


)

)

-

,,‘-v.q.u

v = -

ULTRA-TECH

A Sourcehook of Weapons € Equipment for Future Ages
Second Edition e Revised

By David L. Pulver

Additional Material by William A. Barton, Loyd Blankenship, Michael Hurst,
Steve Jackson and Walter Milliken

Edited by Michael Hurst and Loyd Blankenship
Revised by Sean Punch
Cover by John Zeleznik
Ilustrated by Dan Smith
Additional Illustrations by Guy Burwell, Denis Loubet
and Karl Martin

GURPS System Design by Steve Jackson

Alain Dawson, Managing Editor

Sean Punch, GURPS Line Editor
Graphic Design, Interior and Color Production by Jeff Koke
Page Layout and Typography by Lillian Butler and Jeff Koke
Print Buying by Rusell Godwin
Art Direction by Lillian Butler

Ross Jepson, Sales Manager

Proofreading by Spike Y Jones

v/

Playiesters: The Allen Group (Robert Allen, Lynn Allen. Robert Endre, Steve Galloway, Suc Galloway, Mike McDole, Colin Shields, David Thomsen), Tim Carroll,
Peter Donald, David Gross, Marc Janssen, Stefan Jones, The Las Vegas Hellions (Alex Borders, Sean Buckley, Thomas Kurilla, David Lerman, Rick Macoomb,
Corey Morgan, John Wadleigh), Scott Paul Maykrantz, Walter Milliken. John Nowak, Greg Porter. Brett Slocum, the Wardwell Brain Trust (John Monahan,
Steven Piziks, Allen Shock, Stephanie Wardwell, Mary Zawiki)

Gadyget Submissions and Comments: Aaron Allston, Richard Archer, Erol K. Bayburt, Bo Bracey. Erik Carter. Alain Casault, Michael S. Chase,
Charles Choukalos, John DeVera, John Devlin, Dave Dunham, D. W. Fincham, John M. Ford, Dan Forrest, James J. Gonyea, M. George Harmon.,
Christopher M. Kirkham, Creede Lambard, Edward Laprade, Kevin McCarthy, Brian Monks, Chris Page, Ed Pegg, Richard Price, John Psinas. Craig Russel.
Art Samuels, Kent Sharkey, Brent Smith, Thomas R. Smith, John Strobel, Ed Wedig, Michal Zajac

Special thanks from the author for the technical assistance and creative inspiration provided by: Peter Donald, Troy Leaman, John Nowak, Scott Mavkrantz,
Peggey Pulver and Timothy Pulver. Thanks, evervbody!

GURPS and the all-seeing pyramid arc registered trademarks of Steve Jackson Games Incorporated. Pyramid and Illuminati Online and the names of all
products published by Steve Jackson Games Incorporated are registered trademarks or trademarks of Steve Jackson Games Incorporated, or used under license.
GURPS Ultra-Tech, Second Edition, Revised is copyright © 1996, 1999 by Steve Jackson Games Incorporated. All rights reserved. Printed in the U.S.A.

ISBN [-55634-315-9 2345678910

STEVE JACKSON GAMES




Technological Timeline........................... 5
TL8 — The Edge of Tomorrow ...........5
GeAF! ..o 5
TL9 — The Road to the Stars.............. 6
TL10 — Interstellar Civilizations ........ 6
TL11 & 12 — Masters of Force............ 7
TLI13 & 14 — Superscience.................. 8

Business at TLS — Credit Transactors ..8
TLI15 & 16 — A Sufficiently

Advanced Technology..................... 9
Improvements at Higher Tech Levels...10
Types of Power Celis......................... 10

Tools & Construction Materials ........ 15
Sensors, Viewing Aids

& Scientific Gear ............................ 18
Sensors ......cocoeeveveeeeen,

Viewing Gear
Scientific & Survey Tools..................... 21
Adventuring Gear
Exploration Gear ...........ccccceveveennnnn...
Survival Gear..........ccccoovivveneririeenee.
Life-Support Equipment..
Personal Equipment

Complexity .......cccoovemvenecirinreiieanins 29

Using COMPULers.........coceveveereveennanes 29

Program Types

TL Differences.........coccoovveueevevinnnne... 29

Data Penetration (Computer Hacking)..29
Hardware .......c.cccoooveveiieiieiee 30
Software ........ccoocoeviiiiieeeeeceee, 32

4. COMMUNICATIONS &
INFORMATION ......cccecveeeeeeee 38

Communicators (TL84+)..........ccoeuvneen. 36
Information and the Media ...............38
Recording Equipment..........ccccoeerevennnn. 38
Teaching & Learning Technology ........ 39

Entertainment Technology .................... 40

Timeline ...............

Ranged Weapons..

Melee Weapons..............

