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“I'm cycling the door. There, it’s open. It’s a beautiful
day — the sky is a marvelous burnt pink. I'm stepping onto
the ‘porch’ now. Everything looks in order. I'm turning
around to check the lander — yes, it looks fine.

“I’m stepping off the porch now . . .”

CRUNCH.

“My, that was loud! Oh . . . that wasn’t what I planned
on saying. Ha! I suppose it works: ‘One loud step for
mankind.’ Ha!

“As a representative of my family, the People’s Repub-
lic of China, and the United Nations, I claim this planet for
humanity. May we all work together for peace and under-
standing on Mars.”

The inner solar system. Four planets huddle around
the Sun. Each is radically different from the others. One
| is humanity’s home, rich in life. One is an airless

rock, dense and seared. One is covered in choking clouds.
One is a cold, dry desert.

Transhuman Space: In The Well covers the inner
solar system, excluding Earth and Luna. This is the part of
the System where travel times are short and solar energy is
abundant. Nations, corporations, and individuals thrive
here, trading, digging, discovering, and fighting.

The main focus is on Mars, the most heavily populat-
ed planet besides Earth itself. Mars is dominated by the
Chinese, who were the first to land, and the first to colo-
nize in force. Second place is held — barely — by the Unit-
ed States, who lost the Mars race thanks to computer error,
and never fully recovered. A hundred other nations and
organizations have footholds on the Red Planet, and it’s
considered by many to be the most exciting place in the

System.




Venus and Mercury are also discussed
here. Both are lightly populated, but more
explorers and opportunists arrive every day.
Mercury is rich in metal and energy, and is
home to heavy industry at the cutting edge.
Venus is good for nothing but hiding and
research — but that’s changing, as solar shades
move into orbit and terraforming begins.
Finally, a thousand asteroids and habitats cir-
cle the sun inside the orbit of Mars.

In addition to being a gazetteer of the
inner solar system, In The Well includes a
dozen new racial packages for transhumans,
hardware from rock pitons to armored per-
sonnel carriers to cargo zeppelins, strange
gengineered beasts, and adventure seeds. This
is the heart of the solar system. Enjoy.

Asout THE AUTHOR

Jonathan Woodward is a part-time free-
lance writer, and full-time computer profes-
sional. He is the author of GURPS Ogre and
co-author of several books for White Wolf
Publishing’s Trinity science-fiction roleplay-
ing game. In addition to roleplaying, he is a
ruthless comic-book annotator and noted
Legophile. He is not currently a transhuman,
but plans are afoot. He lives in Massachusetts.
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THe ELEVATOR

The elevator is an open framework whose
supporting cables are woven threads of graphite
and diamond over 10,000 miles long. It masses
millions of tons, constructed from material
| mined from Deimos. It is held in place by a trick
! of orbital dynamics; its center of mass is in areo-
synchronous orbit over Pavonis Mons, and it is
| kept vertical by tidal forces. The bottom
“anchor” is a combination of magnetic and phys-
| ical clamps designed to prevent minor oscilla-
tions (if there were a major oscillation, nothing
humans are capable of building would hold it in
place). The anchor is deep underground, so that
the huge elevator cars can stop above it and still
| be near ground level. Tours of the anchor are
| available, though security is reasonably tight.
Even though the cables are very difficult to dam-
| age, an interruption in the flow of commerce up
and down the elevator would be staggeringly
costly.

The Elevator itself is encrusted with power
lines, emergency gear, station-keeping thrusters,
defensive weaponry, and the “up” and “down”
tracks that the cars actually run on. The elevator
cars are buildings in their own right, running on
magnetic tracks on the inside of the framework.
They range from five-man maintenance cars, to
bulky cargo containers, to 10-story luxury hotels.
The trip up or down takes two days, and
is mostly in microgravity. When a car -
arrives at the anchor, it is separated 4 / »
from the vertical track, and moved | CUT" "G THE CH BLES
away on conventional horizontal tracks
to be unloaded. It is then reloaded and
moved to the “up” track for departure.
Typical prices are $1,000 per person or
| $2,000 per ton of cargo, though these
values can as much as triple depending
on quality of accommodations or spe-
i cial handling requirements for cargo
| (e.g., “Do Not Expose to Vacuum”).

Many violent organizations want to sever the Elevator. This would dramati-
cally increase the cost of importing to or exporting from Mars, and that’s a step
towards a lot of different ends (see Free Mars, p. 55). The actual cut would proba-
bly require a nuke or an esoteric ultra-tech solution (e.g., a bacterium that can sur-
vive in vacuum and eat diamond). Where one severs the cables makes a big
difference.

