolecular 
edge, easily capable of slicing through metal or limbs 

Low 

 
 

Vibroblade These buzzing electronic blades vibrate at a high frequency for extra cutting ability Low 

Seraniel
Sticky Note
Skillshots
Skillsofts are used with skillware implants (p. 309). 


Seraniel
Sticky Note
Standard Skillsoft: These programs provide the character with a rating of up to 40 in a single Active skill. [High]


Seraniel
Sticky Note
Survival Gear
The following gear is often critical to the survival of soldiers, spies, criminals, gatecrashers, emergency service personnel, and others who regularly venture into unsafe or unfamiliar regions.


Seraniel
Sticky Note
Breadcrumb Positioning System: This worn device leaves micro “breadcrumbs” behind as the character moves. These devices interact with mesh inserts (or ectos) as long as they are within range (50 meters), allowing the user to map their position in relation to the breadcrumb trail. This is useful in derelict habitats, wilderness, and other areas where there is no local functioning mesh, and is helpful both for mapping and for finding one’s way back. [Low]


Seraniel
Sticky Note
Electrogravitics Net: Also called a safety net, this failsafe system uses electric fields to counter gravity when falling. While the system is not able to actually levitate heavy objects, it will slow down a fall enough that the user can land safely if the gravitational force is not too high (the fall height is not greater than 50 meters in 1G). Generating these electric fields consumes a lot of energy, so the net is only charged for one use only and needs to be recharged afterwards. [Moderate]


Seraniel
Sticky Note
Electronic Rope: The fibers in this rope can be controlled electronically, making it move in a snakelike fashion, stiffen up, and even wrap around objects. Typically comes in a 50-meter length capable of supporting 250 kg. [Low]


Seraniel
Sticky Note
Emergency Bubble: Commonly used as a last resort “life raft” on spaceships, an emergency bubble is made of advanced smart materials and comes in a portable package that can be quickly inflated (1 Action Turn) around the user, usually inside an airlock. The bubble has a 5-meter diameter and can comfortably accommodate 4 people. It maintains 1 atmosphere of pressure in a vacuum, protects the inhabitants from temperatures ranging from –175 to 140 C, and provides light, breathable air and water and food recycling for up to four human-sized inhabitants, using its built in maker (p. 328). It features a simple airlock, carries an emergency distress beacon (below), and can be transparent, opaque, or polarized. It is powered by a small nuclear battery and also includes comfortable inflatable furniture. [Moderate]


Seraniel
Sticky Note
Emergency Distress Beacon: This small but powerful transmitter is powered by a nuclear battery and will broadcast any programmed distress call for years. Though portable and medium-sized, this beacon has a range of 500 km in urban areas and 5,000 km elsewhere. [Moderate]


Seraniel
Sticky Note
Flashlight: These handheld, wearable, or portable lights can display light in the normal visual spectrum, infrared, or ultraviolet, as desired. [Trivial]


Seraniel
Sticky Note
Nanobandage: Characters without medichines must rely on external sources of healing. The most common option is the nanobandage—a plum-sized advanced nanotechnology generator built into a reusable, selfsterilizing bandage. It can treat all forms of injury and illness, from poisoning to burns to trauma. Characters simply apply the bandage to the wound and let the nanobots do the work. It removes pain and discomfort and speeds healing (see Biomorph Healing, p. 208). For especially severe injuries, physical first aid such as setting bones and removing projectiles may be necessary (gamemaster’s choice). If the wounds are too severe (the patient has suffered more than five wounds), the unit places the patient in medical stasis and radios for emergency services. [Trivial]


Seraniel
Sticky Note
Repair Spray: This nanobot generator creates nanobots designed to repair synthmorphs, vehicles, and other common objects. Repair spray contains the specifications and plans for almost all commonly used synthmorphs and devices and is a ubiquitous household item. If it does not contain the specifications for something it is being used to repair, it must query the object’s voice for these details, otherwise it cannot repair it. Simply touch it to the damaged area, push the button on top, and it sprays out a number of nanobots sufficient to make repairs. These nanobots repair 1d10 points of damage per 2 hours. Once all damage is restored, the nanobots repair wounds at the rate of 1 per day. Repair spray also cleans and polishes items and returns them to a pristine and new state. Repair spray is not effective on any object with more than 3 wounds, but it provides a +30 to all repair rolls on anything too badly damaged for it to fully repair (see Synthmorph and Object Repair, p. 208). [Low]


Seraniel
Sticky Note
Shelter Dome: A variant of the emergency bubble, this package unfolds into a dome with a 2.5-meter ceiling and a floor 4 meters across. To safely use this shelter, it must be staked down to the surface it is placed on. [Moderate]


Seraniel
Sticky Note
Spindle: A spindle is an advanced nanotechnology generator that produces a super-strong cable. It can produce up to 2 kilometers of 0.2 millimeter diameter line than can support up to 250 kilograms before it needs more raw materials. The spindle can produce up to 20 meters of cable every second. It can produce line in a continuous length or cut the cable it produces to any length. Spindles can also reabsorb their cable, retracting it at a rate of 5 m per second. As long as it is recharged and has small amounts of additional material added every 1,000 hours of use, a spindle can keep producing and retracting cable indefinitely. By setting the maximum production speed at 10 m/second a character with a spindle can safely jump off a building and land safely, using the cable to slow their descent. [Moderate]


Seraniel
Sticky Note
Spindle Climber: This device attaches to a spindle and transforms it into a highly effective climbing device. The spindle climber has two functions. First, it attaches hardened tips to the spindle’s cable and fires it at high speed, up to 50 meters, with sufficient force to imbed the tip into almost any sufficiently durable surface. Second, the spindle climber can pull itself and up to 250 kg up the cable at a speed of up to 2 m/sec. A spindle climber has enough power to shoot and pull up the cable 50 times before it must be recharged. A spindle fits inside a spindle climber. [Low]


Seraniel
Sticky Note
Vacuum Suits
Most vacuum suits are skin-tight garments that use the pressure of their advanced smartfabrics on the wearer’s body to resist vacuum. When the wearer is in a breathable atmosphere, the smartfabric also loosens the suits to serve as ordinary clothing or be easily put on or taken off. In all cases, the suits can become skin-tight within 3 Action Turns. All vacsuits contain advanced rebreather units capable of maintaining a breathable atmosphere for several hours or days.


Seraniel
Sticky Note
Light Vacsuit: Everyone living in a sealed habitat owns at least one of these suits. They come in a variety of forms. Inexpensive versions are typically lightweight jumpsuits made of simple smart fabric that adjusts to fit and folds up small enough to fit into a coat pocket. The best models include suits of high-end smart clothing that can transform into a vacsuit and an advanced nanotech generator the size of a large orange that deploy nanobots that cover the user and fit together into a vacuum suit. Both can transform into a vacsuit in 2 full Action Turns and do so either on command or if their sensors reveal that life support is needed.

All models include a lightweight belt or torc containing a miniature oxygen tank and advanced rebreather unit that provides 3 hours of air. However, the suits contain no food or water recycling. All models include an ecto (p. 325) and a headlight, but typically little else beyond atmosphere sensors to let the wearer know when it is safe to take off the suit. They protect the wearer from temperatures from –75 to 100 C. These vacuum suits also provide an Armor rating of 5/5 and instantly self-seal breaches unless more than 20 points of damage are inflicted at once. [Low, Moderate for smartfabric suits]


Seraniel
Sticky Note
Standard Vacsuit: These suits resemble light vacsuits made from thicker and more durable materials that resist tearing and provides the wearer with light armor. They are fitted with more substantial life support belts that includes a maker (p. 328) capable of recycling all wastes and producing air for up to 48 hours and food and water indefinitely. The best suits are made of smart materials that can transform from standard clothing to vacuum suits in a single Action Turn, and will do so automatically if life support is needed. Each suit also contains an ecto (p. 325), a radio booster (p. 314), and sensors equal to specs (p. 326). These suits have an Armor rating of 7/7 and protect the wearer from temperatures from –175 to 140 C. They can almost instantly seal any hole unless more than 30 points of damage are inflicted at once. [Moderate, High for smartfabric suits]


Seraniel
Sticky Note
Hardsuit: This heavy-duty suit can almost be considered a miniature spaceship. Hardsuits look like large metallic ovals with jointed arms and legs. They are quite heavy, but the user can move relatively easily due to servo-assist motors in the major arm and leg joints. Unlike other vacsuits, they are solid and can resist both vacuum and up to 100 atmospheres of external pressure. Characters wearing hardsuits can safely explore the upper atmosphere of a gas giant. They are well armored against punctures and radiation and possess miniature plasma thrusters capable of delivering 0.01 g for 10 hours. A built-in high-quality maker produces sufficient food, air, and water for a user to remain in a hardsuit indefinitely. Explorers have used them continuously for up to 2 months. Their gloves incorporate smart materials that allow each hand to use the equivalent of a utilitool (p. 326). Hardsuits also contain radios and sensors equivalent to those on standard vacsuits. These suits are maintained by a fixer nanoswarm (p. 329), are instantly self-sealing of any breach unless more than 30 points of damage are inflicted at once, and protect the wearer from temperatures of –200 to 180 C. Hardsuits have an Armor rating of 15/15. Occupants may only wear armor with an Armor rating (Energy or Kinetic) of 4 or less; this worn armor is cumulative without layering penalties. [High]


Seraniel
Sticky Note
Blades
These weapons are wielded with Blades skill.


Seraniel
Sticky Note
Diamond Axe: Commonly found on many habitats for fire and emergency purposes, axes require two hands to wield. Their blades are diamond-coated for superior cutting ability. [Low]


Seraniel
Sticky Note
Flex Cutter: The blade of this machete-like weapon is made of a memory polymer. When deactivated, the blade is limp and flexible, and may even be rolled up or otherwise easily concealed. When activated, however, the blade stiffens and sharpens into a vicious slashing weapon. [Low]


Seraniel
Sticky Note
Knife: A standard cutting implement, still carried by many. [Trivial]


Seraniel
Sticky Note
Monofilament Sword: Though swords are rather archaic in the time of Eclipse Phase, a few eccentrics take advantage of modern versions with a selfsharpening near-monomolecular edge, easily capable of slicing through metal or limbs. [Low]


Seraniel
Sticky Note
Vibroblade: These buzzing electronic blades vibrate at a high frequency for extra cutting ability. This has little extra effect when stabbing or slashing, but provides an extra –3 AP and +2d10 damage when carefully sawing through something. [Low]




 
 

Wasp Knife: Wasp knives are equipped with a canister in their handle. The common use is to fill these canisters 
with pressured air, which inflates inside the target 

Low 

 
 

Info Field Short Desc. Cost 
 
 

Clubs Characters use Clubs skill when using these weapons. - 

 
 

Club Clubs encompasses a wide range of onehanded blunt objects, from saps to sticks to pipes Trivial 

 
 

Extendable Baton: This hardened composite baton retracts into its handle for easy carrying, storage, or concealment Trivial 

 
 

Shock Baton Shock batons are standard clubs used for policing duties, but when activated they also deliver an 
electric shock to struck targets 

Low 

 
Info Field Short Desc. Cost 
 
 

Exotic Melee 
Weapons 

Unusual weapons requires a specific Exotic Melee field skill to use. - 

 
 

Monowire Garrote This assassin’s weapon features a dangerous monomolecular wire wrapped around a contained spool 
with two handles. 

Mod. 

