


THE F“T“HE “Who needs chrome, pal? Raw meat is where
it’s at now. Mother Nature always did it best —
she just needed a little help. Get down to the

Is HLI UE black clinic, old-timer, and you can be 15 again.

That is, if you still want to be human at all . . .”
Who needs silicon and steel? Upgrade
your old body with steroids and smart drugs,
transplants and viral nano . . . or just get a new one.
Or maybe you don’t think being human 1s so great?
Then improve on nature with eugeneering and genefixing,
or just go parahuman: Why just admire cats when you can
be one? The technology’s changing fast, but you’ll have lots

of time to get used to it — death 1s a temporary nuisance with
cryonics, cloning and braintaping.

Welcome to the post-human age.
Have l|ou upgraded l|0[|l‘ genetics thls year?
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INTRODUGTION

Genetic engineering and other biotechnology are about to change the world
in ways we can only begin to guess at.

Can we resist the temptation to tinker with our genes when the potential
rewards include immortality? Will exotic wonder drugs soon be produced in
cows and goats? Will genetically-enhanced plagues threaten to wipe us out, or
will bio-nanotech let us conquer disease and transform ourselves into post-
human superbeings? Just how do genetic engineering, cloning and braintaping
work, anyhow?

GURPS Bio-Tech answers these and other questions by looking at current
and future technologies from a science-fiction perspective. In this book, we’ll
take a detailed look at many of the biotechnologies that other GURPS books
have taken for granted and see how they stack up against the latest developments
in the real world. The answers may surprise you . . .

Using This Book

Biotechnology breeds its own jargon. While most unfamiliar technical terms
are explained as they are introduced, definitions can also be found in the Glossary,
p. 139. If you run into an obscure term, check the glossary.

This book introduces few new advantages or disadvantages, but does add a
wide range of new enhancements and limitations. These are explained in the
Appendix, p. 135.

Finally, fictional quotes introduce many sections of this book. Capsule biogra-
phies of our “commentators” appears in Chapter 6, in the sidebars on pp. 132-34.

About the Author

David L. Pulver is a free-
lance writer and game designer
based in Kingston, Ontario.
He is the author or co-
author of over 20 books,
including a novel and various
roleplaying supplements, such
as GURPS Reign of Steel and
Psionics, and Bubblegum
Crisis: Before and After (for
R. Talsorian Games). David’s
interests include science fic-

About GURPS

SteveJackson Games is' committed to full
support of the GURPS system. Our address
is SJ Games, Box 18957, Austing TX
78760. Please include a self-addressed,
stamped enyelope (SASE) any.time you
write-us!-Resources now-available include:

Pyramid (www.sjgames.com/pyramid).
Our online magazine includes new rules
and articles for GURPS. It also covers all
the hobby’s top games — AD&D, Traveller,
World of Darkness, Call of Cthulhu,
Shadowrun and many more — and other SJ
Games releases like In Nomine, INWO,
Car Wars, Toon, Ogre Miniatures and
more. And Pyramid subscribers also have
access to playtest files online, to see (and
comment on) new books before they’re
released.

New supplements and adventures.
GURPS continues to grow, and we’ll be
happy to let you know what’s new. A cur-
rent catalog is available for an SASE. Or
check out our Web site (below).

Errata. Everyone makes mistakes, includ-
ing us — but we do our best to fix our errors.
Up-to-date errata sheets for all GURPS
releases, including this book, are always
available from SJ Games; be sure to include
an SASE with your request. Or download
them from the Web — see below.

Q&A. We do our best to answer any game
question accompanied by an SASE.

Gamer input. We value your comments.
We will consider them, not only for new
products, but also when we update this
book on later printings!

Internet. Visit us on the World Wide Web
at www.sjgames.com for an online catalog,
errata and updates, and hundreds of pages
of information. We also have conferences
on Compuserve and America Online.
GURPS has its own Usenet group, too:
rec.games.frp.gurps.

GURPSnet. Much of the online discussion
of GURPS happens on this e-mail list. To
join, send mail to majordomo@io.com with
“subscribe GURPSnet-L” in the body, or
point your World Wide Web browser to:
www.io.com/GURPSnet/www.

Page References

See GURPS Compendium I, p. 181, for a
full list of abbreviations for GURPS titles.
Any page reference that begins with a B refers
to GURPS Basic Set, Third Edition Revised;
e.g., p- B144 refers to page 144 of Basic Set.

CI refers to GURPS Compendium I,
CII refers to Compendium II, CW to
Cyberworld, CY to Cyberpunk, FF to
Fantasy Folk, Second Edition, P refers to
Psionics, RO to Robots, S to Space, Second
Edition, SU to Supers, Second Edition, UT
to Ultra-Tech, Second Edition Revised,
UTT to Ultra-Tech 2 and VE to Vehicles,
Second Edition.
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Tika Dawnstar frowned — she needed money. Her scholarship covered her
tuition in the University of Mars’ genetic engineering program, but cost of living at
Nix Olympica was awful, thanks to the terraforming taxes. She needed a winter job,
one that would pay for the cutting-edge neurovirus with which she hoped to
upgrade her brain in time to ace the upcoming term’s exam.

Plugging into her biocomputer, she scanned the “Help Wanted” column on
GeneWeb. Assistant on a project to develop a pollution-eating, cryogenic bacteria
to clean up a vatspill on Titan? Bleah. Design new porkapple plants? Yuck. She was
a vegetarian, anyway. She scrolled down the page, then stopped. High Arcadia was
an orbital habitat — an adventure theme park based on Greek mythology. They
wanted a freelancer with grad-level expertise to design one of the creatures that
would populate the park: a lamia, with a snake’s body and a human head. Tika’s
eyes widened . . . The lamia was to be fully sapient!

Wasn't that illegal? Tika called up a law database and cross-checked: Nope. It
was bioethically questionable, but High Arcadia was an autonomous extra-national
entity, not a signatory to the Genetic Regulatory Protocols; she could work with
human DNA. Tika hugged herself — this would be fun!

She considered the problem. A snake/human cell fusion, so she’d have to
smooth out the biochemical differences between species . . . and probably get lots of
false starts and aborted embryos before she got it right, even if she rented time on
the university’s vatbrain megacomputer. But she could do it with the facilities they
were promising, and the advance would pay for her new brain! Humming to herself,
Tika began composing her application letter to the Arcadia Entertainment Group.

Biological manipulation is nothing new. Humans have been influencing the
genetics of plants and animals for thousands of years through selective breeding.
For example, most sheep once had long legs. That’s better for the sheep, since they
can run away from predators, but not so good for a farmer, who finds it harder to
control and shear a nimble animal. So shepherds bred the sheep with shorter legs
together. The result? After many generations, the “improved” sheep are all short-
legged, and farmers need specially-bred sheep dogs to keep the predators away.