At ground level, the Elevator is held in place mostly by orbital dynamics.
Vaporizing the anchor would not cause the Elevator to fly up into the sky, though
it would probably drift away from the anchor-point. It would be a simple engi-

| neering matter to temporarily snag the Elevator and rebuild the anchor. To achieve
} D EI mos anything lasting, the Elevator would have to be moved away while the anchor was
| Deimos is the upper elevator gone. This .woulfi involve sabotaging the station-keeping thrusters, or somehow
| anchor, constituting the “high port” for moving Deimos itself.

| New Shanghai. It is almost entirely ded- At the other end, severing the cables at Deimos would cause the Elevator to
| icated to the transfer of people and _ fa!l. Due to its open structure, most of it would burn up in the atmo.spher.e. The few
| cargo from spacecraft to elevator cars, miles closest to the ground would not, and parts of New Shanghai and its suburbs
| and amenities are few. Deimos is much to the east would be badly damaged. Deimos would assume an elliptical orbit,
| more massive than the elevator cable, intersecting its pre-separation orbit once per day. Cutting it at points in between

| so it is nearly in areosynchronous orbit. Deimos and the surface would produce a compromise — the lower section would
fall; the upper section would hang there and go slightly out of orbit.




Han Chinese Alpha Upgrade Variant
25 or 27 points

Attribute Modifiers: HT +1 [10].

Advantages: Attractive [5]; Disease Resistant [5];
Longevity [5]. Women only: Easy Childbirth [1];
Light Menses [1].

Features: Taboo Traits (Genetic Defects, Mental
Instability).

Date: 2055. Cost: $40,000.

The Han Chinese are the most common ethnic group
in China, and among the upgraded on Mars, this is the most
common genotype. It’s also used as a baseline for many
types of bioroid and parahuman. Licensed from Biotech
Euphrates by Xiao Chu, this specific variant has a few
additions for women, but lacks the heightened dexterity of
the original Alpha upgrade (p. TS115).

Han Alphas generally do not regard themselves as a
separate society. They’re common enough on Mars that
they think of themselves as “Martian” first, “Chinese” sec-
ond, and “Alpha-Series” third or lower.

Mars Adapt (‘“Red Bear”)

Attribute Modifiers: HT +1 [10].

Advantages: Andraste biomod (p. 97) [14]; Decreased
Life Support (Requires less water) [10]; Extra Fatigue
+3 [9]; Nictating Membrane 1 [10]; Temperature
Tolerance 4 [4]; Toughness (DR 2) [25].

Disadvantages: Overweight [-5].

Features: Taboo Traits (Genetic Defects). Home gravity
of 0.38 G.

Date: 2082.

77 points

Cost: $156,000.

These parahuman gene sequences are available from
Colonial Genetics and Xiao Chu. An “adapt” is suited to
walking around Mars as if it were temperate Earth; they
can breathe the air, enjoy the cold, survive for long periods
without water, and aren’t seriously inconvenienced by
most sandstorms. They have tougher skin, thicker body
hair, and are noticeably padded with fat. They are occa-
sionally known by the nickname “red bears.”

Adapts are common, making up some 10% of the pop-
ulation. They have a definite cultural identity, seeing Mars
as their home. Most other inhabitants, in their eyes, are
guests (though usually welcome ones). Many are, or claim
to be, preservationists. Almost all have a genuine love for
Mars, and are happiest out enjoying its beauty.

The Temperature Tolerance advantage here is biased
toward cold. The upper limit is 70°; the lower limit is
15 - (HTx4)° (-29° for someone with HT 11).

Zhiminde 21 poinm\“

Attribute Modifiers: ST-1 [-10]; HT +1 [10].

Advantages: Andraste biomod (p. 97) [14]; Disease-
Resistant [5]; Extra Fatigue +1 [2].

| Features: Altered Sex Ratio (2:1 female-male births);
Taboo Traits (Genetic Defects, Mental Instability,
Unattractive). Home gravity of 0.38 G.

|| Date: 2058.

Cost: $50,000.

This was the first Mars-optimized parahuman design,
replaced in later years by the Yousheng (p. TS117) and sim-

| ilar models. At the time it was created, even the modifica-
tions included in the Andraste biomod were insufficient to
survive the low-pressure, low-oxygen atmosphere of Mars,
but the forward-thinking designers knew that it would not be
too many more years before the Zhiminde parahumans
could breathe Martian air. Just as for the Yousheng, the
reproductive modifications ensure rapid population growth.