Weapon Accessories .........oevevennn..n. 64
Explosives and Grenades ...................... 66
Biochemical Weapons........cc.ccuceee.. 70

TImeline ...o.oocoeeviveiieeeeeeeeeeeeeeeeenn. 73
Armor, Deflectors & Force Screens......73
Other Defenses ........coovoeveveeeeceeereeen, 79

7. COVERT
OPERATIONS .........cccceuenene 82

Criminal Equipment

& Burglar Tools.......cccccorveveninenene, 83
Surveillance Equipment ........................ 84
Stealth Technology........cccccoevevvieirannenn. 85

Security Systems .........coceveveerererenennnnn.
Counter-Surveillance Gear

Timeline ......ccoeevvviiiinceniiinieeeere
Medical Equipment
Wonder Drugs .....c.ccccceevevivnniniiinnnnn.
Biotechnological &

Medical Techniques........................ 101

Body Modifications .......................... 104

Bionics (TL84) cecveioiviieieiceeeeeeee 104
Implants(TLO4) ..cocccevviniiiiieee, 107
Brain Implants (TL10+) ....cccvevennnn. 109

Gadget Tables.......c.cocveevevinnnniiiannn. 119
Armor, Deflectors
& Force Screens .......cccoeeenennen. 119
Biochemical Weapons.................... 119
Biotechnological
& Medical Techniques ................ 119
Body Modifications............... ..120
Communications......... ...120
Computers.........ccccvveerernrunennn, ..120
Counter-Surveillance Gear............. 120
Criminal Equipment
& Burglar Tools.......cccceviueneenn... 120
Defenses ..........cceuee.... ..120
Entertainment ...... ...120
Exploration Gear .............cccco.o...... 120
Explosives and Grenades................ 121
Housing-Related..........ccccoooeeneenn.. 121
Law-Enforcement Equipment ........ 121
Life-Support Equipment................. 121
Medical Equipment ........... 121
Personal Items ............ 121
Power......ccovinniicnnie 121
Recording/Playback Devices..........121
Scientific Equipment ............ 121
Security Systems ........c.........
SENSOTS.....cocviveiiiriiieieirirecieiaa,
Software................
Special Weapons
Stealth Technology ........c.cccceeeenenn.
Surveillance Equipment
Survival Gear........ccccovveviveeirieninnnn.
Teaching/Learning Tech................. 122
TOOIS ..ot 123
Transportation...........ccecvevevvenrenenee. 123
Viewing Aids............... 123
Weapon Accessories.... ..123
Wonder Drugs ......... e 123
Ranged Weapons.........cccocvvveverennenen. 124
Melee Weapons.........c.cceceeveeiiniennnnn. 126




L=E O~ &

RS N

NN

- N

[ S O B A B A O R A Y e S R R S R )

Ultra-Tech is the GURPS sourcebook of science fiction technology. It
begins where GURPS High-Tech left oft, and covers the future from TL8 (near
future) to TL16 (science fantasy).

The emphasis of GURPS Ultra-Tech is on the personal. The gadgets are pow-
erful, but they expand the possibilities of character interaction rather than replacing
it with bolts of scientific lightning. However impressive the hardware, it remains a
tool, to serve the mind and hand (or paw, tentacle, flipper or pseudopod).

A word about futuristic combat . . . This book contains many powerful
weapons, and some very tough defenses. If a combat-centered adventure is
planned, GMs should take care to balance weapons with armor. Legality class is
a good guide to this. In social situations, no one wears armor, and only the
smallest holdout weapons will be carried. If slumming in a shady startown, con-
cealable armor like monocrys or a biosuit should be worn, along with a heavy
pistol or powered blade; anything more will attract the attention of the local con-
stabulary. Military weapons and armor are best restricted to military operations!

But Ultra-Tech is more than just a book of weapons and useful gadgets for
adventurers. Many of the technologies described could potentially change the
way ordinary people live. Flying grav belts might transform society as automo-
biles did. What if no one had to fear death, because his mind was on tape? Are
clones people? In the book, we have tried to give a glimpse of some of the more
dramatic domestic possibilities of future technology.

Ultra-Tech was designed for GURPS Space, but it can be handy for other
campaigns. In particular, GURPS Uplift GMs can use it as an inspiration for
alien technology (almost anything could be in the Galactics’ Library) while
GURPS Supers roleplayers will find it a valuable source of gadgets for techno-
logically-inclined supers, visiting aliens or powerful organizations.

UsinGg THIS Roox

In GURPS Ultra-Tech, technological innovations are sorted by function,
with each chapter describing a general class of technologies. For instance,
Chapter 5, The Armory, covers the weapons of the ultra-tech battlefield. These
chapters, in turn, may contain one or more subsections — again, arranged by
function. For example, within Chapter 5, we have Ranged Weapons, Melee
Weapons, Weapon Accessories and so on. Finally, the innovations in each sub-
section are arranged first in order of ascending TL (that at which the device first
appears), and then in alphabetical order.

For quick reference, tables listing weight, cost, legality class, TL and page
references can be found in the Appendix.
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ity generators. The upper hemisphere can be furnished as the owner :
desires, perhaps incorporating a suite of rooms, a laboratory, even soil
and a garden. Using infinity rooms, a seemingly small spacecraft (the :
size of a shuttle, for instance) could have the capacity of a dreadnought,
or a closet or phone booth could conceal a palace.

One uses an infinity portal to enter an infinity room. Infinity portals
are identical to portable telegates (see p. 117) and use similar principles,
except that one portal is always fixed in the infinity room. Cost, weight
and volume are the same as normal telegates. Except via its portal, there
is no way to gain access to an infinity room.

An infinity room costs $5,000,000 at TL16. Larger infinity rooms are
perfectly possible; the cost increases by $1,000,000 each time the diameter
is doubled, so an infinity room 480 yards across would cost $10,000,000.