 
Info Field Short Desc. Cost 
 
 

Unarmed These weapons are wielded using Unarmed Combat skill. - 

 
 

Densiplast Gloves These gloves extra-harden when activated, for extra punch Trivial 

 
 

Shock Gloves When activated, these gloves deliver an incapacitating shock along with every punch or grab Low 

 
 
 
 
 
 

Melee Weapons    
Blades Armor Penetration (AP) Damage Value (DV) Average DV 
Diamond Ax -3 2d10 + 3 + (SOM ÷ 10) 14 + (SOM ÷ 10) 
Flex Cutter -1 1d10 + 3 + (SOM ÷ 10) 8 + (SOM ÷ 10) 
Knife -1 1d10 + 2 + (SOM ÷ 10) 7 + (SOM ÷ 10) 
Monofilament Sword -4 2d10 + 2 + (SOM ÷ 10) 13 + (SOM ÷ 10) 
Vibroblade -2 2d10 + (SOM ÷ 10) 11 + (SOM ÷ 10) 
Wasp Knife -1 1d10 + 2 + (SOM ÷ 10) 7 + (SOM ÷ 10) 
Clubs    
Club - 1d10 + 2 + (SOM ÷ 10) 7 + (SOM ÷ 10) 
Extendable Baton - 1d10 + 2 + (SOM ÷ 10) 7 + (SOM ÷ 10) 
Shock Baton - 1d10 + 2 + (SOM ÷ 10) + shock (p. 204) 7 + (SOM ÷ 10) 
Exotic Melee Weapon    
Monowire Garrote -8 3d10 16 
Unarmed    
Bioware Claws (p. 304) -1 1d10 + 1 + (SOM ÷ 10) 6 + (SOM ÷ 10) 
Cyberclaws (p. 307) -2 1d10 + 3 + (SOM ÷ 10) 8 + (SOM ÷ 10) 
Densiplast Gloves - 1d10 + 2 + (SOM ÷ 10) 7 + (SOM ÷ 10) 
Eelware (p. 304) - shock (p. 204) - 
Shock Gloves - 1d10 + (SOM ÷ 10) + shock (p. 204) 5 + (SOM ÷ 10) 
Unarmed - 1d10 + (SOM ÷ 10) 5 + (SOM ÷ 10) 

Seraniel
Sticky Note
Wasp Knife: Wasp knives are equipped with a canister in their handle. The common use is to fill these canisters with pressured air, which inflates inside the target. This is potentially lethal in vacuum or pressurized environments (like underwater), as the gas bursts out of the body cavity to escape (+2d10 damage in such situations). Wasp knives may also be loaded with chemicals, drugs, or nanobots. The target must be damaged for the canister’s contents to affect them. [Low]


Seraniel
Sticky Note
Clubs
Characters use Clubs skill when using these weapons.


Seraniel
Sticky Note
Club: Clubs encompasses a wide range of onehanded blunt objects, from saps to sticks to pipes. [Trivial]


Seraniel
Sticky Note
Extendable Baton: This hardened composite baton retracts into its handle for easy carrying, storage, or concealment. Extending it simply requires a flick or an electronic signal. [Trivial]


Seraniel
Sticky Note
Shock Baton: Shock batons are standard clubs used for policing duties, but when activated they also deliver an electric shock to struck targets (see Shock Attacks, p. 204). [Low]


Seraniel
Sticky Note
Exotic Melee Weapons
Unusual weapons requires a specific Exotic Melee field skill to use.


Seraniel
Sticky Note
Monowire Garrote: This assassin’s weapon features a dangerous monomolecular wire wrapped around a contained spool with two handles. One handle grips the spool, while the other extends the wire so that it may be used to wrap around targets (typically necks or limbs) and slice through them when pulled. Monofilament tensile strength is weak, however, usually breaking after one use. [Moderate]


Seraniel
Sticky Note
Unarmed
These weapons are wielded using Unarmed Combat skill.


Seraniel
Sticky Note
Densiplast Gloves: These gloves extra-harden when activated, for extra punch. [Trivial]


Seraniel
Sticky Note
Shock Gloves: When activated, these gloves deliver an incapacitating shock along with every punch or grab. Note that the effect is the same whether wearing one glove or two. [Low]




Info Field Short Desc. Cost 
 
 

Kinetic Weapons Kinetic weapons damage the target by firing a hard impact projectile at high-velocities - 

 
Info Field Short Desc. Cost 
 
 

Firearms Modern chemical firearms use caseless ammunition that is auto-loaded from a magazine. - 

 
 

Pistols Pistols are small-sized and designed for one-hand use. Light pistols sacrifice penetrating ability for 
concealability 

Low 

 
 

Submachine Guns SMGs use pistol ammunition, but are medium-sized and may fire in semi-auto, burst fire, or full 
auto modes 

Mod 

 
 

Automatic Rifles Automatic rifles use rifle ammunition and have greater range and penetration than SMGs. They fire 
in semi-auto, burst fire, or full auto modes 

Mod. 

 
 

Sniper Rifle Sniper rifles are optimized for range, accuracy, penetration, and stopping power. They fire in 
semiauto mode only 

High 

 
 

Machine Gun Machine guns are heavy weapons, typically mounted, and intended to provide continuous fire for 
support or suppressive purposes 

High 

 
Kinetic Weapons - Firearms      
Firearms Armor Penetration (AP) Damage Value (DV) Average DV Firing Modes Ammo 
Light Pistol - 2d10 11 SA, BF, FA 16 
Medium Pistol -2 2d10 + 2 13 SA, BF, FA 12 
Heavy Pistol -4 2d10 + 4 15 SA, BF, FA 10 
Submachine Gun -2 2d10 + 3 14 SA, BF, FA 20 
Automatic Rifle -6 2d10 + 6 17 SA, BF, FA 30 
Sniper Rifle -12 2d10 + 10 21 SA 12 
Machine Gun -6 2d10 + 6 17 BF, FA 50 

 
Info Field Short Desc. Cost 
 
 

Railguns Railguns use a pair of electromagnetic rails to slide and accelerate a non-explosive conductive 
projectile at extremely high velocities 

- 

 
Kinetic Weapons – Railguns      
Railguns Armor Penetration (AP) Damage Value (DV) Average DV Firing Modes Ammo 
Light Pistol -3 2d10 + 2 13 SA, BF, FA 16 
Medium Pistol -5 2d10 + 4 15 SA, BF, FA 12 
Heavy Pistol -7 2d10 + 6 17 SA, BF, FA 10 
Submachine Gun -5 2d10 + 5 16 SA, BF, FA 20 
Automatic Rifle -9 2d10 + 8 19 SA, BF, FA 30 
Sniper Rifle -15 2d10 + 12 23 SA 12 
Machine Gun -9 2d10 + 8 19 BF, FA 50 

 
 
 
 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Kinetic Weapons
Kinetic weapons damage the target by firing a hard impact projectile at high-velocities. Slugthrowers have evolved from the mechanical firearms of the early 21st century, however, and now fall into two categories: chemical firearms and railguns. Though their mechanisms for firing are different, they are roughly similar in effect. Railguns have a higher penetration and inflict more damage, which is offset by more limited ammunition choices. While modern beam weapons have their uses, they rarely match the punch of kinetic weapons, therefore slugthrowers are still perceived as the most versatile and effective weapon system.

Kinetic weapons are constructed from lightweight, reinforced plastoceramic materials, which are easily produced even without nanofabrication. By default, modern kinetic weapons are ambidextrous but more importantly feature safety and smartlink systems (p. 343) that automatically connect to the wielder’s mesh inserts for firing assistance, target recognition, and tactical networking.

The wielder of a firearm or railgun uses Kinetic Weapons skill. For information on firing modes, see p. 198. For different ammunition types, see p. 337. Ranges are listed on p. 203.


Seraniel
Sticky Note
Firearms
Modern chemical firearms use caseless ammunition that is auto-loaded from a magazine. They are effectively recoilless (thanks to rheological smart fluid mechanisms) and electronically fired (an electric charge vaporizes the propellant, using the expanding steam and plasma to eject and accelerate the projectile).

Note that older, pre-Fall firearms still exist and are traded by black marketeers, though they use outdated system such as liquid propellants or cased ammunition. At the gamemaster’s discretion, these relics may suffer shorter ranges, less penetration, fewer firing modes, or reduced damage.


Seraniel
Sticky Note
Pistols: Pistols are small-sized (Gear Sizes, p. 297) and designed for one-hand use. Light pistols sacrifice penetrating ability for concealability. Heavy pistols focus on stopping power, with medium pistols occupying a middle ground. All versions fire in semiautomatic, burst-fire, and full-auto modes. [Low]


Seraniel
Sticky Note
Submachine Guns: SMGs use pistol ammunition, but are medium-sized (Gear Sizes, p. 297) and may fire in semi-auto, burst fire, or full auto modes. They typically are designed in a bullpup configuration for close quarters operations and are ideal for tactical and strike teams. [Moderate]


Seraniel
Sticky Note
Automatic Rifles: Automatic rifles use rifle ammunition and have greater range and penetration than SMGs. They fire in semi-auto, burst fire, or full auto modes. They are two-handed weapons. [Moderate]


Seraniel
Sticky Note
Sniper Rifle: Sniper rifles are optimized for range, accuracy, penetration, and stopping power. They fire in semiauto mode only and are two-handed weapons. [High]


Seraniel
Sticky Note
Machine Gun: Machine guns are heavy weapons, typically mounted, and intended to provide continuous fire for support or suppressive purposes. They fire in burst fire or full auto modes, and are two-handed weapons. [High]


Seraniel
Sticky Note
Railguns
Railguns use a pair of electromagnetic rails to slide and accelerate a non-explosive conductive projectile at extremely high velocities (Mach 6+) to create an overwhelming, penetrating attack. The kinetic energy of the projectile exceeds that of an explosive-filled shell of greater mass and creates shock and heat waves upon impact that shatter and incinerate the target, or portions of it. While railguns are more potent than firearms, the ammunition choices are limited as the projectile must be conductive and able to survive both acceleration and heat created in the process due to friction. Nanofabrication allows railguns to be manufactured on the personal weapons scale while high-energy portable batteries provide the power to fire them. Railgun operation makes no flash and is silent except for the supersonic crack of the projectile.

Railguns are available in the same models as firearms (pistols through machine guns), with the following modifications:

• Increase AP by –3
• Increase damage by +2
• Increase the maximum for each range category by x1.5
• Increase Cost category by one
• Railguns may only use regular and armor-piercing ammunition
• Railguns also require battery power for each shot. Standard batteries hold enough power for 200 shots. They may be recharged or switched out just like beam weapon batteries (p. 338).




Info Field Short Desc. Cost 
 
 

Kinetic 
Ammunition 

For simplicity, each gun can trade ammunition with another gun of its class, though ammunition for 
firearms and railguns is not exchangeable. 

- 

 
 

Armor Piercing This tungsten-carbide ammunition penetrates armor effectively Low 

 
 

Bug Bug rounds are equipped with a microbug and medical sensor nanobots Low 

 
 

Capsule Capsule ammo carries a payload (drug, toxin, nanobots) that is released inside the target after the 
round penetrates 

Special 

 
 

Flux Flux ammo is made from rheological materials that allow each bullet to be “programmed” so that 
they may change from regular rounds to less-lethal soft plastic-like rounds 

Low 

 
 

Hollow-Point Hollow-point bullets are designed to deform and widen once they penetrate a target, thus inflicting 
more damage 

Trivial 

 
 

Jammer Jammers stick to the target and pulse out jamming electromagnetic signals, jamming the target’s 
wireless communications 

Low 

 
 

Plastic Plastic ammo is designed to hurt but not wound targets, and is commonly used for crowd control 
purposes 

Trivial 

 
 

Reactive The casing on these projectiles is made of reactive materials that release a large amount of energy 
when subjected to a sudden shock or impact 

Low 

 
 

Reactive Armor-
Piercing 

This is a tungsten- carbide armor-piercing round with a reactive casing, allowing the ammunition to 
penetrate even further 

Mod. 

