
Inventory
&
C
arry

The
item

s
a
character

has
on

them
are

listed
on

page
3
of

the
character

sheet:the
A
ctions

&
Item

s
sheet.R

ather
than

em
ploying

a
system

of
encum

brance,characters
m
ay

carry
on

their
persons

anything
that

they
are

able
to

describe
carrying

to
the

G
M
’s
satisfaction.

These
item

s
should

allbe
represented

on
the

A
ctions

&
Item

s
sheet.If

at
any

point
a
player

can’t
fi
t
everything

they
w
ould

like
to

carry
onto

this
sheet,that’s

likely
an

indication
that

they’re
trying

to
carry

too
m
uch.C

ards
m
ay

be
sized

to
reflect

the
bulk

of
an

item
if
desired

but
they

are
not

required
to

faithfully
represent

each
item

’s
size.The

purpose
of

the
Item

s
&

A
ctions

sheet
is
sim

ply
to

m
ake

players
m
ore

aw
are

of
the

tools
at

their
disposaland

to
discourage

hoarding.

The
item

s
a
character

has
on

them
are

not
expected

to
reflect

a
com

plete
catalog

of
allthe

item
s
a
character

ow
ns

or
can

access.Players
are

free
to

keep
an

inventory
of

allthe
item

s
that

they
have

at
their

disposal,but
they

should
lim

it
to

the
item

s
of

a
truly

rare
nature.

Players
can

obtain
specialitem

s
–
a
crow

bar,a
shovel,a

geiger
counter,a

m
agnetom

eter
–

relatively
easily

from
friends

or
toollibraries,m

ost
of

w
hich

w
illdeliver

item
s
by

courier
or

drone.A
s
this

is
a
post-scarcity

setting,a
player’s

ability
to

acquire
som

ething
is
dependent

only
on

their
ability

to
justify

being
able

to
acquire

it,and
G
M
s
are

encouraged
to

help
recom

m
end

sources
to

players.

The
G
M
should

rew
ard

players
w
ho

return
or

donate
collected

item
s
to

the
toollibraries

or
recycling

centers.This
could

be
as

sim
ple

as
inform

ing
characters

that
they

received
a

thank-you
m
essage,having

a
recurring

‘fi
xer’contact

off
er

to
assist

w
ith

sourcing
needs

in
the

future,or
having

a
librarian

fi
nally

invite
the

group
to

one
of

their
legendary

parties.

M
eans

of
Carrying

Things

It
bears

repeating
that

players
are

advised
not

to
view

the
item

s
available

to
them

as
m
agic,w

eightless,volum
inous

things.A
lot

of
item

s
have

been
heavily

m
iniaturized

and
m
ay

fi
t
in
a
pocket,but

the
player

is
stillexpected

to
understand

that
it
needs

to
be

in
a

pocket
in
their

pants,not
som

e
kind

of
unexplained

pocket
dim

ension.W
hen

trying
to

satisfy
a
com

m
on

player
urge

to
have

any
and

everything
available

to
them

,suggest
that

they
use

as
m
any

of
the

follow
ing

as
is
necessary

to
fulfi

lltheir
B
atm

an
fantasy.

●
R
egular

pockets
●

C
argo

pockets
●

H
idden

pockets
●

A
fannypack

●
A
hip

satchel
●

A
shoulder

satchel
●

A
m
essenger

bag
●

A
briefcase

●
A
m
icro

backpack
●

A
standard

backpack
●

A
large

cargo
backpack

●
A
bindle

sack
●

U
nder

a
hat

●
Tucked

in
a
headband

●
In

a
sports

bra
●

In
a
w
aistband

●
In

their
sock

●
A
cargo

belt
●

A
specialized

hoster
●

A
w
alking

stick
com

partm
ent

●
A
subderm

alpocket
●

You
get

the
idea
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SexualO
rgans:This

is
assum

ed
to

be
self-explanatory.It

should
go

w
ithout

saying
that

players
and

G
M
s
should

em
ploy

sexualthem
es

w
ithin

the
boundaries

set
by

the
rest

of
the

table.

H
eart:A

cell-based
heart

replaces
the

m
echanicalpum

p
used

to
circulate

synthetic
blood.

Lungs:C
ell-based

lungs
replace

synthetic
m
em

branes
to

dissolve
oxygen

into
the

circulating
synthetic

blood.

D
igestive

system
:a

com
bination

m
echanical-m

icrobialdigestion
cham

ber
extracts

w
ater,

m
acronutrients,and

m
icronutrients

from
bulk

organic
m
atter

to
sustain

cells.This
can

replace
the

need
to

load
a
nutrient

tank
w
ith

cell-m
aintenance

broth.

And
so

on:R
eaders

are
w
elcom

e
to

use
the

sam
e
principles

to
im

agine
eyes,bones,bone

m
arrow

,
m
uscles,and

w
hatever

other
system

s
they’d

like
to

create
allm

anner
of

bionetic
cyborg

synths.
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EM
P
resistance:Shielding

and
circuitry

upgrades
enables

a
m
achine

to
sustain

high
levels

of
electrom

agnetic
shock

w
ith

reduced
disruption

or
perm

anent
dam

age.

Therm
alendurance

upgrade:U
pgrades

to
tem

perature-sensitive
system

s
enable

operation
in
m
ore

extrem
e
conditions.

Radiation
endurance

upgrade:U
pgrades

and
shielding

to
sensitive

com
ponents

to
allow

safe
operation

in
space

or
other

high-radiation
environm

ents.

W
aterproofi

ng:sealed
com

partm
ents,oilim

m
ersion,and

fi
ber-optic

replacem
ents

for
data

circuits
allow

safe
operation

in
w
ater

up
to

10
m

of
depth.G

reater
w
aterproofi

ng
allow

s
operation

up
to

unconstrained
depths.

B
ionetic

Augm
entations

have
been

included
as

a
corollary

to
cybernetic

augm
entations

in
organic

creatures.G
enerally,they’re

not
typically

superior
to

electrom
echanicalsystem

s,
but

they
do

appealto
som

e
synths.This

interest
m
ay

be
purely

philosophical,or
it
m
ay

be
som

ew
hat

practical.Skin
and

nervous
system

s
allow

synths
to

experience
pressure,

tem
perature,and

touch
m
ore

sim
ilarly

to
organic

creatures
than

electrom
echanicalsensors

reading
the

sam
e
environm

entalconditions
allow

.For
synths

invested
in
being

able
to

relate
to

fundam
entalhum

an
physicalsensations,or

learning
to

cook
w
ell,these

m
ods

are
m
ore

than
just

a
philosophicalexercise.