High Arcadian Centaur
Cybershell 173 points

Attribute Modifiers: Upper body, ST +3 (Limitation: No
jumping bonus, -5%); lower body ST +16 (Limita-
tion: No Fine Manipulators, -40%) [71]; HT +2 [20].

Advantages: Attractive [5]; DR 5 [15]; Enhanced Move
(Running) 1 [10]; Four Legs [5]; Machine Body
[37]; Radio Speech [25]; Sanitized Metabolism [5].

Disadvantages: Inconvenient Size [-10]; Social Stigma
(Valuable property) [-10].

| Features: May have up to a Complexity 8 compact main-

: frame computer.

Date: 2085. Cost: $100,000 + computer.

This is a cybershell designed to look like a “natural”
centaur, in the tradition of Greek mythology. High Arcadia
(p. 28) obviously needed centaurs to give their park its
proper feel, and the company’s geneticists have not yet
managed to produce an organic centaur (though they’re
working on it very hard). Several hundred exist in High
Arcadia. About a third of them are “extras,” with NAISs.
They do not interact with guests, but are used for crowd |
scenes and the like. Another third are subsapient, and inter-
act with guests in limited contexts. The last third are fully
' sapient, and may serve as “native” guides for groups of

|| guests. Like cyberdolls (p. TS122), many cannot tan,

| bruise, etc. Some models intended for the combat city of
Sparta can sweat and bleed (although loss of blood is not
lethal, merely messy).

High Arcadia does not want any emergent intelli-
gences or ghosts in their centaurs, and their security meas-
| ures to prevent direct access to the centaur brains are tight.
They also have the patent on the design, and are very
unlikely to sell one . . . though anything is possible, if the
price is high enough.

Upper body ST is used for grappling, swinging
weapons, or throwing things. Lower body ST is used for

kicking, using the table on p. B140. /) /




Humanity has brought large portions of
Earth’s ecosystem to Mars. Thousands of species of
plants and animals live there. Some are thriving, some are
dying out, and almost all have felt the hand of gengineers
on their DNA. This chapter covers the more interesting
flora and fauna of Mars. (Note: The weights listed are Earth
weight. Be sure to make adjustments when necessary.)

PeTs

Conventional wisdom says that, in controlled habitats,
pets are nothing but consumers of resources and producers
of waste. Despite this, animal companions are common on
Mars. Some are kept for the company. Others serve roles
that could be handled by technology . . . but the overall
societal bias for wetware over hardware means that people
prefer to have these niches filled by something organic. If
it’s soft and furry, so much the better.

SMARTCAT

ST: 3 Move/Dodge: 10/7  Size: <1

DX: 14  PD/DR: 0/0 Weight: 5-15 Ibs.
1Q: 7 Damage: 1d-4 cut  Origin: SF

HT: 14/3 Reach: C Habitat: Dom.

The first experiments into felines with enhanced intel-
ligence were not complete successes. The prototype smart-
cats were too calculating and manipulative — and were
forever wheedling treats and food out of people, terrorizing
anything smaller than a Doberman, and driving their own-
ers to distraction. The current breed of smartcats have been
engineered for increased sociability and slightly lower
intelligence. They are ideal companions, furry, friendly,

somewhat trainable (as for an animal with IQ 6),
and with a vocabulary of several dozen words.
They differ from normal cats chiefly in their
intelligence, voicebox, and doubled lifespan.
They are Presentient (p. CI103). (Note that
GURPS Bio-Tech allows Presentient gengi-
neered animals to have language skills, as an
exception to the description of the disadvantage
in GURPS Compendium 1I.)
Smartcats are available in most breeds
(including fanciful ones) and with a wide array of
pelts. On Mars, shorthaired breeds are preferred,
and tiger stripes are fashionable. A standard smart-
cat costs $1,000; a ’cat with the feline equivalent
of the Andraste biomod (p. 97) would be $1,500.
A very small number of smartcats — particu-
larly second generation ’cats produced by breed-
ing outside the gene factory — have an IQ of 8 and
lack the Presentient disadvantage. They usually behave the
same as their siblings, just smarter. Some are as cunning
as the prototype smartcats, and may have plans . . .
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aquifer: An area of porous rock saturated with liquid water.

biosharking: Fronting the money for a biomod in exchange for
extended service.

CFC: Chlorofluorocarbons. While notorious on early-21st-century
Earth for their negative effect on the ozone layer, the types used
for terraforming Mars are not harmful to ozone.

chasma: Latin, “canyon.”

claim-jacker: Someone who tries to steal land from another; a
“claim jumper.”

combatrix: Generic term for a female combat bioroid, usually exot-
ic in some way.

datum: The arbitrary Martian “sea level” set in the 20th century by
sky areographers (c.f.). Bears no relation to actual sea levels.