The trouble with selective breeding is that it takes generations to produce results.
Consequently, much of what we know about genetics comes from studying organisms
that have relatively short lifespans, such as fast-growing plants, fruit flies or bacteria.

Today, dramatic breakthroughs in molecular biology have led to genetic engi-
neering, a technology that allows the work of centuries to be done in months or
years. In the 21st century, gengineering may create modified animal species, or
even an “improved” breed of human. But who determines what is an “improve-
ment” — the sheep or the shepherd?

Basic Principles

All terrestrial life 1s made up of cells: one cell in the case of simple organisms
like bacteria or protozoa, and about 800 billion in a human. A cell consists of a mem-
brane which encapsulates a watery soup of subcellular bodies. Among the most
important of these are skinny strands called chromosomes. Bacteria (the simplest life
forms) have a single chromosome (and several, smaller ring-shaped bodies called
plasmids). In more complex forms of life, multiple chromosomes are housed inside a
nucleus in the center of the cell; e.g., each human cell contains 23 pairs of chromo-
somes. Every cell in a particular organism, except the reproductive cells, has the same
number and type of chromosomes. Collectively, the chromosomes form an instruction
manual that contains all the information an organism needs to grow and reproduce.

Biotech Tech Levels

TLI-3 (pre-1450). Farming leads to a
practical understanding of basic heredi-
ty; plants and-animals bred-for-desired
traits. Microbes exploited to make
bread, wine and cheese.

TL4 (1450<1700). Development of
the-optical- microscope makes cells visi-
ble for the first time.

TLS5 (1701-1900).-Mendel develops
laws of heredity. Nature of cells and
reproduction understood. Germ theory
of disease developed, along with early
vaccines. Darwin postulates evolution.
Galton theorizes eugenics.

TL6 (1901-1950). Mutation of plants
and microorganisms using chemicals
and radiation. Biochemistry comes into
its-own. Penicillin and other antibiotics
developed. Electron microscope allows
viruses to be seen. Experiments in
eugenics.

TL7 (1951-2000). DNA, chromo-
somes and genes discovered, related to
heredity. Genome mapping begins.
Recombinant DNA and transgenics
allow simple gengineering. Organ trans-
plants, genetic testing, and experimental
gene therapy and cloning.

TLS. Human genome is mapped and
sequenced, along with the genomes of
many other terrestrial animals. Complex
genetic modifications become possible.
Cloning perfected. Artificial wombs
(“growth tanks”).

TL9. Mature gengineering. Limited
genetic control over mental traits.
Development of bio-nanotechnology
permits braintaping and the use of
nanoviruses in germline gengineering.

TLI10. Gengineering of complex
mental traits, such as intelligence.
Routine genetic reconstruction of
ancient DNA traces.

TLI1. Living machines. Sensa-skin.
Nanoviruses and gengineering can alter
the fine structure of an adult mind.

TL12. Complex nanoviruses, includ-
ing contagious ones, make radical trans-
formations possible in humans and ani-
mals.

TLI13+. Near-total control over bio-
logical processes through mature nan-
otechnology. Chrysalis machine.

The time frame after TL7 is simply
speculation. Also, while the GURPS
Basic Set suggests that TL8 may repre-
sent 2001-2050, it’s possible that
biotechnology will outpace this — in
fact, if the wildest prophets of molecu-
lar nanotechnology prove to be on tar-
get, we might even see a TL increase in
the field of biotechnology ‘each genera-
tion, or even each decade! Thus, instead
of being “far, far future,” TL13 biotech
may be 2100 or even 2050!

Continued on next page . . .
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Examples of Insect Agents
omart Mosquito (TL10)

Amongst the most common insects to be modified are
female (bloodsucking) mosquitos. A mosquito’s ability to fly,
its small size, its excellent sense of smell and, most of all, its
ability to be modified to deliver chemicals into the blood make
it a highly useful organic platform for covert operations.

A smart mosquito has the usual mental and physical modifi-
cations common to insect agents. It also has a pheromone gland
that allows it to mark objects with a distinctive scent so that it
can find them later. It will always mark its owner.

The insect can fly at about 20 mph. It has an effective
Tracking skill of 10, which can be used to find objects or people
it has been programmed to recognize. It can be programmed to
scent-mark an object it has found. Provided that target is not
behind a sealed barrier or more than a mile or so distant, this
gives the mosquito +3 on any Tracking rolls to find it later on.

The mosquito can be programmed to perform one of several
tasks if it finds its target:

Payload: The mosquito cannot carry anything heavier than
a few grains of sand, but sometimes that can be enough! Useful
payloads that it can be programmed to pick up or deposit
include tiny, pinhead-sized listening devices and messages that
are coded as microdots ($1 each). These can also be deposited
on someone and scent-marked for later retrieval.

Sampler: The mosquito can draw blood from a subject and
retain it without consuming it for up to six hours. This can pro-
vide a blood sample for analysis.

Target Marking: Mark the object with a pheromone marker.
This can be combined with any other task.

Vector Attack: The insect can carry and transmit a dose of a
germ-warfare agent or proteus virus (designed not to affect the
mosquito). It may also carry a drug or poison, but as it can only
carry a small dose, HT rolls to resist are at +4. Delivery is by
biting. This won’t penetrate armor, but many people won’t even
notice a mosquito bite (IQ-2 roll to do so).

If someone is being stalked by a smart mosquito, he should
get an 1Q-3 roll to notice it (Acute Hearing or Vision helps, as
does Alertness). A mosquito-sized insect is -12 to hit due to its
small size, but any hit will kill it. If the character has a fly swat-
ter or area-effect attack, like bug spray or a flamer, there is only
a -2 penalty to hit.

A smart mosquito has a lifespan of only two months. This
can be extended by keeping it in suspended animation when not
in use. A smart mosquito costs $8,000; it can be carried in a
matchbox-sized carrying case. Drugs that are capable of extend-
ing the smart mosquito’s life span by one month per dose cost
$100 per dose. They are effective on a roll of 15 or less; roll
each month. Smart mosquitos are LC 3.

omart Bug (TL10)

A smart ant or small spider uses the same rules as a smart
mosquito, except that it is limited to moving on the ground at
Move 2, cannot act as a blood sampler, has Tracking-7, and can
carry a little more (gives only +2 to resist any drug or poison).
While it can’t fly, it can walk up walls. Its other advantage is
that it’s harder to notice, as it’s effectively silent; an 1Q-4 roll is
required to spot an ant or spider sneaking up on you. On the
other hand, it’s easy to kill — just step on it.

