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Extended
descriptions

of
these

abilities
and

augm
entations

are
provided

after
the

ability
trees.
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Abilities
&
Augm

entations
D
escriptions

B
elow

is
a
set

of
descriptions

of
the

augm
entations

described
above

provided
for

roleplay
purposes.These

are
provided

in
order

to
explain

the
scientifi

c
and

m
edicalbackgrounds

of
the

various
augm

entations
listed.

Com
bat

M
ost

of
these

abilities
are

sim
ply

the
result

of
training

and
don’t

require
any

elaboration
or

technologicalexplanation.If
the

eff
ect

of
any

ability
is
unclear,players

should
confer

w
ith

their
G
M
or

ask
through

one
of

the
com

m
unity

portals
like

D
iscord

or
Lem

m
y.

The
short

and
m
edium

duration
athletics

boosts
are

assum
ed

to
be

the
result

of
som

e
variety

of
adrenalgland

or
a
trained

ability
to

trigger
an

adrenaline
burst

or
sim

ilar
eff

ect.

Psionics

Psionics
certainly

stretch
the

boundary
of

believability,and
som

e
tables

m
ay

choose
to

not
use

them
.Players

using
a
Psionic

A
bility

to
influence

their
target

should
describe

w
ords,

eye-contact,and/or
gestures,and

cannot
use

these
abilities

on
unconscious

or
unaw

are
targets

purely
through

psychic
intention.
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U
sing

Abilities
and

Augm
ents

The
features

in
the

A
bilities

&
A
ugm

ents
trees

com
e
in
three

kinds:

Exhaustible
Abilities

are
abilities

that
can

be
used

once
and

then
are

depleted
untilthey

are
recharged

through
rest.If

a
player

has
tw
o
of

the
sam

e
exhaustible

ability,they
can

use
each

one
of

them
once

independently
betw

een
rests.In

the
trees

below
,they

are
color-coded

yellow
w
ith

a
solid

border.

Passive
M
echanistic

Abilities
are

abilities
or

augm
entations

that
im

pose
a
perm

anent,ongoing
eff

ect,such
as

increasing
a
base

attribute
or

a
skill,or

increasing
m
ovem

ent
distance

in
com

bat.
These

are
color-coded

in
the

abilities
trees

in
green,w

ith
a
heavy

dashed
line.

N
on-m

echanistic
Abilities

are
abilities

that
provide

roleplay
benefi

ts.These
list

no
change

to
dice

rolls,but
G
M
s
should

interpret
them

to
im

pact
play

how
ever

they
see

fi
t.These

include
things

like
being

able
to

breathe
underw

ater
or

generate
ATP

from
photosynthesis.They

are
color-coded

in
blue

w
ith

a
fi
ne

dashed
line.

Creating
Custom

Augm
ents

The
list

below
is
m
eant

to
provide

inspiration
but

not
lim

itation.Feelfree
to

propose
any

A
bility

or
A
ugm

entation
that

appeals
to

a
player

and
is
allow

ed
by

the
G
M
.

G
ender

and
SexualAugm

ents

Listed
A
ugm

entations
don’t

include
sexualaugm

entations
because

designing
a
preferred

sexualidentity
shouldn’t

require
a
player

to
pick

any
particular

skillor
spend

X
P.

This
choice

is
also

out
of

deference
to

diff
erent

players’com
fort

w
ith

sexualcontent
in

tabletop
R
PG

s.Players
and

G
M
s
are

encouraged
to

outline
their

com
fort

levels
w
ith

describing
characters’sexualidentities

and
functions.If

everyone
involved

is
com

fortable,
propose

w
hatever

sexualarrangem
ents

or
reproductive

capabilities
each

of
you

fi
nd

interesting
and

fun
to

play.