Deep Beyond: The solar system from the Main Belt outward.

fossae: Latin, “trenches.”

fines: Extremely fine dust, with particles measuring about a micron
across (i.e., approximately 1/100,000 of an inch).

guanxi: Chinese, “a relationship.” The connection between two peo-
ple whereby they exchange favors. Guanxixue is the art or sci-
ence of cultivating and using these relationships. Pronounced
guan-shee and guan-shee-shwe, respectively.

habitat: An individual human habitat, whether it is a space station,
a domed city, or a one-family settlement.

iceteroid: An asteroid made largely of ice.

insolation: I/ncoming solar radiation. The amount of sunlight
received at a planet’s surface.

k-kill: “Kinetic kill,” used of a projectile that damages the target
through velocity, not explosives.

KBO: Kuiper Belt object, a protocomet found in the outer solar sys-
tem.

Martian: A sapient being (typically transhuman) who calls Mars
home.

mons: Latin, “mountain.” Plural, “montes.”

nat-born: Naturally born, as contrasted with vat-born such as
bioroids.

pantropy: “Grow anywhere.” Coined by author James Blish, this
term describes the process of adapting people to their environ-
ments, instead of the other way around.

planum: Latin, “plains.”

postmaterial: A state of being beyond physical matter — or, indeed,
any form comprehensible to material life. One of the possible
end goals of transhumanism.

recurving: Changing occupations (often with a decrease in income)
in pursuit of new skills and experiences. Very common in a
society of plenty. Coined by author Douglas Coupland.

regio: Latin, “region.”

regolith: Organically inert dirt. The proper term for the original
“soil” on the surface of Mars.

sky areography: The study of Martian geography through tele-
scopes, rather than by physically being there. The only kind of
areography that existed prior to the late 20th century.

tessera: Latin, “mosaics.” Refers to crust fractured into blocks from
several to a dozen miles across.

tholus: Latin, “dome.”

top-line: “Top of the line,” used to describe hard tech and biotech.
Not necessarily “cutting edge,” but the best currently available
to the general public.

transevolution: The evolution of humanity through biotech means,
rather than “natural” genetic happenstance.

valles: Latin, “valley.”

,

vat-born: Someone who was not born of woman; typically but not
necessarily a bioroid. The counterpart to nat-born.

Well, the: The solar system from Mars orbit inward.

xieh: A type of mercenary, typically Chinese.

PRronouncine
CHINESE

Chinese is a tonal language, and very difficult to pro-
nounce correctly without more guidance than this book
can provide. Chinese words in this book are written using
Pinyin romanization. Most letters can be pronounced as
they would be in English, but four simple rules will help
“sh,” “q” = “ch,” “z” = “dz,”

[TEn1)

X

with the exceptions:
and “095 - “tS.”

NNAMES AND
NeoLoGisms

Mercury, Venus, and Mars are all names of
Roman gods. Their Greek equivalents are Hermes,
Aphrodite, and Ares, respectively. Both sets of
names are used for naming things after the planets;
e.g., “The Ares Conspiracy.”

Two words that tend to get abused a lot off-Earth
are “geology” and “geography.” The “geo-" prefix in
both means “of Earth,” and some philologists say
they should only be used for talking about Earth. The
equivalent terms for Mars are “areology” and “‘are-
ography,” and many sources (including this book)
actually use them. Just as many people say that the
old words work fine. The quirk “Has strong opinion
about areo-/geo- debate” is available for vocal nit-
pickers. The Mercury and Venus equivalents,
(“hermeography,” “aphrodisiology,” etc.) have not
caught on.

On Mercury, most features are named for artists
and writers — the Plains of Shakespeare, Renoir
Crater. On Venus, women’s names are used, mostly
mythical — Guinevere Planitia, Aphrodite Terra.
Mars has no theme. The land features on all these
worlds were largely named in Latin — e.g., “Valles
Marineris.” Modern usage mixes Latin, English, and

other languages freely, to the despair of many

\\ pedants.




61 Virginis, 7.

Acid, 70, 71.

Acid-proofing, 71.

Administrative Rank advantage, 89.

Advantages, 89, 90.

Aerospace forces, 117.

Aerospace pilots, 79.

Africans, 26.

Agents, 79.

Airlocks, 131.

Ajiwau Ramen, 54.

Albor Tholus, 26.

Aliens, on Mars, 15.

Alpha Upgrade, Han Chinese
variant, 85.

Altbusser, Wilmot, 68.

Altitude, and Martian
atmosphere, 35.