 
 

Regular Ammo This standard metal projectile is designed to put holes into morphs. Trivial 

 
 

Splash Splash rounds carry a payload like capsule ammo, but are designed to break upon impact rather than 
penetrating, splashing their contents on the target’s exterior 

Special 

 
 

Zap Zap rounds are rubber or gel bullets that create an electric charge upon firing in a piezoelectric like 
manner to stun the target 

Trivial 

 
Info Field Short Desc. Cost 
 
 

Smart Ammo Smart ammunition takes advantage of nanotechnology to produce bullets that can alter their flight 
path, home in the target, and correct aim. Not usable with railguns 

- 

 
 

Accushot Accushot bullets change shape within flight to keep dead on course, countering the effects of wind, 
drag, and gravity over distance 

Low 

 
 

Biter Biters are specially designed to fragment in opposite proportion to the hardness of the target they 
strike 

Low 

 
 

Flayer Flayers have nanosensors to detect an oncoming impact, shooting out monomolecular barbs as they 
are about to strike a target 

Low 

 
 

Homing When fired with a smartlink system, the bullet identifies the target and uses nanosensors to lock on, 
correcting the bullet’s trajectory with surface alterations and tiny vectored nozzles 

Low 

 
 

Laser-Guided These bullets function like homing smart rounds, except rather than requiring a smartlink system, 
they lock onto the reflection of the laser sight used to paint the target. 

Low 

 
 

Proximity Proximity is an explosive ammunition that identifies the target when fired via smartlink Mod. 

 
 

Zero Similar to homing smart rounds, zero bullets identify the target when fired via smartlink Low 

 
 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Kinetic Ammunition
Ammunition is defined by its various types (standard, gel, APDS, etc.) and by the class of gun (light pistol, heavy pistol, SMG, etc.). For simplicity, each gun can trade ammunition with another gun of its class, though ammunition for firearms and railguns is not exchangeable. For example, all railgun SMGs can share ammo.

The ammunition’s Damage Value and Armor Penetration modifiers are added to the weapon’s base DV and AP. With the exception of regular and armor-piercing rounds, none of this ammunition may be used with railguns. Listed costs are per 100 rounds of ammunition.


Seraniel
Sticky Note
Armor-Piercing: This tungsten-carbide ammunition penetrates armor effectively. [Low]


Seraniel
Sticky Note
Bug: Bug rounds are equipped with a microbug and medical sensor nanobots. They attempt to gather information on the target’s location (via standard mesh tracking), health (querying the target’s medichines), and surroundings (typically hindered by being inside the target’s body). They will transmit status reports in a pre-programmed manner via the mesh or a pre-chosen frequency band either continuously or in pre-set intervals. [Low]


Seraniel
Sticky Note
Capsule: Capsule ammo carries a payload (drug, toxin, nanobots) that is released inside the target after the round penetrates. [Trivial plus payload cost]


Seraniel
Sticky Note
Flux: Flux ammo is made from rheological materials that allow each bullet to be “programmed” so that they may change from regular rounds to less-lethal soft plastic-like rounds. This allows the firer to choose the type of round (regular or plastic) made with each shot or burst, and then change with the next one. [Low]


Seraniel
Sticky Note
Hollow-Point: Hollow-point bullets are designed to deform and widen once they penetrate a target, thus inflicting more damage. [Trivial]


Seraniel
Sticky Note
Jammer: Jammers stick to the target and pulse out jamming electromagnetic signals, jamming the target’s wireless communications. If an Opposed Test is called for, these devices have an Interface of 30. See Radio Jamming, p. 262. [Low]


Seraniel
Sticky Note
Plastic: Plastic ammo is designed to hurt but not wound targets, and is commonly used for crowd control purposes. [Trivial]


Seraniel
Sticky Note
Reactive: The casing on these projectiles is made of reactive materials that release a large amount of energy when subjected to a sudden shock or impact— such as striking a target. In other words, they explode or superheat when they hit. [Low]


Seraniel
Sticky Note
Reactive Armor-Piercing (RAP): This is a tungsten- carbide armor-piercing round with a reactive casing, allowing the ammunition to penetrate even further. [Moderate]


Seraniel
Sticky Note
Regular Ammo: This standard metal projectile is designed to put holes into morphs. [Trivial]


Seraniel
Sticky Note
Splash: Splash rounds carry a payload like capsule ammo, but are designed to break upon impact rather than penetrating, splashing their contents on the target’s exterior. Splash rounds are typically loaded with paint, taggant nanobots, tracker dye, and similar substances. [Trivial plus payload cost]


Seraniel
Sticky Note
Zap: Zap rounds are rubber or gel bullets that create an electric charge upon firing in a piezoelectric like manner to stun the target effectively with both the bullet and the electric shock. [Trivial]


Seraniel
Sticky Note
Smart Ammo
Smart ammunition takes advantage of nanotechnology to produce bullets that can alter their flight path, home in the target, and correct aim. Smart ammo may not be used with railguns. With the exception of biter, flayer, and proximity rounds, smart ammo may be combined with other ammo types (accushot armorpiercing, for example).


Seraniel
Sticky Note
Accushot: Accushot bullets change shape within flight to keep dead on course, countering the effects of wind, drag, and gravity over distance. Attacks made with accushot bullets ignore all range modifiers. [Low]


Seraniel
Sticky Note
Biter: Biters are specially designed to fragment in opposite proportion to the hardness of the target they strike. For hard targets (synthmorphs), they fragment very little, blasting a big hole. For soft targets (biomorphs), they fragment and tumble in multiple directions within the body. [Low]


Seraniel
Sticky Note
Flayer: Flayers have nanosensors to detect an oncoming impact, shooting out monomolecular barbs as they are about to strike a target. These monowires cut through the target along with the bullet, inflicting additional damage. [Low]


Seraniel
Sticky Note
Homing: When fired with a smartlink system, the bullet identifies the target and uses nanosensors to lock on, correcting the bullet’s trajectory with surface alterations and tiny vectored nozzles. Apply a +10 modifier to the Attack Test, cumulative with aiming and smartlink modifiers. Homing bullets may also be used for indirect fire (p. 195). [Low]


Seraniel
Sticky Note
Laser-Guided: These bullets function like homing smart rounds (apply the +10 attack modifier), except rather than requiring a smartlink system, they lock onto the reflection of the laser sight used to paint the target. Laser-guided bullets may also be used for indirect fire (p. 195). [Low]


Seraniel
Sticky Note
Proximity: Proximity is an explosive ammunition that identifies the target when fired via smartlink. If the round determines that it will miss the target, it will still explode if it reaches the close proximity of the target. If the attack misses with an MoF of 10 or less, the round explodes 1d10 meters away from the target and inflicts 1d10 area effect damage (see Blast Effect, p. 193) in the proximity of the target. [Moderate]


Seraniel
Sticky Note
Zero: Similar to homing smart rounds, zero bullets identify the target when fired via smartlink. Whether the round hits or misses, however, it sends telemetry data back to the next zero bullet, allowing it to course-correct and “zero in” to hit the target (or hit more accurately). Apply a +10 modifier to each shot (or burst) fired after the first against the same target in the same Action Turn. [Low]




Kinetic Ammunition   
Ammo AP Modifier DV Modifier 
Armor-Piercing -5 -2 
Bug +1 -1d10 
Capsule +1 -half 
Flux As ammo type As ammo type 
Hollow Point +3 +1d10 
Jammer - No damage 
Plastic (AV Doubled) -half 
Reactive -2 +2 
Reactive Armor-Piercing -5 -1 
Regular - - 
Splash - No damage 
Zap +2 -half + shock 
Smart Ammo   
Accushot - - 
Biter - +1d10 
Flayer - +2 
Homing - - 
Laser-Guided - - 
Proximity -1 +2 
Zero - - 

 
Info Field Short Desc. Cost 
 
 

Beam Weapons Beam weapons is a broad category for a number of electromagnetic weapons with a wide range of 
effects 

- 

 
 

Batteries Beam weapons are equipped with both a standard and nuclear battery Special 

 
 

Laser Pulsers aser weapons use focused beams of light to inflict damage on the target by burning into it and 
causing its outer surface to vaporize and expand, creating an explosive effect 

Mod. 

 
 

Microwave 
Agonizer 

he agonizer fires millimeterwave beams that create an unpleasant burning sensation in skin (even 
through armor) and to metals 

Mod. 

 
 

Particle Beam 
Bolter 

This weapon shoots a bolt of accelerated particles at near light speed that transfer massive amounts 
of kinetic energy to the target, superheating and creating an explosion when striking 

High 

 
 

Plasma Rifle This bulky, heavy, two-handed weapon blasts a stream of nova-hot plasma at the target, inflicting 
severe burns and thermal damage, possibly melting or evaporating the target entirely 

Exp. 

 
 

Stunner The stunner is an electrolaser that creates an electrically conductive plasma channel to the target Mod. 

 
Beam Weapons      
Beam Weapons Armor Penetration (AP) Damage Value (DV) Average DV Firing Modes Ammo 
Cybernetic Hand Laser (p. 308) - 2d10 11 SA 50 
Laser Pulser - 2d10 11 SA 100 
|-Stun Mode - 1d10 5 SA - 
Microwave Agonizer - pain (see description) - SA 100 
|-Roast Mode -5 2d10 11 SA 50 
Particle Beam Bolter -2 2d10 + 4 15 SA 50 
Plasma Rifle -8 3d10 + 20 36 SA 10 
Stunner - (1d10 ÷ 2) + shock (p. 204) - SA 200 

 
 
 
 
 

Seraniel
Sticky Note
Beam Weapons
Beam weapons is a broad category for a number of electromagnetic weapons with a wide range of effects. With a few exceptions, energy weapons are primarily used for less-than-lethal purposes, designed to impair the target rather than kill it. Their poor performance against armor, lesser ability to damage targets, and high power requirements make them less versatile than kinetic weapons. All beam weapons come with built-in safety and smartlink systems (p. 342). The wielders of such weapons use Beam Weapons skill.


Seraniel
Sticky Note
Batteries: Beam weapons are equipped with both a standard and nuclear battery. The standard battery is good for the listed number of shots before it is depleted. The nuclear battery will recharge the standard battery completely in 5 hours. Standard batteries may be swapped out with a Simple Action. [Trivial (Standard) or Low (Nuclear)]


Seraniel
Sticky Note
Laser Pulsers: Laser weapons use focused beams of light to inflict damage on the target by burning into it and causing its outer surface to vaporize and expand, creating an explosive effect. The laser beam is pulsed in order to bite into the target before the beam is diffused. Pulsers are vulnerable to atmospheric effects like dust, mist, smoke, or rain, however—the gamemaster should reduce their effective range categories as appropriate. Note that laser pulses are invisible in the normal visual spectrum (but are visible to characters with enhanced vision). Pulsers are medium-sized (see p. 297) and fire in semi-auto mode. [Moderate]

One advantage to the pulser is that it can be placed in less-lethal mode. In this case, it first fires a pulse at the target to create a ball of plasma, quickly fired by a second pulse that strikes the plasma and creates a flash-bang shockwave to stun and disorient the target. This blast has an area of effect with a 1-meter radius. Anyone caught in the blast must make a SOM × 2 Test (SOM × 3 for synthmorphs or biomorphs with any form of pain tolerance). Failure means the target is temporarily stunned and disoriented and loses their next action. A critical failure means the target is knocked down and paralyzed for 1 Action Turn per 10 points of MoF. In this stun setting, the pulser fires only in single-shot mode.