Smart ants or spiders are slightly easier to construct than
mosquitos, and cost $5,000. They can also be equipped with two
additional biological modifications:

Hardened Mandibles (TL10): This allows the bug to per-
form sabotage, eventually chewing tiny holes in ducts, slicing
wires or biting for 1 point of damage per minute. Add $1,000.

Vacuum Adaptation (TL11): The insect’s body has been
surgically adapted to survive for a short time (up to an hour) in
space, or other high- or low-pressure environments. Add
$10,000.

Other Insect Agents

House flies, moths, cockroaches, dragonflies — all might
have their own uses. The GM is encouraged to come up with
other types of insect agents for specific applications.

Designing Plants,
Microorgamsms and Insects

New types of plants, microorganisms or insects, for both
peaceful purposes and warfare, can be created using either the
New Inventions rules on p. B186 or the expanded version on pp.
CI121-127. Use Genetics (Genetic Engineering)-15. Gengineers
should base the design on an existing organism, splicing addi-
tional genes into it to produce the desired effect.

Plants, insects and bacteria are usually easier to customize
than viruses; apply an extra -2 on all rolls to gengineer viruses.
Other suggested modifiers: +1 to +5 for minor variations on an
existing organism; +2 to copy a gengineered design if you know
it exists and have a description but not a model; -5 if trying
something new (up to one TL higher may be possible) or com-
plex. The GM may wish to apply an additional modifier of -(TL-
6) per extra modification made to the original organism, where
“TL” is the minimum TL required for that particular modifica-
tion.

To make the “conception” roll, the gengineer requires a
Complexity 3+ computer that is running the appropriate gengi-
neering software.
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At any TL, if the brain itself was badly damaged by injury, radiation or illness
before freezing took place, the new body may be missing the memories or personal-
ity of the original. See Braintaping (p. 116), for the limitations.

auspended Animation (TL9)

Being able to revive a frozen corpse is one thing, but freezing people without
killing them requires a far more advanced technology. This process is “suspended ani-
mation,” sometimes called “bio-stasis” or “freeze.” The suspended animation cham-
ber, or “freeze tube,” uses a combination of cold and drugs to preserve the occupant,
often with automatic drug dispensers built into the tube itself so that a person need
only lie down and close the tube to be put into freeze within minutes. The “freeze
drugs” used may be advanced versions of current cryo-protective drugs, or biological
nanomachines.

Whatever the means, a live person who has undergone suspended animation is
not dead. Rather, his metabolic processes have been effectively halted, but can be
restarted using the machinery contained within the suspended-animation chamber.
In this way, an injured or dying person can be preserved, perhaps long enough to
reach a medical facility that can cure him. If no cure is available, he can be frozen
between life and death until future science can devise one.

The obvious non-medical use of suspended animation is for space travel. If a space
voyage takes years, suspended animation may be necessary for manned flight. Even if
it takes weeks or months, it would still reduce tedium and save on life-support costs.

Healthy people may also choose suspended animation to “time travel” into the
future. The motive could be unwillingness to wait for an event (“wake me up when
you’re ready to marry me”), boredom (“wake me up in a hundred years”) or even a
desire to monitor a long-term process, such as a team of sociologists monitoring a
culture’s development (““‘wake me up when the Tang Dynasty falls”).

Individuals — or entire organizations — who live only for a specific mission may
be kept in suspended animation most of the time, being revived only when needed.
For instance, a super-assassin or an entire army of bio-soldiers could be too danger-
ous or expensive to maintain in peacetime. Instead, such individuals could be kept
in suspended animation, to be thawed out and briefed whenever a crisis threatens,
then put back to sleep afterwards. (This might make an interesting campaign, as
each adventure could be set progressively farther into the future.)

Finally, a dead person kept in suspended animation can be more easily brain-
taped. If cloning and memory transfer are feasible, a freeze tube will keep the body
“on hold” until a clone can be prepared. The occupant will not deteriorate until 1d
hours after removal. Suspended animation is also useful for keeping spare bodies on
hand (see Cloning of Multicellular Organisms, p. 14).

Freeze Tubes (TL9)

Putting someone into freeze or taking him out takes one hour. Unlike nitrogen-
based cryopreservation units, freeze tubes are electrically-powered, with a built-in E
cell for backup. A freeze tube can run on this backup power for six months at room
temperature. No other maintenance is needed. Freeze tube storage costs $250/day
for short periods, or $50,000 annually; discounts of 10% to 60% off the annual fee
are available for long-term storage of 50 years or more. This price includes a very
safe, well-guarded storage space.

A freeze tube, with dedicated monitoring computer, costs $55,000. Weight is
750 pounds and volume is 50 cubic feet.

Braintaping Fees

At TL9+, many commercial clinics
that have clone facilities also have
braintaping equipment;-and vice versa.
Here’s a typical schedule of fees that
would be charged by a hospital or simi-
lar organization, assuming that braintap-
ing is perfectly legal:

* $2,000 to direct-program a blank-
minded clone, whether for the first time
or with a memory update. The clone
will cost extra — see Cloning Costs and
Times (p. 16).

* $25,000 to make a braintape copy
on MMSD or digital media, or to update
such a braintape with more recent mem-
ories. This price drops to $12,500 at
TL10, or $6,250 at TL11.

Memory Storage

We are our memories — but while
memory is known to be seated in the
cells of the brain, its exact workings are
still somewhat mysterious. According to
current theories:

Short-term memory is stored electro-
chemically, and is not durable. Within
a few minutes to an hour, short-term
memories are either forgotten or trans-
ferred into long-term memory. In addi-
tion, trauma (especially a head injury,
and probably death followed by brain-
taping) may result in short-term memo-
ries being lost. This means that some-
one who is revived via braintaping will
often have no memory of the last
moments of his life!

Long-term memory consists of those
memories that our brain has permanently
retained, by accident or design. Long-
term memories seem to exist in the struc-
ture and connections of the brain cells
themselves. As long as the brain has not
suffered substantial damage, this should
survive for a few hours after death, until
the brain cell membranes themselves
begin to decay. Specialized freezing
techniques (cryonics or suspended ani-
mation) may be able to preserve these
structures indefinitely.
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3D Spatial Sense advantage, 33, 71.

Absent-Mindedness disadvantage, 53, 72,
74, 113.

Absolute Direction advantage, 45-46, 71.

Absolute Timing advantage, 45-46, 71.

Acceleration Tolerance advantage, 34, 82.

Acute, Hearing advantage, 46, 64, 100;
Taste and Smell advantage, 46, 100;
Vision advantage, 46, 67.

Addiction disadvantage, 71.

Advantages, animals, 99-100; biotech,
136; gengineered, 31-59; see also
advantage name.

Age and aging, 113.

Aggressiveness, 50.

Albinism disadvantage, 53-54, 78.

Alcohol Tolerance advantage, 39, 68.