America/Mars, 44-46;
government, 45.

Anadyomene Orbital, 72.

Ancestor worship, 60.

Andraste biomod, 80, 81, 97.

Antimatter factories, 67.

Antimatter production, 67.

Aquifer bursts, 37; adventure
seed, 122.

Aralgi, 23.

Area Knowledge skill, 91.

Areohumanists, 56.

Areologists, 79, 80.

Areology skill, 91.

Areomancers, 80.

Ares Conspiracy, 11-12.

Ares Plague, 11, 12, 35.

Ares Project, 11; see also Ares
Conspiracy.

Argyre Basin, 26.

Armor, vehicular, 133.

Arms, vehicular, 130.

Arsia Mons, 21.

As Sulaymi, 26.

Ascraeus Mons, 21.

Asteroids, inner-system, 75.

Atmosphere, Mars, 34-35; Mercury’s
lack of, 64; Venus, 71.

Baker, Aleda, 68.

Bako, 26.

Ballistic ramjets, 105.

Batteries, 132.

Bears, guardian, 112.

Bears, mini, 114.

Biomods, 97, 98; “kung fu,” 98;
zero-point features, 99.

Bioroids, and Martian Triads, 57, 87,
89; May-1, 86; on Mars, 87,
pleasure models, 88.

Biosharking, 58.

Biotech, on Mars, 60.

Blue Star, 45.

Bodies of water, 37.

Borealis Sea, 25.

Bores, 130.

Boy Next Door bioroids, 88.

Budget-model Eros bioroids, 88.

“Bureau 12,” 41, 65.

Bureau of Martian Affairs, 45.

Bureau of Tourism and
Immigration, 21.

Burroughs Museum of Martian
History, 58.

Burton, Governor Myrna, 44.

Caloris Basin, 63.

Campaigns, crossover, 123;
Sframeworks, 117-119; seeds, 122.

Carbon dioxide, 34; poisoning, 34.

Cargo module, 131.

Cargo trucks, 102.

Carl Sagan Memorial Station, 26.

CFC factories, 11, 12, 82.

Chaosheng, 9.

Characters, on Mercury, 64; on Venus,
70; transhuman, 84, 85; types, 79.

Chester Habitat, 24.

China, on Mercury, 65; on Venus, 72.

Chinese, pronouncing, 136.

Church of Sol, 77.

Claim to Hospitality advantage, 89.

Climbers, 95, 96.

Clock, Martian, 31.

Code of Honor disadvantage, 90.

Coffee, Martian, 37.

Collisions, 136.

Colonial Directive, 40, 41, 43.

Colonial Genetics, 53, 54; as
Patron, 89.

“Common courtesy,” and land use
on Mars, 30, 49.

Communications systems, 128.

Compartmentalization, 125.

Computers, for vehicles, 128.

Confucianism, 61.

Contacts advantage, 40, 89.

Control ratings, 50.

Coprates, 22.

Corporations, 50-55.

Crossovers, 123.

Cultural movements, Martian, 60.

Cyberdocs, 130.

Cybershells, on Venus, 73, 86.

Cyclers, 9.

Daintith, Elizabeth, 63.

Dala Kadavara Station, 76.

Deimos Dog, 53.

Deimos, 27, 28.

Delusions disadvantage, 90.

Dexterity, on Mars, 34.

Dione, 69.

Diplomacy skill, 40.

Diplomats, 119.

Disadvantages, 90, 91.

Dracoflies, 113.

Dragon Boat Festival, 31.

Drivetrains, 127.

Duncanites, 14; see also Ares
Conspiracy.

Dust, 36; campaign seed, 122;
storms, 36.

Ecoclysms, 12.

Economy, Martian, 50.

Electronics, for vehicles, 128.

Elevator, 14, 27, 28; adventure
seed, 122.

Elysium Mons, 26.

Elysium Planitia, 26.

Encumbrance, on Mars, 33.

Enemy disadvantage, 90.

Engineer skill, 91.

Engines, fuel-burning, 131.

Environment, Mercury, 64;

Venus, 69, 70, 71.

Environmental systems, 128.

Eos Initiative, 69.

Equatorial Railway, 21, 25, 103.
Equipment, miscellaneous vehicular,
130-131; on Mercury, 64; on
Venus, 70; personal, 95, 96;

rock-climbing, 95, 96.

Eros bioroids, 88.

“Eunuch” biomod, 98.

Euploia, 68.

European Space Control Agency, 72.

European Union, on Mars, 47; on
Mercury, 65.

Evil Twin disadvantage, 90.

Explorers, 119.

Explorer’s trike, 100-101.

Falconry skill, 91.