Creating
Cyborgs,Synths,&

Parahum
ans

W
hen

creating
a
character

that
is
a
cyborg,synth,or

parahum
an,consider

A
bilities

outside
the

default
recom

m
ended

category
if
they

m
ake

sense.For
instance,it

m
akes

sense
to

give
a
cyborg

character
w
ith

4
pts

in
A
thletics

tw
o
C
ybernetics

A
ugm

ents
instead

of
A
thletics

A
bilities.G

enerally,do
w
hat

m
akes

sense
for

the
character

as
long

as
the

G
M
agrees.
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Athletics
-
Strength

&
Endurance

Augm
entations

Resistance
to

cold:G
enetic

alterations
to

som
e
of

the
m
ost

therm
o-sensitive

proteins
along

w
ith

cognitive
conditioning

and
m
odifi

cations
to

the
autonom

ous
nervous

system
enable

prolonged
com

fortable
operation

of
the

body
dow

n
to

a
core

tem
perature

of
15

oC
(60

oF)and
lim

ited
com

fortable
operation

dow
n
to

10
oC

(50
oF).

Resistance
to

heat:Sim
ilar

to
resistance

to
cold

resistance
treatm

ents,a
suite

of
genetic

m
odifi

cations
to

heat
sensitive

proteins
as-w

ellas
m
icro-biom

echanicalim
plants

to
reinforce

heat-sensitive
cellular

structures
enable

a
body

to
w
ithstand

up
to

60
oC

(140
oF)for

prolonged
periods,and

up
to

90
oC

(195
oF)for

severalm
inutes.

Resistance
to

high
or

low
pressure:

G
enetic

m
odifi

cations
sim

ilar
to

tem
perature

resistance
treatm

ents
that

m
odify

the
m
ost

pressure-sensitive
m
em

branes
to

allow
the

continuation
of

critical
m
etabolic

functions
in
extrem

e
pressure

ranges.

Radiation
resistance:G

enetic
m
odifi

cations
produce

a
suite

of
proteins

that
absorb

ionizing
radiation

to
shield

D
N
A
and

other
organelles

and
create

greater
durability

w
ithin

endothelialcells
like

blood
vessels

and
other

system
s
m
ost

susceptible
to

acute
radiation

dam
age.These

changes
operate

in
concert

w
ith

an
im

proved
D
N
A
strand

repair
system

and
m
odifi

cation
of

oncogenes
to

rem
ove

susceptibility
to

com
m
on

deleterious
m
utations.The

eff
ect

does
not

provide
im

m
unity

to
all

radiation,but
is
sim

ilar
to

reducing
radiation

exposure
through

the
conventionalm

eans
(tim

e,
distance,and

shielding)and
substantially

im
proves

recovery
from

severe
acute

radiation
exposures.

Concussion
and

traum
atic

brain
injury

resistance:N
on-invasive

m
icro-biom

echanicalreinforcing
structure

adds
enhanced

durability
to

duram
ater

and
cardiac

tissue,and
adds

a
non-N

ew
tonian

viscosity
factor

to
cerebrospinalfluid

to
cushion

the
brain

during
im

pacts.This
reduces

susceptibility
to

concussions
and

traum
atic

brain
injury,and

allow
s
the

body
to

briefly
endure

up
to

30
G
of

acceleration
w
ithout

dam
age.The

actualm
axim

um
acceleration

at
w
hich

a
character

w
ith

this
trait

can
rem

ain
conscious

depends
on

the
sum

eff
ect

of
other

augm
ents

that
supply

oxygen.

W
ithin

the
gam

e
m
echanics,this

allow
s
player

characters
to

ignore
stun

eff
ects

from
im

pact
attacks

(such
as

from
a
club

or
fi
sts).A

lternatively,if
it’s

easier
for

players
and

G
M
s,this

can
be

used
to

allow
players

to
disregard

the
fi
rst

stun
eff

ect
in
com

bat
once

per
day.