Alertness advantage, 33, 71, 100.

Algae, 87, 94-95.

Aliens, 58.

Alpha-series upgrade, 36.

Altered, appearance, 61-62; bulk, 62;
height, 63.

Altered Sex Ratio feature, 47, 49.

Alternate Identity advantage, 132.

Ambidexterity advantage, 33, 71.

Amnesia disadvantage, 72, 118.

Amphibious advantage, 49-50, 81, 100.

Anabolic steroids, 73.

Angelic wings, 41.

Animals, companions and working beasts,
98; creating, 99-102; examples, 102-
105; high-yield farm, 98; modifying,
100-102; pantropic, 98; pharm, 26,
98-99.

Anthrax, 88.

Antibiotics, 92.

Antigens, 17.

Appearance, 35, 54, 62, 64, 113.

Appendix, 137-138.

Aquaform, 41-42.

Aquaskin, 81.

Aquatic disadvantage, 42, 54, 100, 111.

Arachnoweave armor, 16.

Archaebacteria (archaea), 7, 12, 139.

Archwork, 63.

Arm blade, 69.

Arms to wings, 41.

Artificial womb, 17-19, 57.

Attentive disadvantage, 53, 100.

Attributes, animal, 99; bonus table, 31;
modifiers, 30-31, 80; penalties, 31; see
also Dexterity, Health, Intelligence
and Strength.

Autotrance advantage, 33.

Auxiliary heart, 67.

B-cells, 37.

Bacteria, 11, 87-89, 91-92, 139; anti-mate-
rial, 90-91; industrial, 87.

Bad Grip disadvantage, 100, 101.

Bad Sight disadvantage, 54, 67, 76, 113.

Bad Temper disadvantage, 53, 76.

Bases, 6.

Battle jaw, 69.

Berserk disadvantage, 53, 76.

Bibliography, 141.

Bio-bomb, 102.

Bio-booster, 67.

Bio-stasis, 115.
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Bioblimps, 111.

Biochemistry skill, 59, 77, 98.

Bioconvertor, 106.

Bioelectric, organ, 49-50; Shock advan-
tage, 49-50.

Bioengineer, 125.

Biogadgets, 105-111.

Bioglue, 12.

Biohazard safety, 21.

Biological warfare, 87-91.

Biological weapons, 88; examples, 88-90;
insects, 95-96; plants, 94.

Biomass, 87, 95.

Biomechanoids, 107.

Biomedical facilities, 22-23.

Biomimetics, 12-13, 139; products, 16.

Biomods, 60-85, 98, 139; acquiring, 130;
dollar cost, 61; organ transplants, 67-
69; point cost, 130.

Bioroid, 28, 139; see also Variant Human.

Bioscanner, 10.

Biosculpting, 61.

Biosensors, 12, 16.

Bioship, 106-110; advantages, 108-109;
attributes, 107-108; controlling, 109;
design, 107-110; disadvantages, 108-
109; dollar cost, 110; drones, 109-
110; implants, 110; interiors, 109;
internal advantages, 108-109; life sup-
port, 109; ST and size, 107; trans-
forms, 110; weaponry, 109.

Biosubs, 111.

Biotech, 4-23, 139; advantages, 136; busi-
nesses, 133-134; corporations, 133-
134; cyberpunk and, 125; enhance-
ments, 136; executive character type,
126; facilities, 20-23; jobs, 134; limi-
tations, 137-138.

Bioterrorist, 126.

Biotoxins, 88.

Biotronics, 12.

Black clinics, 135-136.

Black Death, 89.

Black market, 131.

Blastocyst, 6, 26, 139.

Blindness disadvantage, 54, 67.

Blood cops, 84-85.

Blood roses, 94.

Bloodlust disadvantage, 52-53.

Bodysculpting, 61-64; clinics, 136.

Bone, decalcification, 42, 74; marrow
upgrades, 16; stimulation, T4.

Boosted heart, 67-68.

Botulinum, 88.

Brachiator advantage, 42, 100.

Brain, custom, 117; editor, 121; Hacking,
121; modifications, 32-33; pod, 23;
tissue graft, 71; transplant, 23, 66.

Braincorder, 121.

Brainpeeling, 117.

Braintape machine, portable, 121.

Braintaper, portable, 117-118, 120.

Braintaping, 116-123, 139; alternative
technologies, 117; campaign effects,
119-120; death and, 117; equipment,
119-123; fees, 115; game effects, 118-
119; low-res, 117-118; realism and,
116; techniques, 116-118; very low-
res, 117-118.

Breath Holding advantage, 44, 68.

Breeding programs, see Eugenics.

Bully disadvantage, 53.

Callous disadvantage, 53, 72.

Camazotz-series parahuman, 47.

Cannot Learn disadvantage, 53, 72, 76.

Cardiac Stress limitation, 137.

Cardiovascular modifications, 33-34.

Cast Iron Stomach advantage, 35.

Catfall advantage, 42, 63, 100.

Cell, 5, 139; communion, 85; differentia-
tion, 14, 75; stem, 14; surgeons, 85;
transplants, 75.

Centauroid feature, 42, 101.

Chameleon advantage, 50.

Characters, 125-134; advantages, 130-
131; disadvantages, 1313; skills, 132;
types, 125-130.

Charisma advantage, 69, 71-72.

Chemical, enhancements, 73-75; trigger,
137; see also Drugs.

Chemsniffer, 16.

Chimeras, 26-27, 41; plant, 94.

Chloramorphosis, 81.

Chromosome, 5-6, 10, 139; artificial, 8;
manipulation,25.

Chronic Depression disadvantage, 52-53,
72,76.

Chronolocation advantage, 33, 71.

Chronos-series bioroid, 48.

Chronowomb, 20, 22.

Chrysalis machine, 23, 82-83, 114.

Chummy disadvantage, 100.

Claws and talons, 50, 69, 100.

Cleanup, 127.

Clinging advantage, 50-51.

Clinical, braintape machine, 117, 119;
metamorphosis, 82-83.

Clone, 11, 14-17, 19, 116-119, 121-123;
cross-sex, 16; identification, 16; mem-
ory upload to, 121; spare parts from,
17; tank, 20, 139; uniqueness, 15-16;
see also Cloning.

Cloning, 21, 139; costs and times, 16;
embryonic cell, 14, 16; gene, 8-9, 87,
92; macrobiological, 14-17; plant, 93;
post-embryonic cell, 15-16; see also
Clone.

Clothing, post-human, 127.

Clueless disadvantage, 72.

Collected advantage, 36, 72.

Color Blindness disadvantage, 54, 67, 76.

Combat Paralysis disadvantage, 52-53, 72.

Combat Reflexes advantage, 36, 43, 71,
100.

Commentators, about, 132-134.