Fanaticism disadvantage, 90.

Farhaulers’ Guild, 52, 59.

Fat disadvantage, 33.

Fei Ming missile, 86.

Feng shui, 80.

Fines, 36.

Fort Meier, 46.

Free Mars, 15, 24, 27, 49, 55, 80;
campaign, 118; reactions to, 56.

Freedom fighters, 80.

Freyr, 63.

Fuel, 131-133; economics of, 64.

Fuel electrolysis system, 131.

Gabriel, 121.

Gang Lung-class SCVs, 41, 106-107.

Gases, lifting, 109.

Ge’gyai, 23.

Genemod goats, 113-114.

Genetic Regulatory Protocols, 28.

Geography, Mercury, 63; Venus, 69.

G-Experience advantage, 34.

Girl Next Door bioroids, 88.

Glossary, 136.

Glow-in-the-dark eyes, hair, or skin
biomods, 99.

Goibniu Base, 76.

Gravity, Mars, 33, 34; Mercury, 64;
Venus, 71.

Greenhouse gases, 34.

Greens, 10, 59.

Guan Di biomod, 98.

Guanxi, 40, 89.

Guardian bears, 112.

GURPS Greece, 123.

GURPS Horror, 123.

GURPS Illuminati University, 123.

GURPS Magic, 123.

GURPS Martial Arts, 92, 123.

GURPS Mecha, 123.

GURPS New Sun, 123.

GURPS 0Old West, 123.

GURPS Technomancer, 123.

GURPS Traveller, 123.

GURPS Vehicles, 124.

Guxiang, 9.

Habitats, American, 24; Chinese, 23;
inner-system, 76, 77; Martian, 20,
26; mobile, 102.

Hainan Aerospace, 86.

Haiyuan City, 22.

Han Chinese Alpha Upgrade
variant, 85.

Hanggin Qi, 23.

Harnesses, 95.

Harvest Moon Festival, 31.

Heat, 64, 69, 70.

Hecates Tholus, 26.

Hellas Sea, 25.

High Arcadia Adventure Theme Park,
28, 29, 85, 123; centaur
cybershells, 85.

History, Mercury, 63; Venus, 68.

Holidays, Martian, 31.

Hoppers, 105-106.

Horus Project, 7, 8.

Huli bioroids, 88.

Hydrology skill, 91.

Ice, on Mercury?, 63.

Ice axes, 96.

Ice weasels, 115.

Idle rich, 118.

“In a Martian minute,” 31.

Industries, Mercury, 66.

Intelligence ops, 117.

International Mars Treaty, 50.

Invulnerability (Heat) advantage, 64.

Islam, 59.

Tus, 22.

J-56 Ying Transatmospheric UCAYV,
see Ying.

Japan, on Mars, 11, 47.

Journal of Areoscience, 58; as Patron,
9.

Jump Over maneuver, 92.

Kaneda, Fujihiko, 11.

Kuiper Belt Objects, 49; sent to Mars,
13; and Venus, 69.

Lake Candor, 23.

Lake Eos, 23.

Lake Tithonium, 22.

Lancelot Linear Accelerator, 66.

Land use, on Mars, 30.

Landing Day, 31.

Landslides, 37.

Languages, 92.

Legal Enforcement Powers
advantage, 89.

Liang, Wen-Xuan, 9, 42.

Liangzhen, 23.

Life, native to Mars?, 15.

Light gases, 34.

Livestock, 113-114.

Loansharking, 57.

Lonely System Guide to Mars, 96.

Lunacy disadvantage, 90.

Magill, Chet, 59.

Mag-lev trains, 25.

Manned missions, to Mars, 7-10.

Maps, Marineris Sea, 22; Mars,
18-19.

Marineris Sea, 22-24; flooding of, 13.

Mars, being transhuman on, 84;
space forces at, 45; system object
record, 140.

Mars Academy of Space Technology,
28, 52.

Mars adapts, 85.

Mars Cars, 54.
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Mars Development Corporation, 13,
23,29, 52.

Mars Garrison, 67th Space Infantry
Division, 43.

Mars hawks, 112.

Mars Interplanetary, 52.

Mars orbit, 28.

Mars Orbit AFB, 45.

Mars Party, 44, 45, 56.

Mars Rangers, 46.

MarsWeb, 54.

Martial arts, 61, 92, 93.

Martian Commonwealth, see
America/Mars.

Martian People’s Armed
Police, 43, 44.

Martian Triads, 14, 29, 41, 43, 56-58;
adventure seed, 122; as
Patron, 89; enforcers, 83;
professionals, 83.