IMPROVEMENTS AT

HIGHER TLS

The TL of any technology in Ultra-Tech is the TL at which it is first
introduced. Any technology from lower TLs might be available at higher
TLs. Its price varies with the game world. Old devices might be junk;
they might be rare and valuable antiques. The creator of the universe, or
the GM, decides. In general:

One TL after it first appears, any item of equipment, as well as won-
der drugs, computer programs, and services like cloning or bionic opera-
tions, costs half as much. Two TLs after introduction, prices are % the

TYRES OF
POWER CELLS

There are six sizes of power ¢
nated by letter from AA (the s
‘to E (the largest). Powe
rease in power exponentially.
11 is ten times as powerful as a
cell, a B cell has ten times the pow:
cell, and so on. ‘
AA cell: This cell is a disk the si
pinhead, %" in diameter and %4,
cells are used to power mic
in implants, calculators, etc
:$2; 500 AA cells weigh 1 oun
cell: An A cell is a cylinder &
ter and 7 tall. A cells are
wer wristcomps, short-range ra
other devices with small p
uirements. An A cell costs $10
igh 1 ounce. .
B cell: B cells are cylinders
ameter and ” tall. They are use
wer various sorts of hand-held
nt, including small, easily-con
e weapons. B cells cost $30
1 pound.

Continued on next page . . :

original cost. There is no further reduction in price unless specified for a
particular device.

For some equipment, there are additional modifications:

Gadgets

Unless specified otherwise, all devices, excepr for weapons, vacc suits and
other survival suits and body armor, weigh half as much one TL after being intro-
duced and % as much after two or more TLs (round down). For instance, a TL9
radscanner weighs one pound. An equivalent radscanner at TL10 weighs %
pound, at TL11 and up, % pound. Many gadgets (e.g., communicators) also
improve in effectiveness.

Armor
Higher TL versions of armor have increased DR; see the individual descrip-
tions for each type.

Power

Any equipment that runs off of power cells gains shots or increased operating
time at higher tech levels. This adds 50% of the original operating time or shots to
the listed number for each tech level after the one at which the device was first
introduced. This is because the high-tech cells contain more power. However,
many devices also make better use of the power they have available. For weapons,
that means that they have more shots and that the shots are more powerful!
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IWE4PoN IMPROVEMENTS
Enerqy Weapons

Energy weapons are weapons powered by power cells. This includes all
beam weapons, all Gauss weapons and all powered melee weapons such as
vibroblades and force swords. For each TL after the types’ first appearance,
add +1 to an energy weapon’s damage for every ld of damage it normally
inflicts. For weapons with damage adds, 3+ points of damage adds also gives
a+l.

Range also increases. Add 10% to 2D and Max range per TL after the
weapon first appears.

Example: A TL9 Blaster Rifle normally does 12d damage, with a /D and
Max range of 300 and 800. It gains +12 damage per TL above 9 (+1 for each die
of damage done normally), so at TL 10 it does 12d+12 damage. Using the
Modifying Dice + Adds rules, p. B114, this becomes 15d+2. In addition, its D
and Max ranges improve by 10% to 330 and 880. At TL12, the same Blaster
Rifle would do a whopping 12d+36 (equivalent of 22d+1) and would have a D
of 390 and Max of 1,040.

Improvement Limits: Unlike number of shots, damage and range only
increase for the first 3 TLs after the weapon’s introduction. Thus a TL13 Blaster
Rifle has the same range and damage it did at TL.12.

Needlers
Regular and Gauss needlers get 20 more shots per magazine at each TL
after the TL of introduction.

Other Weapons

Conventional slugthrowers, gyrocs, ice guns and other chemical or spring-
powered weapons do not increase in damage, but advanced ammunition types
(e.g., heat-seeking bullets) do come into use. Explosive warheads have a 50%
increase in damage at TL9 but after that do not gain in power; but other types of
warheads (sonic, nuclear, etc.) become available.

TECH LEVELS

TYPES OF

POWER CELLS
(CONTINUED)

cell: This is a 17 diameter by
ylinder. C cells are the most ¢o
power source for personal weapg
‘and equipment. They are the m
power source in most advanc
ties; equipment designed for |
smaller cells often has an adapt
11 operation. C cells cost $1
% pound.
cell: A D cell is a cylinder
eter and 47 tall. D cells power
weapons and heavy equipmi
battlefields are littered
ded D cells in the way that TL
lds are littered with expended
> cases and machine-gun links.
| costs $500 and weighs 5 pounds.
: Bach E cell is a cylinder 4
r and 6” tall. E cells power ve
pport weapons and other pov
1isive systems. An E cell ¢o
,000 and weighs 20 pounds.

eahle Power

.
t the GM’s option, any TL:
have rechargeable pow
‘case, they last only half as
vide half as many shots,
charged at any power plant,
of a spaceship, in abou
nount of power should be
negligible cost through a fu
er grid. They are otherwise
normal power cells (above).




'SOLAR PANELS

(TL8+)

~Solar panels can substitute for p
ells in any environment where su
_ is available; the figures below a
- Earth:normal sunlight, but can be mi
fied proportionately for higher or lo
levels of light. Size B and smaller pa
will work perfectly well under no

5 oor artificial light. :
nels come in sizes AA throu
may be substituted for the equ
cell in applications requiring st
nd (including slow vehicles)
Ver weaponry. -
AA: Yo square inch. $2; neglig
 weight.
A: Y square inch. $10; neglig
ight. L
- B: Two square inches. $50; negl
weight. :
~ €: 16 square inches. $300; 5 ouni
_D: One square foot. $2,000;
unds.
E: One square yard. $10,00!