Common Sense advantage, 33, 71-72.

Compartmentalized Mind advantage, 33,
70.

Composed advantage, 36, 72.

Computer programs, braintape, 122;
genetic replication,12; gengineering,
58, 97; genome database, 22; insect
translation, 96; teaching, 21.

Computer Programming skill, 77, 96.

Computers, 97, 122-123; biocomputers,
13; DNA, 13.

Confused disadvantage, 47, 53, 72, 74.

Constriction Attack advantage, 41.

Containment tube, 22.

Cool advantage, 36, 72.

Copy-protection nano, 121-122.

Corpsicle, 113-114, 139.

Cosmetic, modifications, 34-35; surgery,
61; virus, 78.

Cowardice disadvantage, 53.

Crick, Francis, 6.

Crops, drought-resistant, 93-94; market-
friendly, 93.

Cryocase, 22-23.

Cryonics, 113-115, 139; revival, 114.

Cryopreservation unit, 114.

Cultural Adaptability advantage, 72.

Curious disadvantage, 53.

Damage Resistance advantage, 108.

Darwin, Charles, 5.

Deadheading, 71-72.

Deafness disadvantage, 54.

Decreased Life Support advantage, 39, 44,
68, 81.

Deep learning, 20-21.

Deep Sleeper advantage, 33, 71, 81.

Defects, intended, 51-53; unintended, 51-
54, 59.

Delicate Metabolism disadvantage, 27, 53-
54, 59.

Delusions disadvantage, 52.

Deoxyribonucleic acid (DNA), 6-9, 11,
13-15, 139; computers, 13; forensics,
10; junk, 10-11; mitochondrial, 9;
recombinant, 7-8, 25, 139.

Dependency disadvantage, 81.

Devolutionary modifications, 41-42.

Dexterity (DX), 30-31; factors modifying,
75.

Digitigrade Posture, 39-40.

Direct brain programmer, 119.

Direct programming, 116-117.

Disadvantages, animals, 99-100; gengi-
neered, 51-54; hereditary, 132; men-
tal, 52-53; physical, 53-54; see also
disadvantage name.

Discriminatory, Smell advantage, 45-46,
100; Taste advantage, 46.

Disease, fighting, 91-92.

Disease-Resistant advantage, 37, 69.

Disposable test kit, 19.

Distractible disadvantage, 53, 72, 74.

Disturbing Voice disadvantage, 54, 64.

DNA, see Deoxyribonucleic Acid.

Doesn’t Breathe advantage, 49.

Doesn’t Eat or Drink advantage, 49, 81.

Doesn’t Sleep advantage, 33.

Double-Jointed advantage, 42, 63, 100.

Dreamer disadvantage, 53.

Dreaming skill, 33.

Drug Factory advantage, 51, 101-102.

Drugs, 73-74, 101-102.

Dull disadvantage, 72, 74, 100-101.

Dwarfism disadvantage, 53-55, 63, 76.

Dyslexia disadvantage, 52-53, 72, 76.

Early Maturation advantage, 36.

Easy Childbirth advantage, 48-49.

Ebola, 89.

Ecological engineer, 127.

Ecoteur, 127.

Edgy disadvantage, 52, 100-101.

Eidetic Memory advantage, 33, 71.



Elastic Skin advantage, 49, 70.

Electronics Operation skill, (Medical),
118-121, 123; (Security), 96.

Embryo, 6; division, 14.

Emotional regulator, 76.

Empathy advantage, 71.

Endocrine system, 36.

Enhanced Move advantage, 39, 41, 70,
100-101, 111.

Enhanced Time Sense advantage, 43, 71,
78.

Enhancements, 3, 136; see also enhance-
ment name.

Enzyme, 6,9, 92, 139; blockers, 92.

Epilepsy disadvantage, 54, 76.

Eros plus, 64.

Eros-series bioroid, 37.

Erythrocytes, 34, 76.

Estrus feature, 48-49.

Eugeneering, see Eugenics: germline engi-
neering.

Eugenics, 5, 25-30, 139; germline gengi-
neering, 25-27, 139; society and, 27,
vs. species modification, 32.

Eukaryotes, 7-10, 139.

Eunuch disadvantage, 53-54.

Eve, 8-9.

Evolution, 28-29.

Exocrine glands, 51.

Extended Fertility feature, 48-49.

Extended Lifespan advantage, 38.

Extra Arms advantage, 39-41, 99, 136.

Extra Encumbrance advantage, 42, 81.

Extra Fatigue advantage, 34, 44, 68, 76.

Extra Flexibility advantage, 42, 67, 99.

Extra Hit Points advantage, 34, 42, 67, 73-
74, 81, 108.

Extra Legs advantage, 70, 99, 101.

Extra Sleep disadvantage, 54, 113.

Extreme sexual dimorphism, 62.

Eye upgrade, 67.

Fat disadvantage, 53-54, 62, 77.

Fauxflesh, 95.

Faz Sense advantage, 46.

Fearlessness advantage, 36, 72.

Features, 55-56; see also feature name.

Felicia-series bioroid, 38.

Fermentation, 87.

Fetal tissue, 132.

Field Sense advantage, 45-46.

Filter Lungs advantage, 44, 68.

Fit advantage, 34.

Flashbacks disadvantage, 118.

Fleming, Alexander, 92.

Flesh Pockets advantage, 50, 108, 136.

Fleshbeds, 106.

Flexibility advantage, 41, 49, 100.

Flight advantage, 41, 82, 99, 108.

Flowers and lawns, exotic, 94.

Flu, 89.

Foodstuffs, biotech, 94-95.

Forced-growth, see Growth Tank.

Fragile disadvantage, 54, 111.

Franklin, Rosalind, 6.

Freeze tube, 115.

Fuel production, 87.

Fungi, 87.

Fur, 50, 79, 100, 136. /)

Galton, Francis, 5. (

Gamete, 57, 139.

Garcia, Dr., 111.

Gastrointestinal modifications, 35.

Gene, 6, 10, 12, 25-26, 139; cloning, 8-9,
87, 92, 139; cop, 127; expression, 7,
25; gun, 7; therapy, 7-9, 75-76, 139.

Genefixing, 55-56, 139.

Genemod, 139, human, 128.

Genericillin, 92.

Genetic, castes, 28; code, 6; defects, 56;
differences, 15; diversity, 22, 29;
reconstruction, 11-12, 21; scanner,
portable, 10; surgery, 75-84; surgery
nanovirus, 78; tattoos, 35.

Genetic engineering, 5-7, 9-11, 14, 21,
26, 28, 139; aliens, 58; at conception,
25-30; bioships, 110; humans, 24-59;
in play, 58; insects, 95-97; macrobio-
logical animals, 98-105; microbes,
87-92; objectives of, 27-28; plants,
92-95; sex and, 26; table, 59; tech-
niques, 6-11.