Martin, Yale, 77.

MAST, see Mars Academy of Space
Technology.

Melas, 22.

Meme Warriors, 119.

Memes, Martian, 60.

Memetic Warfare Special Operations
Group, 119.

Mercenaries, 117; see also Xieh.

Mercury, system object record, 142.

Mercury suit, 95.

Methology skill, 91.

Military bases, inner-system, 75, 76.

Military forces, on Mercury, 65.

Military Rank advantage, 89.

“Millionaires of Mars,” 47, 48;
campaign, 118.

Miners, campaign, 117; Mars, 81;
Mercury, 81.

Mines, Mercury, 66.

Mini bears, 114.

Minifacturing workshops, 130.

Minimalism, 61.

Ministry of State Security (Guoanbu),
Bureau 12, 41.

MLP Inc., 67.

Monorail, 102-104; boxcars, 103;
passenger cars, 103-104; sleeper
cars, 104.

Months, Martian, 31.

Moyobamba, 26.

Mudslumps, 37.

Mutatis Mutandis, 55.

Myths, Martian, 15.

Names, 51, 93, 136.

Natives, fake, 120.

Near-Earth asteroids, 75.

Negative Growth, 14, 56.

NERV drug regimen, 97.

New Amsterdam, 26.

New China movement, 43, 49, 55.

New Shanghai, 21, 22, 27.

Nitrogen, 34.

Nix Olympica, 17, 20.

No Degeneration in Zero-G
advantage, 42.

Noble gases, 34.

Noctis Labyrinthus, 22.

Nyame bioroids, 88.

Off-road speed, 107.

“Of independent means,” 81.

Olympus Mons, 17, 20.

Omokage, Dr. Mara, 57.

Orbital mirrors, 29, 49.

Orbital strike platforms, 29, 49.

Overweight disadvantage, 33.

Oxygen, 34.

Pacific War, 14.

Patron advantage, 89.

Pavonis Mons, 21, 27.

Peacekeeping, 117.

People’s Garb, 55.

Peru, on Mars, 48, 119.

Pets, 111-113.

Pharm cows, 113.

Phobias, 91.

Phobos, 28; HQ for PLAN-SF Deep
Space Fleet, 42.

Photography skill, 91.

Pitons, 95.

Planetology skill, 91.

PLAN-SF Deep Space Fleet, 28, 41,
42; vehicles of, 106-107.

Players, as PCs, 119.

Plymouth, 9.

Poles, of Mars, 26.

Population, Mars, 39.

Port Lowell, 23, 47, 52.

Port Phobos, 28.

Power plant, nuclear, 132.

Power, vehicular, 131.

Precipitation, 36.

Preservationists, 9, 12, 96; Martian,
81; militant, 14; Venus, 71.

Pressure, 70.

Pressure Support advantage, 70.

Prices, 95.

Protection services, 58.

Purring voicebox biomod, 99.

Qian, Mr. 120-121.

Quarters, 128.

Radiation, 37; Mercury, 64;
shielding, 134.

Rank, 89.

Recurvers, 82.

“Red Bears,” 85.

Red Lake, 24, 46.

Red lung, 36.

Religions, on Mars, 59, 60;
one-person, 60.

Reputation disadvantage, 91.

Research Station Aphrodite, 72.

Revised Outer Space Treaty, and
Mars, 30, 49.

Rio, Professor Margarita, 48, 49, 119.

Robinson City, 24.

Rock reader software, 96.

Roth, Frank, 56.

Rovers, heavy, 101; light, 101;
security variant, 101-102.

Ruanmao biomod, 80, 81, 97.

Russians, 24.

Rust China, 39, 40.

Safety modules, 130.

Saint Lwanga Monastery, 76, 77.

Sand, 36.

Sand wolves, 114.

Santo Tomas, 24.

Saudis, on Mars, 26, 48.

Savoir-Faire skill, 40.

Schiaparelli Spacecraft Construction
Yards, 28.

Science labs, vehicular, 130.

Scientists, 118.

Secrets, 119-121.

Security Clearance advantage, 90.

Seeker missiles, 86.

Seihin Corporation, 54.

Sensors, 129.

Sharona, 24.

Shibetsu, 26.

ShonTec/Mars, 54.

Sinkholes, 37.

Skills, 91.

Smart vehicle bodies, 125.

Smartboots, 95.

Smartcats, 111.

Smartgloves, 95.

Smuggling, 58.

Software, 96.

Soil reader software, 96.

Sol, as Martian “day,” 30.

Solar energy, on Mercury, 66.

Solar Shade, 69.

South Africa, on Venus, 72, 76.