Vasculatory
System

:A
fundam

ental
requirem

ent
to

m
aintain

any
cell-based

bionetic
m
od

is
a
basic

system
for

cycling
synthetic

blood
through

a
diff

usionalm
em

brane
to

provide
dissolved

oxygen,w
ater,glucose,

proteins,fats,and
signaling

m
olecules.

Peripheralnervous
system

:A
peripheralnervous

system
allow

s
synths

to
m
ore

natively
replicate

hum
an

sensory
stim

ulation
processing.C

ultures
of

nerve
cellnetw

orks
receive

input
from

sensors
and

relay
a
dow

nstream
output

to
the

positronic
brain.

Epiderm
is
I:Skin

cells
(often

on
hands

or
a
face)receive

a
variety

of
sensations

that
are

relayed
to

the
peripheralnervous

system
.

Epiderm
is
II:A

dvanced
epiderm

alcoverings
allow

living
skin

to
cover

the
entirety

of
an

android’s
exterior

surface.
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Tools
and

Equipm
ent

C
haracters

w
illoften

be
asked

at
the

start
of

an
adventure

or
day

w
hat

they’re
w
earing

and
w
hat

they’re
carrying.B

elow
are

com
m
on

item
s
they

m
ight

possess.If
a
player

w
ishes

to
have

any
of

these
on

them
,the

G
M
should

ask
them

to
place

a
card

for
each

item
on

their
A
ctions

&
Item

s
page

and
describe

how
they’re

carrying
the

item
s
in
their

carry.

The
tools

and
equipm

ent
available

are
extrem

ely
open

ended.G
M
s
are

encouraged
to

introduce
w
hatever

tools
they

think
fi
t
the

w
orld

to
players,and

players
are

encouraged
to

propose
any

toolthat
they

think
m
akes

sense
to

the
G
M
.H

ow
these

tools
behave

and
w
hat

skillchecks
they

require
(if

any)is
left

to
the

G
M
’s
discretion.The

list
below

is
m
eant

to
inspire

players
by

describing
som

e
of

the
tools

available
and

w
hat

certain
com

m
on

tools
m
ight

look
like.

Com
m
on

Item
s

A
Cyberdeck

is
a
flexible,custom

ized
personalcom

puter.They
often

consist
of

a
unit

the
size

of
a
sm

alldeck
of

playing
cards

containing
a
battery

and
com

puter
netw

orked
w
irelessly

to
contact

lenses
or

glasses
and

other
w
earable

peripherals.M
ore

inform
ation

is
available

on
the

next
page

under
PersonalElectronics.

A
n
Aquaflask

is
a
bottle

used
to

stay
hydrated.D

rinking
from

it
can

restore
1
H
P
per

day.

M
edicalputty

(som
etim

es
called

m
edputty

or
m
edclay)is

a
m
iraculous

m
ulti-factor

healing
com

posite
often

used
for

em
ergency

m
edicine.W

hen
applied

to
grievous

w
ounds

it
can

arrest
bleeding,reduce

inflam
m
ation,m

ask
pain,and

assist
tissue

in
regenerating.

D
etails

can
be

found
in
H
ealing.

Restraints
are

used
to

tem
porarily

restrain
a
person’s

ability
to

attack
or

flee.The
m
ost

com
m
on

form
of

restraint
is
a
m
etam

aterialtube
30

cm
long

and
1
cm

across.It
has

the
flexibility

of
silicone

or
putty,but

w
hen

w
rapped

around
w
rists

or
objects

and
then

activated,it
binds

to
itself,doubles

in
volum

e,and
changes

its
hardness

to
that

of
m
edium

-hard
rubber.These

restraints
can

be
rem

oved
w
ith

the
correct

electronic
signalor

w
ith

a
sharp

knife.

Like
any

toolfor
subduing

a
person,carrying

restraints
can

be
view

ed
as

a
threatening

act.B
ut

like
non-lethalw

eapons,their
possession

and
use

by
protectors

is
view

ed
through

the
lens

of
how

m
uch

trust
any

given
character

has
for

the
protectors

in
their

com
m
unity.

Players
are

advised
to

have
restraints

if
they

are
carrying

a
w
eapon,so

that
they

can
end

fi
ghts

w
hile

applying
the

least
am

ount
of

violence.
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Personalelectronics
C
haracters

have
w
ide

access
to

personalelectronic
com

m
unication

system
s
like

cellphones
and

laptops.In-w
orld

these
m
ay

be
referred

to
as

cyberdecks,term
inals,or

personal
com

puters.B
ecause

Fully
A
utom

ated
leans

tow
ards

realism
,these

devices
are

sm
all,

light-w
eight,durable,and

unobtrusive,but
they

are
stillphysicalobjects.It

is
reasonable

to
assum

e
that

a
character

can
dive

into
w
ater

w
ithout

concern
for

their
electronics,how

ever
it
is
not

reasonable
for

a
player

w
ho

is
com

pletely
naked

to
assum

e
that

they
can

establish
a
real-tim

e
tw
o-w

ay
audio

callw
ith

a
thought

(w
ithout

at
least

som
e
explanation).The

basic
constraints

of
physics

on
opticalsensors,antennae,and

interfaces
stillrequire

these
devices

to
occupy

physicalspace
to

w
ork.

Players
and

G
M
s
should

discuss
w
hat

kind
of

use
cases

the
players

have
in
m
ind

and
w
hat

form
factors

allow
this.B

elow
are

a
few

com
m
on

personaldevices.

H
eads-up-display

glasses
and

contact
lenses

-
These

devices
provide

usefulinform
ation

into
the

user’s
visualfi

eld.They
are

not
able

to
obscure

the
w
orld

or
replace

the
fullrange

of
brightness

or
darkness

of
the

w
orld

as
X
R
goggles

do,but
they

provide
hands-free

textualinput
and

sim
ple

graphics
w
ithout

the
need

to
divert

attention
to

a
screen.