Seraniel
Sticky Note
Microwave Agonizer: The agonizer fires millimeterwave beams that create an unpleasant burning sensation in skin (even through armor) and to metals. Agonizers have two settings. The first is an active denial setting that causes extreme burning pain in the target, inflicting –20 to the target’s actions and forcing them to move away from the beam on their next action unless they succeed in a WIL Test (targets with Level 1 Pain Tolerance or the equivalent only suffer a –10 modifier and roll WIL × 2). Synthetic morphs and biomorphs with Level 2 Pain Tolerance (or the equivalent) are immune to this weapon. The second setting (colloquially known as the “roast” setting) has the same effect of the first, but also actually burns the target, inflicting the listed damage. Originally developed for crowd control, the agonizer is also useful for repelling animals. The agonizer is small-sized (p. 297) and fires in single-shot mode. [Moderate]


Seraniel
Sticky Note
Particle Beam Bolter: This weapon shoots a bolt of accelerated particles at near light speed that transfer massive amounts of kinetic energy to the target, superheating and creating an explosion when striking. The bolter’s beam is not diffused by the cloud that occurs when it strikes, and so it has greater penetration than the laser pulser. Likewise, the bolter is not affected by smoke, fog, or rain. The bolter’s beam is invisible (but visible in infrared). Bolters must be set for either atmospheric or exoatmospheric (vacuum) operation and will not function in the opposite environment, though it only takes a Complex Action to switch. Bolters fire in semi-auto mode and are rifle-sized two-handed weapons. [High]


Seraniel
Sticky Note
Plasma Rifle: This bulky, heavy, two-handed weapon blasts a stream of nova-hot plasma at the target, inflicting severe burns and thermal damage, possibly melting or evaporating the target entirely. Plasma rifles are perhaps the deadliest man-portable weapons in use. Any hit that is an Excellent Success (MoS 30+) sets the target on fire (p. 198); they will continue to take 2d10 damage per Action Turn until extinguished. Plasma guns suffer from dangerous overheating in vacuum and require 1 full Action Turn of cool-down time after every 2 shots. Plasma rifles fire in semi-auto mode. [Expensive]


Seraniel
Sticky Note
Stunner: The stunner is an electrolaser that creates an electrically conductive plasma channel to the target, down which it transmits a powerful electric current, shocking the target. Stunners do not work in vacuum. Stunners fire in semi-auto mode. [Moderate]




Info Field Short Desc. Cost 
 
 

Seeker Weapons Seekers are a combination of automatic grenade launcher, micromissile, coilgun, and 
smart munitions technology 

- 

 
 

Disposable Launcher 
(Standard Missile) 

This launcher is pre-packed with one standard missile Mod. 

 
 

Seeker Armband 
(Micromissile) 

This weapons unit is worn on the arm, allowing the user to point and fire using an 
entoptic smartlink system 

Mod. 

 
 

Seeker Pistol (Micromissile) This pistol-sized seeker launcher fires micromissiles in semi-auto mode Mod. 

 
 

Seeker Rifle 
(Micromissile/Minimissile) 

The seeker rifle comes in a bullpup configuration and fires either micromissiles or 
minimissiles in semi-auto mode 

High 

 
 

Underbarrel Seeker 
(Micromissile) 

This seeker micromissile launcher is commonly attached to the underbarrel of SMGs or 
assault rifles 

Mod. 

 
Seeker Weapons   
Seeker Weapons Firing Modes Ammo 
Disposable Launcher SS 1 
Seeker Armband SS 4 
Seeker Pistol SA 8 
Seeker Rifle (p. 204) SA 12 micromissile/6 minimissile 
Underbarrel Seeker SA 6 

 
Info Field Short Desc. Cost 
 
 

Grenades and 
Seekers 

Grenades and seeker missiles come in similar munitions packages and with similar trigger 
mechanisms 

- 

 
 

Concussion These devices emit a concussive blast designed to knock opponents off their feet and stun them Mod. 

 
 

EMP EMP munitions fire off a strong electromagnetic pulse when they “detonate.” High 

 
 

Frag Fragmentation explosives spread a cloud of lethal flechettes over the area of effect Mod. 

 
 

Gas/Smoke Gas/smoke munitions emit a cloud of their contained substance Low 

 
 

High-Explosive High-explosive seekers and grenades are designed to create a very destructive shock and heat wave Mod. 

 
 

High-Explosive 
Armor-Piercing 

HEAP warheads use high explosives to blast a path for a penetrating round Mod. 

 
 

Overload Overload grenades and seekers launch an all-out assault on the target’s sensory spectrum Mod. 

 
 

Plasmaburst These munitions release a burst of plasma upon detonation that causes searing heat and fire damage 
across the area of effect 

High 

 
 

Splash Splash rounds spread a contained substance (drug, chemical, nanoswarm, paint) over a base 10-
meter blast radius when they detonate 

Special 

 
 

Thermobaric When they detonate, they disperse a cloud of aerosol explosive over an area and then ignite, literally 
setting the air on fire, generating a devastating pressure wave, and sucking the oxygen out of the area 

High 

 
 

Sticky Grenades Sticky grenades have a special coating that when triggered becomes a sticky adhesive, allowing the 
grenade to be stuck to almost any surface. 

Trivial 

 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Seeker Weapons
Seekers are a combination of automatic grenade launcher, micromissile, coilgun, and smart munitions technology. Unlike traditional launchers of the past, miniaturization allows the manufacture of seeker micromissile launchers in personal weapon sizes. Seeker rounds are fired at high-velocity via rings of magnetic coils, after which the micromissile or minimissile uses scramjet technology to propel itself and maintain high velocities over great distances. Seekers are wielded using Seeker Weapon skill.

Seeker missiles are detailed on p. 340. Like grenades, seekers may be programmed for a variety of trigger events (see Grenades and Seekers, p. 199). All seeker weapons are equipped with safety and smartlink systems (p. 343).


Seraniel
Sticky Note
Disposable Launcher (Standard Missile): This launcher is pre-packed with one standard missile. [Moderate (includes missile)]


Seraniel
Sticky Note
Seeker Armband (Micromissile): This weapons unit is worn on the arm, allowing the user to point and fire using an entoptic smartlink system. Though highly portable, the armband’s micromissile supply is low. It fires in single-shot mode. [Moderate]


Seraniel
Sticky Note
Seeker Pistol (Micromissile): This pistol-sized seeker launcher fires micromissiles in semi-auto mode. [Moderate]


Seraniel
Sticky Note
Seeker Rifle (Micromissile/Minimissile): The seeker rifle comes in a bullpup configuration and fires either micromissiles or minimissiles in semi-auto mode. It is a two-handed weapons. [High]


Seraniel
Sticky Note
Underbarrel Seeker (Micromissile): This seeker micromissile launcher is commonly attached to the underbarrel of SMGs or assault rifles. It fires in semiauto mode. [Moderate]


Seraniel
Sticky Note
Grenades and Seekers
Grenades and seeker missiles come in similar munitions packages and with similar trigger mechanisms, though their packaging, physical form, and methods of application differ. Seeker missiles are fired from a seeker launcher (p. 340) using Seeker Weapons skill. Grenades are thrown at targets using Throwing Weapons skill. If a grenade or seeker misses, use the rules for scatter (p. 204).

Grenades are available in standard form or as microgrenades. Similarly, missiles are available in standard, minimissile, or micromissile sizes. Standard grenades and minimissiles are the baseline standard for listed effects. All are area effect weapons (p. 193). Minigrenades and micromissiles inflict –1d10 damage (or have another decreased effect as noted). Standard missiles double the listed DV. For weapons with a uniform blast effect or other static blast area, divide the base listed radius in half for minigrenades and micromissiles and double it for standard missiles. Listed costs are for 10 grenades/missiles.

Each seeker has one smart ammo option (p. 338) other than biter or flayer.


Seraniel
Sticky Note
Concussion: These devices emit a concussive blast designed to knock opponents off their feet and stun them. Any character caught within a base blast radius of 10 meters must make a SOM × 2 Test. If they fail, they are knocked down. If their MoF is 30+, they are additionally stunned until the end of the next Action Turn. Anyone caught in the blast radius suffers a –10 action modifier for the rest of that Action Turn. [Moderate]


Seraniel
Sticky Note
EMP: EMP munitions fire off a strong electromagnetic pulse when they “detonate.” Since most electronics in Eclipse Phase are built with optical technology, and power supplies and sensitive microcircuits are shielded and surge-protected, this has no major damaging effect. Antennas, however, are vulnerable, especially finer wires like those used with mesh inserts. As a result, the primary effect of EMP is to disable radio communications—every radio within range of the blast is reduced to 1/10th the normal range. The base blast radius for EMP is 50 meters. [High]


Seraniel
Sticky Note
Frag: Fragmentation explosives spread a cloud of lethal flechettes over the area of effect. They are resisted with kinetic armor. [Moderate]


Seraniel
Sticky Note
Gas/Smoke: Gas/smoke munitions emit a cloud of their contained substance. Smoke impedes sight by releasing thick fumes upon ignition of the seeker. The smoke can be of any color and is often heated (called thermal smoke) to obfuscate heat signatures moving through the smoke as cover. Note that gases dissipate much more quickly under certain environmental conditions (wind, rain, etc.) [Low]


Seraniel
Sticky Note
High-Explosive: High-explosive seekers and grenades are designed to create a very destructive shock and heat wave. This damage is resisted with energy armor. [Moderate]


Seraniel
Sticky Note
High-Explosive Armor-Piercing (HEAP): A design only available for seekers (not grenades), HEAP warheads use high explosives to blast a path for a penetrating round. HEAPs lose –4 damage per meter distance from the blast, as opposed to the usual –2. [Moderate]


Seraniel
Sticky Note
Overload: Overload grenades and seekers launch an all-out assault on the target’s sensory spectrum. This attack includes blinding by intense flashing light, a deafening thunderclap followed by intense ultrasonic screaming, nausea-inducing malodorants, and infrasonic frequencies that can trigger unpleasant emotional responses (anxiety, uneasiness, extreme sorrow, nervous feelings of revulsion or fear). For an extra kick, overloads are also packed with “stingballs”—rubber pellets that inflict pain when detonated near an under-armored target. Anyone caught in the base 10-meter blast radius must make a SOM + WIL Test. If they fail, they must immediately leave the area of effect. If they fail with an MoF of 30+, they are incapacitated for 3 Action Turns with disorientation and/or vomiting, after which they must roll again. Overload munitions remain in effect for 1 full minute. Anyone in the area of effect suffers a –30 action modifier, which reduces by 10 per Action Turn after they leave the area. Additionally, anyone facing the direction of the overload round suffers a –10 glare modifier (neutralized by antiglare systems). [Moderate]


Seraniel
Sticky Note
Plasmaburst: Also called “hellballs,” these munitions release a burst of plasma upon detonation that causes searing heat and fire damage across the area of effect without the devastating shockwaves of explosions that might rebound in an enclosed environment and/or breach a habitat’s infrastructure. [High]


Seraniel
Sticky Note
Splash: Splash rounds spread a contained substance (drug, chemical, nanoswarm, paint) over a base 10-meter blast radius when they detonate. [Low plus payload cost]


Seraniel
Sticky Note
Thermobaric: Thermobaric grenades and seekers utilize a more deadly form of explosion. When they detonate, they disperse a cloud of aerosol explosive over an area and then ignite, literally setting the air on fire, generating a devastating pressure wave, and sucking the oxygen out of the area. Thermobarics use the rules for uniform blast (p. 194) with an area of effect blast radius of 10 meters. [High]


Seraniel
Sticky Note
Sticky Grenades
Sticky grenades have a special coating that when triggered becomes a sticky adhesive, allowing the grenade to be stuck to almost any surface. Sticky grenades can even be wielded in melee combat, smacking them on an opponent to be detonated later. [Trivial]




Grenades and Seekers     
Grenade/Seeker Type AP DV Average DV Armor Used to Resist 
Concussion - 1d10 ÷ 2 5 E 
Frag -4 3d10 + 6 22 K 
EMP - - - - 
Gas/Smoke - - - - 
High-Explosive - 3d10 + 10 26 E 
HEAP -8 3d10 + 12 28 K 
Overload (AV x 2) 1d10 ÷ 2 5 K 
Plasmaburst -6 3d10 + 10 26 E 
Splash - - - - 
Thermobaric -10 3d10 + 5 21 E 

 
Info Field Short Desc. Cost 
 
 

Spray Weapons Spray weapons blast their ammunition outwards in a widening cone, allowing them to strike several 
targets at once 

- 

 
 

Ammunition With the exception of buzzers (which use nanoswarms) and sprayers (which use drugs at standard 
cost, 1 dose per shot), all spray weapon ammo has a flat cost 

Special 

 
 

Buzzer Equipped with a specialized nanobot hive, Buzzers are used to spray a nanoswarm on a target or area Mod. 