~ Any suitable cell-operated d
will have jacks to plug in a solar pan
automatically goes over to its po
11 when light is cut off from the
Many devices can be bought
uilt-in solar panels (add half the p
d weight above). .
- Solar panels are drastically impr
as TLs increase. At TL9, halve cost
vide weight by 10. At TL10, ha
cost again, and divide TL8 weig
100. At TL11, divide TL8 weight
000; at TL12, divide TL8 weigl
10,000.
~ Solar panels are relatively tough (
2) and damaged panels may continue {

~ Each point of damage that gets pas
- DR will destroy 12 square inches; it tal
12 points of damage to destroy one's
foot of panel. A critical hit, or a deliber:
- use of clippers, cuts the connection fro

- the panel to the device it powers. :

POWER

An important feature of an ultra-tech campaign is that gadgets make the é
users very powerful . . . while they work. But a laser without power isn’t evena g §
good club. Most gadgets need a power source. If no power requirements are list- E ‘
ed, though, the device needs none; it has total-conversion cells, draws energy
from alternate universes, functions forever by the will of the ultimate designer or ;
some such system. At TL15+ the GM can say that any gadget requires no power
source, even if power requirements are given.

Power Cells (TL8+)

At TL8 and above, most equipment runs on standardized power cells (see side-
bars pp. 10-11). How they work is up to the GM. These rules assume that they use "
plutonium, metastable helium, antimatter, or something equally esoteric and expen- -
sive. They can’t be recharged, and can’t be discharged quickly enough to explode.
Any cell will store power indefinitely if not in use; they have an indefinite shelf life.
Unless otherwise specified, they will are good for 2 years’ continuous use.

At each successive TL after the introduction of a device, it will use power
more efficiently. The number of shots or the operating time is increased by 50%
per TL after the TL of introduction.

Example: An ultrascanner (TL12) normally runs for five minutes of contin-
uous use. At TL13, the equivalent ultrascanner will operate continuously for 74
minutes on a TL13 C cell.

Example: A TL8 laser rifle gets 12 shots from a C cell. At TL9, an equiva-
lent laser rifle, using TL9 power cells, gets 18 shots. An equivalent TL10 rifle
gets 24 shots, and so on.

Some weapons also get increased damage per shot at higher TLs (see
Weapon Improvements, p. 11).

Jury-Rigging Power Cells

In an emergency, wrong-sized cells can be used. Rigging this requires a roll
against Electronics-2 and 3d+10 minutes of work. A failure means the jury-rig
delivers no power; a critical failure damages the gadget. A larger cell can be sub- 7
stituted for a smaller, lasting no more than twice as long. A set of 10 smaller cells
can be substituted for the next larger size, usually lasting only a short time (details
are up to the GM, depending on the Electronics skill of the tinkerer: on a good
roll, the GM should warn the technician what to expect from his jury-rig). The
GM may also rule that different planets or nations use different voltages or sizes
for their power cells. This means an Electronics roll, ata penalty set by the GM,
will be required to use familiar power cells in strange equipment (or vice versa).
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Lower TL cells can be used to power a higher TL device, but this is always
a jury-rig. High-TL devices using lower TL cells will, at best, function like the
lower-TL version of that same device; a bad roll on the jury-rig could result in
failure to operate, or even damage to the device. The penalty to the Electronics
roll for jury-rigging increases by -2 for each difference in TL (Electronics-4 for
one TL of difference, Electronics-6 for two TLs, etc.)

Low-TL devices can use higher-tech cells, getting increased operating time
but no other increase in efficiency. However, if the TL of the cells is more than 1
greater than the device’s TL, the GM may require an Electronics roll, with appro-
priately cinematic results on a failure. (“The TL13 power cells just destroyed
your flashlight, but before it melted, the beam went through the wall.”)

Example: A TL8 laser rifle gets 12 shots from a TL8 C cell. Using a TL9 C
cell, it would now get 18 shots, but no extra damage. With a TL10 cell, it could
get 24 shots if it worked at all. The equivalent TL9 laser rifle gets 18 shots and
extra damage from a TL9 power cell; jury-rigged to a TLS8 cell, it would per-
form exactly like a TL8 laser rifle.

Explorers, merchants or diplomats who must spend a long time in a culture
of a lower TL are well advised to have equipment adapted to the power sources
of the lower TL. Higher TL devices can be permanently

REAMED POWNER

(TL1Z+)

- At'TL13 and above, vehicles and
ther devices may operate on power
amed” from a central station, as long
, they remain within line of sight —
Idings will have receivers on the roof
turn beamed power into “wall power.”
here may be many beam stations on a
vilized world; a colony may have only

few, and a new colony will have just
ne. A very large spaceship can beam

ower to ground units in line of sight
elow it. This means that nobody has to
iy about powering vehicles . . . until
omething happens to the power station.
A receiver for beamed power weig
e same as the normal power cell it
placing, but operates indefinitely.
the same. Usually, only D and E uni
designed to receive beamed power.

adapted (as distinct from jury-rigged) to use lower TL
power cells. Number of shots or operating time is the same
as that of the equivalent lower TL weapon. For devices that
do not exist at a lower TL, shots and operating time are up
to the GM. The rule of thumb is a 50% decrease for each

drop in TL (round down).