Independent
eX

tended-Reality
(X
R
)
goggles

-
X
R
goggles

provide
an

im
m
ersive

overlay
or

substitution
to

the
inform

ation
entering

the
user’s

eyes.Independent
system

s
are

w
orn

as
glasses

or
visors.

Base-dependent
X
R
goggles

-
B
ase-dependent

X
R
goggles

operate
sim

ilarly
to

independent
X
R
goggles,but

use
lasers

and
outside-in

tracking
to

im
prove

the
quality

of
the

experience
at

the
expense

of
portability.

Bone-conduction
speakers

-
B
one

conduction
speakers

are
audio

speakers
that

transm
it

vibration
through

contact
w
ith

the
skullinstead

of
by

sending
vibrations

through
air

into
the

ear
drum

.They
off

er
low

er
fi
delity,but

allow
users

to
hear

audio
w
ithout

obstructing
their

ability
to

use
their

ears
to

hear
the

w
orld

around
them

.

O
lfactory

Reporter
-
A
n
olfactory

reporter
(or

“sniff
er”)stim

ulates
olfactory

receptors
in

the
nose

to
sim

ulate
sm

ells
in
the

sam
e
w
ay

headphones
sim

ulate
sound.The

reporter
is

typically
contained

in
the

bridge
or

nose-pads
of

a
pair

of
glasses,and

broadcasts
a

shortw
ave

radio
signalthat

triggers
conform

ationalchanges
in
olfactory

receiver
m
olecules.These

olfactory
receivers

are
chem

icals
w
ith

a
neutralsm

ellthat
adhere

to
olfactory

nerves
in
the

nasalcavity
for

severalhours
at

a
tim

e.M
ost

people
w
ho

use
olfactory

reporters
integrate

olfactory
receivers

into
their

toothpaste
or

a
food

they
consum

e
as

part
of

their
daily

routine.O
lfactory

receivers
detach

over
the

course
of

a
day

or
can

be
rem

oved
im

m
ediately

w
ith

sm
elling

salts.

For
dogs

and
other

parahum
an

anim
als

that
use

sm
ellas

a
prim

ary
sense,sniff

ers
are

to
them

w
hat

heads-up
display

contact
lenses

are
to

m
any

hum
ans.
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Pow
er

U
pgrade:H

igh
quality

pow
er

delivery
system

s
and

heat
m
anagem

ent
supply

high-torque
m
otors

w
ith

the
ability

to
deliver

substantialforce.Increases
Strength

by
1.

ArchivalEffi
ciency:C

onfi
guration

settings
to

the
positronic

brain
allow

the
synth

to
im

prove
retention,organization,and

utilization
of

com
plex

inform
ation.Increases

K
now

ledge
by

1.

Subject
M
atter

Expert:C
onfi

guration
and

training
enable

the
synth

to
increase

their
ability

to
apply

an
understanding

of
select

topics.Provides
a
3
point

increase
to

one
subject-m

atter
skill.

Agility
U
pgrade:U

pgrades
to

accelerom
eters,proprioception,environm

entalanalysis
and

their
integration

increases
the

synth’s
D
exterity

by
1.This

change
applies

to
the

calculation
of

Speed
(m

eaning
Speed

goes
up

by
2).

Cognition
U
pgrade:Im

proved
heat

m
anagem

ent
allow

s
the

synth
to

run
its

naturaldeductive
and

inductive
processes

m
ore

quickly
and

effi
ciently,increasing

its
general-purpose

Intelligence
by

1.

Em
pathy

U
pgrade:Training

to
im

prove
understanding

and
naturalprocessing

of
one’s

ability
conceptualize

the
experience

of
others

as
one’s

ow
n
allow

s
the

synth
to

increase
their

Em
pathy

skillby
2
points.

H
am

m
er

Fist:A
m
echanism

flips
plates

that
surround

the
w
rist

and
forearm

over
an

android’s
fi
st,and

inflates
a
collar

w
ith

coolant
inside

the
panelto

protect
the

delicate
hand

m
echanism

s
and

provide
m
ass.This

provides
a
synth

w
ith

the
benefi

ts
of

the
“Trained

Strike”
attack.

ParallelProcessing:This
added

m
icrocircuit

arrangem
ent

allow
s
a
synth

to
paralellize

tasks
in

order
to

apply
the

benefi
ts
of

a
second

skillm
ore

quickly.A
s
w
ith

the
cybernetic

version,this
lets

the
user

add
half

of
a
second

skill(rounded
up)to

their
totalA

bility
Score.

Reflex
Boost:Localm

apping
system

s
and

kinem
atic

m
odeling

allow
the

synth
to

m
ove

an
additionalspace

of
m
ovem

ent
w
hen

using
the

M
ove

action
during

com
bat.

Precision
D
odge:Localm

apping
system

s
and

kinem
atic

m
odeling

allow
the

synth
to

overload
m
otors

in
order

to
dodge

an
attack

in
com

bat
once

betw
een

fullrest
and

repair
periods.

Repair
Abilities:R

edundant
System

s,Thanks
iFixit,Standardized

Parts,and
R
ight

to
R
epair

allow
the

synth
to

repair
them

selves
or

other
m
achines.If

repairing
them

selves,this
can

be
explained

as
running

in
a
tem

porary
backup

confi
guration

that
allow

s
them

to
behave

as
if

undam
aged

w
ith

the
assum

ption
that

they’llneed
to

fully
repair

the
system

later.O
r
it
can

be
explained

as
a
genuine

repair,in
w
hich

a
dam

aged
com

ponent
is
fi
xed

or
replaced.

Advanced
Interface

Layer:These
specialized

m
icroprocessing

system
s
operate

in
m
achines

brains
just

as
they

do
in
organic

brains
under

the
C
ybernetic

A
ugm

entation
description.They

allow
for

the
user

to
periodically

apply
a
tem

porary
perform

ance
boost

to
a
task-specifi

c
check

betw
een

daily
backup

and
repair

cycles.The
m
ost

com
m
on

application
is
to

engineering
w
orkarounds

(i.e.hacking),but
players

can
suggest

sim
ilar

alternative
uses.
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SkillU
pgrades

Skillupgrades
are

m
eant

to
allow

players
to

spend
their

experience
points

increasing
their

Skillpoints
to

represent
im

provem
ent

at
skilled

tasks
or

acquire
new

C
om

bat
Profi

ciencies.