H
igh-acceleration

tolerance:non-invasive
m
icro-biom

echanicalsurgery
is
used

to
enable

vasoconstriction
of

the
veins

and
arteries

of
the

body
direct

extra
blood

flow
to

the
brain

to
retain

consciousness
during

high
acceleration,allow

ing
an

individualto
rem

ain
conscious

during
a

sustained
exposure

to
10

G
.

Fur:Fur
is
specialized

body
hair.It

can
provide

resistance
to

cold
or

insect
bites.It’s

m
ostly

cosm
etic,

but
w
hy

w
ould

w
e
deny

furry
players

their
fantasy?

D
epending

on
realism

,it
m
ay

or
m
ay

not
increase

the
likelihood

of
hypertherm

ia.

Toughened
Skin:M

odifi
cations

to
keratinocytes

in
the

skin
produce

hard,thick
skin

w
ith

the
appearance

and
toughness

of
crocodile

or
rhinoceros

hide.This
provides

1
point

of
perm

anent
arm

or,
though

it
com

es
w
ith

the
standard

-1
disadvantage

to
charism

a
checks

(unless
w
aived

by
the

G
M
).

Reduced
M
etabolic

D
em

and:G
enetic

m
odifi

cation
of

m
itochondria

and
a
m
odifi

ed
gastrointestinal

m
icrobiom

e
reduce

caloric
needs

by
~40%

.N
utrient

and
protein

needs
are

~10%
less.
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C
om

bat
Profi

ciencies
O
nce

you’ve
established

a
character’s

skills
and

backstory,you’lllikely
w
ant

to
consider

how
usefulthey’llbe

in
a
fi
ght.Som

e
players

and
G
M
s
love

fi
ghting

and
som

e
don’t,so

discuss
w
ith

your
G
M
and

the
rest

of
your

table
w
hat

they
like.

The
com

bat
profi

ciencies
available

to
players

are
based

on
the

totalnum
ber

of
points

they
have

in
the

C
om

bat
Skill.C

om
bat

Profi
ciencies

each
have

a
cost,and

players
can

take
w
hatever

Profi
ciencies

they
w
ish

w
ithin

the
num

ber
of

skillpoints
available.Players

do
not

require
profi

ciency
to

w
ield

a
w
eapon,but

doing
so

im
poses

disadvantage.

A
good

rule
of

thum
b
is
that

assigning
at

least
2
points

in
C
om

bat
is
recom

m
ended

if
a

player
w
ants

to
be

able
to

do
anything

m
ore

than
defend

and
run.

You
can

see
a
list

of
attacks

and
their

Skillcost
below

.The
threat

profi
le
and

concealability
ratings

are
suggested

for
roleplaying

purposes,and
have

no
defi

ned
eff

ect.

C
ost

A
ttack

R
ange

W
eapon

Threat
profi

le
Portability

/
C
oncealability

0
Punch

1
N
o

Very
Low

H
igh

0*
C
law

s
1

N
o

Very
Low

H
igh

0
Spray

2
Yes

Low
M
edium

0.5
K
nife

1
Yes

Low
M
edium

0.5
C
lub

/
Im

provised
m
elee

1
Yes

Low
Low

0.5
Pistol

4
Yes

M
edium

M
edium

1
E-baton

1
Yes

Low
M
edium

1
Slingshot

/
N
anodart

(includes
Pistol)

5
Yes

M
edium

M
edium

1.5
Shortbow

/C
rossbow

(includes
nano)

4/8
Yes

M
edium

Very
Low

1.5
M
icrodarter

/
R
ifle

(Includes
profi

ciency
w
ith

pistol)
6

Yes
M
edium

Very
Low

H
igh

1.5
W
hip

4
Yes

M
edium

Low
2

Trained
Strike

(includes
e-baton)

1
N
o

Very
Low

H
igh

2
Sw

ord
(includes

e-baton
and

club)
1

Yes
M
edium

Low
2

B
o
Staff

/
Spear

2
Yes

Low
/
M
ed

M
edium

2
Im

provised
throw

able
4

Yes
Low

H
igh

Shuriken/Throw
ing

knives
M
edium

M
edium

2.5
G
lue

G
un

(includes
profi

ciency
w
ith

all
gun

w
eapons)

5
Yes

M
edium

Very
Low
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Photosynthesis:C
hloroplasts

in
the

derm
is
convert

w
ater

and
C
O

2 into
glucose,giving

the
skin

a
dark

green
appearance

and
reducing

externalcaloric
needs

by
~20%

w
hile

under
fullsunlight.