 
 

Freezer Freezers spew out a fast-hardening foam that immediately begins to harden Mod. 

 
 

Shard Pistol The shard pistol is a flechette weapon, firing a stream of of diamondoid monomolecular shards at 
high velocities 

Low 

 
 

Shredder A heavier version of the shard pistol, the shredder fires a larger cloud of lethal flechettes, enough to 
shred a portion of the target into a fine mist 

Mod. 

 
 

Sprayer This is a general-purpose two-handed squirtgun, loaded with tanks filled with the chemical or drug 
of the wielder’s choice 

Low 

 
 

Torch This modern flamethrower uses condensed ammunition capsules rather than fuel tanks, scorching 
targets and setting them on fire 

Mod. 

 
Spray Weapons      
Spray Weapons Armor Penetration 

(AP) 
Damage Value (DV) Average DV Firing Modes Ammo 

Buzzer - Nanoswarm - SS 3 
Freezer - Incapacitation - SS 20 
Shard -10 1d10 + 6 11 SA, BF, FA 100 
Shredder -10 2d10 + 5 16 SA, BF, FA 100 
Sprayer As chemical/drug As chemical/drug As chemical/drug SA 20 
Torch -4 3d10 16 SS 20 

 
Info Field Short Desc. Cost 
 
 

Exotic Ranged 
Weapons 

These weapons are either rare or distinctly separate from other weapons types. These weapons are 
wielded with an Exotic Ranged Weapon skill of the appropriate field 

- 

 
 

Vortex Ring Gun This less-lethal two-handed weapon detonates a blank cartridge and accelerates the explosive 
pressure down a widening barrel so that it develops into a high-speed vortex ring—a spinning, 
donut-shaped blast vortex 

Mod. 

 
 
 
 
 
 
 

Seraniel
Sticky Note
Spray Weapons
Spray weapons blast their ammunition outwards in a widening cone, allowing them to strike several targets at once. By default, spray weapons are equipped with safety and smartlink systems (p. 343). These weapons are wielded with Spray Weapons skill.


Seraniel
Sticky Note
Ammunition: With the exception of buzzers (which use nanoswarms) and sprayers (which use drugs at standard cost, 1 dose per shot), all spray weapon ammo has a flat cost. [Low per 100 shots].


Seraniel
Sticky Note
Buzzer: Equipped with a specialized nanobot hive, Buzzers are used to spray a nanoswarm (p. 328) on a target or area. They have a limited capacity of swarms, though the nanohive can construct one new swarm each hour. This weapon is two-handed. [Moderate]


Seraniel
Sticky Note
Freezer: Freezers spew out a fast-hardening foam that immediately begins to harden. They are primarily used as a non-lethal method of immobilizing or securing a target. Struck characters must immediately make a REF × 3 Test or become trapped. Apply a –30 modifier to this test if the attacker scored an Excellent Success (MoS 30+). The foam allows characters to breath even if their mouth and nose are covered, but it may impede sight. Freezer foam can be spiked with contact toxins or drugs to additionally sedate the target. It can also be used to construct temporary barricades or cover. Hardened foam has an Armor of 10 and Durability of 20. It slowly breaks down and degrades over a 12 hour period. Freezers are twohanded. [Moderate]


Seraniel
Sticky Note
Shard Pistol: The shard pistol is a flechette weapon, firing a stream of of diamondoid monomolecular shards at high velocities. These micro flechettes are very good at penetrating armor, but they do not disperse kinetic energy well and so do not cause as much tissue damage as kinetic weapons. Shard ammunition is often coated with drugs or toxins for extra efficiency. [Low]


Seraniel
Sticky Note
Shredder: A heavier version of the shard pistol, the shredder fires a larger cloud of lethal flechettes, enough to shred a portion of the target into a fine mist. [Moderate]


Seraniel
Sticky Note
Sprayer: This is a general-purpose two-handed squirtgun, loaded with tanks filled with the chemical or drug of the wielder’s choice. [Low]


Seraniel
Sticky Note
Torch: This modern flamethrower uses condensed ammunition capsules rather than fuel tanks, scorching targets and setting them on fire. Any hit that is an Excellent Success (MoS 30+) sets the target on fire, where they will continue to take 2d10 damage per Action Turn. These chemical fires are particularly difficult to put out unless they are deprived of oxygen. Torches are two-handed. [Moderate]


Seraniel
Sticky Note
Exotic Ranged Weapons
These weapons are either rare or distinctly separate from other weapons types. These weapons are wielded with an Exotic Ranged Weapon skill of the appropriate field.


Seraniel
Sticky Note
Vortex Ring Gun: This less-lethal two-handed weapon detonates a blank cartridge and accelerates the explosive pressure down a widening barrel so that it develops into a high-speed vortex ring—a spinning, donut-shaped blast vortex. This concussive blast is used to knock down and incapacitate close-range targets. Struck targets suffer a –10 action modifier for the rest of that Action Turn and must must succeed in a SOM × 2 Test or fall down. If their MoF is 30+, they are additionally stunned and unable to act until the end of the next Action Turn. Drugs, chemicals, and similar agents may be loaded into the charge as well. [Moderate]




Info Field Short Desc. Cost 
 
 

Weapon 
Accessories 

The following accessories are available for weapons. - 

 
 

Arm Slide his slide-mount can hold a pistolsized weapon under a character’s sleeve, pushing the weapon into 
the character’s hand with an electronic signal or specific sequence of arm movements 

Low 

 
 

Extended 
Magazine 

This ammunition case has an increased capacity. Increase the weapon’s ammo capacity by +50% Low 

 
 

Gyromount This weapon harness features a gyrostabilized weapon mount that keeps the weapon steady Mod. 

 
 

Imaging Scope Imaging scopes attach to the top of the weapon and act like specs Low 

 
 

Flash Suppressor This device obscures the muzzle flash on firearms, Low 

 
 

Laser Sight This underbarrel laser emits a beam that places a glowing red dot on the target to assist targeting Low 

 
 

Safety System A biometric (palmprint or voiceprint) or ego ID (p. 279) sensor is embedded in the weapon, 
disabling it if anyone other than an authorized user attempts to fire it 

Low 

 
 

Shock Safety Just like a safety system, except that an unauthorized user is zapped with an electric shock Mod. 

 
 

Silencer/Sound 
Suppressor 

This barrel-mounted accessory reduces the sound of a firearm’s discharge Mod. 

 
 

Smartlink A smartlink system connects the weapon to the user’s mesh inserts, placing a targeting bracket in the 
character’s field of vision and providing range and targeting information 

Mod. 

 
 

Smart Magazine A smart magazine allows the character to pick and choose what ammo round will be fired with each 
shot 

Mod. 

 
 
 

Robots and 
Vehicles 

The following is a small selection of the many vehicles in use in the solar system - 

 
 

Aircraft On Mars, Venus, and within large open-space habitats like O’Neil cylinders, aircraft of various kinds 
see regular use 

- 

 
 

Microlight This ultra-light personal aircraft is not much more than a strut-based wing, an airframe, and an 
electric propeller engine 

Low 

 
 

Portable Plane Powered by superconducting batteries and with an exceedingly small but powerful electric motor, 
this light but durable propeller plane is made of smart materials that allow it to be swiftly folded up 
into a small portable package 

High 

 
 

Rocket Buggy This vehicle is the most common form of medium to long distance personal transport on Luna, and 
is in common on most other moons and large asteroids 

Exp. 

 
 

Small Jet Methane-powered jet planes are one of the most common forms of fast transport on Mars and 
Venus 

Exp. 

 
Vehicles – Aircraft        
Aircraft Passenger Capacity Handling Movement 

Rate 
Max Velocity Armor Durability Wound 

Threshold 
Microlight 1 +20 8/40 100 - 30 10 
Portable Plane 2 +10 - 200 – 250 10/6 50 10 
Rocket Buggy 4 -10 8/32 2,500 – 3,000 24/16 100 20 
Small Jet 6 +20 - 650 – 900 30/20 200 30 

 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Weapon Accessories
The following accessories are available for weapons.


Seraniel
Sticky Note
Arm Slide: This slide-mount can hold a pistolsized weapon under a character’s sleeve, pushing the weapon into the character’s hand with an electronic signal or specific sequence of arm movements. [Low]


Seraniel
Sticky Note
Extended Magazine: This ammunition case has an increased capacity. Increase the weapon’s ammo capacity by +50%. Only available for firearms and seekers. [Low]


Seraniel
Sticky Note
Gyromount: This weapon harness features a gyrostabilized weapon mount that keeps the weapon steady. Negates all modifiers from movement. [Moderate]


Seraniel
Sticky Note
Imaging Scope: Imaging scopes attach to the top of the weapon and act like specs (p. 326). Scopes may also bend like a periscope, along a character to point the weapon and target around corners without leaving cover. [Low]


Seraniel
Sticky Note
Flash Suppressor: This device obscures the muzzle flash on firearms, applying a –10 modifier on Perception Tests to locate a firing weapon by its flash. [Low]


Seraniel
Sticky Note
Laser Sight: This underbarrel laser emits a beam that places a glowing red dot on the target to assist targeting. Apply a +10 modifier to Attack Tests (not cumulative with a smartlink modifier). Laser sights may also be used to paint a target for laser-guided smart ammo or seekers. Infrared and ultraviolet lasers are also available, so that the dot is only visible to characters able to see in those spectrums. [Low]


Seraniel
Sticky Note
Safety System: A biometric (palmprint or voiceprint) or ego ID (p. 279) sensor is embedded in the weapon, disabling it if anyone other than an authorized user attempts to fire it. [Low]


Seraniel
Sticky Note
Shock Safety: Just like a safety system, except that an unauthorized user is zapped with an electric shock. Treat as a shock baton (p. 335). [Moderate]


Seraniel
Sticky Note
Silencer/Sound Suppressor: This barrel-mounted accessory reduces the sound of a firearm’s discharge (they may not be used on railguns). Apply a –10 modifier on hearing-based Perception Tests to hear or locate the gun’s firing. [Moderate]


Seraniel
Sticky Note
Smartlink: A smartlink system connects the weapon to the user’s mesh inserts, placing a targeting bracket in the character’s field of vision and providing range and targeting information. Apply a +10 modifier to the Attack Test. Smartlinks also incorporate a microcamera that allows the user to see what the weapon is pointed at, fire around corners, etc. Smartlinks also allow certain other types of weapon system control, such as changing flux ammo (p. 338) or programming seeker trigger conditions (p. 199). [Moderate]


Seraniel
Sticky Note
Smart Magazine: A smart magazine allows the character to pick and choose what ammo round will be fired with each shot. This system leaves less room for bullets, however, so reduce the weapon’s ammunition capacity by half (round up). Smart magazines may be combined with extended magazines, in which case ammo capacity is normal. [Moderate]


Seraniel
Sticky Note
Robots and Vehicles
The following is a small selection of the many vehicles in use in the solar system. Almost all of the vehicles in current use, including all of the vehicles listed here, have built-in AIs capable of piloting the vehicle under almost all circumstances. In most cases, passengers simply state their destination and the vehicle takes them there. Manual piloting is primarily used in emergencies or by people who prefer the exotic thrill of controlling their own vehicle.