The
skillpoint

upgrades
are

intended
to

apply
only

to
skills

in
w
hich

a
character

has
4

points
or

few
er.This

lim
itation

is
intended

m
echanistically

to
avoid

guaranteed
success

in
som

e
narrow

area
and

narratively
to

encourage
players

to
broaden

their
skillsets.A

s
w
ith

any
rule,a

table
can

choose
to

be
flexible.

Com
bat

Profi
ciencies

Tw
o
add

new
C
om

bat
Profi

ciencies,add
a
point

to
a
character’s

C
om

bat
skilland

then
re-select

C
om

bat
Profi

ciencies.The
G
M
w
illhave

to
sign

off
.

An
alternative

approach
to

Skills
and

grow
th

O
ne

recom
m
ended

alternative
rule

set
is
to

have
players

start
during

character
creation

w
ith

three
skills

of
6
points

instead
of

one
skillof

8,one
of

7,and
one

of
6.Then

during
play,allow

skillupgrades
of

any
skillup

to
8
points.This

creates
a
very

fulfi
lling

w
ay

to
start

new
players

as
m
ore

realistically
average

in
their

skills
and

to
organically

evolve
into

legendary
heroes

over
the

course
of

play.

Synth
Augm

entations

Synth
augm

entations
are

easier
to

do
com

pared
to

augm
entations

to
organic

creatures.
O
rganic

augm
entations

are
an

application
of

intelligent
engineering

to
a
system

not
originally

designed
by

that
intelligence.C

onversely,em
bodied

synths
w
ere

designed
intelligently

by
the

sam
e
thinking

used
to

design
upgrades.B

ecause
of

this
natural

upgradability,increases
to

base
A
ttributes

(Strength,D
exterity,etc.)can

be
achieved

w
ith

one
augm

entation
instead

of
tw
o
for

organics.

The
process

is
sim

ilar:a
creature

designed
for

basic
functioning

m
ay

w
ish

to
increase

that
functioning

or
personalize

its
physicalform

.B
elow

are
a
collection

of
recom

m
ended

possibilities
and

the
explanation

for
their

operation.A
s
w
ith

allthe
A
bilities

&
A
ugm

entations,these
are

m
eant

as
a
starting

point
from

w
hich

players
can

invent
their

ow
n..Players

and
G
M
s
should

consider
the

presented
option

as
an

illustration
that

are
m
echanistically

reasonable
w
ithin

the
gam

eplay,on-them
e,and

narratively
explainable.

Ruggedization:H
igh-durability

structuralcom
ponents

and
shock-absorbing

m
aterials

increase
Endurance

by
1.This

is
a
prerequisite

for
upgrading

to
an

arm
ored

chassis,w
hich

provides
1

point
of

arm
or

(w
ith

accom
panying

-1
disadvantage

to
C
harism

a).
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Subvocalizer
-
A
subvocalizer

is
a
piezoelectric

sensor
that

gently
contacts

the
soft

tissue
of

the
neck

and
interprets

m
uscle

m
ovem

ent
to

reconstruct
speech

w
hich

is
spoken

w
ithout

expelling
air.These

m
ay

be
integrated

into
jew

elry,clothes,or
a
com

fortable,personalized
com

m
collar.B

y
picking

up
speech

that
is
spoken

w
ithout

expelling
air

or
m
oving

one's
lips,

a
subvocalizer

allow
s
the

user
to

silently
issue

voice
com

m
ands

to
their

electronics
or

hold
a

conversation
w
ithout

visibly
speaking.

Touchport
-
A
touchport

is
a
thin

m
echanicalpad

adhered
to

the
skin

that
transm

its
gentle

touch
or

electricalpulse
to

the
nerves

of
the

skin.Through
training

and
chem

icalassistance,
a
users’brain

can
be

trained
to

interpret
signals

in
the

touchport
as

other
signals.This

is
the

m
ost

com
m
on

w
ay

of
innervating

prosthetics
to

restore
a
users’sense

of
touch,but

it
can

also
be

use
to

provide
things

like
a
quick-reflex

sense
that

w
arns

of
fast-com

ing
danger

based
on

cam
eras

that
w
atch

a
users’blind

spot,or
m
agnetoperception

that
allow

s
a
user

to
sense

com
pass

directions
and

the
presence

of
m
agnetic

fi
elds.

N
erveport

-
A
nerveport

is
sim

ilar
to

a
touchport,but

integrated
into

the
body.It

m
ay

be
subderm

ally
im

planted
w
ithin

skin
or

im
planted

directly
w
ithin

the
cortex

of
the

brain.

Floatie
-
A
floatie

is
a
subsonic

acoustic
resonator

that
m
anipulates

the
fluid

w
ithin

the
cochlear

labyrinth
to

sim
ulate

the
eff

ects
of

acceleration.Put
sim

ply,it
spoofs

input
to

the
labyrinth

of
the

ear
in
the

sam
e
w
ay

that
screens

spoof
visualinput

to
the

eyes
and

speakers
spoof

auditory
input

to
the

ears.

Barker
-
A
barker

is
a
com

m
unication

aid
for

dogs
or

other
non-verbalanim

als.A
barker

provides
context-sensitive

buttons
that

a
non-verbalanim

alcan
press

to
form

ulate
m
essages

that
the

barker
w
illrecite

aloud.These
can

be
stationary

or
m
obile.In

the
case

of
m
obile

barkers,they
are

light-w
eight

devices
m
ounted

on
a
telescoping

pole
that

extends
from

a
collar

and
projects

buttons
on

the
ground

in
front

of
an

anim
al.The

barker
visually

observes
w
hich

buttons
are

pressed
to

provide
the

sam
e
functionality

of
a
physical

non-m
obile

barker.

Portable
Input

devices
-
U
sers

can
type

or
issue

gesture
com

m
ands

to
electronics

using
fi
nger

tracking
gloves

or
hand

and
fi
nger

tracking
cam

eras.Som
e
such

cam
eras

m
ight

project
an

im
age

into
a
users’palm

or
nearby

table
surfaces,though

m
ost

are
of

lim
ited

use
under

fulldaylight.