Toxin
resistance:engineered

cells
grafted

into
the

liver
enable

rapid
m
etabolism

of
a
w
ide

range
of

toxins
at

roughly
100

tim
es

the
norm

alrate.

Toxin
or

other
chem

icalproduction
requires

the
surgicalgrafting

and
innervation

of
custom

glands
that

fi
llw

ith
a
desired

organic
product.This

can
be

a
paralytic

agent,a
caustic

agent,a
sedative

or
m
ost

other
sim

ple
organic

com
pounds.Typically,this

m
odifi

cation
requires

resistance
to

the
produced

com
pound.O

nce
engrafted,the

contents
of

the
glands

can
be

ejected
under

controlto
either

flood
a
bite

or
shoot

as
a
projectile

fluid.

Fangs
consist

of
dentalm

odifi
cation

to
the

teeth
and

jaw
to

provide
long,sharpened

canine
teeth

and
associated

bite
force.This

m
odifi

cation
can

be
custom

ized
in
its

appearance
and

function
from

m
odest

to
extrem

e.

Claw
s
are

provided
by

surgically
replacing

the
tips

of
fi
ngers

and
toes

w
ith

custom
grow

n
replacem

ents
that

grow
sharp,narrow

fi
ngernails

in
the

style,color,and
grow

th
speed

of
an

individual’s
choosing.The

character
can

use
the

claw
s
to

attack.

Endurance
Enhancem

ent
is
a
com

posite
treatm

ent
sim

ilar
to

Strength
Enhancem

ent
and

resistance
to

tem
perature,pressure,radiation,and

acceleration.U
nlike

those
treatm

ents,it
is
a
broader

collection
of

m
ore

m
odest

genetic
upgrades

to
m
any

of
the

sam
e
system

s.K
eratinocytes

are
upgraded

to
produce

slightly
m
ore

durable,fast-healing
skin.U

pgrades
to

extracellular
m
atrix

proteins,tendons,and
the

endothelialsystem
provides

greater
resistance

to
and

healing
from

percussive
force.M

odest
upgrades

to
the

cardiovascular
system

and
dura

m
ater

produce
a

com
posite

eff
ect

that
allow

s
a
recipient

to
push

their
body

harder
and

recover
faster

from
m
ost

generalform
s
of

physicaltraum
a.

Strength
Enhancem

ent
is
a
com

m
on

range
of

augm
entations

that
enables

skeletalm
uscles

to
provide

substantially
m
ore

contraction
force

overallas
w
ellas

per
m
ass.Strength

enhancem
ent

is
a

m
ultifactorialprocess

that
begins

w
ith

dedicated
exercise

and
dietary

program
s
coupled

w
ith

genetic
treatm

ents
to

m
odify

relevant
proteins.It

is
a
com

bination
of

a
range

of
practices

but
a
com

m
on

approach
is:recipients

start
by

m
axim

izing
the

strength
through

routine
m
easures,including

training
in
elevated

gravity
conditions

com
m
on

in
gym

nasium
centrifuge

rings.