Genetic testing, 9-11, 21; privacy issues,
10-11; procedures, 10.

Genetics, 139; skill, 58-59, 77, 97-98,
132.

Gengineer, 125.

Gengineering, see Genetic Engineering.

Genome, 14, 22, 139; human, 25-26, 32;
library, 22; mapping, 132.

Genotype, 12.

Germline genetic engineering, 8-9, 25-27,
57,77, 80, 98, 139.

Germs, see Microbes.

Ghostcomps, 122, 139.

Gigantism disadvantage, 53-54, 63, 76.

Gilgamesh-series parahuman, 50.

Gills advantage, 44, 81, 111.

Glandular modifications, 35-37.

Glossary, 139-140.

Gluttony disadvantage, 52-54, 76.

Gregarious disadvantage, 100.

Growth tank, 18-19, 22, 139; fees, 20;
forced, 19-20, 22, 139; portable, 19;
portable forced, 20.

Guardbeasts, 98.

Gullibility disadvantage, 72.

GURPS Cyberworld, 126.

Hair graft, 62.

Hard of Hearing disadvantage, 54, 113.

Hard to Kill advantage, 34, 67-68.

Hayflick limit, 38.

Hazmat specialist, 128-129.

Health (HT), 30-31; factors modifying; 27,
53, 68, 73.

Heavy Worlder, 40.

Hellkitchen, 22.

Helot-series upgrade, 41.

Hemophilia disadvantage, 54-55, 76.

Heredity, 12-13, 28.

Hermaphroditism, 48.

Hermaphromorph advantage, 49, 81.

Hibernation, 20, 36, 100.

Hide and armor plates, 50, 100.

Hidebound disadvantage, 53, 72, 74, 100-
101, 113.

High-biotech fur, 79.

High-efficiency kidney, 68.

High Pain Threshold advantage, 47.

High-Pressure Lungs feature, 44.

HIV, 7.

Homo superior, 27, 29, 36, 50-51; see also
Master Race and Ubermenschen.

Horizontal disadvantage, 41, 100-101.

Horns, 50.

Hospitals, 134.

Hotshotting, 71.

Human, definition, 25.

Human Genome Project, 14-15.

Hybridomas, 17.

Hyper-lungs, 68.

Hyper-Reflexes advantage, 36, 67.

Hyper-Strength advantage, 36, 67.

Hyperactive advantage, 36.

Tlliteracy disadvantage, 72.

Immortality, advantage, 38; technology,
112-123.

Immune system modifications, 37.

Immunity, fo Disease advantage, 37, 84-
85; to Poison advantage, 37, 39, 85.

Immunosuppression, 65.

Imperturbable advantage, 36, 72.

Improved G-Tolerance advantage, 34, 36.

Impulsiveness disadvantage, 53.

In vitro fertilization (IVF), 19, 139.

Inbreeding, 28-29.

Incompetence disadvantage, 72.

Inconvenient Size disadvantage, 100, 108.
Increased Fecundity feature, 48-49.
Increased Speed advantage, 36, 43, 73.
Incurious disadvantage, 53, 72, 100-101.
Indecisive disadvantage, 53, 72, 74.
Influenza, 89.

Infravision advantage, 45-46.

Injury Tolerance advantage, 63.
Innumerate disadvantage, 100.
Inoculation, 91.

Insect, agents, 96-97; designing, 97-98

director, 96; examples, 97; gengi-

neered, 95-97.
Insulin, 8.

Intelligence (IQ), 30-31; animal, 100-101;
factors modifying, 32, 53, 70-71, 74,

79.
Interface Jack advantage, 77.
Intolerance disadvantage, 131.
Introduction, 3.
Intron, 7, 10-11, 139; messages, 35.
Intuition advantage, 33, 71.
Intuitive Mathematician advantage, 33.
Invertebrate disadvantage, 111.
Ishtar-series upgrade, 42.
Jagrilla hound, 102.
Jenner, Edward, 91.
Job Table, 133.
Jointwork, 63.
K-10, 103.
Killjoy disadvantage, 70, 72.
Lab mice, 102.

Labs, 21, 57-58; biohazard precautions,

21.
Language Talent advantage, 33, 71.
Laziness disadvantage, 53.

Lecherousness disadvantage, 48, 52-53,

76.
Legs to arms, 39-40; to flippers, 39-40.
Lepus-series parahuman, 43.
Less Sleep advantage, 33, 100.
Leukocytes, 37.
Lifebank, 22.

Lifespan and self-repair modifications, 38.

Ligase, 7, 139.

Light Hangover advantage, 39.

Light Menses advantage, 48-49.

Light Sleeper disadvantage, 47, 53-54.
Light Worlder, 44.

Lightning advantage, 50.

Lightning Calculator advantage, 33, 71.

Limitations, 3, 137-138; see also limita-

tion name.
Literacy advantage, 71.
Liver and kidney modifications, 38-39.
Liver upgrade, 68.

Living structures, 111; bio-buildings, 106;

sentient buildings, 111.
Longevity advantage, 34, 37-38, 69, 85.
Low Empathy disadvantage, 53, 72.

Low Pain Threshold disadvantage, 47, 53-

54.
Low-Pressure Lungs feature, 43-44.
Low Rejection Threshold advantage, 136.
Lucid Dreaming skill, 33.
Lunacy disadvantage, 76.
Magic, 43, 50, 71.
Magnetic Sense advantage, 45-46.
Manic-Depressive disadvantage, 52, 76.
Manipulatory ability, enhanced, 101.
Manna, 94.
Manual Dexterity advantage, 42, 63.

Master race, 28; see also Homo Superior

and Ubermenschen.
Mathematical Ability advantage, 33, 71.
Megalomania disadvantage, 53.

Memory integration, 122-123; device, 120.

Memory storage, 115.

Memory tissue, 69; see also Polykeratin.
Mendel, Gregor, 5, 12.

Mental instability, 52, 56.

Metabolic processes, 6; reset, 76-77.
Metabolism Control advantage, 36.

Metamorphosis, 23, 80; clinical, 82-83;
examples, 81-82; nanovirus, 77, 79-
83, 139; transformation, 80.

Methuselah program, 78.

Microbes, 139; designing, 97-98;
enhanced, 89; gengineered, 87-92;
new, 90; purchasing, 91; see also
Bacteria and Virus.

Microinjection, 7.

Microsurgery, portable, 23.

Migraines disadvantage, 47, 54, 76.

Mimicry advantage, 44.

Mindshare advantage, 85.

Miniature humans, 33-35.

Mining, 87.

Mitigator limitation, 137.

Mitochondria, 8-9, 16, 30.