Specialized
Item

s
B
elow

is
an

assortm
ent

of
exam

ples
of

the
kind

of
tools

players
m
ay

fi
nd

usefulin
specifi

c
cases.There

are
certainly

entire
books

fi
lled

w
ith

fantastic
near

and
far-future

gear
w
hich

can
be

draw
n
from

,so
this

guide
hasn’t

gone
to

great
lengths

to
try

to
invent

m
ore.A

lso,
m
any

w
eapons

and
tech

item
s
are

described
in
other

sections
of

this
m
anual.C

onsider
this

a
few

exam
ples

for
inspiration

and
context.
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A
Tracker

is
a
sm

alldevice
that

discreetly
transm

its
its

location
or

provides
a
radio

signal
that

can
be

triangulated.

A
M
agic

w
and

is
a
portable

m
ulti-purpose

hacking
tool.It

m
ay

contain
a
sonic/

vibration-based
lock

pick;dedicated
IR

code
flipper

and
m
ultichannelkeypad

spiker.
A
lthough

not
exactly

illegal,carrying
one

raises
eyebrow

s
and

raises
trust

issues.Still,m
any

rapid
responders

sw
ear

by
them

.It
m
ay

interface
w
ith

a
cyberdeck

or
other

w
earables

or
operate

independently.M
ost

are
custom

m
ade,and

m
any

are
uniquely

decorated,often
w
ith

distinctive
high-vis

casings
and

m
arkings.

G
eckine

spray/G
ecko-tech

gloves
–
A
dhesive

m
aterials

can
be

found
m
anufactured

into
cloth

or
as

a
pair

of
spray

bottles
that

build
up

layers
of

adhesive
nano-statae-bristles.B

e
carefulw

hat
you

stick
to

w
hat

-
neither

the
ceiling

plaster
nor

your
fi
ngertip

skin
is
strong

enough
to

carry
your

fullw
eight.B

ut
if
used

properly
there's

no
end

to
clever

applications
(including

daring
strapless

clothing
fashions).

A
U
niversalPow

er
Pack

is
a
device

designed
to

be
charged

by
and

deliver
pow

er
to

alm
ost

anything.M
odular,flexible

connectors
and

sm
art

electronics
capable

of
adapting

to
a
w
ide

range
of

voltages,currents,and
frequencies

allow
s
the

device
to

tap
into

nearly
any

pow
er

source.IR
,photovoltaic,and

therm
oelectric

inputs
can

harvest
pow

er
from

the
sun

or
even

a
cam

pfi
re.The

pow
er

pack
can

then
be

used
to

deliver
pow

er
to

sensitive
m
icroelectronics

or
defi

brillate
a
heart.B

ew
are

of
dam

age,though,as
a
dam

aged
pow

er
pack

can
undergo

a
violent

com
bustive

discharge.Sizes
vary

by
storage

capacity.

A
n
ExternalTongue

is
an

engineered
slim

e
m
old/bacterialsym

biote
that

responds
to

trace
am

ounts
of

various
substances.A

n
externaltongue

is
stored

in
a
portable

incubator.W
hen

applied
in
a
thin

fi
lm

to
a
surface

it
responds

to
the

chem
istry

detected.A
radio

signal
reflected

off
organic

antennae
allow

s
the

user
to

read
the

presence
of

broad
classes

of
organic

chem
icals.Training

the
m
old

directly
for

60
m
inutes

on
a
specifi

c
target

can
dram

atically
increase

its
sensitivity

to
that

target.The
tongue

is
non-proliferative

and
harm

less
to

the
environm

ent,though
w
iping

it
off

after
use

is
stillgood

m
anners.

A
Field

Surgery
U
nit

is
a
com

pact
device

the
size

of
a
sm

allshoe
box

containing
a
set

of
m
icrom

anipulators
and

a
m
agnifi

ed
endoscope

used
for

perform
ing

basic
surgeries

in
any

location.

A
Jum

pfram
e
is
a
lightw

eight
exosuit

that
includes

retractable
jum

p
stilts

and
reach-extenders.Jum

pfram
es

allow
the

user
to

run
at

high
speeds

and
leap

incredible
distances.H

elm
ets

and
pads

are
advised.

There
are

already
a
lot

of
crazy

m
icrom

obility
devices

in
our

w
orld

that
m
any

people
don’t

think
about.In

addition
to

skateboards,longboards,rollerblades,and
rollerskates,

w
e’ve

got
m
onow

heels,electric
unicycles,heelies,skate

sticks,free
w
heels

and
so

on.Feel
free

to
include

these
and

m
ake

any
of

these
pow

ered/portable/deployable
in
w
ays

that
m
ake

sense
w
ithin

physics
but

aren’t
technologically

possible
yet.
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CerebralH
eat

M
anagem

ent:H
eat-conductive

m
icrofi

lam
ents

are
em

bedded
into

the
cerebralcortex

to
direct

heat
m
ore

effi
ciently

out
of

the
brain

and
out

to
the

skin.W
hen

com
bined

w
ith

Enhanced
B
lood

O
xygen

B
inding,this

augm
entation

allow
s
the

brain
to

perform
allits

usualoperations
faster

and
m
ore

effi
ciently.It

does
not

change
a
character’s

personality
or

w
ay

of
thinking.It

just
allow

s
for

their
existing

intellect
to

function
m
ore

readily.Safe
application

of
this

augm
ent

requires
that

the
user

be
able

to
appropriately

shed
their

excess
heat.This

is
easily

perform
ed

under
norm

alconditions
through

sw
eating,or

radiating
heat

if
their

head
isn’t

insulated,but
if
a
player

w
ere

to
think

intently
on

a
very

hot
day

or
w
hile

w
earing

a
heavy

hat,they
m
ay

experience
typicalfever

sym
ptom

s.M
any

recipients
of

this
augm

ent
keep

their
hair

short.There
are

a
variety

of
styles

including
fully

shaved
bald

or
partially

shaved
styles

(such
as

m
ohaw

ks)that
are

popular
am

ong
users

of
C
erebralH

eat
M
anagem

ent
augm

entations.