O
nce

a
participant

has
plateaued

in
their

strength
they

receive
a
suite

of
genetic

m
odifi

cations
w
hich

allow
for

higher
contractile

effi
ciency

of
m
uscle

fi
bers,faster

gain
of

m
uscle

m
ass,greater

retention
of

m
uscle

m
ass,and

accelerated
healing

and
recovery

of
sm

allbruising
and

tearing
typicalof

exertion,and
increases

to
the

durability
of

tendons
and

bones
to

support
the

increased
load.This

genetic
reprogram

m
ing

does
not

confer
higher

strength
on

its
ow

n,but
instead

substantially
lifts

the
recipient’s

potentialfor
further

gains
in
m
uscle

m
ass

and
strength.O

nce
the

recipient
resum

es
strength

training
under

elevated
gravity

they
can

attain
levels

of
strength

previously
unattainable

by
an

heirloom
hum

an
genotype.

Cardiovascular
enhancem

ent
is
the

process
of

building
additionalcardiac

m
uscle,enlarging

cham
bers

of
the

heart,and
reinforcing

blood
vessels

to
enable

elevated
athletic

strain
and

support
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A
bilities

and
A
ugm

entations
A
ugm

entations
and

specialabilities
allow

players
to

perform
unusualand

unique
feats.

From
a
gam

eplay
perspective,these

are
provided

in
a
typicalR

PG
skilltree

that
allow

s
players

to
spend

X
P
on

things
that

can
allow

them
to

do
m
ore

and
cooler

stuff
.Each

ability
or

augm
entation

is
recom

m
ended

to
cost

30
X
P,and

G
M
s
are

recom
m
ended

to
off

er
players

100
X
P
during

character
creation,w

ith
the

expectation
that

they’llearn
around

15
-

25
X
P
per

session.This
w
ould

enable
players

to
obtain

roughly
tw
o
new

abilities
for

every
three

sessions
played.W

e
can’t

em
phasize

this
enough,though:G

M
s
should

give
out

X
P
and

abilities
at

w
hatever

pace
feels

fun.If
you

w
ant

to
tella

story
of

players
w
ho

transform
from

unrem
arkables

to
legends,start

w
ith

no
X
P.O

r
try

running
a
session

w
here

allthe
players

(and
adversaries!)start

out
com

pletely
O
P
like

G
oku.

Picking
abilities

and
augm

entations
during

character
creation

D
uring

character
creation,severalskills

off
er

abilities
based

on
the

num
ber

of
Skillpoints

allotted
to

them
:

●
For

every
2
points

invested
in
the

Com
bat

Skill,take
1
Com

bat
Ability

●
For

every
2
points

invested
in
the

Psionics
Skill,take

1
Psionics

Ability

●
For

every
2
points

invested
in
the

Athletics
Skill,take

1
Athletics

Augm
ent

or
Ability

●
For

every
2
points

invested
in
Law

&
C
rim

e,H
istory

&
G
eography,Physics

&
Engineering,

and
C
hem

&
M
olecular

B
io
(alladded

together),take
1
M
entalability

●
If
you’re

a
Synth,substitute

Synth
Augm

ents
w
here

appropriate

Exam
ple:ifyou

have
4
points

in
Com

bat,take
2
com

batA
bilities.

Ifyou
have

1
pointin

each
ofLaw

&
Crim

e,H
istory

&
G
eography,Physics

&
Engineering,and

Chem
&
M
olecularBio,take

tw
o
m
entalA

bilities.

O
n
top

of
these,pick

out
any

other
abilities

or
augm

entations
your

G
M
off

ers
you

through
starting

skillpoints.

D
isam

biguating
Term

s

To
clarify

som
e
of

w
hat

w
e’ve

covered:

Attributes
are

a
character’s

core
stats,like

Intelligence
and

C
harism

a.
Skills

are
specialties

that
add

points
to

a
character’s

A
ttributes

based
on

the
task

they’re
trying

to
perform

.
Abilities

&
Augm

ents
are

specialabilities
or

m
odifi

cations
to

a
character

that
allow

them
to

do
a
unique

action
once

per
day

(w
hen

rested)or
otherw

ise
m
odify

the
character.Com

bat
Profi

ciencies
(or

w
eapons

profi
ciencies)are

the
w
eapons

or
m
artialarts

capabilities
that

a
character

can
play

w
ithout

an
autom

atically
im

posed
disadvantage.
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the
higher

cardiovascular
dem

ands
of

certain
augm

entations
such

as
stature

enlargem
ent

and
enhanced

strength.