Example: A TL12 fusion pistol gets six shots from a
TL12 C cell. Adapted to TLI11 cells, it would get three
shots. Adapted to TL10 cells, it would get only one shot.

If shots go down to one, further decreases in TL halve
damage instead; adapted to TL10 cells, the fusion pistol
above would fire once for 4dx10 damage. Adapted to TL9
cells, it would do only 4dx5; with TLS cells, 4dx2.5.

It is possible to adapt even more archaic power sources
to the operation of higher TL equipment. This is normally a
Task (see Long Tasks, p. B93) and the details are up to the
GM. One Task that may be especially useful is adapting a
recharger unit (see sidebar, p. 11) to primitive power sources.

The GM who feels that these calculations don’t add to
the game is free to declare that power cells were perfected at
TL8 and don’t change with increasing tech levels.

Replacing Power Cells

It takes 3 seconds to replace an A, B, C or D cell with a
new one, or 6 seconds to replace a tiny AA or large E cell.
Speed-Load (Power Cell) skill (see p. B52) applies to B, C
and D cells being reloaded into weapons. Successful use of
this skill reduces the time to 1 second. Life-support systems,
and other items that cannot afford power interruptions, have
two or more cells, so that if one is drained another takes
over immediately. They are also usually equipped with a
warning system to notify the user that one cell has been
expended.












































































The essence of technology is information. As computers (see
Chapter 3) get better at processing information, technology
must also develop to present and disseminate information to the
beings that control them. This section covers devices for record-
ing and playing back information of all kinds, for all purposes —
including education and entertainment.

RECORDING

EQUIPMENT

DicitaL CaMER4 (TL8+)

The camera takes full-color still or motion pictures, recorded
on standard computer media; no “developing” is required. A
disk at TL8 holds 40 very-high-definition pictures, or 50,000
shots at the quality of a 1990s TV picture, per gigabyte. See
Storage Devices, p. 32, for disk capacity at various TLs. The
camera runs for one month on a B cell. Cost is $500 and weight
is two pounds.

HELMET V1peo (TL8+)

A closed-circuit camera built into a helmet and attached to a

helmet communicator, it continuously transmits live pictures of i

whatever the wearer is looking at to a video-display-equipped
communicator or linked computer monitor. It is powered by an
A cell; cost is $100 and weight is ' pound.

NEwscam (TL8+)

This is a rifle-sized and -shaped camera used by news teams
(or surveillance crews). It is identical to the digital camera
described above, but incorporates a laser range finder (+2 on
Photography rolls), a televiewer lens (see Televiewers, p. 20), and
a parabolic microphone (+5 to Hearing rolls at up to 200 yards
range). It also includes a disk reader so it can read and display its
own pictures, to allow simple on-the-spot editing. It can record, or
be linked by integral communicator or cable port to enable it to
transmit live broadcasts to a relay communicator or TV station.

Di4
Cost is $2,500 and weight is seven pounds. It looks so much like
a rifle that it is dangerous to use around hair-triggered ‘counter-
RE4DER (TL8+)
This is a simple “dumb terminal” that
reads databases or camera disks and pro-
(%/ weight is two pounds.

. RECORDER (TL8+)

S A recorder records and plays back
TL8, a disk holds about 2 hours of high-
quality stereo sound, or 1,000 hours of
low-quality monophonic sound, per giga-
capacity at various TLs. It may be linked
directly into surveillance devices such as
audio bugs or laser listening devices. Cost

TEXT SCANNER (TL8+)

See p. 32.

HOoLOGRAPHIC € RECORDING

At TL9, holographic pictures are stored on special film,

which requires developing (cost equals the film’s cost, so devel-
oping one pack of 20 shots costs $200). At TL10+, all holocams
for disk capacity. A holocam can store 40 very-high-definition
pictures or 50,000 TV-quality pictures per gigabyte.

Holo Camera (TL9+)

picture requires use of Photography/TL9 skill, but anyone can
use it to take snapshots. The holo camera is self-focusing and
sets its own light level. It prints a computer code on each frame
$1,000 and weight is 5 pounds. A film pack is small (% pound),
takes 20 stills and costs $200. It works for a year on an A cell.
Holomotion Camera (TL9+)

dimensional, color movies, with sound. Cost is $3,000 and
weight is 20 pounds. Film cartridges are available in sizes up to
an hour, cost $50 and weigh % pound per minute. The camera

sniper teams; cameramen are advised to wear armor.
jects them onto a screen. Cost is $100 and
sound, using standard computer disks. At
byte. See Storage Devices, p. 32, for disk
is $175, weight is one pound.
EquiPMENT (TL9+)
record on standard computer disks; see Storage Devices on p. 32
This takes still, three-dimensional pictures. Taking a good
of film with the optimum developing instructions. Cost is
Identical to the newscam described above, but it takes three-
works for a year on a B cell.

Holo Projector (TL9+)

This allows projection of holo movies or still shots in any
space from one to six cubic feet. (Commercial entertainment
i models produce larger images.) Operating range is 25 yards.
i The projector works for two months on a B cell. Cost is $750:
weight is 8 pounds.
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Holovisor (TL11+)

This is a set of goggles incorporating a short-ranged holo-
graphic projector and a minidisk with up to one hour of high-
resolution holographic film or 200,000 still pictures. It can pro-
ject a still or moving hologram (from a few inches up to a cubic
yard in size) into any space within five yards, and places the
hologram wherever the user’s gaze is focused.