Rules for handling robots and vehicles are detailed on p. 195. Any of these shells may be modified for use as a synthetic morph by adding a cyberbrain system (p. 300). Each of the shells listed here comes with a puppet sock (p. 307) for remote-control operation.


Seraniel
Sticky Note
Aircraft
On Mars, Venus, and within large open-space habitats like O’Neil cylinders, aircraft of various kinds see regular use. This includes modern version of rotorcraft (helicopters, autogyros, tilt-rotors), fixed-wing planes, and zeppelins and other lighter-than-air craft. These are typically propelled by turbofan or jet engines, rotors, or vectored thrust. These vehicles are piloted with Pilot: Aircraft skill.


Seraniel
Sticky Note
Microlight: This ultra-light personal aircraft is not much more than a strut-based wing, an airframe, and an electric propeller engine. They are ideal for getting around inside large habitats with enclosed airspace. [Low]


Seraniel
Sticky Note
Portable Plane: Powered by superconducting batteries and with an exceedingly small but powerful electric motor, this light but durable propeller plane is made of smart materials that allow it to be swiftly folded up into a small portable package. Different versions are designed for flight on Mars, Titan, or Venus, each taking 10 minutes to assemble or disassemble. The Martian version unpacks into an airplane with a wingspan of 11 m with a top speed of 250 kph and a cruising speed of 220 kph and a range of 1,300 km. The Venusian version has a wingspan of 9 m, a top speed of 200 kph and a range of 1,000 km. The version designed for use on Titan has a wingspan of 8 m and has a top speed of 200 kph and a range of 2,000 km. In all versions, the two occupants ride in an inflatable and insulated pressurized bubble with a life support system capable of providing clean air and comfortable temperatures for 20 hours on Mars and Venus, and 15 hours on Titan. [High]


Seraniel
Sticky Note
Rocket Buggy: This vehicle is the most common form of medium to long distance personal transport on Luna, and is in common on most other moons and large asteroids. On these airless worlds, a rocket buggy can reach orbit and return or take a parabolic path to any destination on that moon in less than an hour. This vehicle is also regularly used to travel between habitats that are less than 30,000 km apart. The vehicle is pressurized, but is designed for short duration travel only. The seats are relatively small and the life support system contains no provisions for recycling food or water and can only support the passengers for an absolute maximum of 50 uncomfortable hours. Rockets buggies come equipped with headlights, radio boosters, and radar with a range of up to 250 km.

A version of this vehicle is also used on both Mars and Titan, but here the frame has been modified to act as a lifting body, and it has a top speed in the thin Martian atmosphere of 2,500 km/hour and a range of 8,000 km on Mars. On Titan is has a top speed of 3,000 kph in the atmosphere, but it can also reach orbit. [Expensive]


Seraniel
Sticky Note
Small Jet: Methane-powered jet planes are one of the most common forms of fast transport on Mars and Venus. Similar planes are used on Titan, except that they carry both liquid methane and liquid oxygen. These jets range in size from huge vehicles the size of late 20th-century airliners to small planes designed to carry half a dozen passengers. All jets are made using smart materials, so that their wings and frames can adapt to a wide range of speeds and altitudes. One common small jet has similar versions in use on Venus, Mars, and Titan, has a single jet engine and has a life support system capable of providing air for up to 100 hours. The Venusian and Martian versions both have a top speed of 900 kph, a wingspan of 11 m, and a maximum range of 5,000 km. The version designed for Titan has a wingspan of 8 m, a top speed of 650 kph, and a range of 4,000 km. Jets are equipped with headlights, radio boosters, and radar with a range of up to 250 km. [Expensive]




Info Field Short Desc. Cost 
 
 

Exoskeletons Exoskeletons are powered mechatronic skeleton frameworks worn by a person - 

 
 

Battlesuit The battlesuit powered exoskeleton features a military-grade fullerene armor shell with flexible 
aerogel for thermal insulation and a diamond-hardened exterior designed to resist even potent 
ballistic and energy-based weapons 

Exp. 

 
 

Exowalker Exowalkers are minimal framework exoskeletons, primarily designed to bolster the wearer’s strength 
and movement 

Mod. 

 
 

Hyperdense 
Exoskeleton 

These powered exoskeletons are larger (roughly twice human-sized) and built for heavy-use 
industrial purposes, such as handling heavy/large objects 

Exp. 

 
 

Transporter This exoskeleton framework includes a pair of vector-thrust turbofan engines, giving the user flight 
capabilities in gravity and increased maneuverability in zero g 

High 

 
 

Trike The trike exoskeleton is a three-wheeled personal motorcycle design, rather than a walker  

 
Vehicles – Exoskeleton        
Aircraft Passenger 

Capacity 
Handling Movement 

Rate 
Max Velocity Armor Durability Wound 

Threshold 
Battlesuit 1 - 8/32 30 21/21 60 12 
Exowalker 1 - 8/40 40 2/4 30 6 
Hyperdense 
Exoskeleton 

1 - 8/20 30 6/12 100 20 

Transporter 1 +10 8/40 200 2/4 50 10 
Trike 1 +10 8/40 120 2/4 50 10 

 
Info Field Short Desc. Cost 
 
 

Groundcraft In Eclipse Phase, trains and bicycles remain the most common form of ground transportation, 
especially on habitats. In larger habitats and on moons and planets, cycles and cars are used as well 

- 

 
 

Cycle Common cycle used to traverse terrain Mod. 

 
 

Mars Buggy A four-wheeled vehicle with large balloon tires that is designed for use both on roads and on almost 
any terrain 

High 

 
Info Field Short Desc. Cost 
 
 

Personal Vehicles These one-person movement aids primarily are used in space, but do not count as spacecraft per se - 

 
 

EVA Sled his small sled uses air impellers to maneuver in zero-G. It is commonly used to carry attached gear, 
but may also pull along 1 human-sized morph 

Low 

 
 

Rocket Pack This is a miniature metallic hydrogen rocket that the wearer straps to their back, with two rocket 
exhausts extending out to either side 

Low 

 
 

Thruster Pack Worn for EVA duties, this thruster pack uses vectored thrust nozzles, allowing a character to 
maneuver in open space 

Low 

 
Vehicles – Groundcraft, Personal Vehicles        
Groundcraft Passenger 

Capacity 
Handling Movement 

Rate 
Max Velocity Armor Durability Wound 

Threshold 
Cycle 1 – 3 +20 4/40 120 12/10 50 10 
Mars Buggy 2 – 6 +10 8/32 40/90/110 30/20 150 30 
Personal 
Vehicles 

Passenger 
Capacity 

Handling Movement 
Rate 

Max Velocity Armor Durability Wound 
Threshold 

EVA Sled 1 -30 4/16 16 5 40 8 
Rocket Pack 1 -20 - 700 +5/+5 40 8 
Thruster Pack 1 -10 4/20 40 +4/+4 30 8 

 
 

Seraniel
Sticky Note
Exoskeletons
Exoskeletons are powered mechatronic skeleton frameworks worn by a person. Servo-hydraulic joints allow the exoskeleton to be maneuvered by mimicking the wearer’s own movements, as well as enhancing their strength. Exoskeletons may also be piloted electronically. A character wearing an exoskeleton (other than the trike or transporter) maneuvers as normal, because the exoskeleton is like an extension of their own body. A character jamming an exoskeleton remotely uses Pilot: Walker skill (except for the trike and transporter).


Seraniel
Sticky Note
Battlesuit: The battlesuit powered exoskeleton features a military-grade fullerene armor shell with flexible aerogel for thermal insulation and a diamond-hardened exterior designed to resist even potent ballistic and energy-based weapons. The suit also enhances the wearer’s strength and mobility, applying a +10 bonus to strength-based tests, inflicting an extra +1d10 damage and AP of –2 on melee attacks, and doubling the distance by which the character may jump. Battlesuits are completely sealed to protect the wearer from environmental factors and temperatures from –175 to 140 C. Battlesuit helmets are equipped with an ecto (p. 325), a radio booster (p. 314), and sensors equal to specs (p. 326). They are fitted with life support features and a maker (p. 328) capable of recycling all wastes and producing air for up to 48 hours and food and water indefinitely. These suits have an Armor Value of 21/21. Occupants may only wear armor with an Armor rating (Energy or Kinetic) of 4 or less; this worn armor is cumulative without layering penalties. [Expensive]


Seraniel
Sticky Note
Exowalker: Exowalkers are minimal framework exoskeletons, primarily designed to bolster the wearer’s strength and movement. They provide a an Armor Value of 2/4, a +10 modifier to strength-based tests, and double the distance by which the character may jump. [Moderate]


Seraniel
Sticky Note
Hyperdense Exoskeleton: These powered exoskeletons are larger (roughly twice human-sized) and built for heavy-use industrial purposes, such as handling heavy/large objects. The wearer is partially encapsulated to protect them from debris and industrial accidents. Hyperdense exoskeletons provide no movement bonus, but provide a +30 bonus to strength-based tests and inflict an extra +3d10 damage and –5 AP on physical attacks. They have an Armor Value of 6/12. [Expensive]


Seraniel
Sticky Note
Transporter: This exoskeleton framework includes a pair of vector-thrust turbofan engines, giving the user flight capabilities in gravity and increased maneuverability in zero g. It provides partial protection to the wearer with an Armor Value of 2/4. Piloted with Pilot: Aircraft skill. [High]


Seraniel
Sticky Note
Trike: The trike exoskeleton is a three-wheeled personal motorcycle design, rather than a walker. It provides partial protection to the wearer with an Armor Value of 2/4. Piloted with Pilot: Groundrcraft skill. [Moderate]


Seraniel
Sticky Note
Groundcraft
In Eclipse Phase, trains and bicycles remain the most common form of ground transportation, especially on habitats. In larger habitats and on moons and planets, cycles and cars are used as well.


Seraniel
Sticky Note
Cycle: Because of the high cost of enclosing a habitat and providing life support, space is at a premium in all cities except some of the newest cities on Mars. As a result, there is rarely room for large roads or the cars that once carpeted the roads of Earthly cities. Instead, the ubiquitous modern vehicle is the cycle, which is designed to drive down narrow streets only a little wider than sidewalks in Earth cities.