Tailaddition
is
the

process
of

surgically
attaching

a
custom

-grow
n
tailfrom

an
individual’s

cells,
w
hich

can
provide

im
proved

balance,turning
agility,and

stability
w
hen

clim
bing,as

w
ellas

cosm
etic

benefi
ts.Tails

com
e
in
m
any

styles,but
the

m
ost

popular
are

feline
and

sim
ian

inspired
tails.

Stature
Enlargem

ent:A
com

bination
of

skeletallim
b
lengthening

and
biom

echanicalbone
and

tendon
reinforcem

ent
can

be
em

ployed
to

safely
induce

gigantism
up

to
roughly

240
cm

(~8
ft)of

height
and

270
kg

(~600
lbs).M

ost
individuals

opt
for

less
than

this,how
ever,as

it
does

increase
the

likelihood
of

m
obility

issues
and

other
com

plications,particularly
in
advanced

age.

Short-duration
athletics

increase:chem
icalglands

produce
a
cocktailof

horm
ones

to
enhance

strength,aggression,and
reflex

w
hen

triggered
through

focus
under

elevated
stress.

Athletics
-
Strength

&
D
exterity

Abilities

These
abilities

are
assum

ed
to

rely
on

training
w
hich

allow
s
the

players
to

perform
extraordinary

feats
of

pow
er

or
agility.Each

can
be

used
once

per
day

follow
ing

suffi
cient

rest.Players
m
ay

w
ant

to
use

a
drug

or
technologicaltoolto

justify
these

lim
ited

applications
of

heightened
perform

ance.Players
and

G
M
s
are

encouraged
to

use
w
hatever

pharm
acologicaland/or

technologicalexplanation
is
sensible

to
them

.

Athletics
-
Respiration-based

Augm
entations

These
augm

entations
form

the
prim

ary
set

of
m
odifi

cations
needed

to
allow

for
people

to
spend

long-durations
underw

ater.

Autonom
ous

function
controltraining

is
a
cognitive

practice
that

allow
s
a
practitioner

to
consciously

regulate
their

heart
rate,perspiration,and

m
etabolism

.The
eff

ect
is
m
ultiplicative

w
ith

other
respiration-based

augm
entations.R

eceiving
this

augm
entation

and
learning

to
use

it
eff

ectively
is
typically

a
requirem

ent
before

other
m
od

clinics
w
illconsider

assisting
a
person

in
obtaining

respiration-based
m
odifi

cations
that

can
carry

higher
risks

of
unsafe

behavior.

H
em

ispheric
Cortex

D
esynchronization

is
a
process

of
developing

an
ability

to
exercise

the
hem

ispheres
of

the
brain

independently
through

m
editation

and
cognition

exercises
under

a
drug

treatm
ent.This

allow
s
a
practitioner

to
m
aintain

alertness
in
one

hem
isphere

w
hile

resting
the

other
(as

dolphins
do).This

can
be

used
to

substantially
reduce

oxygen
consum

ption
and

to
rest

w
ithout

losing
consciousness.D

uring
this

state,cognitive
perform

ance
is
slow

er
and

sim
pler,like

a
coff

ee
drinker

before
their

coff
ee.This

state
is
activated

and
deactivated

deliberately.