The holovisor uses standard computer disks with up to one
hour of continuous projection. Weight is one pound and cost is
$500. A holovisor can be fitted to use interactive holoproj (see
p. 40), incorporating a dedicated computer and an interface port.
An interactive holovisor costs $2,500 and requires a neural
interface and special programs to use.

RECORDER IMPLANT (TL9+)

At TL9+, a recorder can be embedded in the human body;
see p. 107.

TEACHING &
LEARNING

TECHNOLOGY

SLEEP TE4cHER (TL8+)

The sleep teacher is a computer-enhanced teaching
machine. The student links the headset cable to a computer,
inserts a teaching disk (see below) and goes to sleep (or is
sedated). The machine plays learning disks to reinforce rote
aspects of a skill, while simultaneously using an electrical
impulse to stimulate areas of the sleeper’s brain, making him

highly receptive to information. With this device, up to 25% of
i pounds.

the total hours of study required to gain a character point
toward learning or improving a skill may be spent while
asleep.

A sleep teacher can also be used for behavior modification —
also called brainwashing. Disks can be made for almost any
mental disadvantage. Sense of Duty (loyalty conditioning) or
Honesty (for criminal rehabilitation) are common, but others are
possible. The time required to gain a mental disadvantage is 40
hours per character point — conditioning someone to a 5-point
Sense of Duty would require 200 hours under a sleep teacher. At
the end of this time the subject makes a Will roll; if he fails the
roll, he acquires the disadvantage (which lowers his character
point total; he gets no points to compensate for it). The device
can also be used in reverse to remove disadvantages; unless they
were gained through sleep teaching, the GM may require these
to be bought off.

The software for a sleep teacher requires an individual pro-
gram for each skill or disadvantage; behavior modification
programs are Legality Class 4 or less. Sleepteach programs
are Complexity 3 for Easy skills, 4 for Average skills or 5-
point disadvantages, 5 for Hard skills or 10-point disadvan-
tages, and 6 for Very Hard skills or 15+ point disadvantages.
They cost $2,000xComplexity. A headset works for two
months on a B cell. A sleepteacher weighs four pounds and
costs $12,000.

TeacHING SulT (TL9+)

Many physical skills, such as Karate or Fencing, are learned
in large part by repeatedly going through the proper motions.
The teaching suit uses the technology used in exoskeletons and
battlesuits to teach such skills; but rather than the suit’s mechan-
ical muscles mimicking the actions of wearer’s movements, the
teaching suit puts the wearer’s body through the proper motions.

To create the program that runs a teaching suit, an array of
motion sensors are attached to the body of a master of the skill
that is to be taught. A computer then records each movement for
later playback through the teaching suit. When the suit is
donned by a student, it first injects drugs to relax the wearer’s
muscles and make his lower brain more receptive, then moves

him through the motions — slowly at first, eventually with

swifter and more complex routines. Afterwards, the student

¢ hones his reflexes — on his own or with a live teacher — without
i the suit.

Use of the suit is not a substitute for other learning, but it

does speed the process. Access to a teaching suit and appropri-
i ate programs reduces the time required for studying a skill (p.

B8&2) by half, from 200 hours to 100 per character point gained.
Renting a teaching suit for use during a 100-hour study period
costs $4,000, plus % the cost of the software (see below). This
cost is in addition to any normal training or equipment fees.

The following skills may be learned with a teaching suit:
Acrobatics, Axe/Mace, Axe Throwing, Bolas, Brawling,
Broadsword, Bicycling, Calligraphy, Dancing, Fencing, Flail,
Force Shield, Force Sword, Judo, Jumping, Karate, Knife, Knife
Throwing, Lasso, Net, Polearm, Shield, Shortsword, Skiing,

i Spear, Spear Throwing, Staff, Swimming, Throwing, Two-
¢ handed Axe/Mace, Two-handed Sword. Cost of a teaching pro-
i gram is $1,000 for an Easy skill, $2,000 for an Average skill,
i and $4,000 for a Hard skill.

A teaching suit uses a D cell, which powers it for the 100-
hour training period. The suit costs $60,000 and weighs 20

INSTaskILL (TL11+)

This is one of several trade names for a series of tailored
injections of modified human memory RNA. Instaskill comes in
many varieties, each corresponding to a specific Mental skill;

each “dose” gives the user the equivalent of skill 10 in the spe-
i cific skill (+1 per TL after 11).

Instaskill is only available in hypo form. Twenty-four hours
after injection (the RNA needs time to replicate), roll vs. HT:
the effects last for two hours per point the HT roll is made by,
with a minimum of 1 hour.

Instaskill costs $500 per dose for a Mental/Easy skill, $900 per

dose for a skill that is Mental/Average, $1,500 per dose for a

Mental/Hard skill, and $2,500 per dose for a Mental/Very Hard
skill.
There are no drawbacks to repeated use. At higher tech lev-

i els, the GM may allow memory RNA injections to last longer,
i or even to become permanent. If such injections are common,

anyone can know any skill for no cost except a few dollars,
which would have an interesting effect on game balance . . . For
game purposes, it is probably better to assume that the injections
remain rare or expensive, and charge the normal character

points for skills learned this way.