Personalelectronics
as

im
plants:C

haracters
m
ay

integrate
im

planted
devices

in
their

eyes
or

brain
to

interface
w
ith

technology,but
no

engineer,doctor,or
recipient

is
going

to
em

ploy
devices

w
hich

have
obvious

vulnerabilities
to

rem
ote

hacking.If
a
player

w
ants

these
kinds

of
augm

entations,m
ake

sure
they

have
com

m
on-sense

failsafes
like

a
physicalshutoff

sw
itch

or
rem

ovable
com

ponent
that

is
externally

accessible
w
ithout

tools.
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Speed
Reading:The

Speed
R
eading

augm
ent

is
another

im
plem

entation
of

the
sam

e
form

of
em

bedded
dedicated

m
icroprocessing

as
the

A
dvanced

Interface
Layer.A

n
organic

m
icroprocessor

em
bedded

into
the

visualcortex
recognizes

printed
characters

and
character

com
binations

in
a
10th

the
tim

e
that

the
visualcortex

norm
ally

does,allow
ing

for
the

brain’s
to

perform
the

reading
process

at
an

otherw
ise

inhum
an

speed.

This
is
an

exam
ple

of
how

this
kind

of
cybernetics

can
be

used
in
a
non-m

echanistic
ability.

This
augm

entation
does

not
have

a
rule-based

m
echanism

of
aff

ecting
success,but

if
a

player
w
ishes

to
read

a
book

w
ithin

a
few

m
inutes,this

allow
s

for
them

to
do

so
narratively.A

player
m
ight

also
ask

to
receive

a
bonus

during
a
relevant

role,
such

as
if
they’re

perform
ing

extensive
reading

during
a

research
interstitial.Players

and
G
M
s
are

encouraged
to

apply
bonuses

in
w
ays

that
m
ake

sense
to

reflect
the

benefi
ts

conferred
by

non-m
echanistic

abilities
at

the
G
M
’s
discretion.

Enhanced
Blood

O
xygen

B
inding:This

genetic
augm

entation
to

the
effi

ciency
of

hem
oglobin

in
the

blood
is
a

required
precursor

to
the

C
erebralH

eat
M
anagem

ent
augm

ent.It
also

doubles
breath-holding

ability
and

allow
s
a
character

to
increase

the
distance

of
their

M
ovem

ent
action

during
com

bat
by

1
if

their
speed

is
22

or
greater.

This
augm

entation
is
identical

to
the

sam
e
augm

ent
listed

in
both

the
respiration-based

augm
ents.A

cquiring
this

augm
entation

in
either

section
satisfi

es
the

requirem
ents

for
higher-levelaugm

entations
in
either

section.They
cannot

be
treated

as
unique

augm
entations

to
recursively

gain
the

benefi
ts
of

this
augm

entation
tw

ice.
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Personalflying
m
achines

include
a
diverse

assortm
ent

of
light-w

eight
rotor-pow

ered
flying

devices.Som
e
com

m
on

form
s
include

the
flying

disk
(or

flying
saucer),w

ith
its

counter-rotating
blades

inside
a
ducted

fan
and

directionalcontrolsurfaces
underneath;

the
airboard,w

hich
packs

m
any

ducted
electric

propellers
into

a
surfboard-like

form
factor;

or
the

classic
jetpack,w

ith
its

backpack
and

hand-m
ounted

thrusters.A
llof

these
should

be
used

in
safe

areas
by

properly
trained

operators
using

the
standard

safety
devices.

Fall-arresting
devices

include
grapnels,m

ini-chutes,body-m
ounted

airbags,and
fast-expanding

im
pact

foam
.

Flash-bags
w
ere

developed
for

biologicalsam
pling,and

are
used

by
em

ergency
responders

for
im

posing
near-instant

m
edicalstasis.The

pow
ered

bag
uses

perfused
cryoprotectant

fluids
and

the
sublim

ation
of

dry
ice

and
deep

phase
change

m
aterialto

cryogenically
flash

freeze
sam

ples.If
used

successfully,flash-bags
can

preserve
a
patient

w
ith

no
life

signs
in
order

to
prevent

brain
death

follow
ing

grievous
bodily

injury
untilthey

can
be

placed
on

extrem
e
life-support.

G
low

m
idges

w
ere

fi
rst

m
ade

in
the

12hr
afterm

ath
of

the
‘44

quake.C
ultured

populations
are

kept
in
sm

allchilled
boxes

the
size

of
a
hand.O

nce
w
arm

ed
and

aw
ake,the

hungry
m
idges

sw
arm

,tracing
C
O
2
in
the

air
and

glow
ing

faintly.A
side

from
sipping

on
rescue

w
orkers,they

rest
and

cluster
on

the
rubble.The

result
is
a
sm

allring
of

glow
ing

circles,
highlighting

gaps
in
the

rubble
above

any
survivors,as

their
breath

slow
ly
rises

out
to

the
night

sky.Sim
ilar

m
idges

can
be

developed
to

visually
trace

m
ost

gasses.

H
olodom

e
Projector

B
eloved

of
cyberspace

architects,educators
and

m
any

synths,a
holodom

e
projector

fi
lls

a
darkened

room
w
ith

im
m
ersive

hologram
s,som

etim
es

keyed
to

realism
,som

etim
es

extravagantly
stylised.

A
collapsable

sw
ord

or
m
em

a
sw

ord
is
one

in
w
hich

extrem
ely

precise
m
achining

and
the

creative
use

of
m
aterials

capable
of

undergoing
a
slight

controlled
expansion

and
contraction

allow
s
for

the
construction

of
a
sw

ord
that

can
collapse

dow
n
to

a
fraction

of
its

length.A
com

m
on

benchm
ark

is
for

a
sw

ord
w
ith

a
60

cm
blade

and
20

cm
hilt

collapsing
dow

n
to

30
cm

in
length.W

hen
at

its
fullsize,the

press
of

a
button

allow
s
it
to

telescope
dow

n
in
size

w
hen

pressed
against

a
fi
rm

surface
such

as
the

ground,and
w
hen

com
pacted

the
press

of
a
button

rapidly
telescopes

it
out

to
its

fulllength.