U
nder

extrem
e
and

deliberate
practicing

of
H
em

ispheric
C
ortex

D
esynchronization,each

hem
isphere

of
the

brain
can

develop
an

independent
identity

and
consciousness.This

requires
a
very

persistent,
com

m
itted,long-term

practice
of

desyncing,and
cannot

happen
by

accident.In
such

cases,both
hem

ispheres
understand

them
selves

to
be

an
incom

plete
com

ponent
of

a
w
hole.
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Follow
er

counts
exist

for
roleplay

purposes.There
are

no
gam

eplay
benefi

ts
to

follow
er

counts
or

restrictions
on

w
hat

follow
er

count
a
character

can
have.That

said,the
table

above
off

ers
exam

ples
of

follow
er

counts
based

on
a
character’s

Skilllevelin
C
om

m
unity

C
ontact.This

chart
is
m
eant

to
assist

players
in
creating

characters
as

w
ellas

assessing
w
hat

a
given

follow
er

count
m
ight

im
ply

about
non-player

characters
they

m
eet.For

m
ore

insight
into

w
hat

diff
erent

follow
er

counts
and

diff
erent

levels
of

public
accessibility

look
like,see

the
section

on
SocialM

edia
under

Inhabiting
the

W
orld.
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Enhanced
blood

oxygen
binding:M

odifi
ed

hem
oglobin

im
proves

absorption
effi

ciency
to

bind
oxygen

in
the

lungs
even

at
low

concentrations
w
hile

releasing
it
w
here

m
ost

needed
in
the

body.In
order

to
obtain

this
augm

entation,m
ost

clinics
w
illrequire

applicants
to

have
already

dem
onstrated

a
history

of
good

judgm
ent

and
of

responsibly
m
anaging

other
respiration

m
odifi

cation
practices.In

addition
to

further
doubling

a
recipient’s

breath
holding

tim
e,this

augm
entation

also
allow

s
recipients

to
increase

their
traveldistance

w
hen

using
a
M
ove

action
during

com
bat

by
one

hex
space

if
their

Speed
is
22

or
greater.

Enhanced
cellular

oxygen
effi

ciency:Enhanced
oxygen

effi
ciency

is
achieved

through
genetic

m
odifi

cation
that

allow
s
cells

to
enter

a
high-effi

ciency
state

in
w
hich

they
lim

it
operations

to
a
bare

m
inim

um
.This

doubles
breath

holding
duration.D

uring
this

state,their
production

of
new

proteins
is

curtailed,so
proper

healing
and

long-term
m
aintenance

of
the

body
requires

suffi
cient

rest
and

tim
e

out
of

w
ater.B

ut
during

underw
ater

excursions,this
state

is
highly

usefulfor
extending

the
tim

e
a

person
can

operate.

G
ills:In

order
to

breathe
underw

ater,openings
are

m
ade

to
allow

w
ater

to
flow

through
the

alveoliof
the

lungs
w
ithout

needing
to

reverse
flow

to
exhale.Slits

at
the

low
er

edge
of

each
lung

are
near

universal,how
ever

upper
slits

are
optional.Som

e
sim

ply
entrain

w
ater

through
their

m
ouths,w

hile
m
ost

have
a
slit

betw
een

the
pectoralm

uscles
and

the
clavicle.These

slits
naturally

close
them

selves
tightly

on
land

and
open

in
the

w
ater.To

w
ork,gills

require
recipients

to
have

already
increased

their
body’s

ability
to

operate
w
ith

signifi
cantly

less
oxygen

through
m
ost

other
respiration

enhancem
ent

m
eans.R

ecipients
m
ust

have
already

doubled
their

breath
holding

capacity
three

tim
es

for
gills

to
be

useful.A
t
this

level,a
recipient

can
use

gills
for

com
fortable

breathing
underw

ater
for

severalhours
before

they’llneed
to

return
to

land.If
recipients

em
ploy

allcom
m
onplace

respiration
enhancem

ent
it

becom
es

possible
to

live
underw

ater
functionally

indefi
nitely.

Athletics
-
Perception-based

Augm
entations

Low
-light

vision:G
enetic

m
odifi

cation
of

retinalcells
increases

the
density

and
sensitivity

of
rods

and
cones,allow

ing
for

excellent
vision

in
low

light.For
allvision

augm
ents,players

can
choose

to
m
odify

the
shape

of
their

pupils
and

irises
w
hen

obtaining
this

augm
ent

at
no

additionalcost.