COMMUNICATIONS::




ENTERTAINMENT

TECHNOLOGY

HoLoVENTURE (TL9+)

Holographic technology, coupled with increasingly sophisti-
cated computers, permits the creation of realistic adventure-
theme parks. For $150/day, gamers can join a party of like-
minded individuals for several days of escapism in the setting
and genre of their choice

Special effects, from wizardly lightning bolts to vast battles,
are easily accomplished by holograms and directional mikes,
aided by occasional live actors and remote-control robots. Using
sophisticated laser and visual range finders, a Complexity 7
computer monitors the interaction between the live adventurers
and the holograms, and makes them react accordingly; it can
even “overlay” holographic images onto a living person.

Holoventure technology is not restricted to recreational use;
less sophisticated systems provide special effects for stage pro-
ductions, while holoventure systems are used in realistic mili-
tary and Survey Service training exercises, particularly for mis-
sion rehearsals.

DREaMGaMEs (TLIQ+)

Also known as “feelies” or “micros,” these are plug-in interac-
tive game programs that are run on a Complexity 5 or better com-
puter. The difference between dreamgames and other recreational
software is in the use of a neural-induction helmet or neural-
interface implant (see p. 37). The user jacks in or dons his helmet
and is plunged into the setting and fiction genre of his choice.
Suddenly he is Colonel Orion of the Imperial Marines leading a
battlesuit assault, or the richest person in the world, or an English
noblewoman captured by pirates in the Caribbean . . .

The most popular sorts of such games are action-packed
adventures, romances, pornographic odysseys and “‘horatios”
(dramas where the character rises from humble beginnings to
vast wealth, and enjoys the fruits of his labors). Some of the sto-
ries have preset lengths — usually ten minutes of real time — but
each real-world minute seems like ten. More elaborate setups
have stories that can go on for hours of real-time, with players
participating in 20- and 30-minute sessions, picking up each
time where they left off.

Since neural-induction helmets are expensive, and the only
computers capable of running dreamgames are complex and
expensive, most individuals don’t own their own dreamgames.
Instead, the customer accesses a user-net for the dreamgame he
wants, and is charged about $2 per real-time minute. An indi-
vidual dreamgame program costs $4,000+.

Playing dreamgames for longer than 30 minutes can be haz-
ardous to one’s mental health — even addictive. To avoid addic-
tion, make a Will roll if playing for more than a half hour, at -1
per extra hour. Dreamgame addiction is treated as an expensive,
highly-addictive, incapacitating Addiction (see p. B30).
Dreamgames are usually legal, a daily fix costs $240, and most
users spend two hours incapacitated per day. Starting with a
Addiction (Dreamgames) is worth 30 points. (Dreamgame
addicts also often have the Delusion that one or more of their
games is the real world, and “reality” is the game.)

By TLI11, neural-interface implants are common, and most

home computers can run dreamgames. Much informational and
instructional software uses dreamgame-style interactive tech- :
niques. Since anyone can plug one into his own home computer, ;

dreamgame addiction becomes a serious social problem.

INTERACTIVE HoLorroy (TL11+)

Interactive-holoproj programs are special programs for the
interactive holovisor (see p. 39). When the holovisor is linked to
a neural interface implant, the user can actually control the
hologram through the interface, at least within the limits of its
programming.

Because of the complexity, usually only a single moving
image is possible, but most programs allow that image a large
range of actions. A holographic dragon could be made to lunge,
spread its wings, roar (soundlessly), or by using the visor to
move the projection, fly across the room, or even suffer wounds
if a real (or holographic) weapon intersected it.

The sole restriction is that the holovisor can only project into
a single six-foot cube at once. Several things can be going on in
that area projection (dozens of separate images doing different
things) and the projection can be moved around, but the differ-
ent things cannot be separated by more than a yard of space. If
the dragon breathed fire at someone across the room, either the
image of the dragon or that of the fire would have to flicker off
for an instant as the projection focus was moved. More complex
manipulations (doing this in an instant so it seems as though the
dragon breathed instantly) may require a roll against Electronics
Operation (Holographics) skill to pull off realistically.

A holoproj program usually costs $1,000. Interactive holo-
proj disks require a Complexity 4+ computer to program and
require a roll against Electronics Operation (Holographics) and
Computer Programming. Making a simple program (a realistic
spider that moves around, crawls up people’s arms, spins glow-
ing webs, and so on, over a six-minute loop) requires a roll
against skill at -2 (+1 per computer complexity over 4) and take
a day and 100 gigs of memory.

COMMUNICATIONS::
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Demolition roll is required to set them for other detonation
(remote, proximity, etc.) or to disarm them — critical failure sets
off the bomb immediately, failure means it doesn’t go off.
Grenades weigh one pound and cost $2,000, and are thrown like
any other grenade — launcher and clever missile versions are
available. For obvious reasons, implosion bombs are Legality
Class 0.

RIOCHEMICAL

INEAPONS

Advances in chemistry and biochemistry make more potent
chemical weapons available with every TL — from lethal nerve
gas to subtle, mood-altering pheromones. This section presents
the gases and drugs most commonly used in combat, including
both lethal and non-lethal biochemical weapons, as well as the
ultra-tech equivalent of smoke-screens.

Aerosol sprayers, grenades, gyrocs and mortar rounds may
all deliver chemical rounds; price is per “dose” (see p. B132).
Ten doses are used in a grenade, 30 in a mortar round and one in
a gyroc. An aerosol can sprays one dose at a time and holds five
doses. As well as tear gas and smoke (see p. B132), other chem-
ical agents may be used.