Like
m
ost

advanced
and

dangerous
w
eapons,the

m
ost

com
m
only

accepted
practice

of
obtaining

a
m
em

a
sw

ord
is
to

earn
it
as

a
gift

from
a
respected

craftsm
an.For

sw
ordsm

en,
they

typically
m
ust

describe
publicly

or
at

least
w
idely

w
ithin

a
m
artialartist

organization
a
circum

stance
in
w
hich

they
used

a
conventionalsw

ord
responsibly

and
w
ith

appropriate
restraint.They

then
explain

w
hy

they
believe

they
should

have
an

extending
sw

ord,ideally
by

citing
how

having
one

w
ould

enable
them

to
continue

to
dem

onstrate
proper

responsible
use

of
a
sw

ord
for

constructive
purposes.Som

etim
es

they
m
ay

be
loaned

one,
and

if
they

later
show

an
ability

to
w
ield

it
w
ith

honor
and

restraint,they
w
illbe

gifted
one
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by
a
m
aster

sw
ordsm

ith.G
rey

m
arket

m
em

a
sw

ords
are

obtainable,but
subject

to
the

sam
e
restrictions

governing
any

grey
m
arket

w
eapons.

These
m
ake

an
excellent

upgrade
item

for
sw

ord-using
characters.They

perform
in

com
bat

the
sam

e
as

a
conventionalsw

ord,but
in
addition

to
being

m
ore

concealable,the
extending

sw
ord

off
ers

a
+3

advantage
to

intim
idation

checks.If
one

w
ishes

to
acquire

this
as

a
player,com

m
unicate

that
as

a
goalto

your
G
M
.

A
conventionalextending

bo
staff

consists
of

a
telescoping

housing
that

allow
s
such

a
staff

to
extend

from
45

cm
to

1.5
m
.O

ff
ers

a
+2

advantage
on

intim
idation

checks.

A
m
em

a
bo

staff
is
sim

ilar
to

a
conventionalextending

bo
staff

,how
ever

instead
of

telescoping,the
m
em

a
staff

uses
air

pressure
to

rapidly
inflate

a
flexible-to-rigid

inflatable
body

before
it
converts

back
to

rigid.This
allow

s
a
full-length

staff
to

com
press

dow
n
to

around
just

20
cm

or
less.O

ff
ers

a
+3

advantage
on

intim
idation

checks.

Lugger
ants

are
a
pack

of
biom

im
etic

ant
robots.W

hen
not

in
use

it
w
illcluster

up
around

a
user’s

shins
or

in
a
pouch.Spray

an
item

w
ith

the
pink

'collect
this’spray,and

the
ant

sw
arm

w
illget

under
it
and

follow
the

user
about.You

can
also

send
them

off
on

a
path

using
the

m
auve

'follow
this'spray.D

on't
confuse

them
!

A
H
arvester's

pouch
is
a
bag

designed
to

preserve
fruit

and
vegetables

w
hen

picking.The
harvester’s

pouch
is
capable

of
taking

out
'fi
eld

heat'to
keep

things
fresh,or

even
freezing/freeze-drying

your
bounty

w
hile

you
cycle

hom
e.

Softw
are

Tools

R
eaders

are
encouraged

to
be

expansive
in
their

im
agining

of
the

kinds
of

digitalassistive
tools

available
though

A
R
/X

R
.V

ideo
playback

of
a
recent

event,frequency
isolation,live

translation,voice
identifi

cation
and

such
should

generally
be

considered
w
idely

available.

R
eaders

are
also

encouraged
to

im
agine

w
ays

these
tools

w
ould

be
em

ployed
for

accom
m
odating

disabilities
and

diff
erences

in
physicality

and
neurotypes.Players

and
G
M
s

are
encouraged

to
im

agine
live

captioning
for

the
hearing

im
paired;identifi

cation
tools

for
the

face-blind;and
countless

other
apps

for
m
itigating

dyslexia,dyscalculia,attention
defi

cits,sensory
sensitivities,and

so
on.

A
ny

such
toolshould

also
be

understood
as

a
general-purpose

asset
for

anyone
w
ho

w
ants

it,
and

not
as

a
signifi

er
of

incapability
or

an
exclusive

toollim
ited

to
people

w
ho

m
eet

diagnostic
criteria

to
dem

onstrate
their

need.A
llof

these
system

s
are

m
eant

to
help

people
better

understand
the

w
orld

around
them

.W
ithin

the
w
orld

of
Fully

A
utom

ated,our
concept

of
“able-bodied”

and
“disabled”

is
far

less
com

m
on

than
a
holistic

understanding
that

each
of

us
throughout

our
lives

experience
a
w
ide

range
in
our

ability
to

perform
various

functions.M
ost

people
don’t

consider
sight

im
pairm

ent
a
disability

if
it’s

correctable
w
ith

eyeglasses.In
the

sam
e
w
ay,the

universalavailability
of

prosthetics
and

com
puter

assistance
w
ith

cognitive
obstacles

have
m
ade

m
any

conditions
w
e
consider

“handicaps”
today

into
unrem

arkable
w
ays

of
experiencing

the
w
orld.
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Cybernetic
Augm

entations

C
ybernetics

include
a
broad

range
of

electro,optical,and
m
echanicaldevices,but

the
term

is
m
ost

com
m
only

applied
to

m
achine

parts
that

extend
m
entalfunction

rather
than

those
that

restore
a
com

m
on

hum
an

ability.For
m
ore

inform
ation

on
the

culturalattitudes
tow

ards
cybernetic

enhancem
ent

see
the

subsection
of

M
ajor

Lifestyle
A
ugm

entations
on

C
yborgs.

B
rain-M

achine
Interface,B

roadcast:A
corticalim

plant
reads

brain
activity

to
act

as
an

interface
device

that
allow

s
the

user
to

issue
m
entalcom

m
ands.The

specifi
city

of
com

m
ands

varies
by

level.
LevelI

acts
like

a
m
acro-keyboard.C

onnected
devices

are
keyed

to
a
handfulof

set
trigger

thoughts
that

can
run-preset

com
m
ands.W

ith
training,these

can
be

chained
together

to
silently,m

entally
com

m
and

a
series

of
events

like
deploying

a
drone

and
instructing

it
to

follow
a
target.LevelII

allow
s
a
user

to
send

enough
inputs

to
play

a
piano

w
ith

a
robotic

hand.LevelIII
allow

s
the

user
to

controlm
ultiple

com
plex

system
s,such

as
a
vehicle,avatar,or

exosuit.