There are many different varieties of cycle. Some have only a single wheel and are gyro-stabilized, but most have two wheels and resemble old Earth motorcycles. In some, the driver and passenger are enclosed by a streamlined pod. These vehicles are powered by superconducting batteries, have a range of 600 km and a top speed of 120 kph, but must usually drive more slowly in crowded streets. Cycles are all equipped with radio boosters, headlights, and a portable radar sensor. Tires are solid state (not inflated), or in some cases smart spokes capable of handling stairs. Some luxury versions have limited life-support in the small cabin, capable of providing air for the passengers for up to 10 hours. [Moderate]


Seraniel
Sticky Note
Mars Buggy: One of the most ubiquitous vehicles on Mars is the so-called Mars buggy, a four-wheeled vehicle with large balloon tires that is designed for use both on roads and on almost any terrain. Mars buggies can travel at speed of up to 110 kph on roads, 90 kph over relatively flat terrain, and up to 40 kph on jagged and rocky terrain. They can maintain these speeds because smart materials in both the suspension and the tires reshape themselves to adapt to uneven conditions and their nuclear batteries give them an effectively unlimited range. Most Mars buggies are enclosed but unpressurized. Similar vehicles are used on Luna and Titan, however, though the passenger compartments of these vehicles includes life support gear that provides the occupants with air for at least 100 hours. Buggies are powered by nuclear batteries and come in a variety of sizes, from small two-person buggies to large trucks. Mars buggies come equipped with headlights, radio boosters, and a vehicle radar system. [High]


Seraniel
Sticky Note
Personal Vehicles
These one-person movement aids primarily are used in space, but do not count as spacecraft per se.


Seraniel
Sticky Note
EVA Sled: This small sled uses air impellers to maneuver in zero-G. It is commonly used to carry attached gear, but may also pull along 1 human-sized morph. [Low]


Seraniel
Sticky Note
Rocket Pack: This is a miniature metallic hydrogen rocket that the wearer straps to their back, with two rocket exhausts extending out to either side, away from the wearer’s body or legs. Biomorphs and pod morphs can only safely use this vehicle when wearing a vacuum suit or some garment that is similarly heat resistant. Also, to prevent harm to the wearer, the thrust must be kept sufficiently low that it can only take off on Mars or moons with even lower gravity. A rocket pack can keep the wearer airborne for up to 15 minutes in Mars gravity, or 30 minutes on Luna, Titan, or any of the four large Jovian moons. On Mars, it has a maximum speed of 700 kph. It can be used to reach orbit and land again on Luna, Titan, and other similarly small bodies like the Jovian moons. Rocket packs are equipped with radio boosters but no other sensors or communication devices. [Low]



Seraniel
Sticky Note
Thruster Pack: Worn for EVA duties, this thruster pack uses vectored thrust nozzles, allowing a character to maneuver in open space. This is not a jetpack and does not produce enough thrust for atmospheric movement. [Low]




Info Field Short Desc. Cost 
 
 

Robots Robots are a common sight and accepted fact of daily life within Eclipse Phase. Numerous varieties 
exist 

- 

 
 

Automech Automechs are general purpose repair drones, found just about everywhere Mod. 

 
 

Creepy Creepies are small crawler bots that come in an eclectic variety of shapes and forms, from 
robosquirrels to insectoids to bizarre and artsy mechanical creatures 

Low 

 
 

Dr. Bot These wheeled medical robots are designed to tend to and transport injured or sick people High 

 
 

Dwarf These large industrial bots are named not just for their primary use—mining, excavation, tunneling, 
and construction—but because the default AIs they shipped with had a programmed tendency to 
happily whistle as they worked 

Exp. 

 
 

Gnat Gnats are small rotorcraft camera/surveillance drones Low 

 
 

Guardian Angel Similar to gnats, guardian angel rotorcraft hover around their charges, keeping a watchful eye out to 
protect them from threats 

Mod. 

 
 

Saucer Saucers make excellent “eye in the sky” monitors and scouts Low 

 
 

Servitor Servitors are the most common robot, acting as cooks, janitors, universal helpers, movers, and 
personal aides 

Low 

 
 

Speck Specks are tiny insectoid spy drones, 2.5 mm long and 2 mm wide, about the size of a small fruit fly Low 

 
Vehicles – Robots       
Robot Movement Rate Max Velocity Armor Durability Wound 

Threshold 
Mobility System 

Automech 4/8 8 4/4 30 6 Wheeled/Vector-
Thrust 

Enhancements: Access Jacks, Electrical Sense, Extra Limbs (4), Headlights, Magnetic System, Radiation sense, Utilitool, 
misc. tools 

      

Creepy 4/12 12 2/2 25 5 Walker or Hopper 
Enhancements: +5 COO, Access Jacks, Chameleon Skin, Extra Limbs (2–8), Grip Pads       
Dr. Bot 4/16 16 - 40 8 Wheeled 
Enhancements: Access Jacks, Enhanced Smell, Fabber, Fractal Digits, Healing Vat, Nanoscopic Vision       
Dwarf 4/12 20 16/12 150 30 Walker 
Enhancements: +10 SOM, Access Jacks, Extra Limbs (4), Industrial Armor, Radar, Sonar, misc. tools       
Gnat 8/40 60 2/2 25 5 Rotor 
Enhancements: 360-Degree Vision, Access Jacks, Enhanced Hearing, Enhanced Vision, Radar       
Guardian Angel 8/40 80 14/12 40 8 Rotor 
Enhancements: +5 REF, 360-Degree Vision, Access Jacks, Chameleon Skin, Eelware, Enhanced Hearing, Enhanced Smell, 
Enhanced Vision, Lidar, Light Combat Armor, Neurachem, T-Ray Emitter 

      

Saucer 8/40 200 2/2 25 5 Ionic 
Enhancements: 360-Degree Vision, Access Jacks, Chameleon Skin, Enhanced Hearing, Enhanced Vision, Radar       
Servitor 4/20 20 4/4 30 6 Walker or 

Wheeled 
Enhancements: Access Jacks, Extra Limbs (2–6)       
Speck 1/5 5 - 5 1 Winged/Hopper 
Enhancements: +5 REF, +5 COO, –10 SOM, Access Jacks, Grip Pads, Enhanced Hearing, Enhanced Vision, Synthetic Mask       

 
 
 
 
 
 
 

Seraniel
Sticky Note
Robots
Robots are a common sight and accepted fact of daily life within Eclipse Phase. Numerous varieties exist, from robopets to mechanical workers to warbots. If a job can be done more cheaply (and sometimes safely) by a bot, it usually is. The robots listed here are not generally used as synthetic shells by transhuman egos, often for cultural reasons (sleeving a case is bad enough, sleeving a creepy is just … wrong), and they are not equipped to be sleeved into (though they may be jammed; see p. 196). Any of these bots may be modified for use as a synthetic morph, however, by adding a cyberbrain system (p. 300).


Seraniel
Sticky Note
Automech: Automechs are general purpose repair drones, found just about everywhere. Each particular automech tends to specialize in a particular type of repair work and so carries the appropriate tools and AI skills, whether it be habitat waste recyclers, outer hull integrity, or servitor systems. Standard automechs are wheeled cubes with articulated limbs, though they are also equipped with vectored-thrust drives for zero-G work. [Moderate]


Seraniel
Sticky Note
Creepy: Creepies are small crawler bots that come in an eclectic variety of shapes and forms, from robosquirrels to insectoids to bizarre and artsy mechanical creatures. Creepies were originally designed as a sort of robotic pet, but they are commonly used as a general purpose household minion, like a more beloved servitor. Many people in fact wear a creepy on their person, dropping it to handle small tasks for them and letting it crawl up and down and over their body. [Low]


Seraniel
Sticky Note
Dr. Bot: These wheeled medical robots are designed to tend to and transport injured or sick people. They carry a healing vat (p. 327), a specialized pharmaceuticals maker, miscellaneous medical gear, and articulated arms for conducting remote surgery. [High]


Seraniel
Sticky Note
Dwarf: These large industrial bots are named not just for their primary use—mining, excavation, tunneling, and construction—but because the default AIs they shipped with had a programmed tendency to happily whistle as they worked. Dwarfs are quadrupedal walkers, equipped with massive modular industrial tools like boring drills, shovels, hydraulic jacks, jackhammers, scooping arms, acid sprays, and so on. [Expensive]


Seraniel
Sticky Note
Gnat: Gnats are small rotorcraft camera/surveillance drones. Many people use gnats for personal lifelogging, while socialites and media use them to capture the glamor or hottest news. [Low]


Seraniel
Sticky Note
Guardian Angel: Similar to gnats, guardian angel rotorcraft hover around their charges, keeping a watchful eye out to protect them from threats. [Moderate]


Seraniel
Sticky Note
Saucer: These disc-shaped drones are lightweight and quiet. They are typically launched by throwing them like a frisbee, after which they propel themselves with an ionic drive (p. 310). Saucers make excellent “eye in the sky” monitors and scouts. [Low]


Seraniel
Sticky Note
Servitor: Servitors are the most common robot, acting as cooks, janitors, universal helpers, movers, and personal aides. Every home has one, if not several. Servitors are intentionally built in non-humanoid forms so as not to confuse them with common synthmorphs and in order to defuse bad feelings at ordering them around. However, they all have some form of “face” to interact with, so as not to be too machine-like. [Low]


Seraniel
Sticky Note
Speck: Specks are tiny insectoid spy drones, 2.5 mm long and 2 mm wide, about the size of a small fruit fly. They fly with tiny wings, carry a microbug, and are excellent for surveillance purposes or otherwise being a “speck on a wall.” Specks are difficult to notice (–30 Perception modifier) and almost impossible to distinguish from an actual insect. [Low]




Info Field Short Desc. 
 
 

Spacecraft Spacecraft have few stats in Eclipse Phase, as they are primarily handled as setting rather than vehicles 

 
 

Spacecraft 
Propulsion 

The most important part of any spacecraft is its engine 

 
 

Hydrogen-Oxygen 
Rocket (HO) 

Though optimized with improved engine design and light-weight materials, these are essentially the same 
primitive rockets that humanity used to first reach the moon in the 20th century 

 
 

Metallic Hydrogen 
Rocket (MH) 

Metallic hydrogen engines are used in most planetary landers and short range vehicles 

 
 

Plasma Rocket (P) This drive heats hydrogen into plasma and accelerates it using a powerful electrical field 

 
 

Fusion Rocket (F) Similar to a plasma rockets, fusion rockets require significantly higher temperatures and pressures, and the 
rocket also produces large amounts of power for the spacecraft 

 
 

Anti-Matter 
Rocket (AM) 

Anti-matter rockets work mixing small amounts of anti-matter into the hydrogen fuel, producing enormous 
amounts of energy and an exceptionally fast and powerful exhaust 

 
Escaping Gravity Wells  
Spacecraft Engine Thrust (In Gs) 
Hydrogen-Oxygen Rocket 4+ 
Metallic Hydrogen 3 
Plasma Rocket 0.01 
Fusion Rocket 0.05 
Anti-Matter 0.2 
Rocket Buggy 0.5 
Planets, Moons, Etc. Gravity 
Earth 1 
Europa 0.13 
Jupiter 2.53 
Luna 0.17 
Mars 0.38 
Neptune 1.14 
Pluto 0.06 
Saturn 0.91 
Titan 0.14 
Uranus 0.89 
Venus 0.9 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Spacecraft
Though egocasting is a common method of personal transport and it’s often easier to simply transmit the specifications for various goods and to allow nanofactories to create duplicates, spacecraft play an important role in the solar system, carrying both passengers and valuable cargo. Both in terms of materials and propulsion, spacecraft in the post-Fall era are far superior to the primitive vessels used in the 20th and early 21st centuries, but they are still based on the same principles.