Gases (TL 8+)
Rlackout Gas (TL8+)

This gas creates a nearly opaque cloud of thick, inky-black
smoke that covers the area of effect. Everyone in the cloud
functions as though in complete darkness; any action requiring
sight is at -10, or is impossible (see p. B92). Light intensifica-
tion is useless, but infrared vision reduces the penalty to -5, and
other senses or sensors (such as radar or sonar) are unaffected.
Lasers (except for X-ray and gamma-ray lasers) cannot pene-
trate the cloud. Anyone without breathing gear must make a HT
roll each round or take 1 point of damage. Cost of Blackout gas
is $3 per dose and it is Legality Class 5.

Nerve Gas (TLS+)

This is a contact agent — only sealed armor, or an NBC or
vacc suit, will prevent exposure. Each turn, anyone exposed to
nerve gas takes 1 hit of damage, or 2 hits if not wearing a gas
mask. He must also make a HT-4 roll each turn (unless wearing
airtight armor); if it is failed, he will be paralyzed for (30-HT)
minutes, and take 4d of damage if not given an antidote
(Neurovine, see p. 97) within five minutes. Nerve gas costs $3
per dose and is Legality Class 0. Earlier poison gases are also
available; they are distinguished by different colored markings
on the grenade or canister. See p. B132 for typical poisons.

Prism (TL8+)

This forms a slightly opaque cloud of prismatic crystals,
designed to reflect laser beams and block radar. Radar, laser
fire, lasercoms, laser scopes and laser designators cannot pene-
trate the cloud, but normal vision is only at -1. Prism is harmful
if breathed; the effects are as with Blackout gas (see above).
Prism costs $5 per dose and is Legality Class 5.

Sleep Gas (TL8+)

For every turn spent in a sleep gas cloud without holding his
breath, the victim must roll against HT-4. If he misses the roll,
his ST goes to 0 and he falls asleep. If he makes the roll he takes
I point of Fatigue. If Fatigue drops to 0, he falls asleep. If he
leaves the cloud, he may regain lost ST normally. Those who
fall asleep remain so as long as they continue to breathe the gas,
and for at least 30-HT minutes after that. When that time is up,
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the victim must roll against HT each minute to awaken. He may i
be awakened normally by a successful First Aid roll. Sleep gas |
costs $5 per dose; Legality Class is 2. o

Paralysis Gas (TL9+)

A non-lethal contact agent, paralysis gas may be delivered by
grenade, mortar shell, or aerosol spray. For every turn spent in a
para-gas cloud (if not wearing a sealed suit), a character must roll
HT-3. If he misses the roll by 1 or 2, he falls down and cannot
move that turn; if he fails the roll by 3 or more (or rolls a 17 or
18) he falls (taking 1d-1 damage, unless he falls against a wall,
since he is stiff) and is paralyzed for (30-HT) minutes, after which
he must roll vs. HT each minute to recover. Paralyzed individuals
are still conscious, but may take no physical action (though psi
powers and brain implants may be used). Paralysis gas is widely
used in riot control and security systems, and may be available on
the black market or to licensed individuals. Cost is $10/dose (a
grenade would cost $100); it is Legality Class 2.

Porsons (TL8+)
Nerve Poison (TL8+)

This is also available as a drug — a single dose injected into
the body (by hypo, needler, etc.) requires a HT-4 roll to avoid
being paralyzed for (30-HT) minutes. 4d damage is taken if
Neurovine is not taken within five minutes. A dose costs $5.
Nerve poison is Legality Class 0.

Sleep Poison (TL8+)

A sleep dose for hypos and dart guns is available. The victim
must roll vs. HT-3. For each point the HT roll is failed by, the
victim takes 1d of Fatigue. The drug takes effect instantly.
Fatigue is recovered at 1 every ten minutes. Cost is $20 per
dose. Sleep Poison is Legality Class 2

( -

Contact Poisons (TL8+)

Contact versions of both nerve and sleep poisons may be
placed on a blade (but not a vibroblade!), smeared on a flat sur-
face such as a doorknob, etc. As contact poisons, these are less
effective. The HT roll not to succumb is at +2. Cost for a con-
tact version is ten times as much. The GM may require a roll
against DX or Poisons skill to avoid an accident if applying it in
haste. Legality Class is 0.

PHEROMONE SPRay (TL9+)

Pheromone spray is a biochemical agent which enhances the
user’s sexual attractiveness to members of the same species; the
effect on aliens is unpredictable. A single use effectively
increases the user’s Appearance by one level (or increases the
reaction modifiers by a further +2 if the character is already
Very Beautiful). The pheromones effectively surround the user
in a two-yard cloud (his hex and all adjacent hexes).

The cloud moves with the user. The pheromones must be
inhaled to work; a sealed suit or air mask protects completely.

Anyone, including the user, who inhales the pheromones
must roll against IQ-3. Anyone who fails will temporarily suffer
from the disadvantage, Lecherousness, see.p. B34. The disad-
vantage will last for as long as he is within the pheromone
cloud, plus four hours.

Pheromones are usually delivered from a small spray canister
the size of a pen or lipstick, containing one dose; the spray is
invisible and silent, with a one yard range. A single dose lasts
for four hours; multiple doses have no additional effect.

Pheromones are very expensive, and may be restricted to the
black market. If they are legal, a single dose costs $150; gas
grenades loaded with pheromones are available for ten times
that. Illegal pheromones may have exotic side effects, and will
likely cost several times as much.
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