MMSD, 115, 117, 119.

Modified limbs, 39-40.

Mold, 87.

Monoclonal antibodies, 17, 32, applica-
tions, 17-19.

Morph advantage, 49.

Morphological changes, 39-42.

Multiple people, 118-119.

Muscle, grafts, 61, 63; reinforcement, 72.

Musculo-skeletal modifications, 42.

Musical Ability advantage, 33, 71.

Mutation, 18.

Mute disadvantage, 53-54, 64, 100-101.

Mycoprotein, 94-95.

Nano-symbiotes, 84-85.

Nanofever, 80.

Nanomachines, 9-10, 13, 19, 77, 83, 90-
91, 96, 115, 117, 121, 139; see also
Nanotechnology.

Nanotechnology, 113-114, 116, 139; see
also Nanomachines.

Nanovirus, 8, 11, 26, 77, 80, 139; acceler-
ated, 82; growing, 77; see also
Metamorphosis and Proteus Virus.

Nanowarfare, 84.

Nature vs. nurture, 32-33.

NBC Warfare skill, 91, 127, 134.

Neo-, coon, 103; gorilla, 105; horse, 103;
vampire bat, 102.

Neo-Luddite, 128.

NERV, 75.

Nervous system modifications, 43.

Neural augmentation, 73.

Neuropreservation, 114.

Neurosurgery, 23, 70-72.

Neurovirus, 79.

Nictating Membrane advantage, 50.

Night Blindness disadvantage, 67.

Night Vision advantage, 45-46, 66, 100.

No Appendix feature, 35.

No Depth Perception disadvantage, 67.

No Fine Manipulators disadvantage, 41,
100-101.

No Hangover advantage, 39.

No Manipulators disadvantage, 41, 100.

No Sense of Humor disadvantage, 72.

No Sense of Smell/Taste disadvantage, 76.

Non-Iconographic disadvantage, 72, 76.

Nootropic drugs, 74.

Nuisance Effect: Temporary Disadvantage
limitation, 137-138.

Nutricrops, 94.

Obdurate disadvantage, 72, 100-101, 113.

Oblivious disadvantage, 72.

Octosap, 104.

Oedipus-5, 90.

Off-the-Shelf Looks limitation, 138.

On the Edge disadvantage, 52, 72.

One Arm disadvantage, 54.

Only vs. Pheromones limitation, 138.

Only with Duplicate limitation, 138.

Optical biochips, 13.

Organ trade, 129-130; organlegger char-
acter type, 129-130.

Organelles, 7-9, 139.

Orion-series upgrade, 45.
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Overconfidence disadvantage, 53.

Overspecialization, 28-29.

Overweight disadvantage, 53-54, 62, 77.

Oxygen Storage advantage, 39, 44.

Page references, 3.

Pandora-series parahuman, 51.

Panimmunity advantage, 84.

Pantropy, 27.

Parabolic Hearing advantage, 45-46.

Parahuman, see Variant Human.

Paranoia disadvantage, 52-53, 76.
Paranormal abilities, 43; see also Magic,
Psionic Powers and Super Powers.

Paravirus, 77.

Parthenogenesis, 48-49.

Passive Defense advantage, 108.

Pasteur, Louis, 91.

Penicillin, 87, 92.

Perfect Balance advantage, 45-46, 100.

Perfume glands, 68.

Peripheral Vision advantage, 46.

Persona mapping, 72.

Persona-napping, 118.

Personality, implants, 121; overwrite
machine, 121-122.

Peter Pan process, 74.

Pharm, animal modifications, 101-102;
animals, 26, 98-99; goat, 102; plants,
93.

Phenotype, 12.

Pheromone, 138; Control advantage, 37,
69; dominance, 37; modifications, 37,
sex, 37.

Pious advantage, 71.

Pitiable advantage, 35.

Plague, 95; bubonic, 89; designer, 90;
pneumonic, 89; see also Biological
Warfare and Biological Weapons.

Plants, cloning, 93; designing, 97-98; dis-
ease-resistant, 93; gengineered, 92-
95; growth times, 93; industrial, 93;
modifications, 93; nif, 94; pest-resis-
tant, 93; pharm, 93.

Plasmid, 5, 7, 139.

Plastid, 8.

Polarized Eyes advantage, 45-46.

Pollution control, 87.

Polykeratin, 69-70, 139; disguise, 70.

Polymerase chain reaction (PCR), 7, 11,
13-14, 139; machine, 13-14.

Poor Grip disadvantage, 100-101.

Post-Combat Shakes disadvantage, 52.

Post-Emergencies Only limitation, 138.

Posture, modified, 101.

Prefrontal Lobotomy disadvantage, 70.

Pregnancy, 18.

Prehensile fail, 40; toes, 39-40.

Presentient disadvantage, 99-101.

Pressure Support advantage, 44, 111.

Programmer, portable, 118, 120.

Prokaryotes, 7-8, 11, 139.

Protein, 6, 139; farming, 87.

Proteus nanovirus, 77-79, 84, 139; options,
82-84; see also Metamorphosis.

Psionic, powers, 43, 50, 71, 107; technolo-
gy, 122.

Psychology skill, 121.

Psychosurgery, 71-72.

Quadraform, 41.

+ Quadragraft, 70.

Rabbit fever, 89.

Racial, generation, 29-59; point cost, 56;
templates, 57, 99-100; see also
Variant Human.

Rapid Healing advantage, 34, 38.

Rapier Wit advantage, 71.

Recovery advantage, 34, 82.

Reduced Fatigue disadvantage, 63.

Reduced Hit Points disadvantage, 54.

Reduced Move disadvantage, 39, 54, 100-
101.

Reduced Sleep advantage, 33.

Refining, 87.

Reflex boosting, 43.

Regeneration advantage, 38, 42, 85.

Regrowth advantage, 38, 85.

Rejection, 17, 65, 131, 136.

Reproduction, 6.

Reproductive, Control advantage, 48-49,
81; modifications, 99; technology, 17-
20.

Reputation disadvantage, 131.

Requires Biochip limitation, 138.

Requires Low Gravity limitation, 138.

Residential trees, 94.

Resistant to Poison advantage, 37, 39, 68.

Respiratory, alternatives, 44; modifica-
tions, 43-44.

Restriction enzymes, 7.

Retrovirus, 7-9, 11, 26; see also Virus.

Revised pain thresholds, 47.

Ribonucleic acid, 6-8, 139; messenger, 6;
virus, 75.

Ribosome, 6, 11, 139.

RNA, see Ribonucleic Acid.

Sanitized Metabolism advantage, 35.

Scales, 50, 100.

Scent-Based limitation, 138.

Scorpion tail, 40.

Secret disadvantage, 131.

Secret Communication advantage, 85.