Spacecraft have few stats in Eclipse Phase, as they are primarily handled as setting rather than vehicles. Note also that no stats are given for spacecraft weaponry. It is highly recommended that space combat be handled as a plot device rather than a combat scene, given the extreme lethality and danger involved. If you absolutely must know the DV of a spacecraft weapon, treat it as a standard weapon with a DV multiplier of x3 for small craft (fighters and shuttles), x5 for medium craft, and x10 for larger craft.


Seraniel
Sticky Note
Spacecraft Propulsion
The most important part of any spacecraft is its engine, and the most important features of any engine are the exhaust velocity, which determines how much fuel the rocket requires to reach a given speed, and the engine’s thrust, which determines how high the acceleration can be. Any rocket that has a thrust of less than approximately twice the gravity of a planet or moon cannot take off from that planet or moon. Sample thrusts and gravities are listed on the Escaping Gravity Wells table, below.


Seraniel
Sticky Note
Hydrogen-Oxygen Rocket (HO): Though optimized with improved engine design and light-weight materials, these are essentially the same primitive rockets that humanity used to first reach the moon in the 20th century. These are rarely used and only common with groups too poor or primitive to safely manufacture metallic hydrogen.


Seraniel
Sticky Note
Metallic Hydrogen Rocket (MH): Metallic hydrogen is a solid form of hydrogen created using exceedingly high pressures. Although naturally unstable, it can be stabilized with carefully controlled electrical and magnetic fields, and these field generators are an integral part of every metallic hydrogen fuel tank. By selectively reducing these fields near the exhaust nozzle, small amounts of metallic hydrogen can be made to swiftly and explosively revert to conventional hydrogen gas, propelling the rocket with great force in an easily controlled fashion. Metallic hydrogen engines are used in most planetary landers and short range vehicles.


Seraniel
Sticky Note
Plasma Rocket (P): This drive heats hydrogen into plasma and accelerates it using a powerful electrical field. This type of rocket was very common in the mid 21st century, but has been superseded by fusion rockets and is only used in older and more primitive spacecraft, notably scum barges.


Seraniel
Sticky Note
Fusion Rocket (F): Similar to a plasma rockets, fusion rockets require significantly higher temperatures and pressures, and the rocket also produces large amounts of power for the spacecraft. Fusion rockets are now the most common form of propulsion for spacecraft designed for long-distance voyages.


Seraniel
Sticky Note
Anti-Matter Rocket (AM): Anti-matter rockets work mixing small amounts of anti-matter into the hydrogen fuel, producing enormous amounts of energy and an exceptionally fast and powerful exhaust. These rockets typically carry a heavily shielded magnetically contained anti-matter storage vessel carrying a mass of anti-matter equal to 1% of the mass of the hydrogen fuel used by the rocket. The magnetic containment vessels needed to safely contain anti-matter usually weight at least 10 times the mass of the antimatter used.

Though anti-matter storage is exceptionally safe, the vast energy release possible if there was an accident means that anti-matter rockets are forbidden from coming closer than 25,000 km from any inhabited planet or moon. Also, very few habitats will allow an anti-matter rocket to dock with them, and instead require the spacecraft to remain at least 10,000 km away and for all cargo and passengers to be transferred using a small craft like a small LOTV. Anti-matter is exceedingly expensive to produce and so anti-matter rockets are only used in military vessels and in fast couriers designed to carry critical cargoes across the solar system in short periods of time.




Info Field Short Desc. 
 
 

Sample Spacecraft The following is a representative sample of the most common type of spacecraft used in the solar 
system today. 

 
 

Bulk Carrier This vessel is simply a standard transport refitted to carry large amounts of cargo in external cargo 
grapples 

 
 

Courier Standard transport vehicle 

 
 

Destroyer One of the largest military spacecraft in common use, destroyers use an antimatter drive holding 150 
tons of antimatter in a 2,000-ton magnetic containment vessel 

 
 

Fighter This small, short range military vessel is designed to be crewed by an infomorph or AI 

 
 

General Exploration 
Vehicle (GEV) 

A GEV is one of the standard vehicles used for exploration beyond the Pandora gates. It is specifically 
designed to handle almost any environment 

 
 

Large Lander and Orbit 
Transfer Vehicle (LLOTV) 

This common vehicle is used for transporting passengers and cargo between a planet or moon and 
orbit and for short distance transfers between habitats less than 100,000 km apart 

 
 

Scum Barge: They were built to carry up to 20,000 people and to allow them to survive for months or even years, in 
relatively cramped conditions, until more suitable habitats could be constructed. 

 
 

Small Lander and Orbit 
Transfer Vehicle 
(SLOTV): 

This vehicle is identical in use and design to the LLOTV, except that it is one third the total mass and 
correspondingly less expensive to build and refuel 

 
 

Standard Transport This vessel is one of the most common freighter and passenger vessel in the solar system. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Seraniel
Sticky Note
Sample Spacecraft
The following is a representative sample of the most common type of spacecraft used in the solar system today.

Seraniel
Sticky Note
Bulk Carrier: This vessel is simply a standard transport refitted to carry large amounts of cargo in external cargo grapples. Used for carrying refined ores, ice, and similar forms of large, useful, but low priority cargos, bulk carriers transport large cargos at relatively low velocities. They also offer an inexpensive, reliable, and slow method for passengers to travel from one habitat to another and are not infrequently used by individuals who wish to disappear for a while. Unlike the standard transport, the bulk carrier lacks the rotating habitat pods.


Seraniel
Sticky Note
Courier: In a standard transport, a typical journey from Luna to Mars requires approximately three weeks, while a journey from Mars to Jupiter requires approximately four months. This is sufficient for most purposes, but occasionally characters need to take themselves or sufficiently valuable cargoes across the solar system in a matter of days or weeks, instead of weeks or months

Anti-matter drive fast couriers are vessels designed for this specific purpose. This vessel can travel from Venus to Mars in a week and from Mars to Jupiter in a month. The fast courier is the swiftest vessels currently made and is able to reach at much as one half of one percent of the speed of light. To manage this, this spacecraft must also carry 6 tons of antimatter in a 100 ton magnetic containment vessel. In an emergency, this containment facility can be jettisoned.


Seraniel
Sticky Note
Destroyer: One of the largest military spacecraft in common use, destroyers use an antimatter drive holding 150 tons of antimatter in a 2,000-ton magnetic containment vessel. This antimatter can also be used to provide the spacecraft’s missiles with anti-matter for devastatingly powerful anti-matter warheads. This spacecraft is also armed with railguns, nuclear and high explosive missiles, and point defense lasers. In addition, all destroyers carry a contingent of 20 fighters.


Seraniel
Sticky Note
Fighter: This small, short range military vessel is designed to be crewed by an infomorph or AI. If needed, however, it can hold a single synthmorph or vaccum-adapted biomorph as a pilot. It carries 3 lasers and 2 railguns mounted on small pods placed around the middle of ship that can fire in any direction. A single missile launcher is located in the nose of the fighter and typically holds 6 small high explosive missiles or tactical nuclear missiles (or even antimatter missiles if facing high-threat targets).


Seraniel
Sticky Note
General Exploration Vehicle (GEV): A GEV is one of the standard vehicles used for exploration beyond the Pandora gates. It is specifically designed to handle almost any environment. It is a boxy vehicle, 6 meters long, 2.2 meters wide, and 2 meters high. It makes extensive use of smart matter in the lower part of the chassis, and can create wheels or short legs (primarily useful for exceedingly rough terrain). It can even produce limited hull streamlining and propulsion suitable for travel both on and underwater. In addition, it contains a small metallic hydrogen engine that allow it to maneuver in space with an acceleration of up to 0.1 G. GEVs have a Maximum Velocity of 200 (wheeled)/40 (walker)/60 (sea)/40 (submerged).

The GEV also has a closed cycle life support system that can support up to 6 (fairly cramped) living occupants for up to one month and limited electromagnetic shielding against charged particle radiation. All models are fitted with advanced AI piloting and navigation as well as limited self-repair capacity. In addition, GEV’s have an extensible airlock, a single healing vat, several desktop CMs, and a variety of sensors, including both radar and telescopic full spectrum cameras.


Seraniel
Sticky Note
Large Lander and Orbit Transfer Vehicle (LLOTV): This common vehicle is used for transporting passengers and cargo between a planet or moon and orbit and for short distance transfers between habitats less than 100,000 km apart. This conical vehicle has a curved heat shield on the base and smart material landing legs and grapples so that it can rest securely on any stable terrain and link up with all forms of docking clamps. It comes in variants designed to use either a hydrogen-oxygen chemical rocket or a metallic hydrogen rocket. The use of light-weight smart materials allows the interior to be easily and rapidly reconfigured to accommodate different amounts of fuel, passenger seats, and cargo space. LLOTVs that are not designed for planetary landing or which are designed only to land on airless moons are unstreamlined and look considerably blockier.

LLOTVs come in two configurations: high or low velocity. High velocity configuration allows the vehicle to land and take off again on Venus or Earth without refueling and for rapid transport between nearby habitats. Low velocity configuration is designed to land and take off again on Mars or various large moons without refueling and for slower and more fuel efficient transport between nearby habitats. The extensive use of smart materials in this vehicle means that LLOTVs that use metallic hydrogen engines can be easily converted between the high and low velocity configurations, requiring less than a day in a well equipped maintenance facility. However, vessels using hydrogen oxygen engines cannot be converted. Since metallic hydrogen is a much more efficient propellant, landers using it always include significant amounts of extra propellant for emergencies.


Seraniel
Sticky Note
Scum Barge: These huge craft were originally designed for use during the first stages of the evacuation of Earth. They were built to carry up to 20,000 people and to allow them to survive for months or even years, in relatively cramped conditions, until more suitable habitats could be constructed. A number of these vessels are still in service, primarily used as mobile habitats by various anarchic subcultures. The best have had their plasma rockets replaced by modern fusion rockets and carry 5–10,000 in relative comfort. The worst use aging plasma rockets and stretch their life support systems and living spaces to the limit, carrying up to 25,000 poor and desperate residents.


Seraniel
Sticky Note
Small Lander and Orbit Transfer Vehicle (SLOTV): This vehicle is identical in use and design to the LLOTV, except that it is one third the total mass and correspondingly less expensive to build and refuel. Some exceptionally wealthy individuals own private small LOTVs. Using a small LOTV with a hydrogenoxygen engine to take off and land on Venus or for other high velocity uses is exceptionally cramped and allows for absolutely no room for error. Like the LLOTV, this vehicle can be easily converted between low and high velocity configurations and is made in both streamlined and non-streamlined versions.


Seraniel
Sticky Note
Standard Transport: This vessel is one of the most common freighter and passenger vessel in the solar system. While egocasting is by far the most common form of inter-habitat transport, some people prefer to travel by ship and others do not wish to leave their current morph behind. In addition, some goods are easier or cheaper to physically transport rather than duplicating their templates. As a result, standard transports regularly travel to and from every large habitat and inhabited planet and moon in the solar system. These are modern fusion-drive ships that offer fast and comfortable travel for passengers as well as relatively swift transport for small cargoes.


One of the additional benefits of the standard transport is the fact that it contains four separate passenger compartments, each of which is mounted on a 90 meter-long booms that can extend and rotate to simulate gravity. When rotating at a comfortable 2 rpm, passengers experience Mars level gravity. Typically, the gravity maintained in these pods starts at the local gravity (or Mars gravity, if the local gravity is higher) and over the course of the journey gradually increases or decreases to the gravity of the destination. However, these pods cannot rotate to produce gravity higher than that found on Mars.
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