Space Intelligence Agency, 45.

Spinning Punch maneuver, 93.

Springing Attack maneuver, 93.

Spybugs, 113.

Stall speed, 107.

Station 0.5, 77.

Statistics, vehicle, 134-135.

Status, 89.

Streetwise skill, 40.

Students, 82.

Style Analysis, 91.

Style Familiarity advantage, 90.

Submissa bioroids, 88.

Supertanks, 47, 48.

Surface features, vehicular, 133-134.

Surgery module, 131.

Survival skill, 91.

Syrtis Major, 25.

System object records, 139-142;
blank, 139; Mars, 140; Mercury,
142; Venus, 141.

System Technologies AG, 54.

Tables, antimatter production
module, 67; arm modules, 130;
armor, 133; batteries, 132; beam
weapons, 108; body materials,
125; body types, 125;
communications modules, 128;
drivetrain modules, 127,
environmental modules, 128;
fuel-burning engine modules, 132;
ground pressure, 135; guns, 108;
miscellaneous vehicle modules,
131; navigation and combat
modules, 129; nuclear power
plant modules, 132; quarters
modules, 128; seat modules, 127,
sensor modules, 129; surface
features, 134; turrets, 126; typical
DR ranges, 133; vehicle
performance, 135; weapon and
ammunition modules, 130;
wheels, 126.

Temperature Tolerance
advantage, 64.

Temperature, on Mars, 35.

Tenure advantage, 90.

Tenzan Heavy Industries, 9, 28, 54.

Terraformers, 82, 83.

Terraforming, 9, 10; and atmospheric
contents, 34; nonbiological
techniques, 35; skills, 91; taxes,
52; Venus, 69.

Testicle tuck biomod, 97.

Tetrachromatism biomod, 99.

Tharsis, 17, 20-22; volcanoes, 21.

Thunder Bird, 9.

Thunder Bird 2, 10.

Tiaoqi bioroids, 87.

Tika birds, 115.

Timbuktu, 24.

Time zones, Martian, 31.

Timekeeping, on Mars, 30, 31; on
Mercury, 63; on Venus, 69.

Tingdun, 30.

Tobikuma, Brigadier General
Gendo, 46.

Tourists, 83; campaign, 118;
cybershells on Venus, 73.

Transpacific Socialist Alliance, on
Mars, 49; on Venus, 73.

Triangle Trade, 51.

Triplanetary Lines, 52.

Trojan Mafia, 41.

Truckers, 48, 83, 84.

Truckers’ Guild, 59, 84, 102.

U. Mars, see University of Mars.

U.S. Army, on Mars, 46.

U.S. Navy, on Mars, 46.

Ultra-Tech!, 55.

United States, on Venus, 72.

University of Mars, 20, 82, 123.

“\ Unlimited Fights, 61, 123.
‘; USAF 91st Space Wing, 45, 46.
' USS Triton, 46.

Valkyrie bioroids, 87.

Vehicles, 99-109; air, 105-106;
attacking, 136; body options, 125;
component modules, 127,
core-and-slice relationships, 127;
crew and passengers, 127; ground
pressure of, 135; in action,
135-136; internal space, 127; key,
99-100; land, 100-103; movement,
135, 136; navigation and combat
systems, 129; on Mercury, 64; on
Venus, 70; performance of, 107,
109, 135; required modules, 127,
space, 106-107; turret options,
126; wheel options, 125; wheeled
modular design system, 124-136.

Venus, system object record, 141.

Venus suit, 95.

Video Production skill, 91.

Viking Park, 26.

Vosper-Babbage, 76.

Wang, Chief Administrator
Langing, 39.

Warheads, 80mm, 109.

Water mining, 26.

Water vapor, 34.

Wealth, 90.

Weapons, vehicular, 107, 109, 129;
tables, 108, 129.

Weather, Mars, 36.

Whirling Claws o’ Death
biomod, 83, 98.

Wild animals, 114-115.

Winches, 130.

Wudu, 23.

Xanthe Terra, 24.

Xiao Chu, 13, 21, 28, 29, 51, 86; as
Patron, 89.

Xieh, 43, 84.

Year, converting from Martian to
Earth, 31; Martian, 31.

Ying UCAVSs, 79, 86.

Yongyuan Project, 8.

Zaibatsu, 47.

Zeus Tourist Resort, 20.

Zhang, Master Xiao-Yue, 61.

Zhenchayuan, 7, 8.

Zhengyang-class AKVs, 107.

Zhigansk, 24.

Zhiminde parahumans, 13, 85.

Zhua martial arts style, 92.

Ziusudra parahumans, 83.
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