Extended
spectrum

vision:G
enetic

m
odifi

cation
sim

ilar
to

low
-light

vision,w
ith

the
addition

of
protein

changes
to

allow
for

detection
of

infrared
and

ultraviolet
light.This

is
a
passive

quality,not
som

ething
a
player

needs
to

declare
or

activate.The
individualcan

see
slight

changes
in
body

heat,
and

a
glow

of
lum

inance
from

w
arm

objects
in
pitch

black.W
ith

an
infrared

light
source,they

can
see

w
hat

norm
aleyes

see
at

night
during

a
fullm

oon
w
hen

others
w
ould

perceive
pitch

blackness.
U
ltraviolet

vision
allow

s
the

individualto
see

pigm
ents

that
are

unnoticeable
to

unm
odifi

ed
eyes,

such
as

patterns
in
flow

ers
and

faded
body

fluid
stains.This

m
od

negates
visualeff

ects
of

sm
oke.

C
osm

etic
eye

changes
are

com
m
on

optionaladd-ons
to

this
m
od.

U
nderw

ater
vision:H

um
an

eyes
don’t

see
clearly

underw
ater

because
w
ater

refracts
light

m
ore

than
air,m

oving
the

focalpoint
farther

than
our

eyes
can

focus.Prem
ium

underw
ater

vision
treatm

ent
m
odifi

es
the

lens
and

optic
m
uscles

to
allow

the
eyes

to
focus

underw
ater.A

lternatively,a
player

m
ay

w
ish

to
have

basic
underw

ater
vision,w

hich
grants

the
ability

to
see

underw
ater,but

lacks
the

ability
to

focus
in
air,and

thus
requires

goggles
fullof

w
ater

to
see

clearly
out

of
w
ater.B

oth
negate

the
eff

ects
of

salt
w
ater.

59

Follow
ers

A
character’s

follow
er

count
describes

the
size

and
shape

of
their

socialnetw
ork.Follow

er
counts

are
appended

w
ith

the
label“Public”,“Q

uasi-Private”,or
“R
estricted”

(or
just

a
P,Q

,
or

R
)to

indicate
how

public
a
character’s

presence
is
online.There

is
an

expression
that

“A
hard

ten
is
w
orth

m
ore

than
a
soft

hundo.”
A
player

w
ho

w
ants

a
large

socialnetw
ork

can
attain

a
hundred

thousand
follow

ers
w
ithout

too
m
uch

diffi
culty.H

ow
ever

players
w
ho

don’t
w
ant

that
levelof

attention
can

stillhave
a
strong,dedicated

circle
of

close-knit
follow

ers.

C
om

m
.

C
ontact

Public
Q
uasi-private

R
estricted

0
200

A
regular

person
living

publicly
w
ith

no
significantinfluence

100
0

O
ffl
ine

1
1,000

300
100

Som
eone

com
m
unicating

online
exclusively

w
ith

fam
iliars

2
5,000

1,000
A
relatively

private
person

w
ell

know
n
to

friends
and

neighbors
200

3
15,000

A
casualcontentcreator

sharing
m
em

es
&
occasionally

interesting
personalcontent

3,000
500

4
50,000

10,000
1,000

A
n
adm

ired
figure

w
ho

eschew
s
digitaltools

5
200,000

25,000
Som

eone
w
ell-know

n
w
ithin

their
profession

w
ho

doesn’t
seek

attention

4,000

6
1
M

A
consistentcontentcreator

or
localleader

50,000
10,000

7
10

M
100,000

A
figure

renow
ned

w
ithin

a
com

m
unity

w
ho

lim
its

their
presence

to
thatcom

m
unity

20,000

8
100

M
+

A
celebrity

or
international

leader
200,000

50,000
The

leader
ofa

secretive
underground

revolutionary
group

or
a
cult
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