B
rain-M

achine
Interface,Receive:A

n
im

plant
in
one

of
the

sensory
cortices

allow
s
digitalsim

ulation
of

additionalinput.This
can

be
used

to
provide

a
m
entalim

pression
of

seeing
a
light

turn
on

or
off

;
seeing

a
short

line
of

text;hearing
unique

notifi
cation

chim
es;or

feeling
a
pinprick

if
the

input
is

m
eant

to
create

an
additionalreflex

sense.The
volum

e
and

quality
of

the
input

increases
w
ith

levels.
The

fi
rst

levelprovides
a
levelof

input
sim

ilar
to

an
old-fashioned

pager.The
third

levelis
like

an
additionalcom

puter
m
onitor

in
your

head.

Random
-Access

M
em

ory
integration:A

n
im

planted
chip

enables
the

benefi
ciary

to
recallthe

order
of

a
deck

of
playing

cards
w
ith

ease,or
hold

a
25

digit
num

ber
in
m
ind.To

operate
eff

ectively,
how

ever,players
m
ust

practice
good

sleep
hygiene.

Storage
M
em

ory
Expansion:Provides

an
eidetic

m
em

ory,increasing
K
now

ledge
by

1.Like
R
A
M

integration,this
requires

the
user

to
be

w
ellrested

to
fully

function.

ParallelProcessing:O
rganic

m
icrocircuitry

strengthens
interconnecting

regions
of

the
prefrontal

cortex,allow
ing

for
the

integration
of

higher-levelthinking
betw

een
m
ultiple

applications
of

functionalability.Each
levelreduces

the
am

ount
of

tim
e
a
character

requires
to

perform
skill

com
binations.C

om
bining

skills
allow

s
a
player

to
add

half
of

a
second

skill(rounding
up)to

their
relevant

A
ttribute

and
Skillw

hen
calculating

their
A
bility

Score.

Advanced
Interface

Layer:organic
soft-circuitry

based
m
icrochips

can
be

designed
to

perform
com

plex
calculations

and
operations.W

hen
im

planted
in
the

brain
these

provide
enhanced

synthetic
abilities

w
ithin

the
organic

cognition
loop.The

m
ost

popular
im

plem
entation

allow
s
hackers

to
incorporate

a
variety

of
com

m
on

routines
and

penetration
tests

into
rapidly

recallable
action

packages
once

per
day.

This
exhaustible

skillis
redundant

w
ith

the
m
entalhacking

abilities,but
m
ore

flexible
in
its

use.
D
esignw

ise,this
is
m
eant

to
reflect

that
sim

ilar
abilities

can
be

achieved
through

training
and

conventionallearning
if
a
character

is
averse

to
cybernetics,but

cybernetic
m
odifi

cation
still

provides
a
m
eaningfulbenefi

t.This
concept

–
of

using
em

bedded
dedicated

organic
m
icroprocessors

to
augm

ent
a
specifi

c
kind

of
problem

solving
or

im
prove

intellect
w
ithin

a
narrow

application
–
is

included
in
part

as
a
dem

onstration
of

how
cybernetics

can
be

used
to

justify
other

exhaustible
A
bilities

that
players

m
ay

ask
for.
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Telescopic
vision

uses
sim

ilar
technologies

as
underw

ater
vision

to
allow

an
individualto

observe
far

aw
ay

elem
ents

clearly
or

perceive
sm

allelem
ents

from
across

a
room

as
though

they
are

close.A
s

w
ith

other
vision

m
ods,cosm

etic
changes

are
off

ered
optionally.

Enhanced
sm

ell:A
genetic

m
odifi

cation
that

increases
the

density
and

sensitivity
of

olfactory
receptors

to
allow

a
character

to
detect

chem
icals,identify

people,and
track

them
.

Enhanced
hearing:A

com
bination

of
genetic

m
odifi

cation
and

m
inor

surgery
that

increases
the

size
of

the
ear

canaland
replaces

severalcom
ponents

of
the

year
w
ith

synthetic
m
aterials

that
increase

the
sensitivity

of
the

ear
canaland

brain.The
ears

m
ay

also
be

enlarged
and

their
control

strengthened
to

allow
directionalhearing.People

w
ith

enhanced
hearing

m
ay

have
no

external
visible

signs,but
this

m
odifi

cation
is
typically

coupled
w
ith

pointed
ears.

N
ictitating

M
em

branes:A
nictitating

m
em

brane
is
a
transparent

third
eyelid

that
can

cover
an

eye
w
hile

stillallow
ing

it
to

see.N
ictitating

m
em

brane
m
ods

allow
the

recipient
benefi

ts
aff

orded
by

sunglasses
and

other
eye

protection.These
m
em

branes
are

often
im

pregnated
w
ith

adjustable
pigm

ents
that

allow
their

opacity
to

be
consciously

m
odulated.Their

m
ost

com
m
on

function
is
as

sim
ple

U
V
-protective

sunglasses,how
ever

they
can

also
provide

som
e
protection

from
debris,

saltw
ater,chem

icalirritants,low
pressures,or

a
specifi

ed
w
avelength

tailored
for

routine
potential

exposure
to

laser
em

issions.

M
entalAbilities

●
R
eason

&
Learning

A
bilities

●
A
ssistance

A
bilities

●
H
acking

A
bilities

●
Persuasion

A
bilities

●
Skill&

A
bility-related

A
bilities

These
m
entalabilities

m
ay

be
based

on
conventionalacum

en
alone

or
the

augm
entation

of
drugs.It

can
be

assum
ed

that
the

characters
are

able
through

their
experience

and
training

to
exert

them
selves

once
a
day

(or
m
ore

frequently
if
they

acquire
m
ultiple

acquisitions
of

an
ability)w

hen
rested

to
perform

at
an

exceptionallevel,or
that

they
can

achieve
these

eff
ects

using
pharm

acologicalassistance.In
gam

eplay,w
e’ve

som
etim

es
had

players
describe

taking
“future

adderall”,in
recognition

that
this

kind
of

drug-assisted
perform

ance
boost

already
exists.

In
m
any

gam
es,the

use
of

perform
ance

enhancing
drugs

is
m
oralized

through
a
presum

ed
negative

consequence
or

socialstigm
a.Players

are
encouraged

not
to

feelobligated
to

m
aintain

this.They
can

certainly
include

harm
fuleff

ects
w
here

narratively
appropriate,but

are
under

no
obligations

to
reinforce

antiquated
assum

ptions
that

unnaturalchem
ical

eff
ects

are
im

plicitly
diff

erent
from

any
natural,behavioral,or

dietary
choice

for
adjusting

the
body’s

functioning.
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