Selective breeding, see Eugenics.

Self-Destruct disadvantage, 53-54, 78.

Selfless disadvantage, 53.

Semi-Upright disadvantage, 100-101.

Senior citizen, 130.

Sensa-skin, 139; grafts, 70; point cost,
131.

Sensie Talent advantage, 33, 71.

Sensitive advantage, 71.

Sensitive Touch advantage, 46.

Sensory modifications, 45-47.

Sentience, 99.

Sessile, disadvantage, 111; limitation, 138.

Sex Appeal skill, 35, 62.

Sex change, 61-63; selection, 25.

Sexual and reproductive modifications,
47-49.

Sexual Orientation feature, 48-49.

Shock advantage, 49-50.

Short Attention Span disadvantage, 72, 74,
76, 113.

Short Lifespan disadvantage, 53-54, 100.

Shorter Gestation feature, 48-49.

Shyness disadvantage, 53.

Single-Minded advantage, 33, 71-72, 100.

Skeletal strengthening, 81.

Skinny disadvantage, 53-54, 62, 77.
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Slave Mentality disadvantage, 53, 76.

Slave species, 28.

Sleep-state modifications, 33.

Sleepy disadvantage, 54, 100.

Slow Eater disadvantage, 100, 111.

Slow Healing disadvantage, 54.

Slow Metabolism disadvantage, 111.

Smart, bug, 97 mosquito, 97.

Smart cardiovascular net, 81-82.

Smart drugs, 74.

Smoke advantage, 51, 111.

Social Stigma disadvantage, 29, 131.

Solarskin, 82.

Sonar Vision advantage, 45-46, 111.

Soul collectors, 122-123.

Space Acceleration enhancement, 136.

Space cat, 104.

Spacer modification, 46.

Spartan-series bioroid, 52.

Species modification, 26, 31.

Spines, 50.

Spleen augmentation, 69.

Splicer, 129-130.

Split Personality disadvantage, 53, 118.

Staid disadvantage, 72, 74, 100-101.

Sterile disadvantage, 27, 53-54, 59, 62-63,
78.

Steroids, 73, 75.

Strength (ST), 30-31; factors modifying,
42, 63, 72-75; non-human, 31; unsup-
ported, 138.

Stress Atavism disadvantage, 52-53, 59,
101.

Strikers, 40, 50, 66, 100.

Strong Will advantage, 71-72.

Stubbornness disadvantage, 53.

Stuttering disadvantage, 52-53, 101.

Sub-races, 29.

Subjugation disadvantage, 108.

Subsonic Hearing advantage, 45-46.

Super Climbing advantage, 100.

Super Jump advantage, 42, 100.

Super-pheromone glands, 69.

Super powers, 43, 50, 59.

Super-steroids, 75.

Surge advantage, 49-50.

Surgery, 61, 80; cosmetic, 61; elective, 61-
73; hermaphromorphic, 81; skill, 61,
134.

Surrogate motherhood, 17-19, 57.

Suspended animation, 115.

T-cells, 37.

Taboo traits, 55-56.

Tails, 40; grafts, 66-67.

Target-seeking, drugs, 18; pathogens, 89-
90.

Tech level, 5-6; bioships, 110; experimen-
tal procedures, 127; gengineered
advantages, 32; metamorphosis virus,
80; proteus virus options, 83; varia-
tions, 6.

Technical terms, 3, 139-140.

Teeth and fangs, 50, 69, 100.

Tek Rat parahuman, 55.

Telescopic Vision advantage, 46.

Temperature Tolerance advantage, 50-51.

Terminally Il disadvantage, 59, 76, 113.

Terraforming, 87.

Testicle tuck, 63-64.
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Thrombocytes, 76.

Tissue engineering, 72-73, 139.

Total Klutz disadvantage, 73.

Toughness advantage, 42.

Tourette’s Syndrome disadvantage, 76.

Trait, analysis, 9; dominant, 12; linked, 26;
paranormal, 29; recessive, 12-13; sex-
linked, 13.

Transformations, 49.

Transgenic, 139; features, 34-35; gengi-
neering, 26; life forms, 1.

Transplant, 17, 23, 65-70; brain, 23, 66;
cat’s eye, 66; cell, 75; limb-replace-
ment, 69-70; medical, 65-66, 129;
rules, 65; tentacle, 67; xeno-, 66.

Tularemia, 89.

Ubermenschen, 30-31; see also Homo
Superior and Master Race.

Ultrahearing advantage, 45-46, 100.

Unaging advantage, 38.

Unattractiveness, 56.

Undulipodia, 8.

Undying advantage, 38.

Unfazeable advantage, 36, 72.

Universal Digestion advantage, 35.

Universal donors, 132.

Unnatural Feature disadvantage, 54, 62,
64, 66-67,71,78, 81.

Unsupported Strength limitation, 138.

Unusual Background advantage, 131.

Unusual Biochemistry disadvantage, 27,
53-54, 59.

Uplift, 99, 139.

Uploading, 139; see also Ghostcomps.

Ursamorph, 105.

Used body parts, 65.

Vaccines, 91-92; gengineered, 92.

Vacuum, Adaptation advantage, 49;
Support advantage, 49, 82, 108.

Variant human, 31-33, 139; custom, 57,
designing, 29-59; dollar cost, 57;
established, 57; examples, 36-56;
point cost, 56; templates, 56, 58.

Variant racial template, see Variant
Human.

Vat-grown organs, 17.

Venom advantage, 40, 51, 100.

Vermiform, 41.

Versatile advantage, 33, 71.

Very Fat disadvantage, 62, 77.

Very Fit advantage, 34.

Very Rapid Healing advantage, 34, 38, 76.

Virus, 11, 87-90, 92, 139; biotronic, 77-
78; birth-control, 78; cosmetic, 78;
skin transformation, 78-79; see also
Nanovirus.

Voice advantage, 44, 64.

Voice box, enhanced, 101.

Void-Dancer-series parahuman, 56.

Voidshark, 110.

Vomeronasal organ, 37.

War-dop, 104.

Warbeasts, 98.

Watson, James, 6.

Weak Immune System disadvantage, 53-
54, 59,76, 113.

Weak Will disadvantage, 37, 53, 72.

Webbing advantage, 51.

Wetware sub-personality, 72.

Whiskers, 46.

Wilkins, Maurice, 6.

Wilmut, Ian, 15.

Winged humans, 40-41.

Workaholic disadvantage, 53.

Xeno-anatomy, 49-50.

Xeno-voice box, 64.

Xenoglands, 50-51.

Xenosculpting, 64.

Xenostriker grafts, 66.

Yeast, 87.

Youth disadvantage, 74.

Zoom womb, 19.

Zygote, 6, 25,75.
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